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Handout 1: What Happened In The Last
Months of Human History?

A year ago, the world burned. You know - you were there
on the night that the living balls of flame descended from
the sky to indiscriminately kill and destroy.

Everyone on that night seemed so shocked and surprised.
But with hindsight, it’s obvious now that the signs were
there for months leading up to that terrible moment. It
all had to do with that fringe religion — or maybe it’d be
more accurately called a ‘cult’ — going by the name of the
“Church of Melgart, Lord of the City.”

Where the Church came from, nobody really knew. They
just burst onto the world stage - starting with the
Internet, but soon after on sensational TV media as well -
a few months before the world burned. The Church seemed
to have a lot of money behind it, at least judging from the
amount of advertising — print, TV, radio, and TV — that
they bought up. Their message was a hackneyed one used
by many doomsday cults before them: “the end of the
world is nigh — the wisdom of Melqart is your only chance
of surviving the imminent day of purification by flame.”

The Chicken Nuggets Incident

In the jaded Internet age, such messages of (literal) “fire
and brimstone” were resoundingly ridiculed. Massive
threads on social media and anonymous-inflammatory
web forums soon emerged, parodying the Church
of Melgart and poking fun at their Old-Testament
sensibilities. Things really took off when a tabloid news
organization — the Global News Service — tracked down
the head of the Melqart ‘religion’, ambush interviewing
him in the car park of a Washington, D.C., fast food
chicken restaurant. Staring straight down the barrel, the
“High Priest of Melgart” (one Sharam Abunassar) told the
world “Melgart wants you to be saved, not deep fried like
these nuggets!” This absurd sound-bite took off, launching
more than a dozen mocking memes in the first day. They
were tweeted, shared, and amplified around the world. All
of them accompanied by parodies of one pathetic image:
Abunassar fleeing down the street shielding his face with
a fast food bag and spitting curses of fiery doom at the
throng of paparazzi chasing him.

It was a circus and the High Priest of Melgart was its public
face. This was how a lot of people first heard of the Church.

For some reason, people thought that the Church of
Melgart was funny. Some even started looking at their
website and reading their messages and predictions.
For a few lonely and eccentric people - including you -
these messages offered a promise of belonging that was
otherwise missing in their lives.

Tonight With Sung-Kuiper

After its trashing of the Church of Melgart — achieving
record TV ratings —one of the cable networks that screened
the GNS footage invited Sharam Abunassar in for a sit-
down interview. It was with Sandra Sung-Kuiper, host of
one of the network’s prime time current affairs shows. It
was, of course, a set-up but the acerbic host had the good
grace to let Abunassar describe the tenets of his belief
before roasting him with surprise theological experts
and phone-in ignoramuses. It was from this ‘interview’
that most of the public knowledge about the Church of
Melgqart’s beliefs entered common parlance.

You remember the interview well — in it Abunassar
attempts to describe his group’s veneration of the ancient
Phoenician god Melqart, also called the Ba’al of Tyre. At
the same time the on-screen experts relentless lambasted
him. The latter group brought up ancient tales of human
sacrifice, prophecies of a year of fiery purging, and the
coming of a messiah. Abunassar sat there like a deer in
the headlights. The TV audience lapped it up.

Church Merch

The sensationalist media attention led to even more
Internet derision and, as is often the case, some contrarian
behavior as well. Melqart (including stuffed and cartoon
versions) began to show up everywhere. He even became
featured as a particularly weak end-boss in a video game.

Then some gonzo outfit out of Las Vegas, R. Patel
Productions, took the fad to the next level. Its “Official
Guide to the Church of Melqart” portrayed Melgart as an
ancient, legitimate faith centered around community,
faith and fire as a cleansing force. For only $16.66, one
could get this rather well-written guide to the practices of
Melgqart. It denied the human sacrifice claims as “a vicious
rumor spread by early monotheists” but did not shy away
from some other tenets of the faith, including the “year of
fire” —starting very soon —and the birth of a messiah. Their
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Handout 1 (cont’d)

tenets also included burnt offerings, the need for absolute
devotion, the importance of its priests being willing to suffer
physical abuse, and the “symbolism of fire as both destroyer
and renewer, life and death.” The Official Guide was available
from the “unofficial official” website (churchofmelgart.com),
and soon became available on Amazon.

For whatever reason you bought the Official Guide, even if
you didn’t completely believe its message that the world
was literally about to be purged by fire. Like, in the coming
months. Not only did you buy the book, but you forked out
the $999.99 “faith pledge” to purchase the whole “Devotion
Kit” complete with tickets to an official “End of the World”
party and a guaranteed spot in one of the Church bomb
shelters. Who knows why you bought into this much-
ridiculed fad: maybe you were lonely, maybe you were
trying to impress a romantic partner, maybe you were a
New Age or occult dabbler?

The Purification Rite

The Devotion Kit included, along with a plushie Melgart (a
ball of yellow fuzz with eyeballs all over it and a whimsical
expression), a (mostly) harmless “Purification Rite.” The
booklet clearly warned that the Purification Rite needed to
be performed by the Faithful of Melqart if they wished to
be welcomed in the prophesied New World, once the Lord of
the City “cleared The Earth With His Holy Fire” and blessed
a mortal with carrying his messiah. (Even then, it cautioned
that to survive, the faithful should secure themselves in a
proper bomb shelter once the Great Clearing for the Year
of Fire began). The Purification Rite called for an offering of
human blood to a bonfire on a clear, starry night in the fall,
when the star Aldebaran was high.

You performed the rite, maybe as a joke or maybe half-
believing it might save you. It wasn’t as bad as it sounded,
since the rite allowed for blood ‘liberated” from a blood
bank rather than freshly spilled. When you carried out
the ceremony, nothing much seemed to happen — so you
pretty much forgot about it until the day when the Official
Guide said the purging fire would descend.

[Continued on Handout #2]
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Handout 4: All About
' Jezebel

The three Baptist preachers know the following
information about Melqgart and its relationship with
Elijah and “Jezebel” as related in the Old Testament:

N,

“Melgart is an alternate name for the old
Phoenician god called the Ba’al of Tyre mentioned
in the Old Testament. The heart of the story of
Ba’al in the Bible is the story of Elijah and Jezebel.
Jezebel, most Biblical scholars agree, was likely a
real person, but that was likely not her real name.
Jezebel means “Where is the Prince?” in Phoenician,
and this was the cry that worshipers of the Ba’al of
Tyre, Melqart, would use to try to summon his fire.

“The woman that the Bible calls Jezebel was
a princess of Tyre who married Ahab, the King of
the northern kingdom of Israel. This offended the
prophet Elijah, because she did not worship the God
of Israel, but rather Melgart and Melqart’s female
consort, Ashtoreth. Worse, the Queen brought the
worship of the two gods to Ahab’s court, and carried
on Melqart’s idolatry openly. It was not unusual in
that era for religions to migrate in this way, and for
incumbent religions to resist, but for some reason
that the Bible does not delve into, Jezebel especially
infuriated Elijah. Elijah set out to destroy both her
and Melqart, both physically and by reputation.

“The priests of Ba’al were initially humiliated
by Elijah when, despite sacrificing their own blood,
they could not call down fire, while he easily did.
That public humiliation ordinarily would have
been enough to drive the worship of Melqart from
Israel, but God was not satisfied. Jezebel was the
Queen and had tried to set up Melqart as the state
religion. Moreover, as Queen, she was also High
Priestess of Ashtoreth, Melqart’s consort.

“Elijah would have been expected to denounce
Jezebel and call upon her to repent, but his
prophecies about her castigated her as impure,
and unflinchingly called out the means of her
death: cast down from a high tower and devoured
by dogs in the street. According to the Bible, that is

following Ahab’s death.”
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exactly how she died, in the wake of a palace coup ;
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Handout 2: The Night of Fire, Version A -
Friends of Saoirse

On the night of the predicted firestorm, you were at one of the
official “End of the World” parties. You were there with your good
friend Saoirse Sullivan (Saoirse is pronounced a bit like Ser-sha,
rhyming with inertia). Actually, it was her that got you into the
whole Melqart thing in the first place. She was a 20-year-old
exchange student from Ireland whom you had met when the
whole Church of Melqart silliness began a few months earlier.
Saoirse was into New Age and all the associated ‘witchcraft’ stuff,
so of course she bought into the whole Melqart religious frenzy
in a syncretic kind of way. In fact, it might well have been her
enthusiasm that got you to consider performing the purification
rite (or helping out while she performed it).

The “End of the World” party was all a bit underwhelming at
first. But then, after dark the clouds cleared, and the stars came
out. What you saw next is permanently etched on your mind.
Everything — the whole sky — was on fire, everywhere, all at
once. Millions of tiny, dancing stars, matching the description
in the Church’s ‘Official Guide’ of the “Children of Melqart” — the
“Ba’al’s angels and emissaries” — fell from the night sky in a
dense, hour-long shower. They were beautiful, angelic balls of
shifting light and color ... until they started burning almost
everyone and everything in sight. According to the tsunami of
tweets and Facebook updates that quickly followed, the same
miracle turned horror was being witnessed everywhere on Earth.

The sentient balls of flame swarmed into the “End of the World”
party — some people they attacked, others they ignored. You
were among the latter group; you’d like to think it was down
to the ‘Purification Rite’ you performed but who really knows?
Faced with imminent immolation you did the only sensible
thing you could do ... flee. Hardly anyone else made it out with
you, but your friend Saoirse was among the lucky ones.

. When you were out in the street, you could see that the same

carnage was occurring there. What happened next is muddled
and confused in your mind. You remember talking with a
few others who had escaped the party — Saoirse mentioned
the Church of Melqart bomb shelters. You realized suddenly
that everything that had happened was just what they had
predicted ... and their ‘Official Guide’ had a list of the locations
of pre-prepared survival shelters. Not only that, it clearly
spelled out that the only people who would survive the “Great
Cleansing” were those in the shelters. So, you decided to try to
make it to one. Saoirse said she’s come with you.

That’s when something weird happened. Just as you were all
running down an alley on your way out of the city Saoirse, who
was lagging behind the rest of the group, suddenly stopped and
pulled out her cell phone. It was as though she had received a

message or something. She looked up atyou from 50 yards away,
a look of sheer confusion on her face and nodded strangely. She
ran off in a completely different direction, pausing only for a
moment to kick a garbage can and look back at you knowingly.
You tried to follow her, but the chaos of the crowd meant she
was soon lost in the panicked mass of humanity. You tried to
call and text her, but never got a response.

You never saw Saoirse again. You do not know what became of
her, but it’s safe to assume that when the Church of Melqart,
Lord of the City said that even the faithful would need to take
shelter when the Earth was cleared, they meant it. The sound of
the trash can that Saoirse kicked as she fumbled with her phone
in the chaos still gives you nightmares.

After being parted from your friend, the remainder of the trip
through the burning ruins of the city was harrowing. Not everyone
who was with you made it all the way — some succumbed to
burns and smoke inhalation, others became victims of the fire-
ball things. Eventually you managed to make it to the place
described in the ‘Official Guide’— an underground bomb shelter,
five miles outside of the city. The ‘Guide’ told you how to access
the shelter: inside you found that provisions had been prepared:
food, water, and even a manually crank-powered CB Radio.

The shelter has been your home for the past year. The Devotion
Kit told you what to do, how to seal the place up a couple of
hours after the Apocalypse had started. It also told you to stay in
the shelter at all costs, until the ‘all-clear signal’ was broadcast
on the CB to tell everyone that it was safe to leave. If anyone
died while you were in the shelter, it said, put them outside (but
remember to tag them first for identification purposes).

Life has been pretty boring for the past twelve months, stuck in a
single room with a half-dozen or so other folks who had likewise
bought the Melqart Devotion Kit. There has been tension; there
has been friction. But everyone has found a way to live together,
despite the total lack of privacy. A few times brave or foolhardy
people have suggested leaving the bunker, but such plans have
evaporated quickly as soon as the door to the outside world
was unlatched. In the first few months, flames still raged in
the world beyond; then it was a wasteland of ashes; then a
smoke-shrouded wilderland. None of the glimpses of the
world-at-large made anyone want to leave the shelter’s safety.

It seemed for a long time as though you would just die here in
the shelter. Despite the CB Radio being cranked every day (as
the ‘Guide’ instructed) there was never any signal, just static.
Until today that is ... perhaps today is the day when things
fall into place
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% On the night of the predicted firestorm, you were at one of the
" official “End of the World” parties. The crowd was made up of a
4

weird collection of oddballs, conspiracy theorists, and New Age
wackos. You felt a bit out of place.

It was all a bit underwhelming at first. But then, after dark the
clouds cleared, and the stars came out. What you saw next is
permanently etched on your mind. Everything — the whole sky —
was on fire, everywhere, all at once. Millions of tiny, dancing stars,
matching the description in the Official Guide of the “Children of
Melqart”— the Ba’al’s angels and emissaries — fell from the night
sky in a dense, hour-long shower. They were beautiful, angelic balls
of shifting light and color ... until they started burning almost
everyone and everything in sight. According to the tsunami of
tweets and Facebook updates that quickly followed, the same
miracle turned horror was being witnessed everywhere on Earth.
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The sentient balls of flame swarmed into the “End of the
World” party — some people they attacked, others they
ignored. You were among the latter group; you’d like to think
it was down to the ‘Purification Rite’ you performed but who

really knows? Faced with imminent immolation you did the
only sensible thing you could do ... flee.

_:E
When you were out in the street, you could see that the same
carnage was occurring there. What happened next is muddled and
confused in your mind. You remember talking with a few others

“ who had escaped the party — someone mentioned the Church

* of Melgart bomb shelters. You realized suddenly that everything

that had happened was just what they had predicted ... and

a their ‘Official Guide’ had a list of the locations of pre-prepared

é survival shelters. Not only that, it clearly spelled out that the only

"y people who would survive the “Great Cleansing” were those in the

@ shelters. So, you decided to try to make it to one.
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Handout 2: The Night of Fire, Version B -
General Survivors

Thetrip through the burning ruins of the city, dodging people being
burned to ashes by the flame balls, was harrowing. Not everyone
who was with you made it all the way — some succumbed to
burns and smoke inhalation, others became victims of the fire
things. Eventually you managed to make it to the place described
in the ‘Official Guide’ - an underground bomb shelter, five miles
outside of the city. The ‘Guide’ told you how to access the shelter:
inside you found that provisions had been prepared: food, water,
and even a manually crank-powered CB Radio.

The shelter has been your home for the past year. The Devotion Kit :
told you what to do, how to seal the place up a couple of hours
after the Apocalypse had started. It also told you to stay in the
shelter at all costs, until the ‘all-clear signal’ was broadcast on the
CB to tell everyone that it was safe to leave. If anyone died while
you were in the shelter, it said, put them outside (but remember to
tag them first for identification purposes).

Life has been pretty boring for the past twelve months, stuckina ¢
single room with a half-dozen or so other folks who had likewise
bought the Melgart Devotion Kit. There has been tension; there
has been friction. But everyone has found a way to live together,
despite the total lack of privacy. A few times brave or foolhardy
people have suggested leaving the bunker, but such plans have
evaporated quickly as soon as the door to the outside world
was unlatched. In the first few months, flames still raged in the
world beyond; then it was a wasteland of ashes; then a smoke-
shrouded wilderland. None of the glimpses of the world-at-large
made anyone want to leave the shelter’s safety.

It seemed for a long time as though you would just die here
in the shelter. Despite the CB Radio being cranked every day
(as the ‘Guide’ instructed) there was never any signal, just
static. Until today that is ... perhaps today is the day when
things fall into place.
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Handout 3: Voicemail From The Future?

Umy hi. This is Jeanete. 1¢ You‘re.
re.c,eiv'\r\s 4h'\5, you havent met me yet

and when you doy T won’t remember
Ahis) because W won't have happened yet.
Um, you auys 1old me 1o dell you e.xa.c.%\y
wihat you remembered that 1 saidy because thadt
was imporianty which was 4hat these auys have a
Radio Tower and  can somedimes send messSaaes
back \n 4ime because of um, Some Science AU,
and you should pay attention because 4hat's how
prophecies work, self-fulfillmend.

Also, you dold me 4o remind you Ahat 4he lady
with 4he funny name drives a red car. 1
Ahink you called W a “Yerzel’ or me*hing.

1 auess His S wihere 1 agt eut of¥....
(Message abruptly ends).
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Handout 6: Saoirse’s Carved Message

Front Side of Charred Stone Tablet

Reverse Side of Charred Stone Tablet
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APOCTHULHU support page on the Cthulhu Reborn blog.

Pre-Gen Character Sheets
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' >> SURVIVOR’S STORY SO FAR

A recent college graduate (barely) with a bachelor’s degree in hotel management (because those
are the classes that you got Bs in, instead of Ds), you are socially awkward and immature. Before _

the Apocalypse, you bumbled through life on your parents’ money, drinking and wallowing in an
extended adolescence. You had no enemies but no real friends, either, and were living in your
parents’ basement after graduation while interning at a local franchise motel. You spent a lot of _
time playing video games and on the Internet. The bunker was just your latest basement cave, in.
away. You found the Melgart meme through a Facebook group and joined because it sounded

like something fun.

'TERRIBLE TOMES & ARCANE RITUALS

Church of Melgart "Official Guide" 18 rounds of .38 ammo e
o . e Trail bike, oddly appropriately sized =~

Sp) = armor piercing
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Test Outcomes: Roll d100. If under test —» Success;

APOCTHULHU RULES CHEAT SHEET POST-APOCALYPSE WORLD | FELLOW SURVIVORS

if digits of dice match also (orroll 01) —» Critical. T ———
Roll over test —» Failure;
if digits of dice match also (or roll 00) — Fumble. e " R e G o e
Opposed Tests: both sides roll and compare results [ = E—
Critical beats Success beats any failure. If both T A = T ——— I 1
parties succeed or crit, whoever rolled HIGHER wins
Combat Options: Aim, Attack, Called Shot, Disarm, - . . = - il
Dodge, Escape Pin, Fight Back, Move, Pin, Wait. el | e
Resisting Insanity: Project SAN loss onto Bond, Use B S8 L B S o T L T T e T T T o e T
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| |moMe Bunker |lPower (POW) "ol ans 0
BIRTHPLACE || charisma (CHA) 1 60 | syt =

MAXSAN 77  RECOVERYSAN 09  [“jnsane 01 02 03 04 05 -'
08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28
31 32 33 34 35 36 37 38[39 40 41 42 43 44 45 46 47 48 49 50 51 (6) 5

54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76

| Nvs juaing

7
0
3

| 00 01 02
| STUNNED | 03 04 05

“Current HP

06 07 08 09 10 77 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 |

@ 12 13 1 INGIDENTS OF SAN LOSS WITHOUT INSANITY oy e oo 39 o el
melter. Black oul numbers

16 17 18 19 Violence OO, Helplessness KA, above MAX SAN.Drawbox ity

around Breaking Point .

PERMANENT INJURIES

® Third checkbox filled, character is adapted

© =5 SAN lost in one roll, temporary
insanity. If SAN reaches Breaking Point,
acquire a Disorder and reset BP P

© HP 2 or less = unconscious AND roll '
for permanent ||'|Jllr)‘ HP of 0 = dead

SORG o 2 s NS> SBONDSE

Dmsiﬁmgg\gn[; ‘;;Zu]are brackets) All kil WIT‘ TWE for 5&7{#;;?;;;;& SEUE;\-:.]have abase 'ath INDIVIDUAL BOND SCORE
O ANTHROPOLOGY [0%] 40 O NAVIGATE[10%] || Zapruder 12
O APPRAISE [10%) O ocouLT[10%)] 55 | (formerpetdog)
O ARCHEOLOGY [0%] O PERSUADE[20%] 40 | I
O ART( VoiceActing ] 30 O PHARMACY[0%] L A
O ART( B O piot( B e e v s e g
O ARTILLERY [0%] o puor( - " — OO —
O ATHLETICS [30%) _ O POST-APOC. LORE( N . COMMUNITY BOND SCORE
0 T Mechanic ] 60 O merarsimel e Bunker Mates 3
K I:RAFT[___ = . RANSCR WrAPOeS {2051 e———— ConsplracyTheonsts;\thz;n-;;“_'lf_)m‘
O DEMOLITIONS [0%] 20 O REASSURE [10%] o S et
O DISBUISE [10%) O RESEARCH[10%] S I —
O DODGE [30%) 50 O RIDE[10%] o = o
O DRIVE [20%] O SCAVENGE[10%] o B T ey ——
O FIREARMS [20%) O SCIENCE( Engineering ] 50
pph— =y e g | T L
CJ FOREIGN LANGUAGE [ N O SEARCH [20%)] 50 S ENVIgiancel
J ) FOREIGN LANGUAGE [ b O STEALTH [10%] o e
O FORENSICS [0%] O SURGERY [0%] I e
O HEAVY MACHINERY [10%) O SURVIVAL[ Wasteland J[10%] 40 = = =
O HEAVY WEAPONS [0%] O SURVIWVAL[  J[io%] =L e
O HISTORY [10%] 50 O swiM[20%] ) e — e ——— 3
O INSIGHT [10%) 50 O TECHNOLOGY USE[0%] 60 PERMANENT RESOURGES D [
O W[ ][O UNARMED COMBAT [40%] W | msmssisoiusmsiin wpmmanaugpem >
O LAW( A UNNATURAL [0%] 20 T 2 3 Unavaiable Boxes ‘
O MEDICINE [0%] I - 5 %
O MELEE WEAPONS [30%) T e —— o w2
AT HAND STOWED IN STORAGE

) y P » s R T ST S - i
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>> SURVIVOR’S STORY SO FAR

You were the second banana on a weekly conspiracy theory podcast with a modest following: a

~
E
b

libertarian expounder of states’ rights, the Second Amendment and the looming threat of every s
level of government. You believe in everything from Roswell aliens, to 9/11 being faked, to the r’
1N

Gnomes of Zurich. You were convinced that the Melgart meme was some kind of secret,
llluminated plan to prepare a chosen few for a Post-Apocalyptic world, so you decided to

>> GEAR PRSTIE WIRN 0

'TERRIBLE TOMES & ARCANE RITUALS

Church of Melgart "Official Guide" =~~~ 18 rounds of .38 ammo ~— S
- . || Trail bike, oddly appropriately sized
db} =damage bonus
ap) = armor piercin
WEAPON SKILL %| BASE RANGE DAMAGE | (db)| ap)| PRISTINE/WORN/JUNK| LETHALITY % | KILL RADIUS | AMMO
.38 Caliber Revolver 20 10 yards 1D8 ¥ O O - - 6
KBAR Fighting Knife 30 - 1D6+1 3| ¥ O O - - e
= & E
- ) =1 ]
1R 3 [N x|
I S 2 85 |
)5 O |
= O s |
O B O
APOCTHULHU RULES CHEAT SHEET POST-APOCALYPSE WORLD FELLOW SURVIVORS
Test Outcomes: Roll d100. If under test —» Success;
if digits of dice match also (orroll 01) —» Critical. O il
Roll over test —» Failure;
if digits of dice match also (or roll 00) — Fumble. = " e e G o =
Opposed Tests: both sides roll and compare results T = E—
Critical beats Success beats any failure. If both e = - S -
parties succeed or crit, whoever rolled HIGHER wins
Combat Options; Aim, Attack, Called shot, Disarm, || — i e = - il
Dodge, Escape Pin, Fight Back, Move, Pin, Wait. el | e
Resisting Insanity: Project SAN loss onto Bond, Use 8 e i = B e R A R S S e e DAtk
Bond to Repress Temp Insanity / episode of Disorder s R A— —
) . - L -. 4 - - -, ’ : ] i - T s "_“' R 2 y - - . v '
T R e M, T Rl VG Ay P i
- - o oh sy . v —Eo - TR RAam . o=
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LOVECRAFTIAN APOCALYPSE | >> STATISTI ; il
SURVIVOR CHARACTER RECORD STATISTIC SCORE msnmmsmmmmns ~ Willpower Points

NAME NoahFisher | strength (STR) 8 40 ' 8 l 10

SErTNgFirelands of Melqart | Constitution (CON)| 10 | 50 kT
[ monervpe War Veteran | fDexterity (0EX) | 9 | 45 g
. faee 65 cenper Male | fintelligence INT) | 10 | 50 | o T T
. |HomE Bunker  IlPower (POW) 8 | 40  DAMAGE BONS ﬁ-l—-

BIRTHPLACE || charisma (CHA) 6 | 30 BODY ARMOR —

MAXSAN /7  RECOVERYSAN  4U  [“jncane 01 02 03 04 05 06 07 |
08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23[24 25 26 27 28 29 30
313D 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53
54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76
77 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 |

© Circl tSANon |
INCIDENTS OF SAN LOSS WITHOUT INSANITY BREAKING WIHT 2 4 B rpregss i
Violence E]DI:I Helplessness EZI[Z]I:Ia above MAX SAN. Drawbox i

around Breaking Point .

| Nvs juaind

PERMANENT INJURIES

® Third checkbox filled, character is adapted

© =5 SAN lost in one roll, temporary
insanity. If SAN reaches Breaking Point,
acquire a Disorder and reset BP P

© HP 2 or less = unconscious AND roll '
for permanent ||'|Jllr)‘ HP of 0 = dead

SORG o 2 s NS> SBONDSE

m[] _[13_5* [mowouncsmn—score
O ANTHROPOLOGY [0%] O NAVIGATE[10%] (| CazySampson &
O APPRAISE [10%] O oceutr [10%] 15 | (fellowvetand barhound)
O ARCHEOLOBY [0%) O PERSUADE[20%] 40 | I
O MRT( ] O PHARMACY[0%] | Cebae . B
O ART( ) O PiLOT[ ] (waitress atdiner)
O ARTILLERY [0%] o oeor( 5 —
O ATHLETICS [30%) 50 O post-apoc. LORE( — 1 || COMMUNITY BOND SCORE
OORAFT( ] O POSTAPOCLORE( 3 e o e &
O CRAFT[ A O RANGED WEAPONS [20%] - ——
O DEMOLITIONS [0%] 40 O REASSURE [10%] v P} e
O DISGUISE [10%] 30 O RESEARCH [10%] e =
O DODGE [30%)] O RIDE[10%] - . o =
O DRIVE [20%] 40 O SCAVENGE [10%] 8 ||l
2 40 oosmel ) MOTIVATION / MENTAL DISORDER
O FIRST AID [10%] 40 o ScENcE( )] e
O FOREIGN LANGUAGE [ ko O SEARCH [20%] o PTSD (Hypervigilance)
| ] FOREIGN LANGUAGE [ T O STEALTH[10%] B — s
O FORENSICS [0%] O SURGERY [0%) H— etz
O HEAVY MACHINERY [10%] O SURVIVAL( Wasteland J[10%] 80 |f — 2 .
O HEAVY WEAPONS [0%] 40 o SuRvVALl  J[i0%] B
O HISTORY [10%] O SWiM[20%] ) R s e .
O INSIGHT [10%] 50 O TECHNOLOGY USE [0%) 40 A
O LAW( Pre-Apocalypse America ] 30 1 UNARMED COMBAT [40%] — ::::;;E:::mggm;."—%aiu} T
O Lw( A UNNATURAL [0%] 20 T 23 Unavalable Bowes ‘
O MEDICINE [0%] I - 4 e
o - wmswn%] _"‘o'_ . e e PR AT HAND STOWED IN STORAGE

) y P » s R T ST S - i



>> SURVIVOR’S STORY SO FAR

You are a decrepit, broken-down Vietnam veteran. You were in bad shape before all of this

Melqart business started, in and out of mental hospitals, chronically ill, on and off the streets. You

saw things — horrible things that you have mostly blocked out — in ‘Nam, and something about
what was happening left you very agitated. You stole Lm,m_cm_ey. for the Devotion Kit froma

liquor store, cleaned yourself up, and started going to meetings with the lonely kids and New
Age weirdos. To you, this all seems like a giant set up; things are too pat, too convenient, and no_

one is to be trusted.

'TERRIBLE TOMES & ARCANERITUALS | >> GEAR P T

Church of Melgart "Official Guide" 18 rounds of .38 ammo ST
= " e Trail bike, oddly appropriately 5|zed .
db} =damage bonus
ap) = armor piercin
WEAPON SKILL %| BASE RANGE DAMAGE | (db)| (ap)| PRISTINE/WORN/JUNK| LETHALITY % | KILL RADIUS | AMMO
.38 Caliber Revolver 60 10 yards 1D8 ¥ O O - - 6
KBAR Fighting Knife 50 - 1D6+1 |-1|3| @ O O - - e
2 B
- [=f I E]
1R 3 [N x|
S 1 T |
) e |
= i R e
O 8B O
APOCTHULHU RULES CHEAT SHEET POST-APOCALYPSE WORLD FELLOW SURVIVORS
Test Outcomes: Roll d100. If under test —» Success;
if digits of dice match also (orroll 01) —» Critical. O il
Roll over test —» Failure;
if digits of dice match also (or roll 00) — Fumble. = " e e G o =
Opposed Tests: both sides roll and compare results T = E—
Critical beats Success beats any failure. If both T A = T ——— I 1
parties succeed or crit, whoever rolled HIGHER wins
Combat Options: Aim, Attack, Called Shot, Disarm, || — . . = - il
Dodge, Escape Pin, Fight Back, Move, Pin, Wait. el | e
Resisting Insanity: Project SAN loss onto Bond, Use B S8 L B S o T e T W e e T M W e
Bond to Repress Temp Insanity / episode of Disorder s R A— —
i ™ e : S T AL e koo e . LI
y ; =3 - [ ~‘r 'ﬂ “n"_-‘- ‘_ “Q-,‘f;_w‘: e 4,_..!'..-'}_\. . :‘ _ "7','.5-"‘ i
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LOVECRAFTIAN APOCALYPSE | >> STATISTI ; il
SURVIVOR CHARACTER RECORD STATISTIC SCORE msnmmsmmmmns ~ Willpower Points

NAME Seth Crabtree,Jr. || strength (STR) 16 80 ' 13 l 10

SETTING _ FlrelandsofMelqart || Constitution(CON)| 14 | 70 Efhaumed
- | ARCHETYPE S2oirse’s (maybe) Boyfriend | | Dexterity (DEX) 16 | 80 m“:“:" |CURRENT| -
' |nee 20 geper Male  |lintelligence INT) | 13 | 45 Boilic ol i ool
. |HoME Bunker __ ||Power (POW) B DAMAGE BONUS _ +1

BIRTHPLACE _| | charisma (CHA) 14 | 70 BODY ARMOR s

MAXSAN 77  RECOVERYSAN 09  [“jnsane 01 02 03 04 05 -'
08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28

31 32 33 34 35 36 37 38[39 40 41 42 43 44 45 46 47 48 49 50 51 () 5
54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76

77 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 |

© Circl tSANon |
INCIDENTS OF SAN LOSS WITHOUT INSANITY BREAKING WIHT 39 B rpregss i
Violence E]DI:I Helplessness EZI[Z]I:Ia above MAX SAN. Drawbox i

around Breaking Point .
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PERMANENT INJURIES

® Third checkbox filled, character is adapted

© =5 SAN lost in one roll, temporary
insanity. If SAN reaches Breaking Point,
acquire a Disorder and reset BP P

© HP 2 or less = unconscious AND roll '
for permanent ||'|Jllr)‘ HP of 0 = dead

SORG o 2 s NS> SBONDSE

m[] _[1_“ NOVODUALBOND  StORE
O ANTHROPOLOGY [0%) O NAVIGATE[10%] || sacirseSullivan 17
O APPRAISE [10%] O 0ceuLT[10%] B e
O] ARCHEOLOGY [0%) O PERSUADE[20%] 60 | Dad R—— .
SIE S S = . 40 || o
O ART( N O Piot{ B o
O ARTILLERY [0%] ~_ooewor( ) — O ——
O ATHLETICS [30%)] 70 O posT-APoc. LORE b || commuNITY BOND SCORE
O GRWTLice Hockey .} éo— S e Bunker Mates 13
O CRAFT( ) O RANGED WEAPONS [20%] - e
O DEMOLITIONS [0%)] O REASSURE [10%] 50 T e
O DISGUISE [10%) O RESEARCH [10%] BE I ===
O DODGE [30%)] O RIDE[10%) . o =
O DRIVE[20%] O SCAVENGE[i0%] | eeteeyTow. R
O FIREARMS [20%] 40 O SCIENCE[ Chemistry ] 40
O FIRST AID [10%] DO SCIENGE( ]} E%A(nge%mﬂfg?m
O roreieN LaNguagE( French  } 40 O SEARCH [20%] - 150 (Aypervigilance)
| ] FOREIGN LANGUAGE [ T O STEALTH [10%] RN — s
O FORENSICS [0%] O SURGERY [0%) H— etz
O HEAVY MACHINERY [10%] O SURVWAL[Wasteland J[10%] |} — 2 .
O HEAVY WEAPONS [0%) O SURVIVALL  J[i0%] R s st
O HISTORY [10%] 50 O swim[20%) ) R s e .
O INSIGHT [10%) 50 O TECHNOLOGY USE [0%) 80 ——— |
O WW( ] O UNARMED COMBAT [40%] DN |t " gy e &
O LW A UNNATURAL [0%] 20 T 7 3 Unavalable Boxes ‘
O MEDICINE [0%) I - e
O MELEE WEAPONS [30%) I
AT HAND STOWED IN STORAGE

) y P » s R T ST S - i
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>> SURVIVOR'S STORY SO FAR

For you, it was all about Saoirse, the pretty girl who kept turning up at your college hockey
games. She was weird, with all of the New Age crystals and goddesses and ‘witchcraft’ and crap,
but she was so sweet and so pretty. Even her stupid little dog Marshmallow liked you.You
started dating her right around the time that the whole Melqgart nonsense was getting started, _
and only went to the End of the World party with her because you two were really starting to get.
serious. You got separated from Saoirse on the way to the bomb shelter that she told you to head
for, in case “something bad happened.” For some reason she didn’t answer your texts or calls;

maybe they never got through. Who knows? You are determined to find out what happened to _

Saoirse, as well as your dad. Sitting around here is not going to get anything done.

18 rounds of .38 ammo S e
o § e Trail bike, oddly appropriately sized

Sp) = armor piercing
WEAPON SKILL %| BASE RANGE DAMAGE | (db)| (ap)| PRISTINE/WORN/JUNK| LETHALITY % | KILL RADIUS | AMMO
.38 Caliber Revolver 40 10 yards 1D8 E O - - 6
KBAR Fighting Knife 30 - 1D6+1 [+1(3| @ O O - - -
B O
B o hio
1R 3 [N x|
[ o R m
1 e R
i 0O oo
O 8B O

Test Outcomes: Roll d100. If under test —» Success;

APOCTHULHU RULES CHEAT SHEET POST-APOCALYPSE WORLD | FELLOW SURVIVORS

if digits of dice match also (orroll 01) —» Critical. T ———

Roll over test —> Failure;
if digits of dice match also (or roll 00) — Fumble. i < s R s S o - e
Opposed Tests: both sides roll and compare results e = R —

Critical beats Success beats any failure. If both

parties succeed or crit, whoever rolled HIGHER wins - s
Combat Options: Aim, Attack, Called Shot, Disarm, - . . = - il
Dodge, Escape Pin, Fight Back, Move, Pin, Wait. . e e i
Resisting Insanity: Project SAN loss onto Bond, Use T T S S e et o T e P R o T T T e e
Bond to Repress Temp Insanity / episode of Disorder s R A— —
- - g > . =
- o s Ta - I g > - E . v iz
IRy _» & m¥ e - 4 R ST > A, T .= — -‘. & Aoy R
G — 4 % WP TR [ ,\Q'y .w,_ - 4. - By~ >, ..'lzs_ i
= o Sy ) e SRy . R atr = < - ¢ 2 Sl 2t
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LOVECRAFTIAN APOCALYPSE | >> STATISTI ; ?
SURVIVOR CHARACTER RECORD STATISTIC SCORE DISTINGUISHING mmns ~ Willpower Points
NAME Esther“Lita” Price || Strength (STR) 10 50 ' 1 l o ‘

SETTING _ FlrelandsofMelqart || Constitution(CON)| 12 | 40 ERia
ir Colle a MAX  CURRENT
. ARCHETYPE Sacirse’s College Roommate | | pexterity (DEX) 13 45 e
- |aee 21 cenper Female  |fintelligence (INT) | 17 | 85 | down (20%) WP 0= ncapociaied
. |nome Bunker  ||Power (POW) 12 | 40 | DAAGE BONUS _”9_
BIRTHPLACE _| | charisma (CHA) 7 | 35 | BODYARMOR
MAX SAN -- RE\'ESIH_ —'--- | Insane 01 02 03 04 05 06 0

| Nvs juaind

7
08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
31 32 33 34 35[3¢ 37 38 39 40 41 42 43 44 45 46 47 (4§ 49 50 51 52 53
54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76

| 00 01 02
| STUNNED | 03 04 05

“Current HP

06 07 08 09 10 77 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 |

@ 12 13 1 INGIDENTS OF SAN LOSS WITHOUT INSANITY oy e oo 34 o el
melter. Black oul numbers

16 17 18 19 Violence OO, Helplessness KA, above MAX SAN.Drawbox ity

around Breaking Point .

PERMANENT INJURIES

® Third checkbox filled, character is adapted

© =5 SAN lost in one roll, temporary
insanity. If SAN reaches Breaking Point,
acquire a Disorder and reset BP P

© HP 2 or less = unconscious AND roll '
for permanent ||'|Jllr)‘ HP of 0 = dead

E>SISKILISE '_H'-"’  s NS> SBONDSE

B e T
O ANTHROPOLOGY [0%) 40 O NAVIGATE[10%] 30 || SacirseSullivan 8
O APPRAISE [10%] O OCCULT[10%) F I
O ARCHEOLOGY [0%) O PERSUADE[20%] IR e—
O Am’[ e ] - = Pﬂlkﬂlﬂ\'[[l%] — {gmf_emmentinside_inforrnintand o
O llﬂ[ ] O F||.UT[___ ] sometlmisrinantlc|_ntg'r'e-_st)_________
O ARTILLERY [0%] =1 T { . S
O ATHLETICS [30%] - 1 POST-APOC. LORE ( _ COMMUNITY BOND SCORE
O CRAFT( Organic Farming ] 8§50 O post-apoc. LoRe( 3
O CRAFT[ 2 O RANGED WEAPONS [20%] - ET"'”:;rM“‘tFesb r—————i——-‘
O DEMOLITIONS [0%] O REASSURE[10%] 50 Ll L
O DISGUISE [10%] 50 O RESEARCH[10%] 8 == .
O DODGE [30%] O RIDE[i0%] e R
O DRIVE [20%] O SCAVENGE[10%] 50 mental Radicalgroup
O FIREARMS [20%] O SCIENCE( Cryptography | 40
O FIRST AID[10%] 30 o ScENCE( ] E%“&eﬂwﬁg?ffg?nm
CJ FOREIGN LANGUAGE [ o 01 SEARCH [20%] 30 U ARYpErvigilance)
J O] FOREIGN LANGUAGE ] O STEALTH [10%)] - e S S TR e
O FORENSICS [0%] O SURGERY [0%) H— etz
O HEAVY MACHINERY [10%) O SURVIVAL[ Wasteland J[10%] 20 o o =
O HEAVY WEAPONS [0%) O SURVIVALL  J[i0%] e i
O HISTORY [10%] 50 O SwiM[20%] " e —— e —" -
O INSIGHT [10%) 50 O TECHNOLOGY USE [0%) 80 — 5
O LAW( Pre-Apocalypse America ] 40 O UNARMED COMBAT [40%)] — s — -
O LW y UNNATURAL [0%] 20 || ERURCECHIE T G il ‘ '
O MEDICINE [0%] I - [ 3 %
[ MELEE WEAPONS [30%] 8y = o s
AT HAND STOWED IN STORAGE

) y P » s R T ST S - i
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like people in general, unless they belong to an ‘under-privileged’ social group, in which case,

they - like you - are oppressed. You espouse the entire range of far-left views and ideologies and

are quickly hostile and verbally abusive to anyone who disagrees with you. You worked part-time

as a crisis center counselor and social organizer for left-wing causes. If anything, the stress of
most of humanity being burned to a crisp has made you more hostile, not less. You gotalong

reasonably well with Saoirse, whose interest in the polytheistic Melgart religion (where the

goddess Ashtoreth was co-equal) appealed to you. As time went on, though, you grew to dislike

18 rounds of .38 ammo

Trail bike, oddly aDDrQQLiidyﬁiiZ_Gﬁ_____ .

Sp) = armor piercing

WEAPON SKILL %| BASE RANGE DAMAGE | (db)| (ap)| PRISTINE/WORN/JUNK| LETHALITY % | KILL RADIUS | AMMO

.38 Caliber Revolver 20 10 yards 1D8 E O - - 6

KBAR Fighting Knife 50 - 1D6+1 3| ¥ O O - - e
B O
B o hio
1R 3 [N x|
[ o R m
1 e R
i 0O oo
O 8B O

APOCTHULHU RULES CHEAT SHEET POST-APOCALYPSE WORLD FELLOW SURVIVORS
Test Outcomes: Roll d100. If under test —» Success;
if digits of dice match also (orroll 01) —» Critical. T ———— il
Roll over test —» Failure;
if digits of dice match also (or roll 00) — Fumble. R < s R s i - =
Opposed Tests: both sides roll and compare results . T -
Critical beats Success beats any failure. If both T A = T ——— I 1
parties succeed or crit, whoever rolled HIGHER wins
Combat Options; Aim, Attack, Called shot, Disarm, || — = e = - il
Dodge, Escape Pin, Fight Back, Move, Pin, Wait. S R
Resisting Insanity: Project SAN loss onto Bond, Use B o S 8 5 B = R s = e R e R S R
Bond to Repress Temp Insanity / episode of Disorder s R— A— —
. - " —
- . - N e, - = g k ; — 3 : : v >
s : by - 5 .- iy, . o ~ ey Fi. o » g
i " - =2 .‘- '._F.“,_ﬂ.-_. ' “‘" L L& W a 4'_‘ "._,.\, - ‘-g --.’-7-‘:'
. = o RS o gl el - - - R U - . =
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LOVECRAFTIAN APOCALYPSE | >> STATISTI ; il
SURVIVOR CHARACTER RECORD STATISTIC SCORE msnmmsmmmmns ~ Willpower Points

NaMe JudithDrake ~ |strength (STR) 10 50 ' ul o
SETTING Firelands ofMquart || Constitution (CON)| 12 40 oo
- | ARCHETYPE Grown-UpLARPerNerd | | pexterity (DEX) |55 mﬁxlcunRENT s
. |nee 27 gewper Female  |lintelligence INT) | 12 | 40 Bodebiolnd i o B
. |nome Bunker  ||Power (POW) 12 | 40 | DAAGE BONUS _”9_
BIRTHPLACE |{Charisma(cHA) | 11 [ 55 | ssemiypmnes -
MAXSAN 79 RecovervSAN 80 TN o1 02 03 04 05 06 0

| Nvs juaind

7
08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
31 32 33 34 35[3¢ 37 38 39 40 41 42 43 44 45 46 47 (4§ 49 50 51 52 53
54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76

| 00 01 02
| STUNNED | 03 04 05

“Current HP

06 07 08 09 10 77 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 |

@ 12 13 1 INGIDENTS OF SAN LOSS WITHOUT INSANITY oy e oo 34 o el
melter. Black oul numbers

16 17 18 19 Violence OO, Helplessness KA, above MAX SAN.Drawbox ity

around Breaking Point .

PERMANENT INJURIES

® Third checkbox filled, character is adapted

© =5 SAN lost in one roll, temporary
insanity. If SAN reaches Breaking Point,
acquire a Disorder and reset BP P

© HP 2 or less = unconscious AND roll '
for permanent ||'|Jllr)‘ HP of 0 = dead

SORG o 2 s NS> SBONDSE

Dms;iaé;i"n;;n[;‘;;ulmbmkm] MIsklllsmfhlmspaceéfor5;7{?}:;;;n§)ic€;tc?f&h:jhaveabaseratmgolm ‘ INDIVIDUAL BOND SCORE |
O ANTHROPOLOGY [0%) 40 O NAVIBATE [10%] || Galadriel (petdog) 11
O APPRAISE [10%) 30 o occutt [10%] I || ———
O ARCHEOLOGY [0%) O PERSUADE[20%] 8 (hagmleee o o 11
O MT{Acting ] 50 O PHARMACY[0%] - (head of local SCA guild)
O ART( Costuming ) 30 o ewor( ] e
O ARTILLERY [0%) ___oomer( S ST | [ ——
O ATHLETICS [30%) [0 POST-APOC. LORE( — 1 || COMMUNITY BOND SCORE
O CRAFT(. ] O POSTAPOC.LORE( 4y e o e 5
O CRAFT( ) O RANGED WEAPONS [20%] o e
O DEMOLITIONS [0%] O REASSURE [10%] o i} ——————
O DISGUISE [10%) 50 O RESEARCH [10%] A =
O DODGE [30%] 50 O RIDE[10%] - = - =
O DRIVE [20%] O SCAVENGE[i0%] D | s
O FIREARMS [20%] O SCIENGE( ]
O FIRSTAID[10%] 30 o osoENeEl ) g‘%‘meﬁiﬂﬂfg?“m
O roReNLaNGuAse(Latin ) 40 O SEARCH [20%] S — e
| [ FOREIGN LANGUAGE [ ) O STEALTH[10%] B — " reessemmr——m—
O FORENSICS [0%] O SURGERY [0%] _  H~ AR
O HEAVY MACHINERY [10%] O SURVIVAL Wasteland J[i0%] 20 || — B 2
O HEAVY WEAPONS [0%] _ ooswwal _ Jmexl Y|
O HISTORY [10%] 50 O swiM[20%] . S ————— e ——— -
O INSIGHT [10%) 50 O TECHNOLOGY USE [0%] 60 ——— ML .
O Ww( ] O UNARMED COMBAT[40%] DN | it i " e g e %
a LA\'I’(___ B . UNNATURAL [0%)] _2_0 T 2 3 Unavailable Boxes ‘
O MEDICINE [0%) s é 4 s
O MELEE WEAPONS [30%)] § -
AT HAND STOWED IN STORAGE
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>> SURVIVOR’S STORY SO FAR

You worked as a bank teller, lived alone, and volunteered as an animal rights activist before the

~
E
b

Apocalypse. The rest of your spare time — every weekend without fail — was spent in every sort _ y
of make-believe, from LARPing to furry conventions to SCA encampments. The worshipof =~ r’
1N

wholeheartedly into your many characters. You have lost a great deal of weight in the past year _
of being cooped up in a bomb shelter.

>> GEAR PRSTIE WIRN 0

'TERRIBLE TOMES & ARCANE RITUALS

Church of Melgart "Official Guide" 18 rounds of .38 ammo e
o |} Trail bike, oddly appropriately sized =~ _

db} =damage bonus
apl = armor piercin

WEAPON SKILL %| BASE RANGE DAMAGE | (db)| (ap)| PRISTINE/WORN/JUNK| LETHALITY % | KILL RADIUS | AMMO
.38 Caliber Revolver 20 10 yards 1D8 ¥ O O - - 6

KBAR Fighting Knife 70 - 1D6+1 3| ¥ O
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Test Outcomes: Roll d100. If under test —» Success;

APOCTHULHU RULES CHEAT SHEET POST-APOCALYPSE WORLD | FELLOW SURVIVORS

if digits of dice match also (orroll 01) —» Critical. T ———
Roll over test —> Failure;
if digits of dice match also (or roll 00) — Fumble. . < o s S o - ¥

Opposed Tests: both sides roll and compare results T = E—
Critical beats Success beats any failure. If both
parties succeed or crit, whoever rolled HIGHER wins

Combat Options: Aim, Attack, Called Shot, Disarm,
Dodge, Escape Pin, Fight Back, Move, Pin, Wait. e (| e

Resisting Insanity: Project SAN loss onto Bond, Use T T S S e et o T e S e A e A T
Bond to Repress Temp Insanity / episode of Disorder s R A— —
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