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Keith HerbeT wrote the Nemmomiron chaptt!", Mythos Prehistory. H. P. 
Lol-ecraft and the Cthulhu Mythos, The EdgeofDarknw, Prthisloryof 
1M Cthulhu Mylhos, and (with Kevin Ross) Books of 1M Cthulhu 
Mythos. Mark Morrison (with lynn Willis) wrote Dead M3n $tomp.us 
Brooks created the readY-Io-play inVtsligalors and compiled sample 
gear and prices. Kevin Ross tracked down many quotes and sources, 
and added material and statistics. Scott Aniolov.'Ski concentrated on 
monster descriptions and statistics. Long ago Bill Dunn wrote the Guide 
10 Sanity Losses. William Hamblin wrote thrtt Sadowsky episodes h<'rt 
summariztd as ~In Rerum Supernatura.~ Michad lice, Eric Rowt. and 
Shannon Appel assembltd much of the prtSeJlt Sanity information. 
Shannon Appel also conSlruClro 1M Alien Tedmology S«tion, using 
somt im"ffilions from past supplrments. and did rrvisiollary work on 
Deities, Creatures, and Mylhos Prehistory. Bruce BaIlon, Chaosium's 
psychiatric consultant, updated tht Sanity chapter and wrote the 
Dangerousness Criteria example, the timeline, and the summaries of 
drugs and treatments. Jan Engan contributed the occult book sum· 
maries. Brian Sammons created the two·pan Mythos tomes table. Sam 
johnson wrote the tournament notes for the kttper's chapter,morc stats 
for Ihe weapon table, and about research modifiers in the k~'s tool· 
kit section. The l890s prices and skills dcri\'e from the work of Bill 
Banon, as do the stals for Chaugnar Faugn, the Colour, and others. 

Thanks to Alexis G. Dial,"~ questions pi'U'o'Olo:al5th edition,and 
to Iohn TalTlOll'ski. 

U"h p',y""m foc 'h~:'~J~:;'<~~ of (rn,'h, .. re S"" 
Marsh, James Memmot, Wade Round, Paul Work, Sam Clegg. Marc 
Hutchison, Bill Hamblin,and Eric Petersen. Chaosium playtesttrs wt're 
AI ~"C)' (keeperh and in alphaooical order Yurek Otodak, Allan 
Dalcher, Charlotte Coulon, AI Dewey, Bruce Dresselhaus, Jerry 
Epperson, Shmnan Kahn, Ken Kauftr,OIarlie Krank, Fred Malmburg. 
Hal Moe, Stnor Perrin, Rory Root, Greg Stafford, Anders Swenson, and 
lynn \·tillis. 

5pecil\ f 1 ~I\Nk5 
Thanks arc also dut to ~he original authors (esp«ialty Steve Perrin) 
and play group connected With the 1978 roleplaying game RunrQuesr, 
now owned by Hasbro, from which tht mechanics of Call of Cthulhu 
"we adapted via the intermediary and out-of-print Basic Roltplayillg. 
Mark Morrison has remarked that when ht wishes to see how somt 
problem of ph)"Sical action is handled in a game, he turns first to 
RuntQutsr. He is nol tht only one. 

Sandy Pttersen, who authoredlht original Cthulhu rules, labored 
and to great effect on his game's behalf, He still exercises strong 

,,",""'" the game through his thoughtful forebtarance and in his 
agretable notions of rules «onomy. Everywhere his words ha\'c ~n 
wtighed and mined. 
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.Jl,OTewor[ 
'WeIaNne to Call of Cthulhu! If you ~ave ever been enthralled by a ghost story or spell-
1touDd al a horror movie, you are in for a treat. Partlhe veillha! separates frail humanity 
from tht terror thaI lurks beyond space and time. Investigate forgotten ruins. hauntrd 
woods. and nameless menaces. 

Enter the ..... orld of Call of Clhurhu. 
This game was first published in 1981.AI that lime, three major national awards were 

issued in the United States for cltcellence in game design. Call of Cthulhu won all three. It 
spawn«! foreign language editions in Finnish, French, German, Hungarian, Italian, 
Japanest. Polish, and Spanish. Supplements to this game have won more than fifty major 
awards, in the U.S. and internationally. In 1996, Call of Cthulhu was chosen for the Origins 
Hall of Fame. gaming's most prestigious award. 

My introduction to H. P. LO\'ecraft was as a child, when I found a tattered book of sto­
ries, printrd for the uS( of servicemen during World War II. I read that book in bed that 
nighl. and bt.'Come entranced forever. If you, too, love LO\'ecraft's stories, you can now 
aptricnce the Cthulhu Mythos in a new way. What would you have done in the place of 
Lovccraft's intrepid heroes? Could you have solved the sinister Whateley mystery? \'t'ould 
you havt b«n able to save the world from the nightmare of the deep ones? Could you face 
shoggoths without going mad? Now you can find out! 

- Sandy Petersell. 

YkiclltiON5 
To my father, who introduced me to Lov«raft and to science fiction in general. From one 
of his book~ I read my first Lovecrnftian story, "Pickman's ModeL" 

Thanks, Dad. - S. P 

To the fans of Chaosium. We have published books for 25 years in the hope that you .... 'Culd 
nljoy them. To those who give their time and energy to spread the word, and are truly one 
of us. Thanks to the Cthulhu Masters Tournament staff, and especially Brad Nordstrand, 
who adventured on ahead. 

In Sanity - Chaosium 

M'~"~ ~ ".h"i::'::~.~: ~~~w!~:!~::. .. "d " .. h. ,nd, 
lion Slrmming from Ihe original cirrl~ ofwrilers encoul'<lged by lOVN:I'<lfl him5flf. After most of tWl! lkadt!, il 
iI. a hopdeu ta!'k 10 Iry 10 indicate who acrompli5hN what. W~' gl'<lttfuJly think all 1M scenarists and contribu· 
tors from the inilial surrlemml, SIuuIows of lag-SodrOlh,lhroogh to early 1998. In alphWelical order thty art 
Ouis -"bmalo. Jamit Andrnion. Marion Andmon, Phil Anoirnon, 5cc(t Anioloo.Ui. Salldy Antullt1, SMnoon 
Appel. Bnxe &lion. Uso 8indi, 'I\~illiam A. Barton. Mart 8nnIsky. Frnl8dlrmdt.Andrt Bishop. Michad ilium. 
GusW S,,"IeII. S<:;an lIlann<:r, Russdl IItIllllWln, Bernard Cako, plTlt$ Cimbiu, K. L Campbell-R/lbson, john 
Cm\ahan, lurd: (hodak, Stacy Oart. Harry CImn.lacqueiint Cltgg,lohn Scuct CItgg. Morgan Conrad. ~er 
CorltU, .\taUMw I. Costello. Alan K. Crandall, ~er Dannseys. Grrgory W. De1:wilu, Michael ~\'obIfe. Larry 
DiTdlio. Ralph Dula. William G. Dunn. Chris Dykins, Ola~ Engan, E.C. Fal1worth.I'hU Fl'<lnce5. 0.11. Frtw.Groft' 
Gillan, Ed~. Marl:. Grundy. o..'t11 Guthrie. Nick Haggar. David HaUet, William lalTlt$ llamblin Ill. David A. 
Hargnm:·. \tar\; lIarmon, St~ HatMrly,!Iob lIeggie, Erik}{nber, Tony lIid:.it. Hn1Kn Hikt. Kathy I{o, Susan 
lfutcbinson. MM': lIu!dtisoo, L N.lsinwyU, ~in W.ladlin, Peter F.ltffny. Sam }ohn5Oll.l>I'<l5hi Khendup. St~ 
KIwl;em, I. Todd Kingrn. OwIit Kl'<lnk. MichxI WIoM.im:. Richanl T t ... untllS, MicNd l.Jy,1';igo:Ilnthtr, 
Olrislian ldlllWln. Andmv ltrnan. Thomu Lipxti. lean Lishman. Ptnriope lo¥t-. lOO'o lud.. Doug ll'OftS., 
MidI;.d M,..;Dclnald. &rbara Manui, Wesley Martin, Randy McCall, Paul McConnell. RobM Mclaughlin, Kurt 
MiDer, !ohn 8. Mool'IX. Marl:. Morrison. Scon Nichoison.GaryO'Connell, Ie/fOkamo!o, Marl:. Pruigrrw, Thomu 
W. f'hinnry. Glenn R.ahman. Stenn C. RasmuS$fn. Kevin Ros$, Liam Routt. Erk ~. Marcus l. Rowland. Grrgory 
Ru..""k.1, Brian M. Sammons. luslin Schmid, Cyndy Schntider, laniu !>fUers, Sam ~hirky. Iohn Sullivan. Gary 
Sump!!'I". Neat SuUOTl, lucya SzachIMll<Ui. MichxI Sxymanski. G.w. Thomas, Michael TICe. Richard L Tierney. 
John Tv~ I~in lY~ FrnI Van lmIe, Russdl \\'al:ns.. Ridwd Watts. OlTis \\"~liams, M. D. \ .... ~lnn. Ian 
Wintcnon. jay ~ Wiseman, EliubcltA. \\OIcon. Todd A. \'.bods. .... 'ilJiam A. Won:man. Benj;tmin Wngtu. 
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"Of such grrat powtrS or beings Ihm may hi conceivably a survival ... a survival of a huge­
ly remote period whclI .. . consciousness was manifested, perhaps, in shapts and forms /ollg 
sillet willrdfilw/l befOrt Ihe tide of adwlIIcing humanity . .. forms of which poelTy and I~­
I'lld a/olle him (Ilught a flying memory and called them gods, monsters, mythical beings of 
al1 sorts and kinds .... ~ 

- Algernon Blackwood 

I 

h, mo" m"dfolthi:g :o~:, ~~d~~;O~': .s:'~~lr of th, hom," miod to 

correlate all its contents. We live on a placid island of ignorance in the midst of 
black seas of infinity, and it .... '35 not meant that we should voyage far, The sciences, 

each straining in its own direction, ha\'t hitherto harmed us little; but some day the piee· 
ing together of dissociated knowledge will open up such terrifying vistas of reality, and of 
our frightful position therein, that we shall either go mad from the revelation or flec from 
the deadly light into the peace and safety of a new dark age. 

Theosophists haw guessed at the awesome grandeur of the cosmic cycle wherein our 
world and human race form transient incidents. They have hinted at strange survivals in 
terms which would freeze the blood if not masked by a bland optimism. But it is nOI from 
them that there came the single glimpse of forbidden aeons which chilts me when I think 
of it and maddens me when I dream of it. That glimpse, like atl dread glimpscs of truth, 
flashed out from an accidental piecing together of separated things-in this case an old 
newspaper item and the notes of a dead professor. I hope that no one else will accomplish 
this piecing out; certainly. if I live, I shall never knowingly supply a link in so hideous a 
chain. I think that the professor, too, intended to keep silent regarding the part he knew, 
and that he would have destroyed his notes had not sudden death seized him. 

My knowledge of the thing began in the winter of 1926-27 with the death of my 
grand-uncle George Gammell Angell, Professor Emeritus ofSemitk Languages in Brown 
University, Providence. Rhode Island. Professor Angell was widely known as an authority 
on ancient inscriptions. and had frequently been resorted to by the heads of prominent 
museums; so that his passing at the age of ninety-two may be recalled by many. Locally, 
interest was intensified by the obScurity of the cause of death. The professor had been 
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strickcn whilst re turning from the Newport boat; falling suddenly, as witncsses said, aner 
having been jostled by a nautical-looking Negro who had come from one of the queer 
dark courts on the precipitous hillside which formed a short cut from the lI'a terfrontto 
the deceased's hom~> in Williams Street. flhysicians were unable to tind any visible disor­
der. but concluded after perplexed debate that some obscure lesion of the heart, induced 
by the brisk ascent of so steep a hill by so elderly a man, was responsible for the end. At 
the time I saw no reaSon to dissent from this dictum, but latterly I am inclined to won· 
der-and more than wondcr. 

As my grand·uncle·s heir and executor, for he died a childless widOll'er, I was expect· 
ed to go over his papers with some thoroughness; and for thai purpose moved his entire 
set of files and boxes to my quarters in Boston. Much of the material which 1 correlated 
will be later published by the American Archaeological Society, but there lI'as one box 
which J found exceedingl), puzzling, and which I felt much al't'rse from she"'ing to other 
cres. It had been locked, and I did not find the kel' till it occurred to me to examine the 
personal ring which the professor carried alwill's in his pockt'\. Then indeed [ succeeded 
in opening it, but when [ did so seemed only to be confronted by" greater and more close· 
1)' locked barri('r. For what CQu[d be the meaning of the queer clay bas-relief and the dis­
jointed jottings, ramblings, and cutt ings I~hich I found? Had my uncle. in his laller years. 
become credulous of the most superficial impostures? J resoh-ed to search out the eccen· 
tric sculptor responsible for this apparent disturbance of an old man's peace of mind. 

The bas·reliefll·as a rough rwangle less than an inch thick and about five by six inch­
es in area; obl'iously of modern origin. Its designs. howe\·er. were far from modern in 
atmosphere and sugg('stion; fo r although the I'agaries of cubism and futurism are many 
and wild. they do not often reproduce that cryptic regularity which lurks in prehistoric 
lI'riting. And writing of some kind the bulk of these designs sl'emed certainly to be; though 
my memoq',despite much familiarity lI'ith the papers and collections of my uncle. failed in 
any \~ay to identify this particular species, or even to hint at its remotest affiliations. 

Above these apparent hieroglyphics II'as a figuTt' oi evidently pictorial intent. though 
its impressionistic execution forbade a l'('Ty clear idea of its nature, 11 seemed to be a sorl 
of monster. or symbol representing a Illonster, of a form which only a diseased fancy 
could conceil'e. [f [ say that my somewhat ('xtl"Jvagant imagination yielded simultaneous 
pictures of an octopus, a dragon, and a human caricature, I shall not be unfaithful to the 
spirit of the thing. 1\ pulpy, tentaded head surmounted a grotesque and scaly body with 
rudimentary wings; but it was the general outline Qf the whol(' which made it most 
shockingly frightful. Ikhind tht' figure was a vagut' suggestion of a Cyclopean architec· 
tural background. 

The writing accompanying this odd ill' I~as, aside from a stack of press cuttings. in 
Proft'ssor Angell's most recent hand; and made no pretense to literary st)'le. What seemed 
to be the main do(umt'nl was headed "CTHUlH U cun" in characters painstakingly 
printed to avoid the erront'Ous Teading of a II'ord so unheard-of. This manuscript II"aS 

dil·ided into 111'0 sections, the first of which was headed" 1925-Dream and Dream Work 
of H. A. Wilcox, 7 Thomas St.. Providencr, IU.", and the second, "Narratil'e of Inspector 
john R. Legrasst'. [11 Bienvilk St. , Nell' Orleans. La., at 1908 A.A.S. i'd tg.-Notrs on 
$;lme, & Prof. Webb's Aw." The other manuscript papers were all brief notes, some of 
Iht'm accounts of the queer drt'ams of different persons, some of tht'm citations from 
theosophical books and magazines (notably W. ScOIt Elliot's AI/aI/tis IIlId the LOSI 
l.emllrill), and the rest comments on long-sun'iving secret societies and hidden cults, 
wilh rl'fl'rences 10 passages in such m}'lhological and anthropological source·books as 
Frazer's Goldt'll Bough and Miss Murra(s Ifitch-Cult ill 11't.'5tem Ellmpt.'. The cuttings 
largely alludc<l lo outr€ mental il lnesses and outbreaks of group follr or mania in the 
spring of 1925. 

The first half of the principal manuscript told a I'er)' peculiar tale. It appears that on 
March 1st, 1925, a thin. dark young mall of neurotic and excited aspect had called upon 
Professor Angell bearing the singular day bas-relief. which was then exca--dingly damp and 
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fresh . His card bore the name of Henry Anthony Wilcox, and my uncle had recognisl'tl him 
as the youngest son of an excellent family slightly known \0 him, who had latterly been 
studying sculpture al the Rhode Island School of Design and lil' ing alone at the Fleur-de­
Lys Building ncar that institution. Wilcox was a precocious youth of know n genius but greal 
eccentricity. and had from childhood ('xciled atlention through the strange stories and odd 
drrams he \\'as in the habit of relating. lie called himself~ps)'(hically hypersensiTive". but 
the staid folk of the ancient commercial city dismissed him as merely ~qu('('r". Ne\'er min­
gli ng much with his kind, he had dropped gradually from social visibil ity. and was now 
known only to a small group of aesthetes from other towns. Even the Providence Mt Club, 
anxious to preserve its conservatism, had found him quite hopeless. 

On the occasion of the visi t, ran the professor's manuscript, the sculptor abruptly 
asked for the benefit of his host's archaeological knowledge in identify ing the hiero­
glyphics on the bas-relief. He spoke in a dreamy. stilted manner \\·hich suggested pose and 
alienated sympathy; and my uncle shewed some sharpness in replying, for the conspicu­
ous freshness of the tablet implied kinship with anything but archaeology. Young Wilcox's 
rejoinder, which impressed my uncle enough to make him rt'ca ll and record it I'erbatim, 
Il'as of a fan tastically poetic cast \\'hich must have typified his whole conversation, and 
which I haw? since found highly characteristic of him. He said, " It is nell'. indeed. for 1 
madt' illast night in a dream of strange ci ties; and dreams are oldrr than brooding l yre, 
or the contemplatil't' Sphinx,or garden·girdled Babylon.M 

[t was then that he began that rambling tale which suddl'nly played upon a sleeping 
memory and won tht' fevered interest of my uncle. There had been a slight earthquake 
tremor the night before, the most considerable felt in New England for somr years; and 
Wilcox's imagination had been keenly affected. Upon retiring, he had had an unprece­
dented dream of great Cyclopean cities of titan blocks and sky-flung monoliths, all drip· 
ping wi th green ooze and sinister with latent horror. Hieroglyphics had covered th t.' .... ·alls 
and pillars, and from some undeterm ined point below had come a voice that was not a 
voice; a chaotic sensat ion which only fancy could transmute into sound, but which he 
attempted to render by the almost unpronounceable jumble of letters, "Crlrullw j1!wgl1", 

This verbal jumble was the key to Ihe recollection which exciled and disturbed 
Professor Angel l. He questioned Ihe sculptor wilh scientific minuteness; and studied II' ilh 
almost frantic intensit y the bas·reli t'f on which the youth had fou nd himseli II'oTking, 
chilled and clad only in his night-clothes. when waking had stol rn br\\'ilderingly O\'CT 

him. My unclc blamed his old age, Wilcox afterward said, for his slowness in recognising 
both hierogl)'phics and pictorial design. Man)' of his questions seemed highl)' out-of­
place to his visitor, especially those which tried to conn('cl thr latter with strange cults or 
societies; and Wilcox could not understand the repeated prom ises of silence which he was 
offered in exchange for an admission of membership in some widespread mystical or 
paganly religious body. When Professor Angell became convinced that the sculptor was 
indeed ignorant of an)' cult or system of cryptic lore, hc besieged his I'isitor \\'ith 
demands for futufr reports of dreams. This bore regular fruit. for after the first interview 
the manuscript records daily ca11s of the young man, during which he related startling 
fragments of noct urnal imagrry II'hosr burden was always some terrible Cyclopean vista 
of dark and dripping stone. with a subterrene I'oice or intelligence shouting monoto­
nOllsly in enigmatical sense-impacts uninscribable sal'e as gibbrrish, The two sounds 
most frequently rept'3ted art.' those rendered by the lruers "CIII11/1I11" and "R·I)'l.'n. 

On March 23rd, the manuscript continued. Wilcox failed to appear; and inquirie-s at 
his quarters revealed that he had been stricken wi th an obscurt.' sort of fel'er and taken to 
the home oi his family in Waterman St reet, He had (Tied oul in the night, arousing sel'er­
al other artists in the building, and had manifested sinct.' th('l1 onl)' alternations of llncon­
sciousness and delirium. M)' uncle at once telephoned the famil)" and from that timr for­
ward kept close watch of the case; call ing often at \he Thaycr St reet office of Dr. Tobe)', 
whom he Irarned to be in charge. The )'oOlh's ft'bri le mind, apparentl}', was d\I't.'lling on 
strange things; and the doclor shuddered noll' and then as he spoke of them. They includ­
ed not only a rrpeti tion of what he had formerly dreamt.'d, but touched wildly on a gigan· 
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tic thing "miles high" which walked or lumbered about. He at no lime fully described this 
object, but occasional frantic words, as repeated by Dr. Tobt')·, convinced the professor 
lhat it must he identical with the nameless monstrosity he had sought to depiC! in his 
dream-sculpture. Reference to this objec!.the doctor addt'd, was invariably a prelude to 
the young man's subsidence into lethargy. His temperature. oddly enough, was not greal­
Iy above normal; bUI his 'I' hole condilion \\'35 otherwise such as to suggest true ft'wr 
rather than mental disorder. 

On April 2nd at about 3 p.m. every trace of Wilcox's malady suddenly ({"used. He sal 
upright in bed, astonished \0 find himself at home and completely ignorant of what had 
happened in dream or reality sinet' the night of March 22nd. Pronounced wt'li b)' his 
physician, he returned to his quarters in three days: but to Proft'ssor Angell ht' was of no 
funher assistance.I\1I tract's of strange dreaming had vanished with his recovery. and my 
unde kept no reeord of his night·thoughts after a week of pointless and irrelevant 
3ccountS of thoroughly usual visions. 

lIere the first part of the manuscript ended, but reft'rt'nct's to cenain of the scattered 
notes gal'e me much material for thought-so much, in fact, that only the ingrained scep­
ticism then forming my philosophy can account for my continul'd distrust of the artist. Tht' 
notes in question were those dt'scriptive of the dreams of various persons covering the 
same period as that in which young Wilcox had had his strange visitations. M~' unde. it 
seems, had quickly instituted a prodigiously far-flung body of inquiries amongst nearly all 
tht' fri t'nds whom he could question without impertinence, asking for nightly reports of 
their dreams, and thl' dates of any notable- visions for somt' time past. The reception of his 
requt'st seems to havt' bt'en varied: but he must, at the very least. have rl'ceived more 
responses than any ordinary man could have handled without a secretary. This original 
correspondence was not preserved, but his nott'S formed a thorough and really significant 
digest. Average people in society and business-New England's traditional ~salt of tht' 
earth" -ga\'e an almost completely negatil'e result, though scatlt'red cases of un{';JS)' but 
formless nocturnal impressions appear ht' re and there. always bc.otween March 23rd and 
April 2nd-the period of ~'oung Wilcox's dt"lirium. Scientific men were little more affected, 
though four cases of I'ague description suggest fugitil'e glimpses of strange landscapt's, 
and in one case there is mentiont'd a drt'ad of something abnormal. 

!twas from the artists and poets that th(' p(,Tlin('nl ans\\'l'fS came, and [ knoll' that 
panic would have broken loose had they been able to compare notes. As it was, lacking 
their original letters, I half suspected the compiler of having asked leading questions, or 
of having edit('d the correspondence in corroboration of what he had lnlently rt'solved to 
see. That is wh)' I continued to feel that Wilcox, somehow cognisant of the old dma which 
my uncle had poss('ssed, had been imposing on the veteran scientist. The-se rt'sponses 
from aesthetes told a disturbing tale. From Ft'bruary 28th to Apdllnd a large proportion 
of them had dreamed very bizarre things, the intensity of the dr{';Jms being immeasur­
ably the stronger during the period of the sculptor's delirium. 01'('( a fourth of those who 
rej><>rtt'd anything, reported scenes and half-sounds nol unlike those which Wilcox had 
described; and some of the dreamers confessed acute fear of the gigantic nameless thing 
visible toward the Jast. One case. which the note describes with emphasis, was very sad. 
The subject, a widdy knOI\,11 architect with leanings toward theosophy and occultism, 
went violt'lIIly insane on the date of young Wilcox's seizure, and expired sel'eral months 
later after incessant screamings to be saved from some escaped denizen of hell. Had my 
uncle referred to these cases by name instead of merdy by number. I should have 
allempt('d some corroboration and personal investigation; but as it was, I succeeded in 
tracing down only a fell'. All of Ihes('. hOI"ever, bort' out the notes in full . I hal'e often WOIl­

dered if all the objects of the professor's questioning felt as puzzlt'd as did this fraction. It 
is welltha! no explanntion shall ever reach them. 

The press cuttings. as [ hal'e intimated, touched on cases of panic, mania, and eccen­
Iricity during tht' gil'en period. Professor Angell must han' employt'd a cutting bUH~·au. for 
thl' number of extracts was tremendous and the sources scaltl'red throughout the globe. 
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Here was a nocturnal suicide in london, wherr a lon<, sleeper had leaped irom a window 
aftrr a shocking cry. Hrre likewise a rambling letter to thr editor of a paper in South 
America, I,'here a fanatic deduces a dire future from visions he has seen. A despatch from 
California describes a theosophist colony as donning while robl's en masse for somr"glo­
rious iulfillment"which nrver arrives, whilst items from India spt'ak gU;lfdedly of serious 
native unrest toward the end of March. Voodoo orgies multiply in Hayti, and African out­
posts report ominous munerings. American officers in the Philippines find crrtain tribes 
bothersome at this time, and New York policrmen are mobbed by hystericallevantines 
on thr night of March 22-23. The west of [reland, laO, is full of "'ild rumour and It'gendry. 
and a fantastic painter named Ardois-Bonnot hangs a blasphemous "Dream Landscape" 
in th<' Paris spring salon of [926. And so numerous are the rrcorded troubles in insane 
asylums, that only a mirad<, can haw;, stopped the medical fraterni t)· from noting strangr 
parallrlisms and drawing mystifird conclusions. A weird bunch of (unings, all told; and 
I can at this datr scared}' envisage the callous rationalism with which [ set them aside. 
But I was then convinced that young Wilcox had known of the older matters mentionl-d 
by the professor. 

II 

h, old" m,lI", wh;ch h,d ,~(~~ ~t~·~:~:~; :~'~;'f so s;go;fi"", 
to my uncle formed Ihr subject of tht sewnd half of his long manuscript. Once 
before, it appears, Professor An g<,l1 had seen the hellish outlines of the nameless 

monstrosity, puzzled over the unknown hieroglyphics, and heard the ominous syllablrs 
which can be rendrred only as "0111111111"; and aJlthis in so slirring and horrible a conn~'x­
ion that it is small "'onder he pursued young Wilcox with querirs and demands for dala. 

This earlier experience had come in 1908. seventeen years before, ,,'h~'n the American 
Archaeological Society held its annual meeting in SI. Louis, Professor Angell, as befilled 
one of his authority and attainment s, had had a prominent part in all the deliberations: 
and was one of the first to be approached by the several outsiders who took adl'antage of 
the cOOl'ocation to offer questions for correct answering and problems for expert solution. 

The chief of these outsiders, and in a short time thr focus of interest for the entire 
meeting, was a commonplace·looking middle-aged man who had travdlrd all the \\'3)' 

from New Orleans for certain special information unobtainable from any local source. His 
name was John Raymond Legrasse. and hr was br profrssion an Inspector of Police. With 
him he bore the subject of his visit. a grotesqu<" repulsive, and apparently very ancient 
stone statuette whosr origin he was at a loss to dl'lermine_ It must not be fancied that 
Inspector Lrgrasse had the least interest in archaeology. On the contrary. his wish for 
enlightenment was prompted by purely professional considerations. The statuelle, idol, 
f<'tish, or I,,.hatever it I,'as, had been capturrd some months before in the wooded swamps 
south of New Orleans during a raid on a supposed voodoo meeting; and so singular and 
hideous were thr rites connected with it , that the police (ould not but realise that they had 
stumbled on a dark cult totally unknown to them, and infinitely mOfe diabolic than even 
the blackest of the African voodoo circles. Of its origin, ap:lrt from the erratic and unbr­
lievable tales r" torted from the captured members, absolutely nothing W<IS to be discO\' 
eTrd; hence the anxiety of the police (or any antiquarian lore which might help them to 
place the frightful s)'mbol, and through it track down the cult to its fountain· head. 

Inspector Legrasst' I,'as scared)' prepared for the sensation which his offering creal· 
ed, One sight of the thing had been enough to throw the assembled l11<'n of science into a 
state of terlSl' excitem<,nt. and they lost no time in crowding around him 10 gaze at the 
diminutil'<' figure "'hose utter strangeness and air of genuinely ab)'smal antiquity hinted 
so potently at unopened and archaic vistas. No recognised school of sculpture had ani­
mated this terrible object, ret centuries and even thousands of rears seemed recorded in 
its dim and greenish surface of unplaceable stone. 
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The figure, which was finally passed slowly from man to 
man for close and careful study, was between sel'en and eight 
inches in height, and of exquisitely artistic \\llrkmanship. lt rep· 
resented a monster of vaguely anthropoid outline, but with an 
octopus· like head whosl.' facl' was a mass of feelers, a scaly. rub· 
bery-Iooking body, prodigious claws on hind and fore ft'et, and 
long, narrow wings behind. This thing, which seemed instinct 
I~i t h a fearsome and unnatural malignancy, was of a somewhat 
bloatt"d corpulence, and squalled evil1y on a rectangular block 
or pedestal covered with undl.'ciphl'rable char."lctt'rs. The tips of 
the wings touched the back edge of the block, the seat oCCltpied 
the centre, whilst the long, curved claws of the doubled·up, 
crouching hind legs gripped Iht' fronl edge and extended a 
quarter of the way down toward the bottom of the pedestal. The 
cephalopod head W·dS bent fonvard,so that the ends of the facial 
feelers brushed the backs of huge fore paws which claspl'rl the 
croucher's elevated kncc~. The aspect of the whole was abnor· 
mally life·like, and the more subtly fearful because its source 
was 50 totall}' unknown. Its vast, awesome, and incalculable age 
was unmistakable; yet not one link did it shew with any known 
type of art belonging to civilisation's youth- or indeed to any 
other time. Towll)' separate and apart, its ~t'ry material was :1 

mystery; for the soapy, gJ"t't'nish·black stone with its golden or 
iridesct'nl flecks and striations resembled nothing familiar to 
geology or mineralogy. The characters along the base were 
equally baffling; and no member prescnt, despite a representa­
tion ofh:llfthe world's expert learning in this field, could form 
the least notion of even their remotest linguistic kinship. They, 
like the subject and material, belonged to something horribly 
remote and distinct from m:lnkind as we know it; something 
frightfully suggestivl.' of uld and unhallo\~ed cydes of life in 
which OUf I\·orld and our conceptions hnve 110 parl. 

And ye t, as the members severally shook their heads and 
confessed defeat at tht·lnspector's problem, there was one man 
in thai gathering I'.'ho SUSpt'Cled a touch of bizarre familiarity in 
the monstrous shape and writing, and who presently told with 
some diffidence of the odd trifle he knell'. This person was the 
late William Channing Webb, Professor of Anthropology in 
Princeton University. and an explorer of no slight note. 
Professor Webb had bet'n engagro, fon y-eight rears before, in a 
tour of Greenland and Iceland in sean.:h of some Runic inscrip· 
tions which he fniled 10 unenrth; and whilst high up on the West 
Greenland coast had encountererl a singular tribe or cu lt of 
degenerate Esquimaux whose religion, a curious form of devil· 
worship. chillt"d him with its dl'liberate bloodthirstiness and 
repulsiveness. It was a faith of which other £squimaux knew lit· 
tIe. nnd which they mentioned only with shudders, saying th.lI 
it had come down from horribly ancient aeons beforc e,·er the 
world v.'lI.S made. Besides nameless rites and human sacrifices 
there I,'t're certain queer hereditary rituals addressed to :I 

supreme elder del'!l or lomasllkj and of this Professor Webb 
had taken a c~ reful phonetic copy from an aged angekok or wiz· 
ard·priest, expressing thl' sounds in Ruman letters as beSI he 
knew hOl~. But just now of prime significance was the fetish 
which this cult had cherished, and around which they danced 
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when the aurora leaped high over thr ice cliffs. It was, the pro· 
fessor stated, a very crude bas· relief of slone, comprising a 
hidcous picture and some cryptic writing. And so far as he 
could tell, it \\;lS a rough parallel in all essential features of the 
bestial thing now lying before the met'ting. 

This data, received with su~pense and ~stonishment by the 
assembled rot'mbers, proved doubly exciting to Inspector 
Legrasse; and he bcgan at once to ply his informant with ques· 
tions. Having noted and copied an oral ritual among the swamp 
cult·worshippers his men had arrested, he besought the profes· 
sor to remember as best he might the syllnbles taken down 
amongst the diabolist esquimaux. There then followed an 
exhaustive comparison of details, and a moment of really awerl 
silence when both detective and scientist agreed on the I'irtual 
identit y of the phrase common to tl'l"'O hellish rituals so many 
worlds of distance apart. What, in subslancc, both the 
EsquimllUx. Ivizards and the Louisiana swamp· priests had 
chanted to their kindred idols \\'lI.S something I'ery like this­
the word·divisions being guessed at from tradit ional breaks in 
the phrase as chamed aloud: 

"Ph'nglrli mglw'nafh Crlrl/llm R'b'eh wgah'lIagl jlrragll.~ 
Legrasse had nne point in adl'ance of I'rofessor Webb, for 

several among his mongrel prisoners had repeated to him what 
older celebrants had told them the I,'ords meant. This text, as 
gil'en. ran something like this: 

"III Iris /rollse at R'I)"eh dl'l1d Crllllihu WailS drel1millg." 

And nOl", in response to a genl'ral and urgent demand, 
Inspector Legrasse related as fully as possibll' his experience 
with the swamp \\·orshippers; telling a story to \\·hich I could set' 
my uncle attached profound significa nce. It savou red of the 
wildest dreams of mythmaker and theosophist, and disclosed 
an astonish ing degree of cosmic imagination among such hnlf­
castes and pariahs as might be least expected to possess it. 

On NOI'embt'r 1st, 1907, lhere had come 10 the New Orleans 
police a frantic summons from the swamp and lagoon country 
to the south. The squatters thert:. mostly primitive but good· 
natured descendants of Lafittl"s men, were in the grip of stark 
terror from an unknown thing which had stolen upon them in 
the night. It was I'oodoo, apparently, but voodoo of a more ter­
rible sort than thl'Y had ever known; and some of their women 
and child ren had disappeared since the malevolent tom-tom 
had begun its incessant beating far within th t' black haunted 
woods where no dll'ell{'r ventured. There were insane shouts 
and harrowing screams, soul·chilling chants and dancing 
devil·flaml'S; and, the frightt'ned messenger added, the people 
muld stand it no more. 

So a body of twenty police, filling two carriages and an 
automobile, had set out in the latt' afternoon with the shivering 
squatter as a guide. At the end of thl' passable road the), alight· 
ed, and for miles splashl'd on in si lence through the terrible 
C)'press woods where day never came. Ugly roots and malig· 
nant hanging nooses of Spanish moss beset them, and now and 
then a pile of dank stones or fragment of a rotting wall intensi· 
fied b}' its hint of morbid h3bitation a depression which ever)' 
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malformed tree and every fungous islet combined to create. At length the squatter settle­
ment, a miserable huddle of huts, hove in sight; and hysterical dwellers Tan out 10 cluster 
around the group of bobbing lanterns. The muffled beat of tOm-loms was now faintly 
audible far, far ahead; and a curdling shriek came al infrequt'nI intervals when the wind 
shifted. A reddish glare, 100. seemed to filter through pale undergrowth beyond the end­
less avenues of forest nighl. Reluctant even to be left alone again, each one of the cowed 
squallers refused point-blank to advance another inch toward the scene of unholy wor­
ship. so Inspector legrasse and his nineteen colleagues plunged on unguided into black 
arcades of horror that none of them had t\'cr trod befort'. 

The region now entered by the police was one of traditionally evil repute, substantial­
ly unknown and untraversed by white men. There were legends of a hidden lake 
unglimpsed by mortal sight, in which dwelt a huge, formless white polypous thing with 
luminous eyes; and squatters whispered that bat-winged devils flew up OUi of caverns in 
inner earth to worship it at midnight. They said it had been thm before d'Iberville, before 
1..01 Salle, before the Indians, and before e'len the wholesome beasts and birds of the woods, 
It was nightmare itself, and to see it was to die. But it made men dream, and so they knew 
enough to keep away. The pr('S{'nt voodoo orgy was, indeed, on the merest fringe of this 
abhorred area, but that location was bad enough; hence perhaps the very place of the wor­
ship had terrified the squatters more than the shocking sounds and incidents. 

Only poetry or madness could do justice to the noises heard by Legrasse's men as they 
ploughed on through the black morass toward the red glare and mumed tom· toms. There 
are vocal qualities peculiar to men, and vocal qualities peculiar to beasls; and il is lerri­
ble to hear the one when the source should Yleld the other. Animal fury and orgiastic 
license here whipped themselves to daemoniac heights by howls and squawking ecstacies 
that lore and reverberated through those nigh ted woods like pt'stilentialtempests from 
the gulfs of hell. Now and then the less organized ululation would cease, and from what 
seemed a well-drilled chorus of hoarse voices would rise in sing-song chant that hideous 
phrase or ritual: ~Ph'nglui mglw'najh Clh"lhu R'lyeh wgah'nag/ jh/agn: 

Then the men, having reached a spot where: the trees were thinner, came suddenly in 
sight of the sptetade itself. Four of them reeltd, one fainted, and two were shaken into a 
frantic cry which the mad cacophony of the orgy fortunately deadened. Legrasse dashed 
swamp water on the face of the fainting man, and all stood trembling and nearly hypno­
tised with horror. 

In a natural glade of tht swamp stood a grassy island of perhaps an acre's ex:tent,clear 
of trees and tolerably dry. On this now leaped and twisted a mort indescribable horde of 
human abnormality than any but a SimI.' or an Angarola could paint. Void of clothing, this 
hybrid spawn were braying,bellowing,and writhing about a monstrous ring-shaped bon­
fire; in the centre of which, re\'ealed by occasional rifts in the curtain of flame, stood a 
great granite monolith somt eight feet in height; on top of which, incongruous in its 
diminutiveness, rested the noxious carven statuette, From a wide circle of ten scaffolds set 
up at regular intervals with the flame-girt monolith as a centre hung, head downward, the 
oddly marred bodies of the helpless squatters who had disappeared. It was inside this cir­
cle that tht ring of worshippers jumped and roared, the general direction of tht mass 
motion being from left to right in endless Bacchanal between tht ring of bodies and the 
ringoffire. 

It may have been only imagination and it may have been only echoes which induced 
ont of the men, an excitable Spaniard, to fancy he heard antiphonal responses to the rit­
ual from some far and unillumined spot deeper within the wood of ancient legendry and 
horror. This man, Joseph D. Galvez, I later met and questioned; and he proved distract­
ingly imaginative. He indeed went so far as to hint of the faint beating of great wings,and 
of a glimpse of shining eyes and a mountainous white bulk beyond the remotcstlrees­
but I suppose he had been hearing too much native superstition, 

Actually, the horrified pause of the men was of comparatively brief duration, Duty 
came first; and although there must have been nearly a hundred mongrel celebrants in the 
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throng, (he- police- relied 011 their firearms and plunged determinedly into Ihe nauseous 
rout For til'C minutes the resultant din and chaos were beyond description. Wild blows 
were struck, shots were- fired, and t'scares were made; but in th e- end LegrasS{' was able to 

count some- forty-sewn sullen prisoners, whom he- forced to dress in hasle and fall into 
line betwt't'n two rows of policemen. Five of Ihe worshippers lay dead, and IWO severely 
wounded ones were carried away on improvised stretchers by their fellow·prisoners. The 
imagl' on the monolith, of course, was carefully removed ;lnd carried back by Legmsse. 

Examined at headqu;lrters afler a trip of intense strain and weariness, the prisoners 
all proved 10 be men of a very low, mixed-blooded, and mentally aberrant type. Most were 
seamen, and a sprinkling of Nrgroes and mulattoes, largdy West Indians or Bral'a 
Portuguese from the Cape Verde Islands. gave a colouring of voodooism to the heteroge­
neous cult. But before many questions were asked, il became manifest Ihat something far 
deeper and older than Negro fl'tichism was invol"ed. O('graded and ignorant as they were, 
the creatures held wilh surprising consistency to the central idea of tht'ir loathsomt' faith. 

They worshipped, so they said, the Great Old Ones who lil'ed ages before there were 
any men, and who came to the young I,'orld out of the sk),. Those Old Ones were.- gone now, 
inside.- the l'arth and under the sea; but the.-ir de;ld bodies h"d told their secrets in dreams 
to the first men, who formed a cult which had never died. This was that cull. and the pris­
oners said it had always existed and always would exisl, hidden in distant wastes and dark 
places all 01'Cr the world until the Ii lOt' when tht' great priest Cthulhu, from his dark house 
in the mighty cily of R'lyeh under the waters, should rise and bring the earth again 
beneath his swa}'. Some day he would call. when the slars were ready, and the secret cu lt 
would always be wailing to libe-rate him. 

Meanwhile no more must be lold. There was a secret which el'en torture could not 
extrac\. M~nkind was not absolutely alone among the consciolls things of earth, for 
sh3pe.-s came OUI oi the d:lTk tu visit the faithful frIV. But these were not the Great Old 
Ones. No man had el'er seen the Old Ones, The carven idol was great Cthulhu, but none 
might say whether or nol the olhus were precisely likl' him. No one could read the old 
writing noll', but things lI't're told by word of mouth. The chanIN:! ritual was nOI the 
sf'(rel-(halll'as never spoken aloud, only whispered. The chant meant only this; "[ n his 
honse at R'lreh dead Cthulhu waits dreaming." 

Only two of tht' prisoners were found sane enough 10 be hanged, and the rest were 
committed to v-drious institutions. All denied a part in the rilUal murders, and averred 
thatlhe killing had been done by Black Winged Ones which had come to them from their 
immemorial meeting·place in Ihe haunted ,,'ood. But of those mysterious allies no coher­
ent account could ever b(' gain('d. What the police did extracl, came mainly from the 
immensely agl'd mestizo named Castro, who claimed to hal'i~ sailed to strange ports and 
talked with nndying leaders of tht' (ult in the mountains of China. 

Old Castro remembered bits of hideous legend thaI paled the spt'culations of 
theosophists and made man and the "'orld seem recent and transient indet'd. There had 
bee.-n aeons when other Things ruled on Ihl' earth, and They had had great cities. Hrmains 
at The.-m, he sa id the de.-athless Chinamcn had told him, we.-re still to be found as 
Cyclopean stnnes on islands in the Pacific. The.-), all died vasl epochs of lime before men 
came, but there were arts which could re.-\'il'e Them when the stars had come round again 
to the right positions in the cyclt' of eternity. They had, indeed, come Ihemsekes from the 
stars, <llld brought Thei r images with Them. 

Thl'se Great Old One.-s, Castro continul'<i, \,'ere not composed altogether of nesh and 
blood. The-y had shape-for did not this star· fashioned imag(' [lrol'e it? -butlhat shape 
was not made of mailer. When Ihe stars were right, They could plunge from world to 
world through the sky; butll'hen the stars werl' wrong, The.-y could not live. BUI although 
They no longer lived, They would never rcally die. They all lay in slone houses in The.-ir 
great cit)' of R'lyeh, preserved by the spells of mighty Cthulhu for a glorious resurrection 
when the stars and the earth might once more be ready for Them. But at that time some 
force from outside must serve to liberate Their bodies. The.- spells that preserved Them 
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intact likewise prevented Them from making an initial mo\'e, and They could only lie 
awake in the dark and think whilst uncounted millions of )'ears rolled by. They knew all 
that was occurring in the universe, for Their mode of speech was transmitted thought. 
Even noll' They talked in Their tombs. When, after infinities of chaos, the first men came, 
the Great Old Ones spoke to the sensitive among them by moulding their dreams: for onl)' 
thus could Their language reach the fleshly minds of mammals. 

Then, \\'hispen"d Castro, those first men formed the cult around small i(lols which the 
Great Ones shewed them; idols brought in dim eras from dark stars. That cult would nen'r 
die till the stars came right again, and the secret priests "'ould take great Cthulhu from 
His tomb to TCvive His subjt'Cts and resume His rule of earth, The time would be easy to 
knoll', fo r then mankind would hal'e become as the Great Old Ones: free and wild and 
beyond good and evil, with laws and 1110rals thrown aside and all men shouting and 
killing and revelling in joy, Then the liberated Old Ones would teach them new ways to 
shout and kill and revel and enjoy themseh'cs, and all the earth would flame with a holo­
caust of ecstasy and freedom , }'kanwhile the cult,by appropriate ri tes, must keep alil'e the 
memory of those ancient ways and shadow forth the prophecy of their return. 

In the elder time chosl'n men had talked with the entombed Old Ont's in dreams, but 
then something happened. The great stone city R'I}'eh. with its monoliths and sepulchres, 
had sunk i>fneath the waves; and the d{'('p waters, full of the one primal mystery through 
which not t'ven thought can pass, had cut off thf spectral intercourse. But memory never 
died, and the high-priests said that the city would rise again when the sms were right. 
Then came out of the earth the black spirits of earth, mouldy and shadowy, and full of 
dim rumours picked up in ca\'t'rns beneath forgotten sea-bottoms. But of Ihl'm old Castro 
dared not spfak much. He cut himself offhurriedlr,and no amount of persuasion or sub­
tlelr could t'licit more in this direction. The size of the Old Onl'S, too, he curiously 
declined 10 mention. Of tht' cult. he said that he thought the centre lar amid the pathless 
desert of Arabia, where Irem, the City of Pillars. dreams hidden and untouched. lt was not 
allied to the European witch -cult, and was virtually unknown beyond its members. No 
book had ever really hinted of it, though the deathless Chinamt'n said that tht're were 
double meanings in the Nt'crollomicoll of the mad Arab Abdul Alhazred which the initi­
ated might rcad as they chose, especially Iht' much-discusst'd coupk\: 

~Thal is not dead which can clt'rnal lie, 

And with strange aeons el'en death ma), die_H 

l egrasse. deeply imprt'ssed and nol a li tt le bewildered . had inquired in vain concern­
ing tht' historic affiliations of the cult. CaSlro, apparently, had told the truth I"hen he said 
that it was wholly St'(rt'1. The authorities al Tulane Uni\'ersit)' could shrd no light upon 
either cult or image, and now the detective had come to the highest authorities in the 
country and met wi th no more than the Greenland tale of Professor Webb. 

The fel'erish interest aroust'd at Iht' meeting by Legrasst"s tale, corroborated as it was 
by the statuette, is echoed in the subsequent correspondence of tho~e who am'nded: 
although scant mention occurs in the formal publications of the society. Caution is tht' 
firsl care of those accustomed to face occasional charlatanry and imposture. Legrasse for 
some limt' lent the image to Professor Webb, but at the latter's death it was returned to 
him and remains in his possession, where I viewed it not long ago. It is truly a terriblt' 
thing, and unmistakably akin to tne dream-sculpture of young Wilcox. 

That my uncle was excited by the tale of the sculptor I did not \\'onder, for what 
thoughts must arise upon hearing, after a knowledge of what t t'graSSt had It'arned of the 
cult, of a scnsi til'e young man who had (Imlllled not only the figure and exact hiero­
glyphics of the swamp-found image and the Greenlalld deviltablct, but had cOl11e ill his 
dreams upon 3tleast three of the precise words of the formula uHered alike by Esquimau 
diabotiSlS and mongrel Louisianans? Professor Angell's instant start on an illl-estigation 
of the utmost thoroughness was eminently natural; though privately I suspected young 
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able perversity the coincidence of the dream noles and odd cut­
tings collected by Professor Angell. 

One thing r began to SUSpIXI, and which [ now fear I know, 
is 11131 my uncle's death was far from natural. He fell on a narrow 
hillslrt't'l leading up from an ancient waterfront swarming with 
foreign mongrels. after a carelru push from a Negro sailor. I did 
not forget the mixed blood and marine pursuits of the cuh· 
members in louisiana, and would not be surprised to learn of 
secret methods and rites and beliefs. Legrasse and his men, it is 
true, have been let alone; but in Norway a certain seaman who 
saw things is dead. Might not the rleeptf inquiries of my unde 
after encountering the sculptor's dm3 have come to sinister ears? 
I think Professor Angell died because he knew 100 much. or 
because he was likely to learn too much. Whether I shall go as he 
did remains to be seen, for I have learned much now. 

III 

fh,~5:~~:~:"bt"~:<~:, <.,,1 
effacing of ~~esuhs of a mere chance which fixed my 
eye on a certain stray piece of shelf-paper.lt was noth-

g on which [ would naturally have stumbled in the course of 
my daily round, for it was an old number of an Australian jour­
nal, the Sydney Bulletin for April 18, 1925. It had escaped even 
the cutting bureau which had at the time of its issuance bttn 
avidly collecting material for my uncle's research. 

1 had largely given over my inquiries into what Professor 
Angell callN! the "Cthulhu Cull", and was visiting a learned 
friend in Paterson, New Jersey, the curator of a local museum 
and a mineralogist of note. Examining one day the rl'serve 
specimens roughly set on the storage shelves in a rear room of 
thl' museum, my eye was caught by an odd picture in one of the 
old papers spread beneath the stones. It was the Sydlley Bulletin 
I have mentioned, for my friend had widl' affiliations in all con­
cl'ivable foreign parts; and the picture was a half-tone cut of a 
hideous stone image almost identical with that which lcgrasse 
had found in the swamp. 

Eagerly clearing the sheet of its precious contents, I scanned 
the item in detail; and was disappointN! to find it of only mod­
erate length. What it suggested, however. was of portentous sig­
nificance to my flagging quest; and I carefully tore it out for 
immediate action. It read as follows: 

MYSTERY DEREUCf FOUND AT SEA 

Vigilant Arri,'es With Helplm Armed New ltaland Yacht in Tow. 

Dnl' SUfvi'-of and Dead Man Found Aboard. Tall' of Drsper:lIe 
Battle and Deatlls at Sea. 

Rescued 5f>aman Refuses P'Mlicul:us of Strange Expemnce. 

Odd Idol Found in liis Posstssion.lnquiry to Follow. 

The Morrison Co:s freighter \'igifant, bound from 
Valparaiso, arrived this morning at its wharf in Darling 
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Harbour, having in tow the battled and disabled but heav· 
ily armed steam yacht Alert of Dunedin, N.Z., which was 
sighted April 12th in S. Latitude 34" 21', W. Longitude 
15r 17' with one living and one dead man aboard. 

The Vigifilnt left Valparaiso March 25th, and on April 2nd 
was driven considerably soulh ofher course by exception­
ally heavy storms and monster waves. On April 12th the 
derelict W'JS sighted; and though apparently deserted, was 
found upon boarding to contain one survivor in a half­
delirious condition and one man who had evidell1ly been 
dead for more than a week. The living man 1'0'3.5 clutching 
a horrible stone idol of unknown origin, about a foot in 
height, regarding whose nature authorities at Sydney 
University. the Royal Society, and the Museum in College 
Street all profess complete bafficment, and which the sur­
vivor says he found in the cabin of the yacht, in a small 
carved shrine of common pattern. 

This man. after recovering his senses, told an excffiiingly 
strange story of piracy and slaughter. He is Gustaf 
Johansen, a Norwegian of some intelligence, and had been 
second mate of the two-masted schooner Emma of 
Auckland, which sailed for Callao February 20th with a 
complement of eleven men. The Emma, he says, W'JS 

delayed and thrown widely south of her course by the 
great storm of March 1st, and on March 22nd, in S. 
Latitude 49" 51' W. Longitude 128" 34', encountered the 
Alert, manned by a queer and evil-looking crew of 
Kanakas and half-castes. Being ordered peremptorily to 
turn back, Capt. Collins refused: wht'l'i.'upon the strange 
crew began to fire savagely and without warning upon {hI.' 
schooner with a peculiarly heavy battery of brass cannon 
forming pan of the yacht's equipm('nt. The £mma~ men 
shewed fight, says the survivor, and though the schooner 
began to sink from shots beneath the \\'3.terline they man­
aged to heave alongside their enemy and board her, grap­
pling with the savage crew on the yacht's deck, and being 
forced to kilt them all, the number being slightly superior, 
brcause of their particularly abhorrem and desperate 
though rather clumsy mode of fighting. 

Three of the Emma~ men, including Capt. Co11ins and 
First Male Green, were killed; and the remaining eight 
under Second Mate Johansen proceeded to navignte the 
captured yacht, going ahead in their original direction to 
see if any reason for their ordering back had existed. The 
next day. it appears, they raised and landed on a small 
island, although none is known to exist in that part of the 
ocean; and six of the men somehow died ashore, though 
Johansen is queerly reticent about this part of his story, 
and speaks only of their falling into a rock chasm. Later. 
it seems, he and one companion boarded the yacht and 
tried to manag(' her, but were beaten about by the storm 
of April 2nd. From that time till his rescue on the 12th 
the man reml'mbers liul(', and he does not even recall 
when William Briden, his companion, died. Briden's 
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death rel'eals no apparent cause, and I'o'as probably due 10 excitement or exposure. 
Cable adl'ices from Dunedin report that the Alerl I'o'as well known there as an 
island trader, and bore an evil reputation along the waterfront. 11 was owned by a 
curious group of half-castes whose frequent meetings and night trips to the 
woods attracted no little curiosity; and it had set sail in great haste just after the 
storm and earth tremors of March 1st. Our Auckland correspondent gives the 
Emma and her crew an excellent reputation, and Johansen is described as a sober 
and worthy man, The admirahy will institute an inquiry on the whole matter 
beginning tomorrow, at which every dfon will be made to induce johansen to 
speak more free ly than he has done hitherto. 

Thi~ was all. together with the picture of the hellish image; but what a train of ideas 
it started in my mind! Here were new treasuries of data on the Cthulhu Cult, and evidence 
that it had strange interests at sea as well as on land. What motive prompted the hybrid 
crew to order back the Emma as they sailed about with their hideous idol~ What was the 
unknown island on which six of the Emilia's crew had died, and about which the mate 
Johansen was so secretive? What had the vice-admiralty's investigation brought out, and 
what was known of the noxious cult in Dunedin? And most marvellous of all, I"hat deep 
and more than natural linkage of dates was this whi(h gave a malign and now undl'niable 
significance tn the various turns of c\'Cnts so carefully noted by my uncle? 

~'larch 1st-our February 28th according to the International Date Line-the earth­
quake and storm had come. From Dunedin thl' Alerl and her noisome crew had darted 
eagerly forth as if imperiously summoned, and on the other side of the earth poets and 
artists had begun to dream of a strangI.', dank Cyclopean cil)' whilst a young scu lptor had 
moulded in his sleep the form of the dreaded Cthulhu, March B rd the cr('1I' of the Emma 
landed on an unknown island and left six ml'n dead; and on that date the dreams of sen­
siti"e men assum~'d a heightened I'il'idness and darkened with dread of a giant monst('r's 
malign pursuit, whilst an architect had gone mad and a sculptor had lapsed suddenly into 
delirium! And what of this storm of April 2nd-the dalt' on ,,'hich all dreams of the dank 
city ceased, and Wilcox emerged unharmed from the bondage of strange feve r? What of 
all this-and of those hints of old Castro about the sunken, star-born Old Ones and their 
coming reign; their faithful cult ami their mllstery IIf dreams? Was r lottering on the brink 
of cosmic horrors beyond man's power to bear? If so, they must be horrors of the mind 
alone, for in some way the second of April had put a stop to \~hate\,l'r monstrous menace 
had begun its siege of mankind's soul. 

That el'l'ning, aftt'r a day of hurried cabling and arranging, I bade my hOSl adieu and 
took a train for San Francisco. In less than a month I was;n Dunedin; where, however, 1 
found that little was known of the strange cult·members who had lingert"'<l in the old sea' 
ta\'erns. Waterfront scum was far too common for sp«ial mention; though there 1\ 'aS 

vagul' talk about one inland trip these mongrels had made, during which f:lint drumming 
and red flame Wl're noted on the distant hills. In Auckland [ learned thaI lohansen had 
returned with )'1'1/011' hair filmed white after a perfunctory and inconclusive questioning 
al Srdnl'Y, and had thereafter sold his cottage in West Street and sailed with his wife to his 
old home in Oslo. Of his s!irringexperience he 1\'Ollid tell his friends no more than he had 
told the admiralty ofilcials,and all the), could do was to give me his Oslo address. 

After that I went 10 Srdney and talked profitlessl)' with seamen and members of the 
vice·admi raltycour!. [saw the A/m, now sold and in commercial use, at Circular Qua), in 
Sydney Cove, but gained nothing from its non-committal bulk. The crouching image with 
its cuttlefi sh head, dragon bod)" scaly wings, and hieroglyphed pedestal, was preserved in 
the Museum at Hyde Park; and I studied it long and wdl. finding it a thing of balefully 
exquisite workmanship, and with the same utter mystery, terrible antiquity, and unearth­
ly st rangeness of material which 1 had noted in Legrasse's smaller specimen. Geologists, 
the curator told me, had found it a monstrous puzzlt'; for Ihey vowed that the world held 
no rock like it. Then I thought with a shudder of lI'hat Old Castro had told Legrasse about 
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the Greal Ones; "They had (omt' from the swrs, and had 
brought Their images with Them.~ 

Shaken with such a mental revolution as I had never before 
known,! now resolvcd 10 vis it Male [ohansen in Oslu. Sailing for 
London, j reembarked at once for the Norwegian capital: and 
one autumn day landrd at the trim wharws in the shadow of 
the Egeberg. Johansen's ~ddress, I discovered, lay in Iht' Old 
Town of King Harold Haardrada, whkh kepI alive the name of 
Oslo during all the ccnturies thai th ... greater city masqucradrd 
as "Christiana", [ made the brief trip by taxicab, and knocked 
with palpitant heart at the door of a neal and ancient building 
with plastered front. A sad· faced woman in black answered my 
summons, and I was slung with disappointment when she told 
me in halting English that Gustaf Johansen was no more. 

He had not long survived his return, said his wife, for thr 
doings at sea in 1925 had broken him. He had told her no more 
than he had told thl' public, but had left a long manuscript-of 
"t«hnical matrers" as he said-Ivriuen in English, evidently in 
order 10 safeguard her from the peril of casual perusal. During 
a walk through a narrow lane near the GOlhenburg dock, a bun­
dl" of papers falling from an allic window had knocked him 
down. Two lascar sailors at once helped him to his feet, bUI 
before th" ambulance could reach him he was dead. Physicians 
tound no adl'quate cause for the l'nd, and laid it 10 hean trouhle 
and a weakenerl constitution. 

I nmv fell gnawing at my vitals that dark terror which will 
never [t'ave me till 1,100, am at rest; "accidentally" or otherwise. 
Persuading the widow thm my connt'xion wi th her husband's 
"technical malters~\I'as sufficient to entitk me 10 his manuscript, 
I oore the document away and began to read il on th t' London 
ooal. It WJS a simple, rambling thing-a naive sailor's effort al a 
post·f:lcto diary-and strove to recall day b)' day th.lllast awful 
I'oyagt'. I cannot attempl to transcribe it verbatim in all its 
cloudiness and redund.1nc(', but I will tell its gist enough to shew 
why the sound of the water against the vessel's sides became so 
unendurable to me that I stoppt'd my ears with cotton. 

Johansen, thank God, did nOl know quite aU, even though 
he saw the city and the Thing, but [ shall nl'ver sleep calmly 
again when I think of the horrors thaI lurk ceaselessly hehind 
life in time and in spuce, ilnd of thosi.' unhallowed blasphemies 
from elder stars which dream beneath the sea, known and 
fal'oured by a nightmare cult ready and eager 10 loose them on 
the "'orld wbenever another earthquake shall heave their mon­
strous SlOne city again to the sun and air. 

Johansen's voyage had begun just as he told it to the vice· 
admiralty. The Emma, in ballast, had deaTt'<i Auckland on 
February 20th, and had felt the full forcc of Ihat earthquake· 
born tempest which must hal'r heil\'ed up from the sea-bollol11 
the horrors that filled men's dreams. Once more under control. 
the ship "'llS making good progress when held up b}' the Alert 
on March 22nd, and [ could feel tht' mate's regret as he wrote of 
her bombardment and sinking. Of the swarthy cult· fiends on 
the Men he speaks with significant horror. Then:~ was some 
peculiarly abominable quality about them which made their 
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destruction seem almost a duty, and johansen shews ingenuous 
wonder at the charge of ruthlessness brought against his part}' 
during the proceedings of the court of inquiry. Then, driven 
ahrad by curiosity in their captured )'ilcht unJrr johansen's 
command, the men sight a great stone pillar Slicking out of tbe 
sea, and in S.l.atitude 47" 9', W Longitude 126' 43' come upon 
a coast-line of mingled mud, D07.e, and weedy Cyclop<'an 
masonry which can be nothing less than the tangible substance 
of earth's supreme terror-the nightmare corpse·city of R'lyeh, 
that was built in measureless aeons behind history by the vast, 
loathsome shapes that seept"<l down from the dark stars. There 
lay greal Cthulhu and his hordes, hidden in green slim)' vaults 
and sending out at last, after cycles incalculable, the thoughts 
that spread fear to the dreams of tht' sensiti\'C and calk"<l impe­
riously 10 the fuithful to come on a pilgrimage of liberation and 
restoration.AlI this Johansen did not suspect, but God kno"'s he 
soon saw enough! 

I suppose that only a single mountain-top, the hideous monO­
lith·crowned citadel wht'reon great Cthu[hu was buried.actuall}' 
emerged from the waters. When I think of the ex/em of all that 
may bt' brooding down thm ! almost wish to kill mysl'lf IOrth· 
with. Johansen and his m('n were awed by the cosmelic majesty of 
this dripping Babylon of elder darmons, and must have gut'ssed 
without guidance thai it was nothing of this or of any sane plan· 
et. Awe 311he unbelie\~dble size of the grel'nish slone blocks, at the 
dizzying ht'ight of the great C3r\'en monolith, and at the stupefy­
ing identity of the colossal statues and bas· rel iefs wilh tht' queer 
image found in the shrine on the Alert, is poignantly visible in 
every line of the mate's frightened description. 

Without knowing whal futurism is like, Johansen achieved 
something very closr to it when he spoke of the city; for instead 
of describing any definite structure or building, he dwells only 
on broad impressions of vast angles and stone surfaces-su r­
faces tOO great to belong 10 any Ihing right or proper for Ihis 
{"Jrth, and impious with horribit.' images and hieroglyphs. I 
mention his talk about aI/gIl'S because it suggests something 
Wilcox had told !llt' of his awful dreams. He said that the geom­
etry of thl' dream· place he saw was abnormal, non· Euclidean, 
and loathsoml'ly redolent of spheres and dimensions apart 
from ours. Now an unlettered seaman fclt the same thing whilst 
gazing at the terrible reali ty. 

Johansen and his men landed at a sloping mud-bank on 
this monstrous Acropolis, and clambered slippedly up o\'Cr 
ti tan oozy blocks which could have been no mortal staircase. 
The vrry sun o(heal'en sremed distorted wht'n viewed through 
the polarising miasma wt.'lling out from this sea·soaked per· 
version, and twistrd men~cr and suspense lurked leeringly in 
thosr crazily elusive anglrs of carven rock where a Sffond 
glance shewed conca\'ity after the fi rst shewed convexity. 

Something I'ery like fright had corne O\'rr all the exptorrrs 
before an),thing more definite than rock and ooze and wt'\.--cl was 
seen. Each ",,'ould haw fled had he not fea red the scorn of the 
others, and it 1I'3S only half-heartedly that they searched­
vainly, as it proved-for some portable sou\'enir to !>far away. 
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It was Rodriguez the Portugues~ who climbed up the foot of 
the monolith and shouted of what he had found. Tht' rest fol­
lowed him, and looked curiously at the immense carved door 
with the now familiar squid-dragon bas-relief. It was, Johansen 
said, like a great barn-door; and they aU felt that il was a door 
b«a~ of the ornate lintel. threshold, and jambs around it, 
though they could nOi decidt" whether it lay flat like a trap-door 
or slantwise like an outside cellar-door. As Wilcox would have 
said, the ge(lmelry of the place was all wrong. One (ould nol be 
sure that the sea and the ground weft' horizontal, henct' the rel­
ative position (If everything else seemed phantasmally variable. 

Briden pushed at the stone in se\1."ral places without result. 
Then Donm-an fett over it delicately around the edge, pressing 
each point separately as he went. He climbed interminably 
along the grotesque stone moulding-that is, one would call it 
climbing if the thing was not after all horizontal-and the men 
wondered how any door in the universe could be so vas\. Then, 
very softly and dowly, the acre-great panel began to give inward 
at the top; and they saw that it was balanced. Donovan slid or 
somehow propelled himself down or along the jamb and 
~joined his fellows, and l."\'Cryone watched the queer l'l.'Cession 
of the monstrously carven portal, In this phantas)' of prismatic 
distortion it moved anomalousl), in a diagonal way, so thaI all 
the rull!s of matter and perspective seemed upset. 

The aperture was black with a darkness almost millerial. 
That tenebrousness was indeed a posifive qUI/lilY; for it 
obscured such parts of the inner I·,.alls as ought to have betn 
rC'o'ealed, and actually burst forth like smoke from its aeon·long 
imprisonment, visibly darkening the sun as it slunk away into 
the shrunken and gibbous sky on flapping membraneous 
wings, The odour rising from the newly opened depths was 
intolrrable, and at length the quick·eared Hawkins thought he 
hran! a nasty, slopping sound down there, Everyone listened, 
and everyone \\'3S listening still when It lumbered slobbcringly 
into sight and gropingly squeezed Its gelatinous green immen­
sity through the black doorway into the tainted outside air of 
that poison city of madness, 

Poor Johansen's handl'o'riling almost gal'e out when he wrote 
of this. Of the six men who ne\'er rea~-hed the ship, he thinks two 
perished of pure fright in that accursed instanL The Thing can­
not be described-there is no language for such abysms of 
~hrieking and immemorial lunacy, such eldritch contradictions 
of all matter, force, lind cosmic order, A mountain walked or 
stumbled. God! What wonder that across the earth a great archi· 
tect went mad, lind poor Wilcox raved with fever in that telepath· 
ic instant? The Thing of the idols, the green, sticky spawn of the 
stars, had aW<lked to claim his own. The stars were right again, 
and what an age-old cult had failed to do by design. a band of 
innocent sailors had done by accident. After vigintillions of rears 
great Cthulhu was 10illi~ again, and ravening for delight. 

Three men were swept up by the flabby claws before any­
body turned, God rest them, if there be any rest in the universc, 
They were Donovan, Guerrera, and Angstrom, Parker slipped as 
the other thn:e were plunging frenziedly over endless vistas of 
gret'n·crusted nxk to the boat, and Johansen s ..... ears he was 
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swallowed up by an angle of masonry which shouldn't have 
been there; an angle which ~'ilS acute, but behaved as if it were 
obtuse, So only Briden and Johansen reached thl." boat, and 
pulled desperatdy for the Alert as the mountainous monstrosi· 
ty floPI,oo down the slimy stones and hesitated floundering at 
the edge of the water, 

Steam had nOI betn suffered to go down entirely, despit~ the 
departure of all hands for the shore; and it was the work of only 
a few moments of feverish rushing up and down between wheel 
and engines to get the Aim under way. Slowly, amidst the dis­
torted horrors of that indescribable scene, she began to churn 
me lethal waters; whilst on Ihe masonry of mat charnel shore 
that was not of earth the titan Thing from the stars slavered and 
gibbered like Polypheme cursing the fl~ing ship of Odysseus. 
Then, bolder than the storied Cyclops, great Cthulhu slid greasi· 
Iy into the water and began to pursue: with vast wave-raising 
strokes of cosmic potency, Briden looked b3ck and went mad. 
laughing shrilly as he kept on laughing at intervals till death 
found him one night in the cabin ..... hilst Johansen was wander­
ing deliriously, 

But Johansen had not given out yet. Knowing that the Thing 
could surely overtake the Alert until steam was fully up, he 
resolved on a desperate chance; and, sctting the engine for full 
speed, ran lightning·like on deck and reversed the wheel. There 
was a mighty eddying and foaming in the noisome brine, and as 
Ihe steam mounted higher and higher the bra\'t' Norwt>gian 
drove his vessel head on against the pursuing jelly which rose 
above tht' undean froth like the stern of a daemon galleon. The 
awful squid-head with writhing ftt[ers came nearly up to the 
bowsprit of the sturdy yacht, but Johansen drove on relentlessly. 
There was a bursting as of an exploding bladder, a slushy nasti· 
ness as of a dO\'t'n sunfish, a stench as of a thousand opened 
graves, and a sound that the chronicler could not put on paper, 
For an instant the ship ~'3s befouled by an acrid and blinding 
green cloud. and then the~ was only a venomous seething 
astern; where-God in heaven!-the scattered plasticity of thaI 
nameless sky·spawn was nebulously recombilling in its hateful 
original form, whilst its distance widened every ~ond as the 
Alert gained impetus from its mounting steam. 

That was aiL After that lohansen only brooded over the idol 
in the cabin and attended to a ft'W matters of food for himself 
and the laughing maniac by his side, He did not try to navigate 
after the first bold flight, for the reaction had taken something 
out of his sou1. Then came the storm of Aprillnd, and a 
ing of the clouds about his consciousness, There is a ,,",,,of 
spectral whirling through liquid gulfs of infinity, of dizzying 
rides through reeling universes on a comet's tail, and ofhyster­
ical plunges from the pit to the moon and from the moon back 
again to the pit, all livened by a cachinnating chorus of the dis· 
torted, hilarious elder gods and the green, bat-winged mocking 
imps ofTartarus, 

Out of that dream came rescue-the \1gilnm, the vice· 
admiralty court, the streets of Dunedin. and the long voyage 
back home to the old house by the Egeberg. He could not tell­
they would think him mad. He would write of what he kntw 
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btfore death came, but his wife must not guess. Death would be a boon if only it (ould blot 
oot the memories. 

Thai was the document I read, and now I have placed it in the lin box beside the bas­
Rlid and the papers of Professor Angell. With it shall go this record of mine-this test of 
my own sanity, wherein is pieced together thaI which I hope may never be pieced togeth­
er again. [ have looked upon all that the universe has to hold of horror, and even the skies 
of spring and the flowers of summer must eveT afterward be poison to me. But I do not 
think my life will be long. As my uncle went, as poor Johansen went, so I shall go. I know 
too much. and the cult still livrs. 

Cthulhu still lives. too, I suppose, again in that chasm of stone which has shielded him 
since the sun was young. His accursed city is sunken once more, for the Vigilam sailed 
over the spot after the April slorm; but his ministers on earth still bellow and prance and 
slay around idol-capped monoliths in lonely places. He must have been trapped by the 
sinking whilst within his black abyss, or else the world would by now be screaming with 
fright and frenzy. Who knows the end? What has risen may sink, and what has sunk may 
rise. Loathsomeness wails and dreams in the deep. and decay spreads over the tottering 
cities of men. A lime will come-but I must not and cannot think! Let me pray that, if I 
do nOI survive this manuscript, my executors may put caution before audacity and see 
that it meets no other eye. ~ 
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all of Cthulhu is a horror roleplaying game based 
upon the writings of Howard Phillips Lovecrafl and a 
few others. Lovecraft wrOie during the 1920$ and 

19305, and he became a cult figure before dying in 1937. Since then 
his stature as an author has grown, and now he is generally recog­
nized as the major American horror-slory writer of the twenliClh cen-

IUry. His fiction ranges from pure science fiCtion 10 gothic horror. His non-fiction indudes 
a history of Quebec, the commentary SlIpernatural Horror in Literature, and a gigantic cor­
respondence (five volumes of his INters have been issued by Afkham House publishers). 

Author-publisher August Derleth coined the term MCthulhu Mythos", but the com­
monality of plol and suggestion behind the term remains an enduring monument to 
lovecraft. A series of his stories share as elements certain diabolical entities (especially 
the Great Old Ones) and books of arcane lore and great power, first among them the 
gh.1)tly Nmonomicon. The Cthulhu Mythos is named after a god-like entity, Cthulhu 
(kuh-THOO-loo is the easiest, though not the best way to say it). Many Great Old Ones, 
Cthulhu included, are prophesied to wake and to lay waste to the world "when the stars 
are right". 

These tales fired the imagination of other authors, mostly prot~l!:s and friends of 
lovecraft, and soon they were adding to his mythology. Toda», Cthulhu stories are still 
being written by heirs to lovecraft's literary legacy. 

This game continues the tradition. Young writers from around the world have con­
tributed to or independently written well over a hundred new books of scenarios and 
other supplements. Besides EngliSh, translations and original new supplements also 
appear in french, German, Japanese, l!alian, Polish, and Spanish. 

In imitation of lovecraft, who also wrote excellent tales of horror unconnected with 
the Mythos, not all Call of Cthulhu scenarios need explore the Mrthos: plenty of scope for 
horrible motive and despicable deed exists apart from it. 

. ~~~~ ;({::1.wo typ<' of pl.y"'. Most "Ire th, P'" of ,h.",,,,, who 
attempt to solve some mystery or to resolve some situation. (The rules call these charac­
ters "im>estigators" because that is what they do, not because they are professional inves­
tigators-player characters can have all kinds of occupations.) One player becomes the 
keeper-the Keeper of Arcane lore. He or she chooses the scenario or creates the plot, 
sets the stage, describes the scene, portrays the people whom the investigators meet, and 
helps resolve the action. Since the keeper must make extra preparation, players often 
rotate the duty of keeper. 

INTRODUCTION 
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The game is an evolving interaction between players (in the 

guise of characters unraveling a mystery) and the keeper, who 
presents the world in which the mystery occurs. Play is mostly 
talking: some situation or encounler is outlined, and then the 
players teU the keeper what they, in the guise of their investiga­
tors, intend to do. Using the rules to keep matters consistent and 
fair, the keeper then tells them if they can do what they pro­
posed,and the steps they must follow. If the proposal is impossi~ 
ble, the keeper narrates what happens instead. Roll dice to 
resolve encounters. Dice keep everybody honest, add drama. and 
promote surprises, dismal defeats, and hair's-breadth escapes. 

The game rules make the game world understandable, 
define what can and cannot be done, and offer an objective 
determination of success and failure. 

-----r.:.:'J:: as kt'p'"mh pl'Y" "kts 0" 0"' 0' mo .. im'os' 
tigator personas. During the game, the player attempts to speak 
and act in terms of those personalities. It is often more fun to 
create investigators entirely diffe"rent from the real-life player: a 
tough private eye. perhaps. or a rude taxi driver. or a tuxedo­
dad millionaire dilettante. 

A plarer might play two or even three investigators at a time, 
but how many investigators are allowed in play at anyone time 
is something for the keeper to decide. The usual custom is to 
play one investigator. 

A plarer has a duty to roleplay an investigator within the 
limitlt of the" investigator's personality and abilities. That is the 
point of roleplaying. Try to know as little or as much as the 
investigator would in life: the skill rons the keeper requests wilt 
be of great help in doing this. Try to develop the investigator'S 
personality well enough that other players can imagine what he 
or she would do in a specific situation. "Good old AI; they'll sa)" 
"we knew he'd do that." 

Call of Cthulhu promotes interesting roleplaying, because 
play frequently hinges on difficult choices: we~ you right, for 
instance, in burning down a farmhouse full of cultists, when in 
the eyes of the law your actions were murderous? Operating 
within the limits of their invcstigators presses the imaginations 
of all players, and is an important part of the game, 

~P, .. p<r 
The player \.vho acts as kee"per becomes the game mode"rator. 
Perhaps using a published scenario, or creating one of his or her 
own, the keeper knows the entire plot of the story and presents 
it during play, incidentally taking the parts of all of the mon­
sters, spooks, and sinister or ordinary people that the investiga­
tors meet. The keeper has the responsibility for preparing a sce­
nario without bias. lie or she must make the opposition smart 
and mean, or there will be lillie challenge for the players. and 
they wm be bored, 
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The keeper needs \0 understand the game in order to be 
able 10 answer player questions and to be able \0 present the 
material fairly. To be a kttper. read the rules on creating im·es­
tigators, the game s)'Slem. and sanity, and then go on to ~ad 
about magic and the Mythos. You'll find individual monster and 
spell descriptions in the rderence section. Those entries can be 
consulted. and do not nl.'Cd to be read through and memorized, 
(That ,,",ould be quite a fcat!) Skim the kttper's lore chapler. 

Then choose one of the short scenarios from this book. 
Read it, then invite some friends over. Have them roll up inves­
tigators together (be sure to photocopy enough investigator 
sheets tirsl). Or photocopy the ready-made investigators al the 
back of this book. and let them each choose one-allther need 
are 60 mo~ points of skills. 

Summarize the rules for the players, and supply a photo­
copy of the game tables at the back of this book. When )'Qu're set 
to play. don't worry about making mistakes Ihe first lime 
around. It is your privilege to make mistakcs. While you are 
learning how to invent )'Our own scenarios, usc the ones in this 
book or consult one of the many scenario supplement books 
available. Often printed scenario thoroughness and extra infor­
mation can be welcome. 

As you need. consult the reference and resources sections. or 
read pertinent sections in the keeper's lore chapter. 

With the purchase of this book and some dice, you have 
everything needed to play the game. 

{~;t:'o~[r::ll'Yi"g is to h"., good ,im'. Right 
down to pounding hearts and sweating brows, it's part of human 
nature 10 find pll'3sure in being scared, as long as being scared is 
nOI for real. For some, the relaxation after the scare is the most 
important result. For others. it is the scare itself. Call of Cthulhu 
is a vehicle for alternately scaring and then reassuring players. 

The game is also a way to portray Lovecraft's dark philoso· 
phy of a humanity which can exist but not surpass. and for 
Lovecraft's now-dense, now-archaic language" unwinding like 
pages from one of those ancient books of magic he described. 
We even can find as much pleasure in lampooning his ideas and 
motifs as in taking them at face value, for Lovecraft laughed 
about himself and wrote stories which satirized his friends. All 
the lime, h()\','ever, he continued to w,itewith i"",."in!: oo",i" 
tion and depth.As you play Call ofClhulhu, your enjoyment also 
will deepen, 

c ooreM6oN 
Gaming is social. Roleplaying brings together a number of peo­
ple in order to form a communal fantasy often mort l'erdant 
and imaginati\'e than one person could ever create. 
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Working togelher enhances investigator survival. For 

instance, an expedition into some ghoul-haunted ruin would 
be in trouble if the investigators were unwilling to give each 
other First Aid, or unwilling 10 warn each other. Whether 
d&eitful or angelic, ma~ dear 10 the other players the essen­
lial character of your investigator. so thai their im-esligators 
have honest chancts to react. Whether or not investigators 
cooperate, the pla}'ers should. Investigators may be played as 
nice people,as brutes, or howt'\'er the players wish, but most of 
the entertainment of roleplaying is in the perceivable ingenuity 
of players' roleplaying. 

Th~ also needs to be cooperation between players and the 
kttper. Though the keeper masterminds the world and setS up 
and runs the details. the game remains a game for him or her 
as well, and every keeper likes to have fun. 

If the investigators do aciting things stylishly and me­
morably, keeper and players alike have won. Bad roleplaying is 
the only real loss possible. If a mission fails, perhaps il can be 
returned to some other lime. Or perhaps there's a new mission 
which needs attention. But the point of the game is to roleplay. 

The parts of the Cthulhu Mythos originatl"<i by Lovecraft him­
self define this game. Certain concepts and creations by some 
of Lovecraft's friends are also used, and since original publica· 
tion the circle of inclusion has gradually widened, in imitation 
of his own widening circle of correspondents. The Cthulhu 
Mythos transcends all time and space, but cerlain arcane books 
may be ytl unwritten or unpublished in other centuries. 

Most Call of Cthulhu scenarios are set in the United States, 
in the )920s or the present day. The latter half of the 19205 and 
the first half of the next decade were Lo\'ecralt's most produc­
tive period. Some players enjoy a slightly more genteel epoch: 
1890s games are usually in England. Others find the 1920s too 
Slrnnge, too plodding. and too lacking in firepower, and move 
games fOf"\'o'ard into the present. where bullet holes can aid the 
airconditioning. Supplements exist for each era. The eras are 
distinguished when the rulesbook refers to historical informa­
tion, but one era is not better Ihan anothe r. Set play when you 
wish. Make a new era. 

Historical settings are as real as possible. The world and the 
United States "'ere very different in the 18905 and 1920s from 
now. and behaviors most find repugnant today then were ordi­
nary and accept:lble. Racism, xenophobia, religious bias. and 
sexual discrimination as we now ptrceive them were then nor­
mal parts of life, and often loudly espoused. Local, state, and 
federal laws systematically supported segregation and discrim­
ination of every sort, and social forces of great power under­
wrote that legislation. 
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Scenario authors can choose to ignore social history as not 
germane, or decide to incorporate specific elements into their 
plots. Both sorts of approaches have been published. To pre· 
c1ude information about earlier eras (or about this one) dis· 
honors the memory of those who prized freedom, fairness,and 
opportunit)', perhaps long before we were born, 

a 
Call of Cthulhu differs in feel and motivation 
from other roleplaying games. In many such 

• games, player-characters can directly confront 
and attempt to destroy obstacles and oppo­
nents. This strategy typically leads to disaster 

in Cthulhu scenarios. The majority of other-world monstrosi­
ties are so terrible and often so invulnerable thaI choosing 
open combat almost guarantees a gruesome end for an investi­
gator. E"en the merest glimpse of some of the more macabre 
horrors can send one into screaming insanity. What can a play­
erdo, then? 

Iceu,,\u f"te JJOTn\,,60N 
First, the in\'e5tigators ~ould determine what they are up 
against. This may involve going to the library, speaking with 
local residents, trying to obtain journals and diaries of those 
involved, and weighing repons of the problem, perhaps with 
the help of arcane books. To save time, split up the group and 
look in different places. as long as it seems snfe. 

Often newspapers and diaries have pertinent information. 
Libraries, newspaper files, state and local records of births and 
deaths, historical societies, hospitals and schools, individual 
doctors and lawyers, ministers and priests, and private organi­
lations like chambers of commerce-among others!-may 
offer information which proves lifesaving in retrospect. Don't 
worry too much about choosing the right place to look: listen 
closely 10 your kttper, who'll be dropping clues. 

Many times published scenarios include quotations, excerpts, 
statement~, or leiters which are given to the players to study and 
interpret. These materials aiw-J)'S contain clues or potentially use­
ful information-or they would not be handed ou\. 

Question local inhabitants carefully and try to befrie-nd the 
nonplayer-characters whom your im'estigators met't. Consider 
what they ha\'e to say. Even if they know nothing now, they may 
be of help in the fUlure.As detectives of the supernatural, inves­
tigators should proceed cautiously and try to make :lilies. 
Anything could be out there. 

"Se,m 
Ailhi.' scene of an investigation or disturbance, the im'e5tigators 
should comb the area for dues, looking in desks and drtSSeTS, 

EXPECTATIONS & Pl" 





c~F 
inspecting the clothing and belongings of victims, and attempt­
ing to arrive at a realistic picture of what happened. If important 
information is to be found, the keeper will be patient with play­
er queries and rolls. If nothing is to be found, then the keeper so 
advises the pla)·ers. HOl','cver, the way thaI such queries and 
responses are phrased may be significant. 

Take prea.utions and stay together where danger has been: 
something as bad or worse might return. If that Something 
does return, and there is no easy way to handle It, do not hesi­
tate to run. Your feet are your friends. Your investigator can 
always return later. 

~~;~ ~f!:~h' ,i,""ioo, m,k, , pi .. to d,,1 with 
;~roblem. Novice players should not assume thaI the danger 
is too much to face-any competent keeper will try to match 
the dangers to the party's capabilities, unless he or she has 
already clearly warned of the over-match. 

If disaster occurs and ddritch horrors O'o'erwheJm the party, 
those who can should flee and leave the scenario as"a story bet­
ter left untold!~ If the keeper consents, the players might attempt 
the same scenario later on, when they feel more confident and 

their investigators are better able to handle themselves. or 
course, the keeper is within his rights to beef up the monsters 
and dangers of the scenario. After all, the horror has had that 
much more time to grow. 

155< your H<I\[ 
The cheapest and safest way to emerge victorious is to use 
brain poy,'er. In many published scenarios, a way exists for the 
investigators to solve or dispel the problem with lillie or no 
physical combat, though Sanity may need risking, 

As a rule of thumb, pursue physical combat against crea­
tures who have already made physical attacks. Other-wise rely 
on repeating the .... ,ords from the manuscript, breaking the mir­
ror that the tracks lead through, melting down the dire statuette. 
and so on. If the investigators find out that a grisly demon 
inhabits the old rickety mine shaft, they need not climb down it 
again and get eaten or struck permanently insane. They could 
set fire to the mine SUpporlS, dynamite the shaft, or pour con­
crete into the opening. thus burying the threat. perhaps forever. 

'fA-«;"Nt JNV<sti~Ators 
Are ~~~ investigators speciaMts? One handy sort is the wise old 
professor who knows foreign languages, reads arcane manu­
.scripts. and pieces together Sanity-blasting spells able to send 
the Elder Horrors back whence they came. He or she is typical­
ly of little use if a fight develops, and generally has low Sanity 
points, due to intensive study of the Mythos. 

An opposite sort is the tough operator able to fight well 
with fists or guns. He or she should leave the eJdrilCh as-peelS 
of the Mylhos to others and remain a bodyguard and scout. He 
or she can be helpful with police and gangsters. 

Still another sort is the investigator who can do things. He or 
shedrives very well, maybe pilots an airplane, has good mechan­
ical and electrical repair skills, and might be a wizard with locks. 
Yet another sort could be the street-wise investigator who knows 
the floaters and drifters of a city, and who has a tongut glib 
enough to keep good relations with them. 

Many ty~s could be proposed. No one investigator can 
learn to do everything or be prepared for all eventualities. But 
they can act in balanced groups and approach adventures in 
ways that compensate for individual deficiencies. 

~ultiPk JNV<sti~Ators 
~ owing that no one can do\!verything certainly argues for as 
ma y investigators as possible on a case, but the keeper will be 
reluctant to deal with hordes of investigators scurrying about, 
looking under everything and asking dozens of questions at 
the samt time. 

Though some players find it distasteful to roleplay more 
than one investigator at a lime, others can play two or three 

A PLAN, USE YOUR HEAD 
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im-estigators without much trouble. If the ka>per is willing and 
if you wish 10, take two investigators per player. 

This widens the pool of skills and experiences, and keeps a 
player in the action if one investigator goes insane or is seri­
ously injured. And if (as never should be done if danger threat­
ens) the investigator team splits up-"You guys guard the 
plane. white we look in the C3ve!H -then one investigator 
belonging to the same player can be in each place, again with 
the benefit of keeping everyone in the game. That's why they 
bothered to (orne in the first place. 

ivoi[ GUNf~~ts 
beTy group of pIa erYhas its own feel and customs. If gang­
sters and foreign spies are common features in a campaign, all 
the investigators probably carry concealed weapons fo r self­
defense. The number of devastating weapons floating about in 
the 1990s practically demands sidearms. On the other 
hand, in a campaign in which the investigators devote 
most of their time to studying the grislier mysteries of the 
Cthulhu Mythos, the only use for a gun may be to shoot oneself 
if in danger of I'Crmanent madness. 

By all means have lots of firearms. But do not rely on 
firearms. Most powerful monsters are not harmed by gunfire, 
explosions, and such. They are genuinely alien creatures from 
vaults of space-time very different from ours. If the plan is to 
shoot 'em until they die, that plan will not l\'Ork. Try another 
plan first. 

Volleys of gunfire tend to attract police, the state militia, G­
men, and everyone with a stake in law and order. If the 
investigators happen to assassinate the local priest 
ofYog-$othoth without first convincing the 
police of the nec(Ssity, they will certain­
ly be questioned and arrest· 
ed, almost certainly be con­
victed, and probably end up 
on death row. 

Further, observant keepers will notice 
that if the investigators' response to difficulties is to shoot their 
way out. Many will react accordingly. Three or four gun·sling· 
ing \\'Orshipers ofVig could well prove more than the inwstiga· 
tors would like to handle. In Call of Cthulhu, as in the real 
world, guns are lethal. Avoid them. 

a 
Call of Cthulhu needs only a few aids in order 
to begin play: dice, paper, and pencil are neces· 

• sities. Other aids add fun and character to a 
game. and can help focus the action or explain 
a situation. 

PLAYING AIDS, DICE 

" . 

'F)ice, Y\rortANt~ 5 

People new to roleplaying may never have seen dice with other 
than six sides. A variety of them can be found at most game 
stores and hobby shops. 

For the most part Call of Cthulhu calls for three dice roll 
results-abbreviated as D 100, 08, and 06-to judge the suc· 
cess of a skill use, to indicate how many hit points were lost to 
an attack or accident, to generate investigators, etc. The dice 
from which these rolls derive also can gi\'e 020, 010, 04, D3, 
and D2 results. 

The leller 0 stands for the word die or 
dice. The number after the 0 stands 

for the range of random 

mally use their own dice. 

numbers sought: 08 gen· 
erates the ran· 
dom numbers 
Ilhrough8,for 

instance, while 0100 
generates the numbers I· 

100. For convenience, players nor· 

1:>,00 ({iereeNtik 1:>ie, \ 
Percentile ~ice (as the abbreviation -61 00 means) usually con· 
sist of two lO·sided dice of different colors, rolled at the same 

time. Most such dice are numbered 1,2,3,4,5,6,7,8,9, O. 
When rolled, read the top numbers on such dice to get 

the result. 

Read the die of one color consistently as the 
tens·column, and the other as the ones 
column: thus a result of 2-3 reads as 23, 

a result of 0·1 reads as I, and a result of 1·0 
reads as 10. A result of 0-0 reads as 100. 

~i~,~I:~~::~:£:::i ""mberedo.« 1,2,3, 
4,5,6,7,8. Read the top number on the die. 

1:>G (Six. -5i[.[1:>i,) 
This so\ ! is what people normally think of as dice. The D6 has 
six sides, and is numbered 1,2,3,4,5,6. Read the top number 
on the die. 

1:>+ ( fOUT-5it.J'1:>i, \ 
Some ~ve four sides, some eighl Read the top number for the 
eight·sided variety; for the four·sided version, read the \'ertical 
number at the bast. 
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'""~_. S:~I~:~~~~I::!~ ... _.~". 
(, . . pc g f II suffrr accidents or SU(~<'S~tul attach. genre, lOI'ecraft catlfd supernatural horror 

an untramt:U mn·~tlgator call succc~s II y use a «the literature of cosmic fear" and said that "no 
skill..:;omf skills cannot bt picked up quicklyby 
untrained characters, And thus have a 1'JII bas.e 
chance. On the other hand almost t\Tryooe has 
a good chan.::e of SUC(~l1y IIsing skill> such 
as Oimb, and so su<h skill~ haw largn baSt' 
~hances. 

~l\rl\cttTiJtic; eight dUraderistic; 
.arc mllM for each invt\ligalor-Stl'l:ngth, 
Constitution, Si7(, [ntelligen.:e, Power, 
Dexterity. Appearance, and Education. Sanity 
dcriv/;$ from Power. ChJracterislics det ermin~ 

a chara.:ler's fundamental capa~it ies. They do 
not much affect the ability to Itarn a ~kill or to 
dfe.:tivcly use a dill. 

--;::t;~~ "'li'l<!)"iwc< ~<Ck. 
~«:h.: lvhtn an in\"f"i;ligatOf sue­

ccs~fulJy uses a skill and the kctptr 5il~~ some­
thmg like Kyou gel a ,I\e(k,~ then marl;, the txu. 
on the ml-e;;tigator shed that is n"t to the 
skill. Roll for improvement wh~n the keept'r 
advises. Skills imrrol'e in IOlO'point inere­
menb lmprol"ement Il\uall)' waits until thf 
end of olD adwnture. 

con,b"rllQUNd,l\oUN[ ,I>< ",,';, 
unit of game tnne agam~ "'hleh character 
mm'ement, weapon lise, and ~i1IlIst arerom­
pared ..... 'Iions in a round are rtSCIII'td 111 DEX­
rank order, highl~t to lov .. nt. 

Cthu~u: kllh-H/Q()./oo ill CiuHlsium­
rse. His obscene gigantic bulk Jie~ slcfping in 
dread drowned R'I)'I:h, 10 rise again ~when the 
~tars are right~. One of the Great Old Ones. 
Cthulhu!. fanhly cuhim are man)'. He wa~ Cll"­
.lIed in lales by H. P. loI<..:raft. and since has 
b<.""t:n pR''>tnt or bten intimated in hundreds or 
th"U5<1I1ds of slorie, by other authoT'i. The 
l.ovt-craft story at the fmnlof this book. -The 
Call of CthuJhu~. best 5ummari1.es him. 

cthu ~U 0O'1t\or, 'h' ,00" "''''''', 
mon.'>lcr~ •. an\fdldish knowledgf of the 
grtatn um\~. In contrast to what normal 
human~ find comlortJbl", til beliew. the 
Cthulhu Mythos repre~nts the secret horrify­
ing trulh.woot allthing~. 

'Dl\nY'~e: in the game, attJ(k,s and .Kci­
dent~ are!JJid to do damugt""-thitl IS. to (kate 
W(lund-. or inJurie>., The ~me u,ually ~hows 

})l\n\l\~e boNUS: a modifier for hand· 
to-hana .M\.ads. 

-f!.l\iNtiN~: an optiMal temporary insan· 
Ay. It's now JJt of ~tyle to rainl, bUllO'owrah's 
chara<"lm fainll-d regularly. If your investiga­
tor is too tough 10 faint. perhaps he or shr can 
res~-ue in\l'~tigaloo who aren't. 

~iT)t Ai[. this ~ki1l and the Medicinc ~kill 
~an restore IOJ hit points to an injured char­
acter. S~ also Healing. 

tun\bFe: a DlOO result of 00 is an automat, 
.; failure, usuaU\' Ilk- mo~t catastrophic result 
possible to the situation. 

GTtN ®rf (!DN(S: the drmi-drities 
of the Cthulhu .\1)1h(l~. They are uniformly 
heedle£.h arrogant, and supremely evil. but 
they have awesomf pOWfrs. and some humaTl~ 
can be templed into their worship. Occasionally. 
they may be rnrountercd b)' in\"~tigators. ror 
aiding their return 10 our world or for opening 
the way to our world, thc), rromise much to 
their human wur'Sluppe!'. Cf. Outer Gods. 

H I\N[to-H I\N[. a fighting mode or ~ 
wapon alla(k polWrrt.'tI b\' mllsde, such a~ a 
sword. Pt-T'ional alia," ~u,h I' Fi~tlPu/1(h all" 
also hand-to-hand allad,s. 

~ N~: a SUCCl.'S.~luluSl" or the First Aid 
skill (an i,JJ""Jitltrly retorc IOJ hit points. All 
characters also naturall), hcJl. restor· 
ing hit puim~ at the rateOt" I 03 per 
gamr Wtek.. Under a &Xtor's call". 
asu(Ct'S.!,ful.\ledicine roll alsocan 
restOTl' \03 hit point.>, (~>llma1lr, 
therrf"oo:. a mar-.lCtct ~'ould haw 
303 hit point~ rNored in one 
,<de 

Hit g oiNtr: thr a\'era!,'e of a 
chJrJctds CON and ~IZ, Hit poinb 
can bc cllr.:ked 011 to indiCdte a .... ,ound 
or injury. ~o pia)' cfl«t occurs at Ihe 
loss of J few poinl~. Cs\(on·o;.ciousnns arri\"o 
wh .. n 2 nr f~r hit points aTl' left. A character 
begins 10 die at 0 hit point\. 

H onor: fear and repugnance intrrmiu.i. 
a feding whi(h ~fl:eiw'i not just a threat but a 
quality of inlen~ "'runsncss or perversity 

, • 

better el'idcn(e of it~ trnacious vigour (an be 
(ited than thr impulsr which now and then 
dril'es wrilers of totally opposite leanings to 
try their hand~ at it . _. as if to discharge from 
thrir minds certain ph~ntasmal shapes which 
would otMT\I'ise haunt them.M 

\Il\PI\ Fe: a 0100 result which is one-fifth or 
,*s~ ~l a ,'haracter's {hanee tQ hit with the 
attack.An impale reprrsents a particularly 'ill.:­
ce%ful a1lack, and consequently fWO damage 
roll~ for that atta(k are madr. Most keepers 
acceptlhe idea a~ inhrrent in a skill roll-onf· 
fifth or Ie~s of a skill Tl'presents a fine perfor­
mance. and it _bould tarn some extra rC'l'o·ard. 

\",rl\",it"1 . \N£~-Nite: ..... hen an 
'1h,·t'Stig;tM IdseH~ J'mort of hi.~ or her 
(urrent Sanit)' point~ within an hour of game 
time. thr result is insanity as the kee-per ~ 
fit, Keeper and playtr should discuss how to 
play Iht invcsti~ator. 

lNMNit "1 ,Rm1yweNt: if an investi 
'"gJtor's cumnl 'i;imty pomts reachzero,hrorme 
isdcep/}' insanr for a period ot months or)'C'JJ'S, 
alld perhaps irutitutionaliu...l.. Ka>per and player 
:;hoWd di .... ~ how to pby the in~sgalOr, 

lNfI\N,t"1" Irn\porI\T<\F ifan in"tsti­
'tator loses 5 tr morc'lsanity points as the con­
~lIl'oce of a \ingle Sanit), roll, he or she ha~ 
$uffercd maj(lr emotional trauma. The pla)'cr 

must roll moo. If the r ... sult is 
cqualto or less than INT xS. 
thr investigator fully under­
~tand5 what has been \.fen. 

and goes insane for a pt'riod of 
minutes or OOuh, 

Recper: the pelOnn who runs 
the galne. He or she kno ..... s Ihe 
sem'ts of the plol. describe~ the 

silUJtinns and non-pla)'tr charac­
ter;. and d,lermines ..... hat skills and mils In 
appl),. 

~I\~ic f)olNtr : magi.; points rtpTestnl 
~ f1sUtua~ng apression of characteriSlic 
PoWer. Tn.,. are used in al.'.ting and rt.~I'itjng 

spdk Magi( point~ ar ... inhell"nl to humans ,md 



other intelligences. Reaching 0 magic points, a 
charaCler falls unconscious, and r~main5 

unconscious until one magic point regenerates. 
That takes (24 divided by POW) hours. Magic 
points regenerate rntird), in 24 hours. 

~CINI!'- a skill. Immrdiatell' restartS 
3 hit points to an injuml or sick charactrr 

an duublrs natural hralmg 1'I'hilr uO(kr a 
phr"idJn'.s care, such as in a hospital. 

NecTONOl'l\iCON.- written in thr eighth 
century, with the Arabic titlr Kirab ItI-AziJ.Thc 
most powrrful book about thr Cthulhu 
Mythos, it contains man)' spells, describrs 
other· worldly places, and rtlates drtadful 
s«rtts.lt is said to push readers into madneM. 
See also pages 96 and 112. 

@CCUpl\tJON'-~ what an investiga­
tor does tor a living but oem- determines how 
an investigator aclS.ln CrtiIting an im'~tigAtor, 
an investigalOr ~ts EDU x20 occupation 
points. 

@uter Goir.- thr rulers of the univtrse, 
50 blind to all but themselv..-s and so whimsical 
and terrible that they art like natural form. Only 
~yarlathotep. their messengtr, s«m~ mudl 
swayed by intelligence, purpose, or peruptiotL 

PI"lTT'1'- against hand-to-hand anaa.s, a 
'&aooe~ may try one parry per round, to block 
ordivtrt an intmdal blow. IkIermine sucms of 
thl' parry by an attad; roll fOr the weapon. State 
thr target of the parry at the beginning of the 

""''''' 
feTceNtl\~e.- most die rolls in the game 
are DI00 ~rcerllage) rolls. SkilJ~ att 
expre:;.:;ed as percentages. lnvt ti-gator .skill 
percentages nC\-er rise abovt' 99"tI. A roll of 00 
is an automatic failure'. 

PerceN6k: in game usage, any 01 100 
1qUoll divisions thai make up the whole. 
Percentiles may be added or subtrJcu'I.i from 
~adl other: thus subtrac/jnK Itn paW/lilts 
from 60% yields SO'ItJ, whilr sub/Maing /(11 
f'Crrtllt from 6O'ltI yidds 54,.. 

o",oN~f AttACk, r.v"""". "'d<. 
1m Butt, or Grapple. An wurmrd hum.ul can 
makt one of thest four hand-IO-hand ilttads 

per combat round. The Manial Arts ~kill ,an 
douhl~ the damagedone with these attach. 

( r 

Ocr.!' NI"l I,NteT'fSt.- .... ·hile cl'l"ating an 
1\,esligator, tW pJarer can apply INT xlO ski ll 
points to any ski!!s he or she desires. 

OJ''1c~il'J-yic btu~$: in the presen! 
';Ly,allong as the investi~or can get and tak~ 
the prescribed psychiatric drugs. the pla)'er 
can avoid roleplaying tht $)'mptom$ of th~ 
mental illness distre~sing the investigator. 
Psychiatric drugs 
do nut gil'e immu­
nity to further Sanity 

success may cost nominal Sanity points, or 
none at all. A failure always costs more, and 
leads toward temporary or indefinite insanity. 

Sc~NMio, 1fveNtuN, StOT'1'- an 
organiled and plontd narrati\'e dtviJd. for 
roleplaying, one whi(h includes thr sequence 
of e\'ents,charactel statistics, spe...ia1 rules and 
spells. and other d~riptions which investiga­
tors may find ustful, interesting, or eVQCltivc. 

loss. Slopping laking 
psychiatric drugs can 
bring back the j[[nes~ slo .... ·-
1y enough that the in\'e~tiga­
tor doesn't notice. 

-stff in the game, a ddined body of 
knowledge, t«hnique, or physical ahili-

-":i~";:~ t~:::::~:'~:IO invtstiga-~ and the 

OS"fC~OM~f"fS"fS , 
1 merlpeutic skill ... ~ich hn 
palliale temporary insanity 
for a while. Over lime, it can 
hdp restore Sanity points [0 

patients. 

'"Re.$i$tl"lNC~: a table which estab­
lishes target number~ for DIDO rolls. allowing 
percentile rolls in ord~'T to m;olvc matches of 
one characteristic against another. Mr Rules & 
Skilli,pagtSI. 

SAN: chalOlcteristk originally equals POW 
IS. Maximum SAN almost !lC\'tr changes, but 
can if POW changes. 

Sl"lNit"1'- every character is ~ne, regardless 
of the nunlber of Sanity points, unless 0 Sanity 
points has betn ttached, or unless the keeper 
has announced that J state 01 temporary 
insanity or inddimtc insanit) ha~ been 
reached by the chara':lcr becau~ of mental 
tnuma.S« insanily,abM't. 

JI\Nit'1 ,fOiNt$.- currolt Simity pt'inf$ 
art the nulnticr of points ~hown in the im'Csti­
gator sheet's Sanity Points box. This number 
begins as cqualto the SAN characteristic, hut 
can fluctuate. Maximum S.mity p()illls equal 99 
minus whatever percentiles of the Cthulhu 
Mythos skill the investigalor ha~. Sanity points 
can decline or be increased, but they do not 
routinelv regenerate as do magi' points and hit 
points. 

SI"lNit"-tlX>ff. a DIOO ron. A suc.:..s;; i~ 
l'qUilI to ~ less than current Sanit)· points. A 

investigators. 

,kills 31'ailable to 

imTStigators-such sk,ilb 
are not game compo­
nents,and art for ket-pn 
information only; they 
arr unavailable to 

5hiffi(;ff.· a DJOO rolLA success ise'lual to 
or los than the character's skill percentage. A 
failurt is higher than the character's skill per­
cenla~. 

Spot""Ru k.- in the rulC$ chapter. SC\'tral 
~ art devotrd to minor rules COI'tring spe­
cial situations. Spot rules indude those for 
combat, firfarms, and injuries from fires, 
drowning, etc. 

SUCCtJS: a succe.>liful IlIOO roll is a result 
equal to Of It'SS than the target number. A D100 
result of 01 is alwa~ a sucress and the best result 
possibk.S« also Fumble. 

lJ NCON$ciOUJ: a chaf3Cttr who rtaebes 0 
magic poinlS or ..... ho has 2 or 1ev."Cr hit points left 
gats uncorucious. So don a character who loses 
half or m\"\fe of his hit points from a single 
wound or blow and wlMt plaj-er cannot then 
roll COZ'l' xS or ~ on 10100. Unconsciousness 
lasts from onc com1:lat round up to thl' time 
ne-cdtd to regenerate I magic point or 2 hit 
points, JS applkable. A suc(rssful First Aid or 
Mtdicine roll may mum a dlameter to oon· 
sciousnns.~i.f-
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Occasionall y players may also want \0 make 020, DID, D5, or 
03 roll s. These rolls can be simulated with the 0100, 08, or D6 
di tto 0 20 and 04 dice are available and arl' more satisfactory. 

• For 020, roll one of the lO-sidtd dice and one six-sided 
die. If the D6 result is I, Z, 3 the result is the face amount of 
the IO-sided die;> (0 counts as 10).l f the D6 result is 4, 5,6 
add ten 10 the face amount of the IO-sided die. 

• For a [) I 0 roll, rolJ one of tht' percentile dice. 

• For DS, roll onc IO-sided dir and dividt' the resuh by tW{l: 

thus 1.2 =- [,and 9, 0 = 5. 

• For 04. roll 08 and divide the result by two: thus 1,2 = I, 
and 7,8 = 4; or roll D6 and ignore 5,6. 

• ror 03, roll [)6 and divide the result by I\~O: thus 1, 2 =- J, 
andS,6 =3. 

• NT Ul, roll D6 and divide the result by three: thus 1.2, 
3= I and4,5, 6 =2. 

Sometimes a dice notation in the rult's or in a 
scenario is preceded by a number: it tells the 
reader that morl' than one such die should be 
rolled, and that their results should be 
added together. For instancC', 206 
means that tll"O 6-sided dice should 
be rolled and totaled. If rou don't ha\'e 
enough dice to roll all at once, roll the one you 
have for the requisite number of times and 
lotalthe results. 

Sometimes additions are shown to die 
rolls. You might sec ID6+ I, for instance. This 
means that the numbC'r following the plus sign should be 
addt'd to the result of thC' D6 roll. r'Or ! 06+ 1 the final rt'sult 
must be 2. 3. 4, 5. 6,or 7. 

A nOlation may require that different dice, etc .• be rolled at 
one lime. If a monster claws for 106+1 +204 damage, find the 
power of the actual attack by rolling the three requested dice, 
totaling the results, and adding one. The notalion +db append ­
ed to attack damage rl'minas the- keeper to add the actual aam­
age bonus of the creature, since the statistic for the species 
gives the average. 

JNvestiol\for S~eet 
Players should record the-ir investigators on inwstigator sheets, 
found near the back of Ihis book, and readr to photocopy. There 
are versions for the 1890s, the 19205, and today. The investigator 

sheet holds all the data net'ded for inl"e:itigators to tackle mrs­
leries. The nexi chapter explains how to fill out this sheet. 

fiOures 
Call of Cthulhu can be playt'd \"Crbally, without figures or para­
phernalia other than dice and inl"estigator sheets. Others find 
that figure s, tokens, or markers give foclls 10 thl' action, and 
help in "'eaving together player imaginations. Arranging the 
investigators in a marching order shows I\'ho can believably 
whisper 10 each other and who must shout. or it can show ,.,.ho 
is at the rear to altempt to liSlen for pursuers, or il call show 
who must first risk being entangled in a snare, and so forth. You 
must decide what expression of the game rou more- enjoy. 

Using figures st resses questions such as whether fields of 
fire are open, or whether an illl"esligafor might give First Aid 

to another in this round or must wait until the next. These 
markers pro"oke questions like "What does the flash­
light show?~ and "Where is Ihe elepha nt? ~ They bring 
position and physical nature into the game in styles 
some find int rusive. Pieces of cardboard, pennies, 
tokens from other games, or lead figu res ca n be 

used interchangeably, as kft'per and players 
find pleasing. 

Props ca n lend drama or end up 
looking silly. Some plarers can­

not believe thai a styrofoam 
block is anrthing other than a 

styrofoam block. Others enjoy 
and compliment each other on 

using modd railroad accessories, 
cake decorations, weird thi ngs from 

hardware bins, dollhouse pieces, broken chunks 
frllm discarded tors, or the lo::ftovers from a pbstic model kit, 
and say that Ihey give otherwise dull si tuations intriguing pos· 
sibilities for deployment, tactics, and use of particular skills. 

Game figures-miniatures-are lead slatuelles about an 
inch high, cast with bases fur stabil ity. They are purchasable at 
many ga me and hobby stores, or can be ordered by mail. Many 
people employ economical plastic figures. These arC' not 
intended fo r roleplaying, but are useful all th~ same. No one has 
every figure that an adventure might demand. Substitution is 
common. 

Whetheror not dimensional models are used. keepers often 
sketch oUll he area of activity on a sheet of paper and nole Ihe 
scale. When the action shifts to combat rounds, thl.'l1 some 
kf.'e-pers turn to miniaturl.' figures and sketch out the arena 
again, allhal smaller scair. 

PI~ye~s mar find graph paper an aid in mapping ruins or 
old bmldlOgs ... ")~? 
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~"'"or game questions, information con­
cerning litles currently in print, to 
learn about upcoming titles, to he 

ba ed along I>'itb us when a litl<.' (mhes off 
th $Chedule (or sntaks onto tilt- schedult), or 
to offer comments, please write to Chaosium 
In.:., 1l9S B Sueet =·113, H2)'lI'ard CII ~5-Il· 
5107,ormail us at chaosium~"(haosium.CXlm. 
Please: do not telephone game qucstion~. 

Updated frequently, the Chaosium web site 
is at www.d!aosium.com. Refer there tirst to 
learn what is currently in print or about titles on 
tile active sffieduk. 

COTe~k5 
The Call of Cthuihu rules, the 19Z(h 
Invrsfigu/orj Coltlpmrion, Ihe [!'tIlIUft 
COII/pllt/ion, and the ~'s CanI/vmimll'Ols. I 

9iNilltu fi~ UTe5 
Call ofClhulhu Illlllia}Jre figure~ produced 

by "FM Co., Inc., and are carri~d on olur wdJ 
site. and include pictures. P;lcks relea~ed 

include many laVOfite monsters {there is a very 
l;lrge, very heavy mdal (thulhu, for instaoce) 

u wdl as supt'rb investig.l1nr and whist fig· 
ul"l.~ dre~ for diff~rent climates and \'arious­
~. equipped. 

~,~l~5 ~,:~~Q:mT,,, 
~urrent intormation about Chaosium,ils rubli· 
cations, color image~ 01 book (overs, d~ip­
lions of books, announ,emenlli of new relras· 
('$, and>\() on. II i~ linked to more than a hun­
dred CthulOOid site; 

11I1J ] are the most important books for the ---I Iff J;=; ~ f1' 
"m, CII ~e1t;u~u 
GA~e Supp F~eNt5 Our wt~~~t~~::'COIn carries cur-
For the Call o/dlzulhu game, Chaosium rtnt information on the dolen_~ 0( gamt sup­
regularly publishes books of scenarios plM1lents avaibbk now. For a srlrction of 
such as Umeetl Mastin, campaign books them,see page 296. 
such as Beyond Ihl' MOl/llta;'IS of MadlINS. 
background books such as Secret$ of Stm If ~ f1' 
Francisco. and topical books such as -C=--ft lct; j}] f· t· 
Encyclopedia C,Jndhianu.At anyone lime, /\ 0 U U Ie ION 
between 20-30 such titles are in print. Wt publish ur to ~illitle\ 3 year roneerning 

Jb; 00705 Co [ket IIbk 
IS /\r[ Glln\, 

Anilable from local hobby stOft'S or by mail­
onkr from Chaosium. Start with the Standan! 
Gamr Set, then explore Ihe world of the 1920s, 
,~ti-katnnk University, the Dreamlands fdeh~ 
beyond tile wall of sleep), and Nev.. Aeon (the 
~tythos in the present day). 

How to (!!)T[.T 
We l'n~ourage )'01.1 to frequent your IlXal game 
or book ~tore. 'Wu ran order online through 
Ch,lo~ium,com-online sates are fully 
m~ryrled and !ot'Cure. If yuu wi~h, you can also 
order by rhone or by mail, sending your order 
to Chao,ium Inc .. 895 B Street '4B, Hayward 
CA Q45-1I.or calling Fergie at 1-510-533-1000. 

ISDIN(. Hit 

tht Cthulhu Mylhos and a!>'i<.)(ialtd topics or 

authors. Many ofth4.:se books art' introduced by 
Robert M. Prke, and they often include an 
appropriate story by H_ P Lo\'(((af1. Prkes Iary, 
Dimensions a~ S"375~ by 8.375~. The Iletion is 

in \'afiOllS lengths. from 192 p;ign to more than 
600. Set: our ..... tb sill' for current a\'ailahilit}', 

Cthulhus Heirs-a \,andy of original Cthulhu 
MYlhos short ~torics. 

Made ill GoalswooJ-new talr5 srI in Ramsey 
Campbell's Se\'ern \'alley unil'Crse. featuring 
the insecls from Shaggdi, Nodens. Eihort, and 
mOI"l:_ 

The Di1Ciples of Cthulhu 2nd cd_ -unal·Jilable 
fur more than twenty )·eal"5; induder. Wade-, 
Campbell, Ikrtin, Lumley, and l,tiber_ 

Tht Dllnll·ieh (jde-includes two of ~IJchen's 
be~l. a Derleth, Indick. HPL, and fil'C' more. 

" 

The Clhullru (.)'CI,-Ihirtet'n stories of the 
lime wh~n the ~tars com~ right. One of the 
most popular titles. 

TIle HUJtur Cyelt 2nd ed_-fine horror from 
Chambers and Machen to li:arl Wl\ard Wagner 
and Ramsey Campbell 

The ,\'trrolrol7l;ron-Iab of, qUOlations from, 
and rro\,oc.ati\'e essa)'$ wnccrning Abdul ai­
Hazred's sanity"~haking book. " Chao5ium 
best-seller, 

The />fyarl<llII1Jt~p Cycle-fifteen stolries about 
the Gold olf a Thousand Forms. induding 
Lo\'ecraft, HI(Kh, Carter, Derleth, Howard, 
Myers,etc. 

Singers of Stnm}:1' .sor.rgs-original ~Iorie~ cele­
brating Brian Lumley and his Guest of Honor 

appearance at r.;ecronomiCon. InduJes Iwo 
raft tales by Lumley. 

Tht Xo/hie r. .. gelld (.jd~~the complete 
Mythos fiction of tin Carter. induding "Terror 
Out of Time". 

nre Scroll of Tlroth~the collected Simon 
Magus My-tholS fiction by Richard L Tiernl!)'. 

The /1/1151/101l1h Cycle-MShadow Over 
InnsmouthM. Dunsany, Chambers, Ir~in S. 
Cobb, two by lamn Wade, Sterhen ~Iark 

Raint.")', John S. Glasby. eight molre stories and 
poenu. 

The Conrplm Ptgllna-Dunsany's finest writ· 
ing relat~~ the (fuel and vivid world of Pegana 
and the gods who rule it. Full texts of The Gods 
of Peglllla. Time and III, GoJ5, and MBeyond the 
Fields w, KnowM Sewr bet"o«: published as a 
single book. 

,'{rghIm'lTf!.< Distiple-. !leVI. noYd stuffed wim 
brilliant 5«TlCS. A Mytho$·" .. orshipping ~rial 
killer i~ on the~. 

f.Jrcycl0l'tdia Uhf/lhimrl! An "-to-Z of the 
Cthulhu Mytho~. This new edition is much more 
comprehrnsiI'C th~n the first edition. Full of sys­
tematic infomlJtion, 

The IthllqUIl C)'d~- starts wilh Blad.."wood5 
trailblazing ·Wendigo"; indudes three ~Iec­
tions by August lkrleth and a stunner by 
Stephen Mark Rai~·. 

TaIes Out of /1111.1111011111-1 >oeUlTld tnnsmouth 
collection, nearly all nel\· ~tnries. 



~OUice5 
Tht IIII/arhos Cycle-the MylOO5 in !he polar 
regions. Poe, loveaaft's ~AI th ... Mountains of 
Madness~, a nOI"CI from John Taine, a long 
unpublished talc from Colin \'/ilson, and four 
more stories. 

®t~<r -fuWclltioN5 
Fortean Trmes, "a monthly magazint (If news. 
review~. and res<>arch on Mrangt phtm.>mena 
and experiences, curi<bities, prodigies and 
portcnts.~ Sensible. amusing, brash. Strive!. for 
witorial honesty. For subscriptions, see their 
web site OIl www.fortcantimes.com. 

Cr)"ptozo%gy Rel·irlO', 137 Atlas Avenue, 
Toronto. Ontario. Canada M6C 3P~. Write for 
subKription information. As the titk indi­
cat~ unknown specie-s, remnants, anomalous 
~un·iI·ors, et(. Looking for information on 
those dinosaurs perhaps stilt aisting in the 
deep jungles of the Congo~ -look hert. 

Strange Magazine, P.O. Box 2246. Rocb·illt, MI) 
20847. Mysteries, curiosities, of ten well writt ... n 
essays. See their web site for some good read­
ing: www.strangcmag.com. Paper publication 
bi-annually. 

General gaming magazines soch u !)mgQn. 
p)TlJmiJ, or Games MomMy TCvitw Cthulhu 
supplements, though the moiew~ art frequent­
Iya )·ear behind publkation, The Um~alC/lbie 
Oath is an excellenl magazine dCI'otcd 10 

Cthulhu and (onnected matters (Pagan 
Publishing, 4542 18th Slrect,Apt,~,Seallle, WA 
98\05). LOl'l'crajt StU/lic:) has a li(crary orienta· 
tion; Crypt oj Ohull!u comhines arlicles and 
fiction; Ohulhu Codex is moslly original 
Mythos fiction. For thoe last three, contact 
!\ecronomicon J>ro"Ss, 101 Lockwood Street, 
\\~I \\'arwkl, RI 02893. 

IN 

lIlN~ UII~<5 
Other-languag~ edir.Jons 
indude tramlatw l.naosillm 
titles and new titles original 
to the language. 

Finn i 5h-concer n i n g 
Cthulhun Kutm, ;bk n· 
!.;lIstannu~ Oy, 

Fredrikinkalu 
Finland 

FI"t'!lch-COfIcerning t:Ap~1 de Ohulhu. ask 
Jeux Descartes, I rue du Colonel Pierre Avia, 
75503 Paris. Cedex IS, France. 

Guman-concerning Arif 
CfhulhllS Spur. ask Ptgasus 
Spidc, Ditselstra.s5C I, 
61169, Friedbetg, 
Germany. 

Hungarian-coneefning 
Ohulhu Hivasa, ask 
lalomas Kerekedelmi, 
Swlgaltats B(lili 
Tarasag. 8000 
Szikesfeh!Tvar, R~dnsti lir 
I,Hungary, 

Poli.sh-concerning lew 
Cthulhu, ask Wydawni(!owo 
MAG, I~cek Rodek, 00-657 
WJTsza"'<i, Poland. 

Spanish-concerning La 
Llamada de Cthulhll, ask La 
Factoria de Ideas. Plaza. 15, 29043 
Madrid, Spain. 

~Nes 
Prospt.::lil·e contributors should consult our 
web site for guidelines. We do nOI accepl 
solicited ficliQn. Ir «'qucsting guidelincs by 
mail, please indude I posta! address. The 
guidelines contain a release form. Artists may 
send rcpre!ot'ntJtive photocopies to the Art File 
care of Chaosmm Inc, 900 Murmansk 51., Suite 
5, Oakland, CA. 94607-50 18. 

$(om: of nJ(ional and interna­
tional distr ibutor~ carry English­
language CrIll o[Ohulhlllitlcs, For 

retailer and distributor location 
and terms, contact Chaosium Sales 
& Markeling al (970)-387-5059 
(voice) Of (970)-387-5200 (fu), 

or al cha()Sium~h.a(bium.com_ 

Mmt towns include a store which 5tod:..s gam­
ing supplies. Check the Yellow Pages under 
Games, !lobbies, or Dice, U.S. customers might 

also write 10 suppliers ~u(h a~ 
Kuplow Games, 369 
Congress St., Boston, 
MA 02210 who can 
refer yoo 10 10Cl1 retail· 

"'. 

The most reliable !t'lts 

are thoSt' edited by S. T. 
Joshi and published by 

Afkham House, P.o. Box 
546. Sauk Cit)', WI 53585. 

.Ioshi's text rctrie\'o"S Love.:raft's 
inimitable spelling and pundu­
ation. The DUl!wic/! Horror 
Iwd OtheTS, At tht MOIHI/dins 

01 MadutsS. and /Jagon ami 
Other }.fllcabrt Tales contain all of HPl'~ 

important tales. Several more volumes hold 
peripheral m~terial,and thert arr also \1\'( V(ll­
urnes of his lette1$. AU the books are in hard­
bock. 

l oo kiNQ (OT II 
-f 1I;.t1t;f'1I T b oo k ? 

local uSed bookstores are )'Our quickest bel. 
Contact informJlion for 5p«iJIi,t ~ellen 
appears in genrt magazines such as UKUS. If 
online, try 'iC~rdJing for the titk or _'w.bib­
liofind.com, www.interloc_com, ww~be. 
boob. rom, or www.amawn.com.etc. -,.; 



ut 

he players take the parts of "investigators" in the game, rQle~ 
so-called because much of the gameconsis!s of sear.:hing for 
and evaluating clues and evidence. II is an accident of alpha-

betization that the first skill on the alphabetical list of gamr skills is 
Accounting, yel it is also telling that the first skill is not something 
like Aikido or Altack (the first attack skill on the skills list is all the 

way down to the F's, Fist/Punch), Investigators are not fighting machines. The single 
extraordinary thing about most investigators is what they (orne to know. 

Beneath the surfact' appearances of the world, they find a truth of a terrifying sort. 
The world and universe are insane and horrible. Physical law is not uniform. It varies 
across the universe. Humans have evoh'ed in a cosmic billiards pocket where the full nat· 
ural law is somehow abbreviated. [t is the Mythos creatures who are "more", and it is 
humans who are "less". Beyond, the cosmic gaming table extends through all time and 
space, and across it worlds careen and incomprehensible forces roam and raven. 

Those other worlds and other beings are very different. A few of the incredibly pow­
erful things that live elsewhere have come to Earth to stay. The Cthulhu Mythos chapter 
contains more aboUithem. 

Humans who come to admire or understand this alien Mythos are progressively 
changed by it (in game terms, they accumulate Cthulhu Mythos points). In substituting new 
truths for what they onc(' believed, they start a process which progressively corrupts their 
mental balance, and they gradually abandon themselves and society. Friend or ('nemy,all go 
mad. (Thus in the game, as Cthulhu Mythos rises, maximum Sanity df1:reases.) 

Ultimately, investigators come to define their own limits, realizing that individual 
people are unlikely to dispel the danger and strength of the Mythos. They may volunteer 
to sacrifice themselves, as do soldiers in war,or to retire from active struggle, as veterans. 
They do not betray the effort-they pass on the burden to those younger and now 
stronger, as life always has. 

In its ambitions, Call of Cthulhu offers parallels to life. In it, for instance, death is a 
serious threat, and the player characters are not superhuman. Investigators ha\'e prob­
lems of emotions as well as sixgun-style showdowns. Many of the skills (like Accounting) 
useful to civiliz,ation are present and aTe important in the game-but they do not aug­
ment one's ability to fight and loot. The game is sel historically, not in a fantasy oul of 
time. Its societies have many more elements than tavern-hut-caSlle. Societies have their 
own interests and priorities, and have ways of dealing with people who cause too much 
damage, attract too much attention, or are clear and present dangers. 

Like anything else, roleplaying is easier to do the more you do it. Always haw some 
idea of your investigator's personality and character before you start, but also allow the 

ABOUT I NVESTIGA TOR S 



C5---------------------
Find a blank im·~tigator shett. 1k surt it is for the right era of play. Write YOUT name in the space 
on the side. 

Ro1l3D6 once each for the chamcttristics SfR,CON, POW, DEX,and APP. Enter tht results on 
the inl'tstigaloTShttl,in theappropriatt spaces. US( a IXncil. Wrile lightly enough that you can 
<=. 

RoIl2D6+6 once tach for S[Z and INT. Enter the results. 

Roll 306+3 for the characteristic EDU. Enter the result. 

SAN equals POW ](5. Write in that amount. 

These numbers are your investigator's skeleton. Be alert for ways 10 
flesh oul )VUT investigator by aplaining the numbers you rolled. 

If you want \0 roll up someone ~R'Sentati\'l' of a particular 
proftSSion, set' the notes umkr -Alternate Wa)'l~ on p.41. 

GJ0<teTXiNe 

A< "m~~i~J~~:; ~ ~:Cfi~~ :~~f::,ti'" '" m, froot ,id, ,f'h' ;,,,,,;g.,,, ,h~' U,d" 
the investigator name. write in coUrges and degrees if appropriate, and a birthrlace. 

Marks, scars, and mental tl isorders may come in the COUI'S( of play. 

Ik sure your name ison the left side of the sht't'l,l\()( atlhe lop. The lop is ... ·here your inl"t'Sligator's name 
"",. 

.. -. _-'-­'-, 
• 

-­• --

~ -,.­, 
~,-­
~ --­
~--­~ --, 
~ --.-'-­,--
~ ...... -----­• , 
- ~ 
• 
• , 
~ 

-
,-­..... --........ -, - . --

The minimum age for an inl·t">ligator is EDU+6 year~. ror ta(h ten ytars older you make your inH'~tigator than that, add a point of EDU 
and allot an additional 20occupation points. With maturity comes mortality: for each ten years above agt40,subtract your choice of I STR, 
I CON, I DEX,or lAPP. 



-

L. T)<t,rn'iN' 
011 r IIcteristlc ll.Q rE- 1.'ThternV·N' 'Thrive! 

011rllcteristlc ,poiNts In the characteristics box, muhip1r INT l5 for 
Idttl, POW IS for Luck,and E1)U 1S for KIlOw, 

and enter the re~ults. The Hil Poimj box is directly below the 
Characteristics & Rolls Box. Add CO~ + Stl and 
dividt by 2: round up any fraction.Circk Iht result­
ing number in tht hit points box. If your investiga­
tor loses hit points. mark them off with pencil 
slashes, which can be erased as the in\'cstigator 

~ins hit paims. The circled number rtpR'S('nts 
the investigators maximum hit points. 

Add STR to SIlo and find the die roll in the 
Damage Bonus Table nrarby. Wrile in the 
result for Damage Bonus. The roll may be 
positive or negative; if none, write in nOllt. 

EnteT the numbtr 99 for 99 111;/111$ Clhulhu 
MYlhos. If YOUT in\'tstig~tor gains points in 
that skill,lower this number by a like amount. 

In the Magic Point$ boJ;, circle that number equal 10 
POW. If )tIur investigator 10StS magic points, mark 
them off with ~ncil ~Iashes, thrn crase the slashes 
as the in\'estigator regains magic points. The' circled 
numbe"r is tbe muimum magic poinlS regenerated. 

In the Sonity Points box, circk that number coqual to SAN, Sanity points riSC' and fall: use p(ncil slashes 
to show their present number. UnlC'SS POW changes, SAN will not change. As the investigator accumu­
lates Cthulhu Mythos skill poinls, black out an equal number of Sanity points, starting with 99 and 
working down. Blacked out Sanity points are a ceiling into ",hich current Sanity points cannot be" 
illCl"C'3std. 

1j..'Thter,,\iN' @ccupAtioN <r Shift's 
A. Find t~ J'I'IIP'" HI in 1M In\'filif'l<Jkm,.11KOI7IC and Propnty bOll nrutry, and roll I 010: }'I)Ut ilM$llgatOl" Iw 
th.u mud! monty Ind ~ny. Enlrr 1M ImoulJU in t~ CaUl and I'roptny bm on the bad of tht inW$Il~tor ~. 

B. O!oose an occupahon thaI }'I)U find bffining the inl·~tig;lIOr'~ cllara<:teri.1i(s InJ i)1COl11t. Choost from the Siimplr 
Ocroplllio"J li<ttd in theAbou11nw<ti~tors .-haplcr,O( consult with your ketrfr and ,r\'atta n('Woccupalion, If you 

want a sp«ifu: occupation for "'hi,h the cn;uactmstin In: aln:ad)' luned,~ the"Ahernalf Wavs"box on r, ~I.and 

The HanJ-to-Hand . contains foor p(rsonal allaclts: 
information about their attach i! foond on the Wrapons Tabk,on 
rP. 64-65. Unlrn the' iJlVC'Stigators damage bonus is uro, enter it 
after each weapon's 311acit damage in the Hand-to·Hand \\t-apons 
box (for instan(e 103+ I D4 for the Fist/Punch skill). 

Swords and fists a~ hand· to-hand weapons; pistols and shotguns 
a~firearm$. 

Fireanns may be" era-dcpendent. For instance, no M 16 asr.au!t rifles 
exist in the 1920s. 

If allotting skill points to firearms, add the points to the appropri­
ate fil"C'3rm c!assn (on the front of the inwstig.,uor shett) as \I'ell as 
10 the particular weapon. For instance, adding 2{) points to .38 
Revolver mrans that ~pon is written in as 40% in the Firrarms 
box, that Handgun riSe!; to 4~ in the' firearms classes just above 
tile Firearms bol, and that skill with other handguns (if the in\'es· 
tigatOT obtains them) also rises by twenty percentiles. 

~y OM !If 1hoM- mdl\od$. Thfn l'l'Ium herr. 

Multiply the UMsliptor$ EDt) by 2O.1nd alkM Ih!M points onlr to tilt 

eight or so $kills 1i51td for the occupalion, TM $kIDs an: foond on the 

front of the inVCSllgator shtt\, Yoo can ha~ up 10 99 poin1S ptr skiD. 

Hand·to-h.Jod and firnrm .. Iun art lOuoo OIl the '*"'pons Tabic, in the 

Game SV<ttm dIapttr, Write in the pertU\C'llI data in tIko bous at the 001:­

tom of tilt IlMsti~l(lf !hn1 froot. 

C.Mu!tiply the inl'csllgator's INT liO. Thtse art personal intrrt!t points, 

and can incn:ase any skiD clapl Cthulhu MytOOs, Add these points to 

any priottd but cllan«s prinlo:d on tJwo iDl"tStigatOf shtt\, and any 
amounts alttadr in the bbnb to the ~t !If tilt skills.. Total 1M amount 

for ach skiU. 

111101 ~ery poin1; points unallo.:attd an: lost. 

v,npon skills an: bllld in 1M lI~nd·t,,·ttand and Firtamu bous jU$! 

bdowSkills.. 

Not all skill~ nml to bf gi~n potn\$. II lingk skill of m.t. or 8O'ItI ~ lit 
mIlCh mon: valuable than two $kills of 35'111 or 4O'Ib cacho 

CHARACTER CREATION SUMMARY 



events of his or her life to help shape the investigator and allow 
him or her to grow. Allow yourself different roles for different 
investigators. Choose from your investigators those most appro­
priate to an adventure. Then let the action help define their per­
sunalities. Always create inVl.'stigators whom you can enthusias­
tically roleplay. 

Developing an investigator also depends upon the charac­
teristics and skills which he or she has, and those will be dis­
cussed below. But the real play in the game is in clothing thest 
numbers with imagination. 

a 
We refer solely to investigators during this and 
the nexl St'\Tral chapters, but these remarks 

• apply to every human character important 
enough to develop, as keepers will understand. 

Tocreate an im'eStigator,roll thecharacleris· 
tics first. A characteristic is om~ of nine numbers which summa­
rize investigators. Other matlers being equal, it is always better to 
have higher characteristics than to have lower ones. These num­
bers may be likened to skeleton and muscles: our bodies are of dif· 
rerent sizes and proportions, but all humans have heads, hearts, 
and so forth. In the game, each characteristic stands for a general 
aspect of an im't'Stigator-his or her intelligence, dexterity, ilnd so 
on. These identified qUilntities help determine the relatil't' value 
and capability of im-estigators, and suggest ways for them to 3ct 
and react during roleplaying. 

A player makes random rolls for characteristics for the same 
sort of reason Ihat tennis players use a tennis nel-context cre­
ates meaning. 

Characteristics rarely increase after being rolled, because 
investigators are created as adults and have finished growing. 
Characteristics do occasionally decrease as a consequence of 
magical or physical injury. Though a suggestion is included for 
each charaCieristic.lhe effect of 0 or a low value in a character­
istic is mostly left for the keeper 10 describe. It should be suit­
able to the current situation and apt in tone-horrible, griev­
ous. or funny. Such a loss is always a blow to the im't'Stigator. As 
an identity rounds into a full personality, every plarer shares in 
the pleasure, and the meshing of the varioUS'investigalors takes 
on life and becomes good drama. 

51i\( 5tT<~) 
Strength measures the muscle power of investigalOrs. Use it to 
judge how much they can lift, or push or pull. or how tightly 
they can cling to something. This characteristic is important in 
determining the damage investigators do in hand-to-hand 
combat. Reduced to Strength 0, an investigator is an invalid. 
unable to leave his or her bed. 

C®N (CONStitutiON) 
This compares health, vigor, and vitality. Constitution also helps 
calculate how well investigators resist drowning or suffocation. 
Poisons and diseases may directly challenge investigator 
Constitutions. High-CON invrstigators of len have higher hit 
points, the better to resist injury and attack. 

Serious physical injury or magical attack mightlowcr CON. 
If Constitution reaches 0, the investigator dies. 

5J~ (5,(,) 
The characteristic SIZ averages height and weight inlO one 
number. To see oyer something, to .squeeze through a small 
opening, or even to judge whose head might be sticking up out 
of the grass, use Size. Size helps determine hit points and the 
damage bonus. One might decrease SIZ to indicate loss of sev­
era] limbs. though lowering DEX is more often the solution. 
Presumably if investigators lose all SIl.they disappear-good­
ness knows to where. 

J~'O'NC') 
Intelligence reprt'Sfnts how well investigators learn, remember, 
and analyze, and of how aware they are of that which is around 
them. To help describe different circumstances. keepers multi­
ply INT limes various numerals and then call for 0100 rolls 
equal to or less than the products. INT xS-the Idea roll-is 
especially popular. For more about ii, see further below. 

Difficult concepts. plans, or inspired guesses have lower 
chances to be derived, and hence get lower multipliers, down to 
INT 12 or INT xl. Such rolls can establish whether or not an 
investigator makes a deduction or links information. avoiding 
the question of the player deducing (for instance) that the pres­
ence of a volcano argues that a world has a molten core. 

An investigator without [NT is a babbling, drooling idiot. 

Intelligence determines the number of personal interest 
skill points allotted to a new investigatOr. and also how quickly 
an investigator can learn a Cthulhu Mythos spelL 

If the amount of Intelligence seems 10 contradict a charac­
teristic rolled later, that's another chance for roleplaying: an 
investigator with high EDU and low INT. for instance. might be a 
pedantic teacher or a sideshow performer, someom' who knows 
facts but not their meanings. Conversely, high INT and low £DU 
might mean ignorance-a farm boy or poor immigrant. new to 
the Big City-but this person would not be dull-witted . 

.f®rW(.fower ) 
Power indicates force of will The higher the POW, the higher the 
aptitude for magic. Power does not quantify leadership, which is a 
matter for roleplaying. The amount of Power Of the number of 
magic points (they derive from Power) measure resistance to 
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magical or hypnot ie aUaek. An invesligator I"ithout 
POW is 7.Ombie-like a.nd unabl" 10 use magi.:. 
Unless stated otherwise, 10M POW is lost perma· 
nenlly. 

POW x5 is the Luck roll, about \\'hi~h sri" fu r­
ther belo\\·. That amount also equ<lls a ch,mlCter's 
mitial SAN characteristic. "lagie point.~. unlike 
Power, art' spem and regenerated. Th t" POW of 
ordinary charaett"rs rarely changes. 

One who is adroit in the magic of thi" Cthulhu 
,\I)"lh05 may be able to increase personal pow. 
Keepers especiall!' are refl'rrt.-d to the 00xt'd text 
titled HoII' Som:'rl.'r"S Get That Wily, UI1 I'. 101, near 
lht' end of the Magic chapter. 

'IXEl\ fIxxterit", \ 
lnveSligato~ With' higher MXlerity scores are 
quicker, nimbler, and mof(' physically flexible. A 
keeper mighl.:all for a IJ[X roll in order to grab a 
support to keep from falling. 10 slay upright in 
high winds Or on ice, to accomplish sumr delicate 
task, or to take somt'thing without bein~ noticed. 
As with thl:! uther characteristics, the diffkult}' of 
the- roll depends on the multiplier which the 
kel'per sele.: [ ~ for thl' characteristic. An investiga­
tor without Df.X. is uncoordi!1.:l ted, unabl(' to per­
form physical lasks wi thout also receiving a sue· 
c('55(ul Luck roll. 

In .:ombat, the character \\'ith the higher DEX 
hil~ or fires first, 3nd thus rna}' be able to disarm 
or disable an opponent before the fot ~~n attack. 

DEX xl determines the starting rercentage of 
in\'{'sligator Dodge skills. 

f,f,{,~iEe~:'~:'~:)",d [,;,,,dli,,,, Some m"Ii;· 
pie of APr might be useful in Mial encounters, or when trying 
to make an ini tial impression on a mrmber of the opposite sex. 
perhaps in conjunction with a Fast Talk or Bargain roll. 
AppeararKc is a surface characteristic, however: initial impf('s­
sions are nO! necessarily lasting. APr measures what 00(' sees in 
the mirror. nOl ongoing person31 leadership or dlarisma. An 
im'estigator without APP is appallingly ugl}', prm'okingcollllllent 
and shock everywhere. 

;::~~m~;re.~'~~I~J'~:).",1 koowledge po"",ed bJ 
the investigator, as well as the number of years it took him or her 
to learn that material. EDll measures inforlllation,nOl intelligent 
u!le of information. EDU pMtl)' determines how many skill 
points ;m investigator has. And EIJU x5 is the. Know roll , about 

, , [ 'I I I \ f 

which set' further below. EUU x5 also represents the investiga­
tors starling percentage with the skill Own l anguage. 

An im'estigator without ElJU would be like a newborn 
baby. or an amnesiac without knowledge of Ihr world. probalJly 
curious and credulous. 

'\n EDU score of 11 SUggl'stS II hi~h school graliuale. Morr 
than th~t indicates a person \\'jth some college ),cars. EDU 
greatrr than 16 indicates some graduate·kvd work or degree. 
An inw.'stigator with a high EduC'Jt ion Ill:!y not be schooled, but 
sti11might be studious and obserl'anl. 

See also the spre3d for Crrating Your Investigator. on pro 36-
31. 

SF ltd ~ (SbA Nilt'1l) POIV 5 0 .• · • d . - ~ b .. 
rn J.1ni~' )' mu Ilplhng x . .,.,nlty IS I.'TlVcu, utll tS 

crocialto in\"estigalors and central to the idea of this game. ,>I,n 
enlire chaptet in this section is devotf.'d to Sanity: it distin-
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guishes between the SAN characteristic, Sanity points, and 

maximum Sanity, Sanity points fluctuate. Characteristic SAN 
does not change. 

An in .... estigator's maximum of Sanity poims is never more 
than 99, $Jnity points of 99 represent the strongest possible 
mind, one capable of deflecting or lessening e,'en extreme 
emotional shocks. On the other hand. 30 Sanity points would 
indicate a more fragile mind, one which might be driven into 

temporary or permanl'nt madness. ~tost Mythos monsters and 
some natural events cost $Jnity points to l'ncounter, and 
M)'thos spells wst Sanity points to Jearn and to (ast. 

An investigator's Sanity points are never more than 99 

minus current Cthulhu Mythos percentiles. Up to that maxi­
mum, it is possible to regain Sanity points lost, or even to 
increase Sanity points above the original total, but that process 
is slow, 

Keepers are encouraged to use characteristic rolls to decide 
matters \~hich are not appropriate as skill rolls, or ones tor 

which nil investigators should be able to mei"e rolls. 

0 11N:<'es IN C~IITIICt";5tiC~UC5 
If Ihe der~'ing characteristic changes, the Idea, Luck, or 

Know roll ch:lOges immediately as well. Sim ilarly, hit points 
and the damage bonus ch:lnge if tht' (h:nactt'ristics related to 
them change. 

Magic points might not change immediately. If excess 
points existed, they would have \0 be spent before maximum 
magic points need equal a nell', 10ll'er pow. 

INT xS 

The Idea roll represents hunches and the ability to imerpret the 
obvious, When no skill roll seems appropriate, this roll mighl 
sholl' understanding of a concept or the ability to soke a press­
ing intellectual problem. The Idea roll is spedally hand)' to 
sholl' awareness: did the im'estigator observe and understanJ 
what he or she sall'? Would a normal person have become aware 
of a particular feeling about a gathering or a plan'? [s anything 
out of plan' on thaI hill? 

Save the Spot Hidd('n skill for specific clues or it('ms not 
immediately noticeable, Employ the Psychology skill when 
d('aling wilh individuals. 

POW xS 

Did the investigator bring along some particular piece of gear? 
Is he or she the one the dimensional shambJer decides 10 

attack~ Did the inI'Csligator step on the floorboard which 
breaks, or the ont' Ihal squeaks? The luck roll is a quick way to 
get an answer. 

t uck is Ihe ability to be in Ihe right place at the right lime: 
this roll is often called for in emergency situations, especially 
when the keeper desires higher perct'ntage chances for the 
im'estigators, more Ihan might result from, say, calling for lump 
or Dodge rolls. 

Il \ H ('l l llc,," 
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EDU x5 STR + SIZ (SEE TABLE P. 43) 

All people know bits of information about different topics. The 

Know roll represents what's stored in the brain's intellectual 

attic, calculated as the percentage chance that the investigator's 

education supplied the information. 

The investigator might know jf one puiS sulfuric add into 

water or water into sulfuric acid (whether or not ever studying 

Chemistry), or be able to remember the geography of Tibet 

(without a Navigate roll), or know how many legs arachnids 

have (and possess only a point of Biology), 

Identification of present-day earthly languages is an excel­

lent use for the Know roll. 

Since no one knows everything, the Know roll never exceeds 

99 even though an investigator might have EDU 21. 

All physical beings have a damage bonus. The term is confus­
ing, because the'bonus' may actually turn out to be a reduction, 
but the idea is simple: larger, stronger creatures on average do 
more physical damage than lesser, weaker brethren. 

To determine a damage bonus, add STR to SIZ, and find the 
total in the Damage Bonus Table (p. 43). Each range of results 
correlates with a stated die or dice roll. In hand-to-hand com­
bat, add the indicated roll to all the character's blows, whether 
using a natural weapon such as a fist or a man-made weapon 
such as a club or knife, and whether striking a foe or some 
object (such as a door). 

• For thrown objects, add half the thrower's damage bonus to 
the injury or damage it does. 

• Do not add damage bonuses to firearms attacks, or to other 
attacks which are independent of Strength and Size. 

KNOW ROLL, DAMAGE BONUS 41 
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• Keepers should not routinely add damage bonuses to 
Bite attacks. 

• For simplicity's sake, keepers might ignore damage bonuses 
for characters they run. Individual or average damage bonus­
es for creatures are always given in the rules. 

Hit -foiNts 
AVERAGE OF CON AND SIZ 

AI! physical beings have hit points. Figure hit points by adding 
CON plus SIZ, and dividing the total by two. Round up any frac­
tion. 

When an investigator is injured or wounded, use a pencil to 
mark off the number of hit points lost on the hit point section 
of the investigator sheet Always apply the hit point loss before 
any loss to CON. Lost hit points return naturally at the rate of 
ID3 hit points per game week. The First Aid or Medicine skills 
can immediately restore iD3 hit points as emergency treat­
ment. 

• When hit points reach two or less, characters go uncon­
scious, and no longer influence the game. 

• When hit points reach 7.ero or lower, the character dies 
unless hit points can be raised to at least + I by the end of 
the foUowing round. See the First Aid and Medicine skills, 
pp. 68 and 71. 

MAXIMUM EQUALS POW 

Investigator magic points equal investigator POw. Magic points 
might be spent casting spells or fighting off malign influences. 
Magic points naturally regenerate: all can return in 24 hours. 
Prorate the return of partial losses. 

Should an investigator's magic points reach zero, he or 
she is emotionally drained. and faints until one magic point 
regenerates. 

Should POW d«rease, magic points would not diminish 
until spenl, whereupon they would return only to the new max-

INVESTIGATOR BACKGR O UN D 

imum. Should POW increase, magic points would begin a pro 
rata increase immediately. 

til 
The numbers for the characteristics (and the 

. numbers derivable from the characteristics) 
: .A~ ' make up the basis of the investigator. Most of 

, ,the ideas and abilities which make the inves-
l ) tigator interesting and fun to play are a mat-

- leT of choice, not dice roll results. 

Examine the investigator sheet to see the scope of useful 
background. All of history is available for ideas. 

5"" JtheJNvesti~IItOr 
The in:tti~~:or can be mal~or female. No game rule distin­
guishes between male and female; neither sex has advantage or 
disadvantage. Some published scenarios may consider the 
effect of sex in specific societies, but keepers are free to ignore 
that if they wish. 

~~,!, ~f~h,!:f,Q~t" is wh""" th' pl,y" finds ,nr,,-
taining or evocative. The age chosen may be influenced by 
changing the investigator's EDU-see Creating Your 
Investigator on pp. 36-37. 

co rf.~es, 'I)e~rees 
The playeY can enleYany degrees or colleges desired. Any 
degrees entered or colleges reported should be compatible with 
the investigator's EDU, unless the intent of the entry is that the 
investigator is a fool or a fraud. Either sort ofinvesligator would 
be enjoyable to roleplay. 

b,-rt~ p lAce 
Choose tAl' investigator's nation of birth. No game penalty or 
advantage exists for one country or culture over another. The 
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Notes ON (ll)~~I~:~~~~:'rnmoo~'h"'~';'Ii""ff 
hest' enlries correspond 10 some 
of the imestigator occupations 
listed nearby. They might help 

define new investigators or other char­
acters. Some have more history or soci­

ology in them than description, but that may help orient you as 
well. Though a few might more likely occur in one era than 
another, most of these stereotypes pass easily between eras. If 
you wish, you may combine elements of two sketches to form a 
more interesting or more complex investigator. 

These are average people. If you need statistics immediate­
ly,choose from among the sample readY-lo-play investigators at 
the back of this book. Most of the entries below have been cast 
in male fo rm, since earlier eras would demand the masculine 
form, but the probability of female equivalents is also given. 

~ct.[ ® CCUflltiON5 

ANTIQUARI AN-he m'els in the timeless excellence of design and 
txt('ution, and in the p!l\'er of ancient lore, tht most Lovtcf;lf\·likt 
occupation. The antiquarian rarely deals in what he lOW'S. Mor<' ofttn, 
an ind~ndent income allO'A's him to sharpen and ddi~ 
his pltasure in th1ngs old and obscure. He has an appre.:ia. 
tive eyt and a swift mind. aoo frequently finds mordant or 
contemptuous humor in tht foolishlk'SS of the ignorant, tht 
pompous, and lilt grtcrly-or are those perceptions dues to 
his own mtnlal in~t~bility? Occasionally femalt, though usu· 
ally too obstssil'e and voyturislic to be of that sex. 

ARTIST-he is stlf-absorbed with his own visions, but is 
blessed with a talent that lets him express himself. Often 
he also has a crafty tntrepreneurial streak. Usually a 
painter or sculptor but, by the pre.o;ent day, academic 
infusions hav~ so enwrapped thc fine arts that techniqut 
has become Itss important than concept or the ability to 
wrilt a gram pmposal. Talented or not, tht artist's ego must 
be hardy and Sirong to sumiOUJlt initial obstacles and to keep 
him working if success arrives. This occupation is equally avail­

ablt to malts and females. 

AUTHOR-a~ dbliflCt from tht journal. 
ist, the author US('S ~ to defint and txplore tM 
l-onditiom of human Ht, and ~y the range­

human tflloti0115. It is said that an author does not so 
much I<Titt as rtwrite; his labors are solitary and his 
rtWards soIipslJ.lic: only a rtialive handful make much 

money in tilt present da)', though in previous eras tM lr.kit once 
provided livable ..... ages. The work habib of authors VM)' 

widriy. an author withdraws during periods ot 
,"Un"' ,",,"'~Th< author who is constantly expansive and 

is ..... ritten-out, or perhaps hOld no talent to start 

n«<kd to tili cart of n. He or ~he is .... tll ducated. though not sYl­
ttmatiaJly edu.:ated or n«('~ri1y a(.;omplisbed in anything. Money 
frees the dilettante to b( «centric and OUlspokm. He or she has had 
pltmy of li~ to lram how 10 be charming and sophisticated; what 
tiS( has b«n done with thai lime brtrap the dilettante's true charac­
ter lacking financial compulsioo,hisor her family n-Iationsalt SOfll(­

limes \'try O<.ld. Can be mate or femalt. 

nOCTOR OF MEDICINE-perhaps a gentraJ pr<lClitionrr. a sUrg«ln 
orothtr spKialist. a psychiatrist,or (tSpedal1y in the 1890s and 19205) 
an independent medical researcher. Apart from personal goals, thrtt 
aims-hdping patients, gaining money and prestigt'. and promoting a 
mure rntional and wiser wcicly-art common to the occupation. 
DoctOr) tend to bt self·sufficient sort~ for whom families become 
adjuncts to ftspectability. A 5uccessful practict requires dedkatiun 
and much time. May be male or female. By the present day female 
I'h),!>icians are no 1011gtr unusual. 

DRIYfER-as oppo,ed 10 somwnt who is povtrty-stricken, tht 
drifter's ,,-andtring life is chosen, perhaps compe~ling for social, 
philosophical, sexual, or ecooomic lacks. The drifttr takes jobs, some­
times f(lf mOBths., but he is disposed to so/l-e problems with the ~nswtt 
of mobilil) and isol.tion, not comfort and intimacy. The life of tilt rood 
might ~m csptcially Amtrican, but the samt sort of life is dtostn 
wheTe\"tT tr8l-ei itself is not systmtaticaUy dangerous. Bt.:aust the road 

can he prrilous and is without organiztd protection, the 
drifter is otttn mak. 

ENTERTAINER-this occupation might indudt dancer, 
singer. juggler. athldt, mu~ician, or anyoJlt fiSt' who earns a 
living in front of an audienct. Thest I'roplt love 10 ~ St-en, 

II)I't' to show what they do best. and love the consequent 
applaUSt. Thest prodivitil'5 can beobsem'd in children as 

young a~ age three or four, but thc lalent that reaps success 
may lie fallow for yeal"$. Show-business families make excel­

lenl incubators. May be male or female. This profeSSion is 
not often rt"Spectablc in the 1890s, but the monty which 

Hollywood slars make in the 1920s changts most 
minds. and by thc prtstnt day such a background is 

gcnenll)" fclt to be an advantage. 

JOUR NA LIST-usts words to report and (Ommtnt 
upon lopb and incidtnts of the day, writing as many 

word ... in a day as ~n author may in a wttk. 
10urnalists work for new~papers. maga· 
zinc .. , and radio and ttltvision 

neWl> strvict~. Tilt best report, bUI 
leer themseh'Cs indtptndent of 

tht corruption and stlf-ser~ing Ihty 
",itne~'. That rtalit)" ol'"er,,'hclms tht ,,'orst, 

who eventually forfeit any St'nsibility nctpt 
tht power of their words. :>;early ah .. -ays male in 

earliu tnl. intermangeably male or femalt by tht 
prestnt day. 

MISSIONARY-ha~ accepted the call to 
tht word of God. May be independent 

cx.:ept his or Iter own vision. or rna}' be 



b"k" ~ .om, '~'"iU!iOO~~'~"~~"'~!~'~CP ~~~f,~:~~ ~=go,,!y ,,' 
demonstrated some ability to pt'rform such duties. The dear-sighted innocent alike,as longas his fee is paid. The private 
missionary is able to focus on the humanity of converts and does not investigator is usually 5hO\,'o to have been a mem-
confuse alien customs with human souls, so that questions of dr<ts~, ber of a police force in the past, using those 
behavior, or dict do not become paramount. 'Vhere morality leaves off connections to his ddl'antage in the present. 
and religion begins is by no means dear. This occupation requires set· Usually he is not prosperous and never has 
tied emotions and a sense of humor. The successful missionary known much mool')', but his private code 
remains personally humb!cand exalts god. Christian and Islamic pros· and keen awareness purifiy hi~ manners. 
elytizers are encounl~red worldwide in all the eras. as are certain other Depending on state or on IOClI law, poliu 
sects, and as are Buddhist and Hindu teachers in the 1920s and the experience may not be necessary. A higher pro-
present. The missionary is of either sell. portion of WQmen act as pril'3te eyes than as 

PARAPSYCHOLOGIST-prestigious unil'eTsities gr.mt no degrees 
for parapsychology. Standards in the field are based entirely upon per­
sonal reputation, and so the most acceptable representatives tend to 
hold degrees in related areas-physics. psychology, or medicine. Who 
chooses this study is unusually sympathetic to the notion of invisible 
mystical powers, and in validating that belief to the satisfaction of 
physical scientists. This would represent an unusual cohabitation of 
faith and doubt-the parapsychologist may have difficulty separating 
the conflicting desires. A person uninterested in observation. experi­
ment,and proof is nOI ascientist, though heor she may be an occultist. 

POUCE DETECfIYE-though present day detectives mar a!\end 
poli.:e science dasses, take a degree, and undergo speciallnlining and 
endless civil service nams, police detectil'es of every era are ground­
ed in their experiences as junior officers and ordinary patrolmen. 
Police routine and discipline becomes vilal 10 self-identification as 
well as an ongoing souru of frustration as the dete.:tive is {empt~d by 
eJl,"tralegal shortcuts to successful arrests_ The police delective may be 
a manager who coordinates staff in some imponant ilm:s!igalion, but 
rarely has the luxurr of concentrating on a single case. In the United 
States. his responSibilities at anyone time may number in the dozens 
or hundreds of open cases. The det«ti\'e's crudal function is to mar­
shal enough evidence to allow an arr~st, in (urn leading to a successful 
criminal prosecution_ Detectives everywhere wrt truth from lit's by 
evidence and re.::onstruction. The offices of detective and prosITutor 
are everywhere separate, so that th~ evidenu may be weighed inde­
pendently before Irial. More recently in the United States. v,omen have 
heel/me deu'(tivt'S, but the profession before then was almost eKdu­
sivcly male. 

PRrvATE EYE-in most places the private investigaTor is licensed by 
Ihe police and must be privately bonded as wdl,guarantees of 
minimal honesty. Proven malfeasance costs him his 
licmse and puts him out of business. The pri\"lIte eye 
usually acts in non-police si tuations: he gathers 

information and evidence for privatedients 
in impending civil cases, tracks down flee­
'n spouses or business partners. or acts 

as an agent for private defense attorneys 
in criminal cases. In detective classics. the pri­
vate eye is hired to handle some ordinary civil 

(such as a cheating spouse). 
then i. drawn into the im'estigation of a 

murder or series of murders as the use 
unfolds. Like any professional. the private eye 

separates his personal feelings from the job 

police detectives. 

PROFESSOR-for tbe most part the occupation indicJtes a 
Ph.D. That rank can earn tenure at universities around the 
world. He is qualified tn leach and to perform compeTent research. 
and has a discernible academic reputation in his area of expertise. He 
rna)' be an absolute idiot in other fields, of course, and such contradic­
tory investigators are fun to play. Unless they are of independent 
means, and have laken leaw: of their universities, professOl-inl'estiga· 
tors lend to b.: tethered dose 10 home by their ongoing responsibilities 
to school and slIIdentS.lndiana Jones was lucky 10 have a department 
head who would allow extended absences-your inl1'stigator may not 
hal'e such an understanding boss. A small minority of female scholars 
eJl,"isted in each era, bUI even in the presem day male bastions such as 
Engine .. ring exist in which female academics are rare. 

TRIBAL MEMBER-in the sense of family allegiance, at least, tribJl­
ism is el·erywhere.ln a tribe the primacy of kinship and custom is self­
evident. A tribal group is rdatil'ely small. In place of a blanket of law 
and general individual rights, the tribal personality defm to personal 
honor. Allegiance to the group shines from within. Praise, vengeance. 
gifts, and glory-all must be personal 10 him or her. and if leaders or 
enemies are til be treated as men ofhonor, they 100 must be personal­
ly known in some way. The notion of"eJl,"ilc" has real power in such a 
setting. In the United StaTes, the concepT of the lribe as a mutual frame 
of mind developed during the 1960s. and Ihe notion of the urban tribe 
or even a tribal n~t i on hD.> become more and more synonymous with 
the sullen friction between the new paganism and active Christian 
fundamentalism. 

ZEALOT-intense and vision-driven, scorning an easy life, the 
zealot agitates fur a better life for "Om,,,,!,,,";"""" ;",,",,~ 
for the group imagined to be the most worthwhile part 
humanity. Some promote their beliefs through \"iolence. bul the 
peaceable majority will be Just as implacable. All dream of the 

vindication of th~ir beliefs. The zealot is nOI I)"pically young or 
old. and a good chance exiSb for a female counter­

•••• _ p;lrllo the male. 

To tire left and abo1't': silholtetfes of fWO mi-go, the 1/Jysteri­
ous fungi (rom YuggOth. firm/ten our brm'e investigators. 

The flapper had best lise the t .... o-step. 



choice made, however, leads to other deductions: for instance, -----n;; OictuTe 
while an investigator born in the United States of America has a If " '·k d . h f· d d' . . , . . . . you I e, raw In or ave a nen raw In rOUT investIgators 
good chance of English as hIS or her own language, an Invest I' face, or photocopy a likely fact' from a magazine or book and 

gator born in Quebec might learn French at infancy, one born in paste it in. It's a useful way to introduce him or her to the other 

Arizona might have Spanish or Navajo. and one born in San players. Even a small picture can say a lot. Film stars from the 
. h k 1920s and 1930s seem to be particularly apt, no matter what FranCiSCO mig t spea' Cantonese. 

0OlIThs, 5CIITS, 0OeNtIJ:E)isori.rs 
[~mething significant to\e investigator's background story 

produced body changes or mutilations or emotional scaring, 

that could be entered here. There are no game penalties for 

such matters unless the investigator has suffered great loss, 

such as an arm, a leg, or an eye. Consult with the keeper for 

such cases. 

the era. 

If you don't want a picture here, the space can hold notes or 
material for later transcription to the back of the sheet. 

--stlt (j- (!l)CCUF",{iON5 
Space for the skills fills about two thirds of the front side of the 
investigator sheet. The use of and increase of inv{'stigator skills 
is of corresponding interest. 

A skill in CaU of Cthulhu is a somewhat arbitrary range of 
ability and comprehension whose very fuzziness of definition 
lends its use to a variety of situations. Thus someone with a 
doctorate in Biology has good understanding of the biological 
sciences. By extension, he or she also knows of the leading the­
oreticians and experimenters in the field, in what journals they 
publish, and where they teach or work. "Does my investigator 
Sam know any biologists at Miska-tonic University?" asks the 
player. Th{' keeper pond{,fs,and calls for a l uck roll. [t succeeds. 
"Yes." h{' r{'plies. "you know Miller, he's a parasitologist. Maybe 
he can identify that creature you've found." 

Even more extended connections between skill and need 
are frequently made. On the whole, the skills encompass much 
of the range of human achievement,or at least that spectrum of 
achievement useful for roleplaying. 

(!f) cCUPlltiONS 
An investigator's occupation shows how he or she has spent 
time in the past. That past reflects in the skills held in the pre­
sent. Choose an occupation because you like the skills it 
offers-don't take the occupation too seriously. No character 
classes exist in Call of Cthulhu. 

Some occupations are typically lovecraftian: Antiquarian, 
Author, Dilettante, Doctor of Medicine, Journalist, Police 
Detective,and Professor. They are asterisked in the list of sample 
occupations. Other occupations arc not those of lovecraft 
heroes, but may interest particular players. 

An occupation ties together a cluster of skills. In the sam­
ple occupations, for instance, "antiquarian" encompasses Art, 
Bargain, History, law, library Use, Other Language, Spot 
Hidden, and one other skill of the player's choice (to reflect 
something special about the past). Some occupations include 
no free choices, others have two. 

INVEST I GATOR BACKGROUND 
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--stft' -POINts 
Having chosen an occupation, the player multiplies the investi­
gator's EDU x20 and allocates the resulting total as percentiles 
among those skills listed for the occupation. All the skills do 
not need to have points given to them, but points undistributed 
are lost. Definitions of all the skills are found in the Rules & 
Skills chapter. pp. 62-74. 

Add to these allotted points those pre-printed on the inves­
tigalOT sheet alongside the skills. For instance, allotting 25 per­
centiles to Throw, we see 25% printed beside the skill: the play­
t' r should total the two numbers and write in 50% as the cur­
rent amount for the skill. 

No skill is ever higher than 99%. Cthulhu Mythos excepted, 
a higher skill percentage is always belter. 

-PersONll fJNt<T<sts 
Investigators also hal'e hobbies and do things other than for 
money. Multiply INT xlO and allot the points to any skill or 
skills, except Cthulhu Mythos. 

The amount of income can show how bad or good the 
investigator is at the chosen career, or how dissatisfied he or she 
is with it, as it might in real life. 

!kl~:~,~~~~~azing Th< un",",1 now, out of 
the ordinary, and in the process gains meaning, context, and 
depth. Start with the ordinary, and the miraculous will follow. 

For inSlance. is the investigator in love? Betrothed? 
Married? Are there children? Lost loves? Were there tragedies? 

What schools were attended? What friendships formed? 

Did the investigator have military experience? When? 
Where? What happened? Who were friends? Were medals 
earned or mentions made in dispatches? 

Who are the investigator's family? What is their origin? 
Gradually come to know fa lhers, mothers, siblings. aunts, 
uncles, cousins, etc., living or dead. 

What is the investigator like? A linle time spent going over 
the investigator sheet (an yield insights. Comb the characteris­
tics and sk~ls for hints and contradictions. Is she or he quiet, 
rowdy, lusty. stuffy. respectable, brilliant, erratic, mystical, chari-

ry(.1I\:N $ table, money-grubbing. short, dark, tall. pale. good-looking. ugly, 
plain. dowdy. elegant. punctilious. frenzied. chivalric. nervous. 

Even if ur investigator takes no weapons, he or she has sig- intellectual. brawny. muscle-bound, \';gorous, mousy, courteous, 
nificant base chances with many weapons_ Consider his or her impulsi\"e, excitable, foolish, bald, bearded, thin, crippled, hairy, 
character and past_ Few people in any era are actually expert sleek. or something entirely differene As you find the words to 
with weapons, though often they have passing acquaintance express your ideas, write them down on the back of the investi-
with them. Except in a few occupations like Soldier, addition- gator sheet. 
~l points f?r weapons would have to come out of personal --."..p 
mterest pomts. U ltin\,,,te f ",te 

~ver5e5ito t e 5 eet 
An investigator with skills and numbers in place can be 
played, but much about him or her is still unknown. Those 
questions may not have been asked and need not be 
answered, but they should be kept in mind as possibilities, 
and recorded on the back of the ;m'estigator sheet when it 
seems amusing or pertinent. 

\ Nvestl'!..lItor J NCOn\< 
'income matbr may not be important in your play. Take dollar 
signs with 3 grain of salt. Many keepers never mention money 
or personal property, and rarely do published scenarios raise 
the subject. Only in campaigns does earning and spending hold 
much interest or intent. 

The Creating Your Investigator spread includt's a way to 
establish investigator income. Some keepers may choose to 
change those amounts to fit their individual styles of play. 

Perhaps your investigator becomes a leadt'r during gamt's -a 
famous author or a renowned occuJtist or perhaps hI.' is just a 
private eye no better than he ought to be. Perhaps he or she is a 
lOp specialist, to whom everyone comes begging when that 
vital job comes up. 

Many games and jobs involve th""3rting the malign pur­
poses of the Great Old Ones and Outer Gods. Such challenges 
may bring a long. rich life, or one as short and dramalic as a 
falling star. It depends upon fate and upon the player's attention 
and care. 

Investigators played incautiously will surely die or go 
insane. The situation is not so different from real life, except 
that in the game an im'estigator who stands against evil and 
does his or her best will always earn respecl..A! 
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ules transform play into a game. With rules, each player or 
each side is treated equally and each participant has the 

hypothetical chance to share in the victory. In Call 01 
form one side, while the keeper play'S all the 

other parts as well as that of Nalult' herself. The game is not zero· 
sum. Everyone wins when good roleplaying occurs. 

Rules define the limits of what the game is prepared to handle, including the 50rtS of 
characters and actions important to the game. New players understand this point acule· 
Iy: their"Who shall I be?" gets to the center of roleplaying in a sentence. Every rule limils 
itself because it would be foolish to use rules to describe all situations. \\-'here rules join, 
common sense smooths the seams. 

~
OVeY'l\eNt 

Rates movement vary by species. Individual rates for many forms of life are found in 
the Oeat res, Beasts and Monsters, and Deities chapters. They are the Move (or MOV) 
entries. Humans move at up to eight units per combat round. a maximum representing a 
sustainable rate of movement. 

This number represents an average ability to move, one not pretending 10 represent 
effort in lOO-yard dashes or in cross-country marathons. Since all humans move at the 
same game-rate maximum. no Move entry exists on the investigator sheet. Exact dis· 
tances and rates are rarely important in the game. If the keeper wishes. each unit nomi­
nally stretches a yard to several yards. depending on the situation. If distance and rate 
become important in the game, Ihe keeper can provide specific measurements, or beller 
yel answer Ihe question in game terms: Myou can get there in one combat round.K 

Mo\'emenl rates are proportional to each other. Animals. supernatural creatures, and 
vehicles may be fasler or slower than humans. Proportionality makes races between them 
simple to ~l\'e and reasonably accurate in result. SubtraClthe higher from the lower to 
find who opens up a lead or closes in. Thus a tiger (Mo\'e 10) gains not less than two units 
per round on ils human prey.or leaves human hunters on foot further behind by not le~~ 
than two units per round. 

Movement need not be represented by tokens or figures on a table. The keeper can ~et 
the scene. and statements of intent can be general. If no physical position is kept. the 
keeper uses Luck rolls or some other semi random way to determine which investigator 
is near or far, touching or untouched. and so forth. 

MovrM ENT 



H"N~'N~ 000Vetf\eNt 
If the spt'cies rMr~ent rates differ. the gap betwem pursuer 
and pursued closes or opens by that many units per round, until 
capture or escape. 

rna long race, the keeper may also begin to ask for CON rolls 
in order \0 find oUlwho is exhallstrd firs\. 

Between opponents of (he same species, roll CON against 
CON, DEX again~t DEX, Swim against Swim, elc., on the 
Resistance Table, as the keeper finds appropriate. 

If wounded or maimed, an investigator may haw \0 move 
more slowly, at a raIl.' SCI by the keeper. 

Combats and encounters which aTe pOll'ntiallr combative are 
p!a~'ed out in combat' rounds. about which see under the 
Combat section, further below; see p. 56. 

Occasionally a rule requirt's a longer span of timC', For 
instance. finding information in a library might take a game 
day. N3tural healing is always said to occur in game weeks. 
Magic points regenerate in 24 game hours. 

Game time is fictional: it has nothing to do with real time. 
Game time is also variablc.1t passes alwhatel'er rate the ket'per 
says. Keepers routinely expand and contract time as well as 
space, in order to maintain a lively narrative. As storytellers, that 
is their province. When nothing is happening, the keeper may 
simply remark, ~Several days pass." He or she can make a year 
pass in the same number of syllables. 

Pla)"ers rarely get more than one try at any skill roll in a rea­
sonable amount of game Lime. That amount of time varies, 
depending on the skill and the situation. Riding a horse that is 
galloping out uf (ontrol may demand several Ride rolls in a 
minute or two of game time, while someone struggling to com­
prehend the dull and enormous Codex \'obiscu/ll may get a Latin 
roll only every week or so. 

1lI\' 
The use of a skill (an also mark the passing of time. Though 
fighting skills can be repeated round after round, a skill which 
summarizes a process may represent the passage of hours or 
days of gamr time. 

The frequency with which a particular skill roll can br 
attempted correlates with the length of game time the ktcper 
thinks adequate to the job. A Library Use roll customarily repre­
sen!s four hours or more of persistent application. while a simple 
job like opening a jammed door might take 15 minutes with 
r,.·!echanical Repair. Without a complication such as a monster 
breathing down your neck a simple Mt"(hanical Repair job could 
be attempted many times in a day. 
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ActiONS 

m
An action can automatically succeed in an ordi­
nary situation, but resolve a crisis such as an 

• . attack with a die roll.lI·lost such rolls are made 
- with DlOO. Percentile dice are fundamental to 

the game. Other sorts of din: usually help detrr­
mine characteristics or the damage done by an attack. 

iuton\"tic IctioN5 
Routine physical and intellectual actions in romine circum­
stances always succeed. There is no need to roll dice to walk or 
run, to talk or see or hear, nor is there reason to roll dice for any 
ordinary usr of a skill. Outthr routine may become extraordi­
nary in a moment. 

<:Ex,tr"oriNM'1 circuny t"NCe5 
Attempting to periorm orJinary actions or to use skills undrr 
dangerous conditions, under critical scrutiny, or in ways that 
demand concentration requires resolution with dice. 

Skills such as Pilot Ai rcraft, Climb, and Shotgun-those 
inherently dramatic or downright dangerous-are routinely 
rolled for whrnever used. 

The keeper determines when and what the nreded roll is. It 
may be a skill roll, a characteristics roll (perhaps modifird for 
special conditions), or a charactrristics match-up on the 
Resistance Table. 

To determine an investigator's success with a skill or charac­
teristics roll, th(' playt"f usually rolls 0100. Thl' kr(""per rolls for 
non -pla),er characters. If the resuh equals or is less than the 
invrstigator's percentilr level, the Jction succeeded. 
Othl'rwise, the act failed. (Exception: J result of 00 is always a 
failure.) Fa iling, the krrper usually rules Lhal some timr must 
pass before another IT)' call bl:: made. The keeprf determinr5 
the appropTialf' interval. 

Example: while flyillg OI'er tilt: Rockies, Harvey's airplane rJms 
imo turbulellce. Desperately lie strllgglcs with the comrols, Irying 
10 stilY in the air. His Pilar Aircraft skill is 60%. For Harvey ro mc­
cwl, his player musr rol/60 or Ie5s 011 DlOO. 

To pit characterist ics against one another, usc the Resistance 
Tablr. Find the numbt'r eqllalto the active or nttacking charac­
teristic at the top of a file. Then find the passive or defending 
characteristic number at the left of a rank. The number where 

\ 1\1 ,. \IT'ftN~ 
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the rank and the file meet represents the highest DIOO result at 
which the acti\'c characteristic can be a success. 

The same or different characteristics can be matched on 
the Resistance Table. Were an investigator to try to lif! a friend 
to safety. it might be appropriate to pit the lifter's STR against 
his friend's SIZ, for instance. 

Example: /0 co7llinut to shadow a suspect, HllrI'ey Walters /Iuds 

10 open II tiglrt:filling door. It is stuck with II force a/STR 6. Poor 
Harvey has only STR 4. Tracing the inttrstCtiOll of the two lilies 
on the Resistance Table, we see that Hon'e)' has a 40% chance to 
open the door. His play" must ro/l40 or less on Dloo. 

~WI\Tfr or <:El<.p"Ti'Ne, 
A great pleasure bf ro[eplJying is participating in the advance~ 
men! of an investigator from humble beginnings. Increases of 
skills percentiles are particularly noticeable, since the more a 
skill is used, the bener an investigator becomes at it. As investi­
gators solve mysteries, overcome challenges, and improve 
skills, pla)'t'rs remember the circumstances of the changes, and 
savor them. 

I ~, sUf c~,ek 
Investigator sheets record skill (experience) checks. When an 
investigator successfully uses a skill in play, the keeper may 
prompt the player to check the box beside that skill on the 
investigator sheet. This gives the investigator a chance to learn 
from his or her experience. 

No matter how many times a skill is used successfully in 
an adventure, only one check per skill is made until the keep­
er calls for experience rolls. Then only one roll can be made 
per check to see if the investigator improves. Typically these 
experience rolls are made in concluding a scenario or after 
several episodes. 

When the keeper calls fur experience rolls, examine the 
investigator sheet to sec which skills have been ch«ked as .sue­
ces~s. For each skill check, the player rolls 0100 . 

• If the result is higher than the current skill number, then the 
invC5tigator improves in that skill: roll 1010, and immedi­
ately add the result to the current skill points . 

• If the player rolls equal to or less than the investigator's skill 
level, then the investigator hasn't learned from the experi­
ence, and the skill amount does not change. 

Repeat the procedure for all the skil1 checks. then erase all 
checks on the investigator sheet. The Cthulhu Mythos skill 
never receives a skill check, and no box for such a check 
aim on the investigator sheet Not improving a skill has no 
other consequence. 

Succeeding at something poorly known is hard. but if suc­
cessful then the investigator learns from the experience. 

E.XPERll NCF, S KI LL 

Conversely, being expert at something guarantees success most 

of the time. butlhat high skiU leaves the invC5tigator unlikely to 

learn something new. It gelS progressively harder to add per­

centiles to a skill. 

Example: Harvey. 011 assigllmelll from Enigma. rorers a Jalley 

dress ball pllt 011 by the occult Order oj the Sih'er Twilight. To 

impress his danre partner, he expounds UPOII Arrhaeology. The 

skill roll succeeds, but tire keeper allows I/O skill check, sil/ce 

Harwy has not learned anything. IJ he had (orne/ly identified 

all aT/ciem pOI/cry fragment, that might be different. lAter. 

Han'CJ sees three men ill tuxedos slip Ollt through the service 

entrance. He decides to Sneak aJter them. His player rolls 07 on 

DlOO agllinst Harvey's Sneak, a sl/ccess. The keeper tells her to 

check that skill, sincc the keeper kllOws thai Harl't!y's aeliol/ had 

serious CO'lseqllences if it Jailed. 

?oo/'o~'tJ 
If in the course of play an investigator atlains 90% or more 

ability in a ski11, he or she adds lD6 points to current Sanity 

points. This reward represents the discipline and self-esteem 

gained in mastering a skill. The Cthulhu Mythos skill is an 

exception to this. 



S
Hit points measure the 
health of investigators, and 

• amount of injury they can absorb. 
Losing hit points indicates the rela­
tive physical harm done by atlack 

or injury. An attack is that sum of damage done by a 
single opponent in 3 related sequence of combat 
rounds.An injury is damage taken in an accident or as 
a consequence of natural force, such as a hurricane. 

With exceptions, physical harm is inflicted by physi­
cal cause, such as falling from a height or being shot. An 
investigator's attacks are said to do damage; an investigator 
who has been attacked successfully is said to take damage 
or, more precisely. to lose hit points. 

When an im'estigator is injured or I'.'Ounded, subtract the 
loss from the amount currently shown on the investigator 
sht'tt. Unless a kee~ decrees otherwise, or unless losing half 
or mor~ of currem hit poims from a sing1~ attack, an injured 
im'~stigalor functions normally until lowered 10 2 hit points 
or fewer,and then goes unconscious or dies, depending on the 
loss. This cut-off point is an abstraction: it keeps im'estigators 
in play. and eases bookkeeping. 

Descriptions of injuries should be appropriate to the type 
of damage receivni, and dramatized. Thus the investigator is 
not merely shot but shot in one or the other arm, the fall does 
not merely cost hit points but the ankle is sprained, or a lump 
is raised on the back of the skull. The keeper may rule that 
actions such as climbing a ladder have become difficult or 
impossible because of a previous injury. 

StUN 
A knock·out attack, electrical shock, fall, or other injury may 
incidentally stun an investigator for up to 106 combat 
rounds. Stunned, the investigator may parry or Dodge, but 
nOI otherwise acl. The keeper indicates when a stun occurs, 
perhaps as a result of a special or critical hit. Being stunned 
mayor may not include losing hit points. 

If, from a single wound, an investigator loses hit points equal 
to half or more of his or her current hit points, the player must 
roll the investigator's CON x5 or less on D 100 or the investiga­
tor falls unconscious. 
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When an investigator has I or 2 hit points left, he 
or she automatically falls unconscious, and no 

longer actively parlicipates in the game. Though liv­
ing, he or she will not wake until hit points riSt' lo 3 or 

more. The keeper may privately determine an alterna­
tive length of unconsciousness. 

Time may heal the wound enough that the investi­
gator can stagger away, or he or she may be helped by a 
successful First Aid or Medicine roll. 

When an investigator's hit points drop to zero or neg­
ative, he or she dies at the end of the following com­
bat round. During those few seconds a friend might 
intervene. See the Healing section below for the 

potential result. 

The loss of a well-loved friend is a sorrowful occasion. 
It calls for consolation during play, and acknowledgment 

recognition when play is over. 

~'NO 
All living creatures heal naturally. In the game, an investigator 
regenerates I D] hit points per game week until all hit points 
have returned. Thus it takes three to seven game weeks to 
replace naturally seven hil points. First Aid and Medicine 
skills can speed recovery. 

Possessing three or more hit points, an investigator mo\'es 
and operates without penalty, except that with so few hit 
points even moderate injury is likely to be deadly. 

first Ai .r,;~.JiciNe 
success wi th one r the other skill immediately restores I D3 

hit points due to a ingle attack or injury. Conceivably the 
same investigator might recei\'e several First Aids or 
Medicines for wounds or injuries inmcted by separate attacks 
or accidents. 

Im-estigators treated with First Aid heal atthl.' natural rate 
and so add a second 1 D3 hit points at the end of that game 
week. lm'l'Stigators treated with Medicine heal at 2D] hit points 
per game \I-"t't'k, including the first week: the total recovery for 
the first week of Medicine's application (including initial emer­
gency trealm~nt) would be]03 hit points. 

Each treatment is specific to one injury. Medicine super­
sedes natural healing. Once it is applied, all injuries heal al the 
Medicine rate, but Medicine must be applied each week, or 
the rate returns to natural healing. 

PH\SICAL INUJURY 



TKE RESISTANCE TABLE 



Hit points cannot be restored past the average of SIZ + 
CON. 

~;,~: tt :~~~:t ro"d roliow,og the ro"d '0 
which he or she died, a dead investigator can be treated suc­
cessfully by either First Aid or Medicine, and if the treatment 
increases the dead investigator's current hit points to at least 
+ I, then he or she was near death but not dead, and has 
returned to life. 

\NIUT"1 G-~N~: liN "'1I~pFe 
I..{o dcape J menacing cultist, Hlin'ty successfully Jumps through 

an open wirldow. He crashes to the ground 15 fret below, /0 

receive 2D6 hil points for Ihe fall minus 1 D6 for Ihe jump (for 
which he successfully prepared). His ne/loss is 6 hit points. Since 
he hlld 15, Ihal/oss was nol enough 10 pUI him in shock. Groggy, 
Harvey staggers across the street, toward safrly. He has 9 hit 
poinls. 

A car rounds Ihe corner and skids into our hero. Harvey 
loses 5 more hit paims to tire new impact, leaving him wilh 
4, a loss of more than half Thekeeper calls for a CON x5 
roll. The player rolls 71, higher than Harvey~ CON. The 
im'estigator falls to the pm'emem, out cold. 

The driver of Ihe car applies First Aid, 
restorillg 2 hit points alld misillg Harvey to 
6 hit points. Sillce Han'ey was 
already injured, the keeper 
decides that Harvey does 
regain consciousness. The 
SlUffs him i1ll0 th,' ""d,td; ",,,,l,re­
seat alld rushes to St. Mary~ hospital, ill 
Arkham. 

There an intern treats Harvey for 
shock, cOlltusio"s, a sliglrt collcussioll, all 
ankle fracture, and two brokell ribs. The jour­
/Ialist Iras a/rendy beell treated with First Aid for the 
aula accidem. The intern does use Medicille 10 heal2lrit 
poillts of tlrose lost in tire jump from the Willdow, so t}wl 
Han'e)' /lOW has 8 hit points. The keeper decides tlral Harvry 
regalllS consciousness, 

He stays in the hospital. Since tire Medicine skil/supersedes Ihe 
natural healing rate, Harl'tJ regains 2D3 hit poims altlre elld of a 
week. His Iril poillts rise to 12. He leaves the hospital. He will COII­

tirme to Ireal at tire natural rale of 1D3 per week. if a doctor COI/­

tirrued direct treatment, Ire would heal at the 2D3 rale. 
At Ihe elld of the second week Harvey adds 2 more hit points, 

and is alice more at 15lrit points at the rnd of the tlrird week. 

For tire purposes of the game, Han'ey Walters is completely 
healed. For purposes of playillg Han'ey, Iris player records a small 
crescew-shaped scar on ol/e harrd from a slight ",ound sustained 
from tire fall. 
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a 
We distinguish between hand-to· hand melee 
attacks and those made using firearms. Hand-

• to-hand includes Fencing Foil, Fist/Punch, 
Fighting Knife, and Club. Firearm includes 
Handgun, Shotgun, and Rifle. 

A victim may lose hit points when successfully attacked. 
:he , nw","' varies: weapons inflict different amounts of dam­

and nearly all damages given allow a range of results. 

,~~:.~~gt:~ ;",:n,,''';:;',~''::i~nty, some creatures are armored, modi· 
• r lost, and other rules may alter the ini-

results of attacks. 
A variety of weapons make up the table on pp.64-

65. A<" ",""on is admissible in this game. The ones 
,o,dwl«l in the table are common or exemplary, 

showing how other, similar attacks might be 
made. The keeper may restrict ownership of 
some weapons. 

Later subsections discuss problems pecu­
liar to hand·to-hand weapons and firearms. 

CO~blltl\QUN[ 
Fights occur in combat rounds, each round lasting 
several to a dozen or so seconds. A combat round is 
a deliberately elastic unit of time in which every­
one wishing to act and capable of action has a 
chance to complete at least one action. An inves­
tigator's equality of opportunity is much more 

important than that the combat round represent a 
precise amount of real-world time. If an inequality 

becomes apparent, let the keeper devise a satisfactory 
compromise and continue playing. 

When every investigator and Olher character has had 
an opportunity to act. the combat round is over and the 
next can begin. 

'Thx.terit"1 I1;;ttt;. (ll)T[.T or Attllck 
'Nho gets the fi ~st opportunity 10 attack? In 1 tight, this can be 
nearly as important as a successful attack. Determine order of 
attack by ranking combatant DE.:< from highest to lowest. If two 
or more investigators have the same DEX, the lowest D100 roll 
goes first. 

• Ifhand-to-hand weapons and firearms are being used in the 
same general encounter, then aimed and ready fire-arms 
shoot once in DE.:< order before any hand-to-hand fighting 
takes place. (It is relatively quicker to pull a trigger than to 
swing a club or s""ord, hit, and recover.) 

COMBAT 





• After these first ShOIS, rank the peninent DEXs again. 
Indude all who are performing automatic actions, using 
some version of a characteristic, using a skill, or casting a 
spell. 

In anacking, a hand-to-hand weapon never does damage to 

itself. Add full damage bonuses to these \\'eapons' attacks except 

when thrown: thrown weapons get hal\'ed damage bonuses. 

• In this s«ond DEX cycle now also include (a) those making ~C ubs r, lu NtJN StTUY'MNtS 
hand-Io·hand attacks, (b) those firing who needed either to I \ 

draw their pistols or to shoulder their rifles or shotguns, Clubs include the policeman's nightstick, the criminal's black-
and (el those firing for a second time in the round. All these jack, handy branches and rocks, and fireplace pokers. These 
actions occur in DEX order. 

• A gun rated at three shots in a round fires once more, at half 
the shooter's Dexterity, in the last part of the round. 

In a few seconds. firearms can launch two or three times the 
number of attacks possible 10 hand-Io-hand weapons, and 
aUlomatic weapons up to thirty times as many. But plotted sce­
narios rarely call for running gun battles. Beware of gunfights: 
they're signs that the im'estigators have made bad choices. 

HI\Nf-to-HI\Ntfi~btiN~ 
Any hand-to-hand weapon can ~ used irtCall of Cthulhu. The 
possibilities are so numerous and often so strange that it is 
pointless to write them up as skills. Everyone can perform 
Fist/Punch, Head Bun, Kick, and Grapple. These four personal 
attacks are discussro later, among the skills. 

Most hand-to-hand weapons can perform one attack and 
one parry per combat round. Personal attacks have limited 
parries. Knives without crossguards cannot parry. See Parry in 
the Spot Rules For Combat on the fac ing page. 
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weapons are too dissimilar in size, weight, and material to 

share in a general skill increase, and so are individual skills, 

such as Large Club, Small Club, and Blackjack. Their values are 

shown on the Weapons Table. 

Things like blackjacks and rocks cannot be used to parry. 

A thundering big club might do JDIO damage, but would 

require a wielder of at least STR 13. Clubs never impale (see 

Impales among the Spot Rules For Combat). The base chance 

for Small Club or Large Club could be extended to barroom 

chairs, hall trees, and other small furniture, if the keeper 

prefers. Clubs and other blunt instruments can be used to 

make hlock-ollt attacks. 

f",fs'~rim 
Foil and rapier are similar skills, and a skill increase with one 

increases the rest. Treat most sword-canes as sharpened foils. 

Foils and rapiers can impale. 





I<-N,ves 
Bowie knh'es, butcher knives, hunting knives, dirks, daggers. 

switchblades, and kitchen knives have big enough blades to be 

significant weapons. An increase in skill with one increases skill 
most of the others. Knives can impale. 

-fersONJ Attl\cks 
Fist/Punch, Head Butt, Kick. and Grapple are personal allacks, 

meaning each can be made by a person who is otherwise 

unarmed. All peepl!.' know these attacks. Each personal attack is 
used individually, and ability in each increases individually 

through experience. Each personal attack is discussed in the 

skills section. Grapple especially is a complex skill and deserves 
close study. 

• With a successful Martial Arts skill roll, double the rolled 

damage done by a successful personal attack. 

• A knock-out attack can lessen physical damage to a target. 
See the spot rules for combat. 

• In genera[,a personal attack can be parried by any hand·to· 
hand weapon or personal attack. Only a Grapple can parry 
another Grapple. 

• As an option, some keepers may re(Ognize the effect of a 
human Bite attack. It does no hit poims of damage, but 

might break a human Grapple if a POW against POW 
Resistance Table roll favors the biter. 

A great variety of such weapons exist, some one· handed and 
some requiring two hands. A skill increase with one does not 
increase the rest. Some of these weapons can impale, but oth · 

ers were designed as slashing weapons for cavalry use and 
parrying, and are relatively blunt-tipped-these laller can­

not impale. 



U 5iN
O 

fiYV\Tny 
The five fi rearm skills are Handgun, Machine Gun, RiAe, 
Shotgun, and Suhmachine Gun. All im'cstigators start with 
mooest ability in each skill,ex(~1 that submachine guns do not 
exisl in the 18905. These skills appear in the skills section of this 
chapter, starting on p.70. 

Set the box on p. 63, Spot Rules For Firearms, to learn more 
about employing firearms. 

An investigator may fire any small ann and have somt chance 
to hit.lfloading and firing an antique firearm, the keeper may also 
require a slICCdSful History roll Ie do it properly. 

An increase in ability with a particular we:apon impr()',"eS the 
general skill. For example, improving with a .45 Revoi\'er also 
improves the chance- to hit with a .22 Revolver muse they are 
both handguns. Mili the changes on the investigator sheet in the 
Investigator Skills section as \·:ell as the two weapons lists al the 
boltom of the sheet. 

• Not all firearms to which a single skill applies have the same 
base chance. A ..... eapon such as the .44 Magnum revoh'er is 
heavy and clumsy, enough to have a slightly lower base 
chance. 

• Base ranges appear on the Wnpons Table. 

• An investigator can parry hand-to-hand attacks with any rifle, 
shotgun, or lafb't: submachine gun. But these weapons are not 
designed to take a hammering: if the gun's hit points are 
excf!eded by a single blow, the ,,-eapon no longer can fire. 

£~:~;,S~~~~ro=n~~l:\f,~., n,., ",ham. 
Harvey Waltm encountm a prowlo: The burglar hears Harvey 
coming and has his revolver read)' when Han'!!}' e1llm the library. 
Hal'ing heard a sllspicious noise. Harvey is carrying a chair leg, but 
has not raised tht club to swing. 

The burglars .32 revoli't'r allows him to fire first sinet Harve), 
mrries 1/ hand·/a·hand weapon. The burglar's handgun skill is 
2500. That is doubled for point-blank range. bUI then hall't'd 
again for the moonlit night. Ttmaining 25%. The burglar misses 
when the keeper rolls a 72. 

Harvey now lasht$ out with the chair Itg. also at 25% as per 
Smnll Clllb on the Weapons Table. Han'e)'s player rolls 84, no hit. 

At Iris VEX 100Ihe burglar fires again. The keeper rolls anoth­
er miss. Since a .32 fires three times in a rolltld. the burglar gets tl 
Ihird shot at half VEX (VEX 5). Tilis time IlJe keeper rolls 00. 1/ 

malful1(/ion. For a rtvo/J'er. Ihe keeper b,ows thai the malfunc­
tion is caused by a dud roul/d. 8111 he reports only "'hat hap­
pens-thai the hammer makes a 10lld click, blj/ that the gun does 
/lot go off. 

\iSING lIR~AR"~ 

Hllrvey's player exclilims thai the prowler musl he out ofbul­
lets-a hasty assumption that the keeper sees 110 re/uo/l to cor­
reet. The keep" says that the gunman is surprised that his 
weapoll did not fire, and that he forfeits his first shot in the new 
combat rolli/d. 

Harvey beliel'fS that he has the advantllge. HI' swings his 
chair ltg Ilnd the player ralls 01-0 hit! A light club does 1iJ6 
damage. Harvey's pla)"er rolls a 4. (Harvey has 110 damage 
bOil/IS.) 

The keeper says that the gunlllan screams in pain. B«ause 
the DlOO result was so low, he also rules Ihat Harvey smashed 
dOWII all/he man's gun hand, set/dillg tile remlver skating across 
the floor Illld illto IlJe darkllcss. 

Atlhe beginning of the third raund, Hanry has the advantage 
sinct his VEX is higher and the fight now is between hal/d-to-hand 
Wt!lIfW1lS. This time flan-ey misses 01/ a result of 22, sillcc lJis skill 
too is /JaII'Cd for the darkness. The keeper decides that the burglar 
wanlS 10 escape from this mysterious t'XfW'1 fighter. The burglar 
flees into the night. 

H/lrvey's triumph is dimmed when he SetS that the .32 COIl­

tains four bullels, butlhe keeper applauds the reporters valor and 
gmnts a skill check. A week or two Illter, wh('1l the keeper asks the 
players to make their skill checks, Harvey rises ill Small Club 
(Chair Leg) to 32%. 

5kiff'!)e~'NitioN5 

m 
Definitions of skills ha\'e to be general sum­
maries of intent and coverage. Unforeseen cir-

• cumstancts provoke new uses and interpreta­
tions of skills. Discuss special applications 
with your keeper. 

Following each skill name is the base chance for the skill in 
parentheses. 

Skills represent what is known to an era. Skill percentiles 
are not proponions of what is hypothetically knowable. If they 

were able to Slack their respective 
knowledge on a table like poker 

chips and measure the differ· 
ence. a physicist of 60% in 

2002 knows much 
than a physicist of 90% 
skill in 1902. 
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In general, a skill kve! of SO% is high enough [0 IN a char­

acter eke out a living from il. If an investigator rises high in a 
skill, player and keeper could confer aboul a new profession, 
and increased income from it. 

~~~'~~~:~:~'~f~:~Ly ,roeed",,,. "d "".1, 
the financial functioning of a business or person. Inspecting the 
books, one might detect cheated employees, siphoned-off 
funds, paymem of bribes or blackmail, and whether or notth(' 

financia l condition is beller or lIIorse than claimed. Looking 
through old accounts, one could sec holY mone)" was gJined or 

lost in the past (grain, slave· trading, whiskey-running, ftC.) and 
10 "'hom and for what paymt'nt was made. 

~:I:~,:~e :~~J ,~ ~~~L''''d '" "d",d"I', w'l 
of life from his behavior. If Ihe skill-user observes another cul­

ture from within for a time,or works from accurate records con­
ceming an extinct culture, he or she ma)' make simple predic­

tions about that culture's ways and morals, even though the evi­
dence may be incomplete. Studying the cuhure for a month or 

more, the anthropologist begins to understand how tht' culture 
functions and, in combinat ion with Psychology, may predict the 

actions and beliefs of representatives. Essential1>' useful only 
with existing human cultures. 

)(,.c~l\eoFo~ '1 (010/0) 
Altol"s dating an'ti i Jt'n~ fication of artifacts from past cultures 
and the detecting of fakes. HJ\'ing thoroughly inspected a Silt', 
the ust'r might deduce the purposes and way of life of those who 
left the remains. Anthropology might aid in this. Archaeology 
also hrlp identify written lorms of extinct human languages. 

~~I,\~:~~2 m",,,1 '''''"'''"' P"""'g. cook"g. 
etc.-any nun-literary art which a crt'ative person might seri­
ously pursue through life. With a success, the pertormance or 
creation is pkasing and the lludience is satisfi<,d. Failure indi­
cates thJt the ar tist was off-key or inexpressll'e. lovrcraft's 
artists illl'oke the traditional muses, but the kecpt'r might allow 
wider definitions of "art" . The points wht're Art ends and Craft 
begins I'ar), with t'ach keeper. 

The investigator sheet contains blank spaces for different 
Vl'rsions of this skill. Tht' pla)"er should note the style or medi· 
um: ope", singer, oil painter, NC. 

~:~~k:~,:;l~,~,I::'~l'i'd om whkh "'" ,,,d 1'1", 
els are Ol"Crhead at a particular day or hour of day or night, 
when eclipses and meteor showers occur, and the names of 
important stars, and something of current perceptions about 
life on other worlds, Ihe existence or the formation of galaxies, 
and so on. I'n academic might be ablt' to calculate orbits. dis­
cuss stellar life cycles, and (in the present) have a spe<:ialty such 
as infrared astronomy or long-baseline interferometry. 

~:,:Q:;:b,~~~Ys~2'h,,,g roc '" 'g~"bl, p"". Th, 
bargainer must stnh.' tht' price al which he or she wishes to pur­
chase the item ;'Ind, for e;'lch lilt! difference bt'twern that price 
and the asking price, ht' or she must subtract I percentile from 
his Bargain skill. The seller will not take a loss, no matter how 
good the bargaining. The keeper usuallr determines the bot­
tom-line amount st'cretly. 

Example: Ilufl"I.>y m,lltrs pl/rc/lI/sf'S a SIlOlgUII iI, Gi'n/l"'I)', 10 

fIIkt' h'il/' /lilll while ht' im·estigar ... Iht' diStlpfWIlmllre of 1Ji5 
I/J/msemmt. Kllrl, ill Ihl' old ruills 1II'lIrlly. (Kllrl jai/I'd /I SlIt'lIk roll 
(//II/II"(lS caughl hy lilt' II/hi/hil/IIII.' Th(' eldt'fly 5/lopkl'l'f'I'r a.<k5 
5/00 Amerirlllljor tlJl: wi.'apoIJ, ,'ml HllfW)' is IJII (/ limited budgt't. 
H/tfl'f'y offirs tiJe shopkeeper sm, IIIJd his player l/Jakl'S 11 moo 
roll. f/(1fI1'), hIlS Hllrg/zilllO%, bllt /If J\"illllS 1111' gUll jor JQI1a less 
1/J(l/Il1l1rllllll. so his r//(/IIrtIor mra5S is rcdllrt'll by 15 pen"mli/l's 
10 ollly 05%. TIJI' pltl)·er rolls 22-/1 fi1i/un.'. Harvey IIJI'/J offers 
$80, increasing his rlu/JIces /0 I()'li;. TIr!' plllY'" rolls 02, II SlIm·55. 









By implication, use this skill in any negotiation which features 
an exchange of value. Combination rolls with Credit Rating, Fast 
Talk, or Persuade might help in bargaining. 

A simple bargain may be struck in a few minutes. A complex 
contract might take weeks, and Bargain might then work in 
combination with Law. 

~:::~,~ 11~~i~~)g OO"'y. cytology. ,oology. g,"~i", 
histology, microbiology. physiology, zoology, and so on. The 
im'estigators understanding reflects the era of play. With this 
skill one might develop a vaccine against some hideous Mythos 
bacterium,or isolate the hallucinogenic properties of some jun· 
gle plant. 

01910 ) 
A study i of subslances, the effects of temper­
ature, energy, and pressure upon them, and how they affect one 
another. With chemistry. one might create or exlract complex 
chemical compounds, including simple explosives, poisons, 
gases, and acids, requiring at least a day or SO wilh the proper 
equipment and chemicals. The user could also analyze an 
unknown substance, given proper equipment and reagents. 

~:~:\:~~~~~ Lptod ''''Y 10 to 30 mti,,1 ("'. 
depending on the difficulty of the climb as the keeper perceives 
it. Conditions such as firmness of surface, wind, visibility, rain, 
etc., rna)' be factors. 

If an investigator needs to climb quietly, match the player's 
DIDO rollagainsl both Oimb and Sneak. If succeeding in Climb 
but failing in Sneak, he or she climbed successfully, but made 
noise. If the Climb failed but the Sneak succeeded, he or she fell, 
but did not attract attention. 

co~put<T Use (01910\ 
This skil~is not needed to u\e mic~mputers nor to run ordi­
nary commercial software. Special manipulations of a micro­
computer system may require this roll. 

A skill for the present day, Computer Use allows the inves­
tigator to program in various computer languages to achieve 
his or her end: perhaps write new programs, retrieve and ana­
lyze obscure data, break into a secured system, explore a com­
plicated network, or detect or exploit intrusions, back doors, 
and viruses. 

Each application of the skill takes half a day or more, and 
perhaps more than one successful roll. The keeper must judge 
the actual requirements and results, and should probably make 
secret Computer Use rolls at times. Once inside a network, 
Library Use might be employed also. 
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~~~~:~:'1:~~~)g "po ""'ti'g. "' 
masking of an object or objects, perhaps with 
debris, cloth, or other intervening or il1usion­
promoting materials, perhaps by making a 
secret panel or false compartment, or perhaps by 
repaiming or otherwise changing an item's char· 
acteristics to escape detection. 

With ii, a person might be secreted from sight, 
but could not be disguised to evade even a cursory 
inspection. Larger objects of any sort should be 
increasingly hard to conceal. Things larger than ele­
phants should not be concealed by one person, 
though they might be by a group, 

Compare with the Hide skil1. 

cTllt ( 0;910 \ 
A craft l~ a ~ecialize!skill for making and repair­
ing practical things or for crealing pleasing effects. It 
requires manual dexterity or artful application. As an 
occupation, a craft Iypically provides more income than 
laboring, bUI not as much as a profession, 

A multitude of crafts exist, from house painter to lion­
tamer to safecracker. Particularize a craft on the investigator 
sheet, in the same general fashion as for Art: for 
instance, Craft (Cobbler), Crafl (Barber), or Crafl (Blow 
~acuum Tube). 

Making or repairing something typically requires 
equipment and time, to be determined by the keeper if nec­
essary. With a ,'ery low result, a craftsman might make an 
exceptionally fine item. With a failing roll, the item might 
break on its first use, or fail to fit into some larger whole. A 
successful Craft roll might provide information about an 
item, such as where or when it might have been made, reveal 
some point of history or technique concerning it, or who 
might have made it. 

S:~w~~~:;'~,1~:::0 !..fideot th, i,,,"ig""' 
seems to be. This is the investigator's chance to panhandle or 
get a loan from a bank or business, and it is also the chance 
for the investigator to pass a bad check or to bluff past a 
demand for credentials. 

In small towns, or in narrow socielies such as Edward­
ian England, everyone knows everyone, and Credit Rating 
amounts to an index of personal reputation as well as mon­
etary worth. Thus Credit Rating might ebb and flow because 
of scandal or personal behavior, while the loss or accumula­
tion of money effected minor change or no change. As 
appropriate, the keeper may cause a character to make clear 
such distinctions. 

BIOLOGy-CREDIT RATING 



, 

; sk;]] d;ffe~oJ~~O~h~s~~ro)me No ""';'8 
investigator m;~~e points in Cthulhu Mythos either with 
occupation points or with personal interest points. There is 

no check box for Cthulhu Mythos on the investigator 
sheet, becau~ successful use of the skill does not offer 

an increase in the investigator's percentiles in the skill. 

Instead, points in Cthulhu Mythos are gained by 
encounters with the Mythos which result in insanity, by 

optional insane insights into Ihe true nature of the universe, 
and by reading forbidden books and other Mythos writings. 
On occasion, witnessing some ceremony or participating in 
some event might prompt a keeper to award Cthulhu Mythos 
points as well, but that is up to the keeper. 

A few Mythos points may be useful, but investigators do 
not want man)' of them, because 99 minus an investigator's 
Cthulhu Mythos points represents the maximum Sanit), points 
possible to an investigator. As Mythos points proliferate, they 
crowd out Sanity points, and leave the investigator vulnerable. 
See Sanity, p. 75jJ., for more about this. 

The Cthulhu Myth05 skill does haw.' useful applications. 
Whenever spoor or other evidence of Mythos monsters is 
found, a successful DIOO roll against this skill allo"'s the 
investigator to identify the entity, deduce something about its 
behavior, or gul.'ss at some propl.'Tty it may possess. A suc­
cessful Mythos roll also might allow an investigator to 
remember some fact concerning the Mythos, identify a spell 
by sl.'eing it cast, rl.'member that a particular spell or kind of 
information may be in a particular Mythos tome, or achieve 

roll by the player of the disguised character lowers the success 
chance for either of those skills by 10 percentiles. 

Though explaining die results is the province of the keep­
er, a low and successful 0100 result might give the disguised 
character some ability to issue convincing orders or to pass 
inspection by intimates. A failed Disguise roll causes onlook­
ers to nmice uncharacteristic behavior or rxpression. A very 
high failure, from 90 to 00, declares in effecl, ~This person is 
suspicious! Investigate immediately!~ 

!~ieO:~~::'~),oev'deblows,mrow" m;s-
sill'S, auacks from ambush, and so forth. A character attempting 
Dodge in a combat round may also parry, bUI not attack. Dodge 
can increase through experience, like other skills. If an attack 
can be seen. a character can try to dodge it. Against guns, a 
defender can try 10 dodge only the first bullet fired at him in a 
round. 

'F:>riv< futon\obik / Hors<s ( 2.0YO ) 

Anyone with this skill can drive a car or light tr~ck, makl.' ordi· 
nary maneuvers, and cope with ordinary vehicle problems. If 
thl.' investigator wants to lose a pursuer or trail someone, both 
participants might attempt Driving rolls until one fails and lhe 
other succeeds. For more complicated chases, consult the 
oplional auto chasl.' rules. p. 284. Dangerous maneuvers always 
calt for Drive rolls. 

some other task. [n the 18905, this skill is Drive Horses, with equivalent ben-
No human, even one with 99% Cthulhu Mythos, ever efits and dangers. This represents a one· horse buggy or cart, or 

approaches complete knowledge of the Mythos. It is fair to say a two- or four·horse wagon or coach. Those of that era who wish 
thai not even Great Old Ones do. Their 100% scores represent Drh'e Automobile start at 01%. Im-estigators of later eras simi· 
convenient comparisons against what humans can achieve, nOI larly would begin Drive Horses at 01 %. 
a thorough plumbing of the mystl.'ries of the Mythos. Perhaps 
the Outer Gods know it all, if they bother to think about such rl t ' ~ . ~ OJ:) 
things. But only gods can cope with infinity. The cruel darkness CE ec TICI'I pl'llT /0/ 0 
of the Mylhos extends forever. Seeming mastery of its puzzles Enables Ihl.' inwstigalor to re air or reconfigure electrical 
is temporary, local, and illusory. tquipment such as auto ignitions, electric motors, fuse boxes, 

'F:>is~uis< (OIYO ) 
The u~r chan~s posture, costume, andlor voice in order to 
seem another person or another sort of person. Theatrical 

and burglar alarms. In the present-day, has lillie to do wi th 
Electronics_ To fix an electrical device may require special parts 
or tools. Jobs in the 1920s may call for this skill and fo r 
Mechanical Repair in combination. 

makl.'up may help. Dim lighting definitely helps. Increase the --p 
chanc~ for detecli~n if the disguise im'olves ~ignifican.t differ- c::E lectTONIC5 ( 0/0/0 ) 
ences m sex, age. SIZe, or language. To look hke a speCific per- F bl h - d _ _ I - -

." . I '.' d r h I h or lrou e·s ootmg an repamng e eClromc eqUipment. son, as opposcu to a partlCu ar,,;1n 0 person, a ve t e .. . 
Disguise skill percentage-this sort of illusion is best main- Allows simple new electronic devices to be made. This LS a skLll 
tained by distance. for the present day-use Physics and EI("(lrical Repair for elec· 

A successful Spot Hidden or a Psychology roll might lead an 
observer to suspect someone in disguise. A successful Fast Talk 

tronic developments in the 1890s and 19205. Unlike the 
Electrical Repair skill, parts needed for Electronics work cannot 
be jury-rigged: they art' designed for precise jobs. Without the 
right microchip or circuit board. the skill user is OUI of luck. 
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tN"tllllh (Ofro) 
uses the targel\ o agree with the user for a short time. 

Without reHeeling, the target signs the paper, allows the tres­
pass. lends the automobile, or whaleVt'r else within reason is 
asked. Given a linle more lime to think and the benefit of a suc­
cessful Idea roll, the target comes 10 his or her senses, and the 
Fast Talk loses effect. 

Example: CoUI/t von Sam"'e succetds willi a Fasl Talk pitch, and 
HQrvt)' goes upstairs to find a !oullfniu pell with which /0 sign till.' 
COllnts fraudulent contract. As he rummages around. Harvey is 
absent from rhe Coum long enough to bt>gin to think for himself 
The kuper asks for au Idea roll. II succeetls. Ha,,'t)' comes to his 
gnsts and relUTnS delermillf'd nOI to sign, The Coum //lust renew 
his pitch some OIher time, or change lactics and allempl 10 

Pmuade Ho,,'fY. 

In a few game minutes, Fasl Talk may pass off suspect goods as 
valuable. false facts as reliable, and fine items as not worth both­
ering about In contrast, Persuade and Bargain may lake hours 
or days 10 conclude. Fast Talk is quick to lake effect, but it can be 
used at most on a handful of people. Fast Talk will not work on 
targets whose minds are made UPi use Persuade instead. 

t;~:(~~::o) , .. k,,'og '0 "OCOO"'Ou, " 
stunned comrade, selling a broken limb, treating burn damage, 
resuscitating a drowning victim, etc. First Aid has no effect on 
diseases or subtle physical ailments, nor on poisonings unless 
the keeper allows Ihe roll. Treated with First Aid. an investiga­
tor's healing rate stays at ID3 points per week. (Moved to a hos­
pital and successfully treated with Medicine, that rate rises to 
203 per week.) 

Failure in applying First Aid requires that the user "",.it some 
reasonable amount of time 10 try again (something new,presum­
ably, since what was done didn't \\'Ork), but another practicioner 
could make an auempt in the next round. 

• A SUCctSS with this skill allows Ihe user immediately 10 heal 
103 hit points of a single attack or injury. Thus an investiga­
tor suffering multiple gunshot wounds might recei\'e First 
Aid for each, as long as they were not incurred in the same 
combat round. 

• In the same or tht' succeeding combat round, an investigator 
who has just died may be returned 10 life if the emergency 
treatment raises hit points to at least + I. 

• A success with First Aid immediately awakens any victim of 
a knock-out attack and, if the keeper wishes,an~ne uncon­
scious for other reasons. 

Once a character has had First Aid successfully applied to an 
injury, further applications either of First Aid or of Medicine have 
no effect on that injury. A new injury would be treated indt>pen-

u 

dently. An applklltion of the skill takes a combat round, or as the 
keeper determines. See also Medicine. 

e;'~£~:yCS~ilk~,r.~Jt b< dep<t<d", ,~~ £.'. 
a karat!.' chop, a roundhouse punch, a violent slap, elC. One can 
use Fist/Punch to parry Kick and Head Butt, Martial Arts Gin 
add to the skill's impact, and the knock-out rule applies to it. 

2:~oql~~t':::O,~, th, 'ppro,'m", ,g, of "'k "". 
ta, recognize fossil types, distinguish minerals and crystals, 
locate promising sites for drilling or mining, evaluate soils, and 
anticipate volcanism, s!.'ismic evems, avalanches. and other 
such phenomena. Sherlock Holmes was expert in London-area 
so~s, and could trace a man's movements by studying the dirt 
on his OOots. 

~t:~Ek ~:p\,~~~)" "'''k. fteq",,,'y cho"o 10 ,ub· 
due an opponent without harming him. This attack may be par· 
ried by a countcring successful Grapple or other attack by the 
target, but only in the first round of attack. 

If a Grapple attack succeeds in the first round and is nOI 
neutralized, then the attacker holds the target and may there· 
after exercise one of 5e\'eral options. 

• Immobilize the target by overcoming the target's STR with 
his or her own STR, using the Resistance Table. With a sue· 
cess. the target is held fast indefinitely. until the grappler 
allempts another actioll. 

• Knock down the target. If used, this option automatically 
succeeds. 

• Knock out the target in the first or a lalrr round: see the 
knock-out cull', p. 60. 

• Disarm the target. With successful Grapples in consecutive 
rounds, an invt'Stigator could Grapple to prevent a hand-to­
hand allack in thr first round and then seize the weapon or 
weapon hand in the second round. 

• Physically injure the target. The opponent already must bt' 
successfully grappled. Then the grappler must «'(rive a sec­
ond successful Grapple roll in that round, or a successful 
Grapple in some later round. Success costs the target I D6 hit 
points plus the auackt'r's damage bonus. Harm in subse­
quent rounds requires a new Grapple success in those 
rounds, and the amount of injury done remains the same. 

• Strangle the target. Beginning in the round in which the 
intention is stated, the target begins to asphyxiate as per the 
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Drowning rules. This continues in subsequent rounds. The 
attacker needs no further Grapple rolls. 

In either injury-making Grapple, the victim can escape only by 
a successful STR match on the Resistance Table. Combine STRs 
if two people are attacking. 

~:~~~~'I(~~~~/ wh,,, fid"g di""" ,hot>_ Fo, 
machine pistols (MAC-II, Uti, etc.), in the present day, use the 
Suhmachine Gun skill when firing bursts. The rate-of-fire dif­
ference bdwcen handguns is pardy from recoil and time need­
ed to take new aim on the target, and partly from the difference 
in mechanism between a revolver and a semi-automatic. 

Properly loading and firing a black-powder handgun may. 
at the keeper's option. require a successful History ron as well. 

~<;£~I~;roo~~~~ lill' Head ""It i, 'pplied to th, 
belly of an opponent, or else 10 his temple,crown, no~, chin, or 
back of the head. This personal anack can be made in cramped 
surroundings. It is surprisingly quick and of demoralizing 
intensity. One cannot parry with Head Butt, but Martial Arts 
can add to its effect. The knock·out rule can be applied to it. 

~~:,,(lt~t~),I ' Hid, co",,,", the i,di,id,,1 "m', ,bil· 
ity to escape detection in an unprepared position. Use this sltill 
only in a pursuit si tuation, or when under surveillance or 
patrol. It lets the user choose objects, bushes, deep shadows, 
etc., in which to lurk for a while. Some sort of cover must be pre· 
sent. In an area being watched, the user can move while hiding. 
Figure the chance for successful movement by halving the Hide 
skill amount. 

H,stor"1 ( 2.0% \ 
Enablrs an in~eshgator to r!member the significance of a coun· 
try, city, region, or person, as pertinent. Lessen the chance if the 
facts are obscure. A successful lIistory roll might be used to 
help identify tools, techniques, or ideas familiar to ancestors. 
but tittle known today. 

~f."~:;:'~~)-<'StiS'''' cao I"p"p "'ti"Uy aod g"b 
to his or her own height, safely leap down vertically to his or her 
own height, jump horizontally from a standing start across a 
gap for a distance equal 10 the jumper's own height, or run and 
then jump horizontally 10 a distance of twice the jumper's own 
height. If falling from a height, a successful Jump prepares for 
the fall, subtracting I D6 hit points from those lost to the injury. 

c-;-t ;n u 

~~~, ~~~o2W"d kick to th, 8roi, 0' th, jow, ao 01,· 
gant karate·style flying kick, or a kick with bOlh legs while lying 
on a floor, a Kick is powerful enough to do damage wherever it 
lands. A Kick. may parry and Manial Arts may add to its effec­
tiveness, but do not apply the knock-out rule to Kick excepl in 
rare circumstances. 

~:m~:::r~J.f k,owi,S p"ti'''t low, p,,,,"',m, ICS'I 
maneuver, or court procedure. The practice of law as a profession 
can lead to great rewards and political office, but it requires 
intense applialion Q\'l'r many years. A high Credil ROlling is cru­
cial to it. No OIher profession is so easily sullied by the bizarre 
behavior common 10 investigators. In the United States, one's 
practice of law must be sanctioned by th~ State Barof a particular 
commonwealth or Slale. In anolher country. halve the chance for 
success with this skill, unless th~ character has spent 3O·INT 
months studying that nation's Jaw. 

~:,:; :~, Y:: ~:;:~~t"m ,kill i, th, 8'm, 
library Use enables an im'estigator to find a giwn book. news­
paper, or reference in a library or collection of documents, 
assuming that the item is there. Each use of this ski11 marks four 
hours of continuous search. An investigator rarely gets more 
than two tries per day. 

This skill can locate a locked case or rare-book special 
collection. but Fast Talk, Persuade, Bargain, Credit Rating, a 
bribe, or special credentials might be needed to get at the 
books. 

t:::':'~h~~~~!" i",,"i8'to, to im''P''t aod "d,,· 
stand sound, including overheard com'ersations. mutters 
behind a closed door. and whisperro words in a cafe. The keep­
er may use it to determint: the course of an impending 
encounter: was your investigator awakened by thaI crackling 
twig? By extension,a high Listen can indicale general awareness 
in a character. 

~~:~Sm~;'~~J~~ ~k' k,y" 0' op" lock. with th, 
aid of skeleton keys, picks, and other 10015. Especially difficult 
locks may lower the chance for success. A locksmith can optn 
car doors. hot-wire autos, jimmy library windows, figure out 
Chine~ puzzle boxes, and penelrate ordinary commercial 
alarm systems. Sophisticated safes, vaults, and other serious 
defensive syMems are beyond this skill. Keepers mighl combine 
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Locksmith with DEX or POW rolls to cover a variety of surrep­
titious situations. 

~I\C~iNe GUN (,/yo \ 
e this skill whrne\'er fi~ng burls from a bipod or tripod 

mo nted weapon. If single shots are fired from a bipod, use the 
Rifle skill if it is higher. The differences ~tween assault rifle, 
suhmachine gun, and light machine gun are tenuous today. 

~~ :~~:!.:~h 0 :t~~ t F;suPuo,h, H"d Butt, 
~, or Grapple. If the attack roll is equal to or less than the 
allacker's Martial Arts percentage, the attack does double dam­
age: thus FisVPunch would do 203 plus normal damage bonus. 
Martial Arts doubles the damage done if thl;' attack strikes 
home, but do not double any damage bonus. 

• A person with Martial Arts may choose which attack to 
parry just before that attack, and does nOI need to make a 
parry statement at the beginning of the round. 

• Even with Martial Arts, bullets and other projectiles cannot 
be parried. 

People develop martial arts to compensate for forcible disarma­
ment: judo. aikijutsu, aikido. capoera, karate. savat. tae kyun or 
tae kwon do, white crane kung fu, 7 straws praying mantis kung 
fu, etc. Choose one or invent a new one. In earlier days, these 
schools were secret and their techniques jealously guarded. 
Outside their cultures, martial arts are lillIe known until the 
present era. 

~~I\NiCI\~pl\ir (2.0ro) 
is aliows the investig!or to re~air a broKen machine, or 10 

cr(' te a new one. Basic carpentry and plumbing projects can be 
performed. Special tools or parts may be required. This skill can 
open common household locks, but nOlhing more advanced. 
See the locksmith skill. Mechanical Repair is a companion skiU 
to Elt'('trical Repair, and both may ~ necessary to rlX complex 
devices such as an auto 

(yb"I'Cd;':Jg"j~~::~L"s 
'::'~:~:~:'tinjUrieS' diseases, poi· 
~; etc., and makes public 

Ttcommendations. If an 
era has no good treatment for a 
malady, the effort is limited, 
uncertain, or inconclusive. 
Failure in application requires 
that the user wait some amount 

GUN-OffULT 

of time to try again, but another practicioner could make his or 
her attempt in the next round. 

• In an emergency, the successful user of Medicine can imme· 
diately r('store 103 hit points, once per wound or injury. 

• In the same or the succeeding combat round, an investigator 
who has just died may be returned 10 life if hit points rise to 
at least + 1. 

• An investigator successfully treated with Medicine heals at 
203 hit points per game week, including the first week. 

• Including any emergency treatment, the total recovery for 
the first week of Medicine's application could be 303 hit 
points. 

• A success with Medicine immediately awakens any victim of 
a knock-out attack and anyone unconscious for other rea­
sons . 

• The keeper may rule that a medical condition is not treat­
able. See also First Aid. 

NllturJH'stor'1 (,orO \ 
Originally the study of plant~n\ animal Ire in its environment. 
By the nineteenth century this study had long separated into 
many academic disciplines. As a game skill it represents the tra­
ditional knowledge and personal observation of farmers, fisher­
men, inspired amateurs, and hobbyists. It identifies species, 
habits, and habitats in a general way and is able to guess at what 
may be important to a particular species. Natural History infor­
mation mayor may not be accurate-this is the region of 
apprn:iation,judgment, tradition, and enthusiasm. Use Natural 
HislOTY 10 judge horsenesh at a county fair, or to decide whether 
a butterny collection is excellent or just excellently framed. 

Nl\vi~lIf< (/Oro) 
Allows thle user I~ find his or her way in storms or clear weath· 
er, in day or at night. Those of higher skill are familiar with the 
astronomical tables, charts, instruments, and satellite location 
gear as they exist in the era of play. Roll results for such a skill 
should be kept secret, a matter for the im'estigators to attempt 
and then to witness the results. One could also use this skill 
measure and map an area, whether an island of many square 
miles or the interior of a single room. 

~~~~~,~~:'~v'UIt p'''ph,m,[;" wo,ds, ,od <00-
cepts, and identifies grimoires of magic and occult codes 
when he sees them. The occultist is familiar with the families 
of secret knowledge passed down from Egypt and Sumer, from 
the Medie\'al and Renaissance West, and perhaps from Asia 
and Africa as well. 
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Comprehending certain books may provide percentiles of 
Occult. Some occuJt books are noted in the Magic chapter, p. 92_ 
This skill does not appl)' to spells. books, and magic of the 
Cthulhu Mythos, but occult concepts are often adopted by wor­
shipers of the Great Old Ones. 

To identify an unknown present-day human language. use a 
Know roll. To identify an extinct human language, usc an 
Archeology roll. To ident ify an alien language, use a Cthulhu 
Mythos or possibly an Occult rolL 

~~~h~g~~~:q:r~':~~d;!i, most 
humans use a single language. For most people in the United 
States, that tongue is some dialect of English. The tongue cho­
sen by the player for the invt'stigator's Own Language automat­
ically starts at EDU xS: tht'reafter the in"estigator undt'rstands, 
speaks, reads, and writes at that percentage or higher. 

Normally no skill roll is necessary to u~ Own Languagt'. If 
a document is extremely difficult to read, or in an archaic 
dialect, the ket'per may reduce the user's skill chance in that sit­
uation. 

Authors typically have high Own Language skills. 

f:::,~":~o (~r~l "'S" .bo" , p.rti,"]" id", 000' 

cept, or belief. (Like Fast Talk, Persuade may be employed with­
out rt'ference to truth.) Unlike Fast Talk, Persuade's effect lingers 

r1I\ H --f, ~ O/. ), indefinitely and insidiously, for years perhaps. until events or 
WpeTl\t e el\v"1 ~~I\C" I Ne 01 /0 another Persuadt' turn the largCl's mind in another direction. 
ReqJired to drive and ope~at tank, backh ,steam savel, or Tht' successful application of Persuade might take an hour to 
other large-scale constructio machint'o Once the skill is st'veral days, depending on what's being anempled. 
known, no skill roll is needed except for difficult or dangerous 
tasks, or bad or dangerous conditions_ For very different sorts Oft ( o/. ~ 
machines, the keeper may decide to lower an investigator's I\Tny'\c "1 0 / / 0 
nominal skill if the problems encountt'red are mostly unfamil· he user recogni!es. compou ds, and perhaps dispenses a wide 
iar ones: somrone used to running a bulldozer, for instance, will variety of drugs and potions, natural and man-made, and 
not be quickly competent with the steam turbines in a ship's understands side effects and contra·indications. He or she has a 
engine room. good practical knowledge of poisons and antidotes, and can u~ 

Pharmacy as a first-aid skill in ca~s of poisoning. The skill 
r1I\t~ 1 ~ o/. ~ grants no ablhty to' dmgnose diseases nor the right to prescribe 
\:V eT .J-;\N~ ul\~e 0 1/0 mediCInes 

Specify the langu~ An 'trIdiv ual can now any number of 
languages. Tht' skill represents the user's chance to understand, ----rt. --f ~ O/.~ 
speak. read, and write in a language other than hiS or her own -1 'JOtO~Tl\p~~ /0/0 
AnCIent or unknown languages comparable to Aklo should not Covers bot~slill ~nd rJOII n phol raphy This skill allows one to 
be chosen, but ordinary earthly languages may be. Occasionally take dear pictures, develop them properly, and perhaps enhance 
the keeper may determine that a number of separate complex half-hidden dt'tail. Failures are blurred or do not show what was 
points exist in a document or spe«h, and call fo r ~veral such desired. In the present day. the skill extends 10 cover video cam-
language rolls, one for each poin!. Similarly, the keeper may eras, video playback equipment, and digital photography. 
momentarily reduce a user's skill in a language if archaic speech 
or writing in thatlanguagt' is encountered. A single succtSSful f ' ~ O/.~ 
Other Language roll normally comprehends an entire book. "1SICS 0 1/ 0 

[f an investigator has several points in a particular Other rant~ theoret cal un erstanding of pressure, matt'rials, 
Language he or she grasps the gist of normal conversation. A motion, magnetism, electricity, optics, radioactivity, and related 
character 'needs INT x5 or beller points in a st'COnd language to phenomena, and some ability to construct experimental 
pass for a nati"t speaker. Blank spaces txist for othtr languages devices to tt'SI ideas. The degree of knowledge depends on the 
on the investigator sheet. era of use. Practical devices such as automobiles are nol the 
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province of physicists, but experimental devices may be, per­
haps in conjunction with Electronics or Mechanical Repair. 

{:F~;:~~:~~Lt of Dd" ',"mob;I" th;s ;s th, 
maneuvt'T skill for flying or floating craft. An investigator might 
have several versions of this skill in the spaces on the investiga­
tor sheet. Each starts at 01%. 

• Pilot Aircraft skills change by era. Pilot Boat does not 
change, and d~ not distinguish betwttn sail and molor 
craft. Bad wt'3Iher, bad visibility. and damage apply to ai r 
and water craft. 

• A skill user of less than 15% knows just enough to gel into 
trouble. He or she can sailor fly on a calm day wilh good visi­
bili ty. but needs Luck rolls (or lake-offs and landings, dock­
ings. changing sails. judging wind and current, etc. Keepers 
must Ttquire Pilot rolls for storms, navigation by inslrumenl, 
low visibility, and other difficult situations. 

PIWT AIRCRAFT: understands and is increasingly competent 
with a general class of aircraft named below. Upon any landing, 
ewn under the brst conditions, a Pilot roll must be made. If 
conditions are good,double the chance for success. If conditions 
are bad, the pilot lands at his or her normal chance. A failure 
may represent damage to the craft, which must be repaired 
before the next takeoff. Pilot and passengers may walk away or 
need Luck rolls to avoid serious injury. A result of 00 is a mem­
orable disaster, with at least the death of tht' pilot. 

• Each class of aircraft counts as a differem skill, and 
should be listed independently, or as the keeper sees fit: 
1890s, Pilot Balloon only; 19205, Pilot Balloonl Dirig­
iblt'/ Civil Prop only; in the presem day, Pilot Civil 
Prop, Pilot Civil Jet, Pilot Airliner, Pilot Jet Fighter, 
Pilot Helicoptrr. 

PILOT BOAT: understands the beh:lVior of small motor 
and sailing craft in wind, storms, and tides, and can read 
wave and wind action to suggest hidden obstacles and 
approaching storms. In a wind, novice sailors will find 
docking a rowboat difficult. 

,p5'1C~OI\NI\ F'15i5 (OlrO) 
Enab!! s the user to st~unch ~mporary and 
indefinite insanity for a day or so. 
If the condition persists 
bt'yond that period, the unfor­
tunate person rdapses, and 
only time heals the insanity. 
This emergency treatment takes 
up to an hour to perform, and can be 
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applied just once per incidem of insanity, no matter how 
many analysts are available. 

• Treatmenl by a psychotherapist can add Sanity poinls during 
indefinite insanity. See Sanity, p. 79 . 

• Psychoanalysis cannot increase a person's Sanity points 
beyond POW x5, nor above 99-Cthulhu Mythos. 

The skill refers to the rangt' of emotional therapies, not just to 
Freudian procedures. Formal psychotherapy was little· known 
in the 18905, though some procedures are as old as humanity. 
Sometimes it was looked on as a fraudulent study even in the 
19205. The common term then for an analyst or scholar of emo­
tional disorders \0\"35 afieni5t. In me present day, a combination 
of therapies has evolved, and this skill now could be justly 
named Psychiatric Treatment. 

f~~~~!~~:t(~~~ I. ,nows tho '"'' " st,dy '" 
individual and form an idea of his or her motives and character. 
In general. the ktq>er should make the rolls for this skill and 
keep the results secret, announcing only the information, true 
or false, that the user gained by employing it. Players should not 
expect that this skill penetrates skillful d«eit unless the per­
son's confidence somehow has been shaken. 

ll-i.[. ( O}r O \ 
Intt"nd~ to apply 10 saddle horses, donkeys, or mules. A camel 

might be ridden succt"ssfully at a lowt'red percentage 
chance. The skill grants knowledge of basic care of the 

riding animal, riding gcar, and how to handle the steed 
at the gallop or on difficult terrain. 

Should a steed unexpectedly rear or stumble, the 
rider's chance of remaining mounted equals his or 

her Ride. If an investigator falls from a mount, 
either because the animal has collapsed, fallen, 
or died, or bt'cause a Ride roll failed, he or she 
lose~ 1 D6 hit points in the accident. A success­

ful Jomp roll S3\'eS 1 D6 hit points. 

Wielding a weapon effectively while riding 
takes both a weapon skill and a Ride skill in excess 

of5O%. The keeper might apply modifiers to reflect 
a part icular situ3tion. 

ll1f. ( >.>r O \ 
~:J ~~r (an fire Iny type of rifle, whether lever­

action, bolt-aClion,or semi-automatic. When a mili­
tary assault rifle fires a single shot or burst. use this 

skill. When a shotgun fires a rifled slug. use this skill. 
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Shots per round mostly VaT)' b«ause 
of the wrapon's action and fC(oil, and the 
subsequent lime needed to reacquire the 
target. 

AI the keeper's option, use of a black­
powder rifle requires a History roll as 
well 10 load and fire it properl}'. At the 
keeper's option, combine !tifle and 
Shotgun as a single skill, differentiat ing 
only between pellet and slug ammunition. 

~~~~Q~~[ ~:~~t '" b, r,,,d. 
Since the load expands in a spreading pat­
tern , the user's chance to hit does not 
decrease with range, but the da l11age done 
does. At ranges frol11 10-20 yards, I D3 close­
together targets can bl.' hi t with one round, 
and from 20-SO yards, 1D6 such targets can be 
hit. The keeper decides I\'hether the targets 
close enough for this rule. 

Double-barreled shotguns can be sawed off, 
for purposes of concealment and portability. In 
the United States, such weapons arc illegal by 
the 19205. 

If firi ng a rifled slug, use thl.' Ri fle skill. At 
the keeper's option, cOl11bine !tifle and Shotgun 
as a single skill, differentiating only between 
pellet and slug ammo. 

~h~:~; m(:~~~),[r, .;Ihout '["';'g Ih", who 
might hraT. Used in combination with Hide, the illl'es­
tigator makes a single 0100 roll, the result of which is 
matched against the investigator's percentages in both 
skills. Use th is combination when silent movement is 
necessary. See also Ilide. 

~;'ll~::~~ "~~~~~ """ doo, oc "mpm· 
men!, notice a hidden intruder, find an inconspicuous clue, 
recognize a repainted automobile, become aware of ambushers, 
notice a bu lging pocket, or anything simila r. This is an impor­
tant ski ll in the game. 

~~,~~\:~:I"~:~~'~;S(:}O;'~),"'h;", gOO"" Ih;s 
skill. Present·day machine pistols, such as the Skorpion, may be 
so small that the Handgun skill should be used when firing sin­
gle shots from them. No submachine guns exist III the 18905. 
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T~'~~~Y (~::02d to In,,' IhrooSh 
"'ater or other liquid. Only roll Swim in 
times of crisis or danger when the keeper 
thi nks it appropriate. A fail ing Swim roll 
starts the drowning procedure. Someone 
drowning may receive a Swim ro ll 
attempt each round-with a success. 
he or she reache"s the surface and 

breathes. With a second success, he or she 
can begin to m()\'1.' through the water. If the 

second Swim roll fails . drowning begins again. 

To h;~~,~,(~~~d""oc 10 h;l , I"g" ,,;Ih 
the right pari of the ohject th rown (such as the 

blade of a knife or hatchet). use Throw.A palm-si7.ed 
. ' ob;", of reasonable balance can be hurled three 

yards for each STR point exceeding the object's SIZ. 
An object designed to be thrown can be hurled up to 

six yards for each STR point in excess of the object'S 
SIZ, and perhaps bounce on for more. Keepers must 
choose the multiplier sui table to the baseball, jal'elin, 
etc. 

If the Throw roll fai ls, then the object lands at 
some random distance from the target. Compare the 
closeness of the die ro ll result 10 the highest number 
which I\'ould hal"e indicated success, and choose 3 

distance in }'ards between target and thrown objt'Ct 
that feels comparable. 

1M r,,,k, ~[ ~~~~to, "" follow, P""'" 
vehicle, or an imal over soft earth and leaves. Subtract 

10% fro m the chance for success for each day thaI has 
passed since the tracks wen." made. Rain mar make 
tracking impossible. A being cannot be tracked across 
water, ovrr concrete", or at night ("XCepl in unusual cir­
cumstances. tt~~ 
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orne of the information and concepts in this chapter tiTS! 

appeared in the Chaosium publication TIlIl1I of Madness_ 
Thai book contains in-depth information relating (0 thLs 

chapler, including broad historical background, considerations of 
law, discussion of asylums, problems of institutionalization, and 
historical asylums. 

Most of those who suffer from serious menIal illness ha\'(' done 
so from an early age, and will be dealing with the illness for their entire lives. Call of 
Cthulhu player-characters typically start sane and mentally competent. In the course of 
play. however. they confront knowledge and entities of alien horror and terrifying impli­
cation. Such experiences shake and shatter belief in the normal world. 

Sanity in the game is modeled after the behavior of protagonists in H.P'lO\'tCraft's fI(­
tion, who more than a few times faint or go mad. The characteristic SAN (Sanity) is the 
game's register of im'estigator flexibility and resilience to emotional trauma. Those charac­
ters who start with high SAN find it easier to rationalize traumatic events or to repress hor­
rific memories. Those with lower SAN are mentally fragile and more susceptible to emo­
tional upset. Though other gruesome, comparatively ordinary sights and evenls also cause 
emotional disturbance,center stage in the game belongs to the Cthulhu Mythos. 

In an unnerving or horrifying play situation, the keeper will test the resiliency and 
emotional strength of the player-characters. He does this by calling for Sanity rolls. A suc­
cess is a 0100 roll equal to or less than the current Sanity points. An unsuccessful Sanity 
roll always costs the character Sanity points. A successful roll costs no points or relative­
ly few. See the nearby box for examples of costs. 

Insanity in a character is triggered when too many Sanity points are lost in too short 
a time, causing temporary insanity or indefillite illsanity, defined later in this chapter. 

To remain active in the game the character's insanity must be of a sort that can be 
effectively roleplayed. If time is of the essence, the keeper may roll on one of the tempo­
rary insanity lables, but as a matter of course the keeper should choose the insanity to 
match the situation which prompted iI, and attempt to characterize the insanity in con· 
cert with the player and the investigator. 

An insane character may return to sanity after a few game rounds, or may need 
months to Teem·er. If Sanity points reach zero, the character needs lengthy hOJ;pitalization, 
and he or she probably will not return to play. 

A character may regain Sanity points, and even increase his or her maximum Sanit)' 
points if POW increases. An increase in the Cthulhu Mythos skill always lowers the char­
acter's maximum Sanity points by the same amount. 

SANITY & SANITY ROLLS 



How t~, ~"1t~o5 C/\U5'5 JN5/\Nit"1 
War, abuse, or a ot~er strong personal experience can s!ar 
feelings. To tmph size cerlain ideas he had concerning fear. 
the unknown, and humanity's lowly place in the scheme of 
things, Lovecraft posited new terrors for us. He suggested that 
what we believe to be the immutable laws of time and space 
are valid only i()(ally. and only partly aTt' true. Beyond our ken 
are infinities where greater realities hold sway. There are small 
and great alien powers and races who are sometimes acti\'eiy 
hostile. Some encroach on our world. The real universe, 
Mythos authors suggest, is ont' of irrational event, unholy fury. 
endless struggle, and relentless anarchy. Human insanity 
opens a window onlO this terrible realm. Through such an 
opening we can glimpse the dark and bloody truth at the heart 
of everything. Such sweeping cosmic visions are rare and cli­
mactic moments in the game. 

Sanity is ordinarily lost in a few specific ways. 

I) Knowledge is dangerous. The Cthulhu Mythos skill represents 
knowledge of the true un;\'Crse. No amount of psychotherapy or 
rest can remove the danger of self-transformation in such 
knowledge. As Cthulhu Mythos increases, maximum Sanity low­
ers and limits current Sanity. In consequence, failed Sanity rolls 
become more frequent, and current Sanity drops. 

2) Mythos magic is the physics of the true uni\'Crse. In casting 
Mythos spells, characters perform visualizations of the unimag­
inable,and their minds must follow alien ways of thOUght These 
wound the mind. Such traumas are ones for which the casters 
volunteered, it is true, but they are shocks all the same. 

3) Mythos tomes add to the Cthulhu Mythos skill, and teach 
Mythos spells. When studying and comprehending Mythos 
books, all that we know as true becomes like shadow. The burn­
ing power of a greater and more horrible reality seizes the soul. 
Whether we try to retreat from the experience or hunger greedi­
ly for more of it, we thereby de-emphasize and lose confidence in 
what we once believed, and are more taken up by the encom· 
passing truth of the Cthulhu Mythos. 

4) Nearly all creatures and entities of the Mythos cost Sanity 
points to encounter. Aliens are intrinsically discomforting and 
repelling. We never lose awareness of their slimy, stinking other­
ness, which lovecraft often characterizes as obscene or blasphe­
mous. This instinct;\'£" reaction is parI and parcel of every 
human being. E\'Cn losing Sanity does not erase this antipathy. 

5) Non-Mythos shocks can also cost Sanity points. This 
includes witnessing untimely or violent death, experiencing 
personal mutilation, treachery, loss of social position, failure of 
love, and whatever else the keeper can devise as a challenge. In 
this category we: also can lump our world's common supernat­
ural e:"ents or agents, such as hauntings, zombies, vampire:s, 
werewolves, curses, etc. 

USiNO SiN 
Use the investigator sheet to record SAN relationships. There are 
three kinds. 

I) Characteristic SAN. It is equal to the character's POW x5. This 
number rarely changes. 

2) Maximum Sanity point5. This amount equals 99 minus pre· 
sent Cthulhu Mythos points. Maximum Sanity points may be 
more than, e:qualto, or less than characteristic SAN. Maximum 
Sanity is a cap amount, indicating the highest possible number 
of current Sanity points. This number occasionally changes. 

3) Current Sal/ilf POirJI5. This is the most important amount to 
keep track of, The following paragraphs discuss it. This number 
often changes. 

When investigators encounter a sanity-threatening situation, 
the keeper may ask for a Sanity roll. The players roll Dloo for 
each of their characters. A success is a roll equal to or less than 
the: iO\'estigator's current Sanity points. 

In published statistics and scenarios, Sanity loss rolls are 
shown as IwO numbers or rolls separated by a slash, as for 
instance J/I 04+ I. The number to the left of the slash is the 
3mount of Sanity points lost if the Sanity roll succeeds. The die 
TOil to the right of the slash is the number of Sanity points lost 
if the Sanity roll fails. 

Thus a succe:ssful roll means that the investigator loses no 
Sanity points or else a minimal amount. A failed Sanity roll 
always means that the investigator loses several or many Sanity 
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points. The amount lost depends on the spell, book, entity, or 
situation actually encountered. 

losing more than a few Sanity points at one time may cause 
an investigator to go insane, as described fu rther below. If an 
investigator's current Sanity points drop to zero, he or she is 
permanently insane, and normally can no longer be played. 

G.ttiN'X U S,/to t;tufN.SS 
At some poi~ , constant expo;u~;J t~~ 'same Mythos tome or 
to the same Mythos creatuTt has no added effecl. For instance. 
having read and comprehended a particular Mythos tome and 
taken the Sanity loss and added the points necessary to Cthulhu 
Mythos. an investigator can consult the book over and over 
without fu rther penalty. 

Similarly. once an investigator has lost as many Sanity points 
for seeing a particular sort of monster as the maximum possible 
for the monster, he or she should not lose more Sanity points for 
a reasonable interval. ~Reasonable interval" may be a game day, 
or a game week, or the duration of an adventure. The keeper 
decides. For instance, during a reasonable interval no investiga­
tor could lost' more than 6 Sanity points for encountering deep 
ones (011 06 SAN),even though heor she saw a hundred of them. 
Still, we never truly get used to seeing alien obscenities. After a 
time, the horror of them will rise up freshly in any character. 

Neither does learning and casting spells ever become a nor· 
mal thing to do. Every spell is discrete, and most are cast with 
malevolent intent. E\'ery spell achieves an effect impossible in 
the normal world. The n«essary recreation of horrible effect 
and alien mind-set always costs Sanity, ewn if the same spell is 
cast twenty times a day. Spellcasting is a bargain with darkness, 
and must be paid for. 

The emotional traumas of ordinary life, the fifth ,",",o,y, 
also can be gotten used to for a while. ""t" ''", tho, """",­
able interval" passes for these events as well, and we 
ence the horror or terror anew. 

J Ncrell5iNO curreNt 
SI\Nit'1-foiNtS 

Some keepers feJI that the notion of relentless self­
improvement conflicts with Lovtcraft's dark 
and do not allow it. Others cheerfully promote it, since 
it makes players happy, and since their investigators 
will continue to go insane regardless how many Sanity 
points they have. (Current Sanity points can never 
increase above maximum Sanity points, but they can 
increase above original SAN.) Ilere are ways to raise cur­
rent Sanity points. 

By KufW" Award: at the end of a success· 
ful adventure, keepers routinely specify 
die rolls intended to increase im·cstiga· 

tor current Sanity. Keeper award rolls 

are the same for all participants, but are rolled individually by 
players for their investigators. Such rewards should be propor­
tional to the danger the group faced. However, if the investigators 
were cowardly, brutal, or murderous, they deserve no reward. 
Keepers also may grant Ttward rolls for unusually good roleplay­
ing. This should be done sparingly and perhaps in pri\l3te if all 
are not to share. 

8~:~:~::;:;,:~', procedures exist in the Magic chapter for 
~ i investigator POW. This is a rare accomplishment, 

if POW rises, so does the SAN charncteristic, which always 
POW xS. Remember to check increases against maxi-

mum Sanity points. 

By Increasing II Skill to 9096: when an investigator 
attains 90% or more ability in a skill, he or she has mas· 
tered the skilL Add 206 points to current Sanity points 
to represent the discipline and self-esteem gained. Of 

skills, only Cthulhu Mythos cannot be mastered. 

By .D'j'at;ng Unnatural Entities: natural animals 
human enemies might terrify, but they usually 

lo ,,,,ho,,,;fy. V;O('"y;' 'w",tl;;'g a bear yields no 

strange and alien, as a wraith or a 
her confidence naturally increases. 

game reflects that as an 
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, . ) «Defea(is necessarily vague. What were the goals of the 

monster? Did the investIgators fOIl Its intent? Did the mvestl­
gators work purposefully toward the thing's defeat? Such a reward 
should not exceed the Sanity loss roll for encountering the thing. 
[f several or many such things were defeated, then award the max­
imum points for encountering the thing: for example, the! D6 roll 
for one shantak would increase to six points flat fOT victory over a 
group of them. 

By Psychotherapy: the therapist must have the skill 
Psychoanalysis. Intensive psythoanalysis can return Sanity points 
to the patient,Current sanity points can be restored up to the value 
of POW x5 or up to the maximum Sanity point cap posed by 99% 
minus Clhulhu Mythos, whichever is lower. 

Once a game month, make a 0100 roll against the analyst's 
Psychoanalysis skill, to learn the progress of the therapy. If the 
roll succeeds, the patient gains I D3 current Sanity poims. If the 
roll fails, add no points. If the roll is 96·00, then the patient loses 
I D6 Sanity points and treatment by that analyst concludes: there 
has been some sort of serious incident, and the relationship has 
been broken. 

In the game, Psychoanalysis does not speed recovery from 
insanity, but it can strengthen the investigator by increasing 
Sanity points, giving him or her a larger reservr for the active days 
to come. "Recover( is independent of Sanity points. The use of 
Psychoanalysis is different in the game world than in the real 
world. In the real world, Psychoanalysis will not work against the 
symptoms of schizophrenia or psychotic disorders, or bipolar dis· 
orders (manic depression) or severe depression. 

Psychoanalysis is the game's equivalent of mental First Aid. In 
real life progress with Psychoanalysis is slow and uncertain. In any 
case, permanent insanity is impervious to the "talking cure". The 

investigator's mind is in such disarray he or she cannot partie-

~ 
ipate coherently. 

By Psychiatric Medications: though drugs were adminis­
_ tered to patients in the 1890s and 19205, sometimes with 

promising results, only today are drugs broadly and consis­
tently effective in treating the symptoms of emotional trauma. As 
long as the investigator can afford a psychiatric drug and is able 
to take it, his or her player can avoid roleplaying the symptoms 
provoked by mrmal distress. If the drug is unavailable, the play· 
er's roleplaying should begin to reflret the absence of the drug. 
Taking psychiatric medications does not make a character 
immune to further Sanity loss. 

Drugs for several different sets of symptoms might be neces­
sary: overlapping medications could provoke strong side rffrets of 
the keeper's choice. For each month of successful psychiatric drug 
therapy, add I D3 cumnt Sanity points. Keepers should not try to 
combine psychiatric medications with Psychotherapy in the 1890s 
or 19205, since the drugs were full of side effects and some were 
addictive as well. 

Once a character improves, he or shr may feel a temptation to 
stop the regimen of medication and the sometimes palpable side 
effects resulting from it, feeling that he or she has been cured or 

INCREASING SANITY 



icAtioN5 
roldthyfie: a cycii( ether, introduced in 1882 as a hypnotic. It is 

an ecti\~ treatment for alcohol withdrawal symptoms, anxiety, 
and insomnia. It is metabohud in the lungs, and has an offensi\"t 
ta.m and ubiquitous odor. 

&,bitufaus: introduced in 1903 as a sedati\·e. Hypnotic drugs of 
first choice until the 1%Os, when henzodiazipines were intro­
duced. Barbiturates ha\"t a high potential for abuse. UseJ for anxi­
ety, insomnia, and apprehension. O\-erdoses are frequently fatal. 
Intoxication symptoms include confusion, drowsiness. irritability, 
hyporellexia, ataxia, and nystagmus. 

Reserpin.·: historically, the first ant ipsychotic drug. II is a con­
stituent of the shrub rauwoltia. which is native to India,Africa,and 
South America, and u~ in folk medicines for centuries. It was 
used in the 1920s, but the raptr describing its dfe<:tiveness in 
treating mania and hypertension was written in 1931. 

h.lltn\'Nt5 
Acuplln.1Urt: an ancient Chinese treatment, acupuncture is the 
stimulation of specific points of the body with a t .... isting needle. 
The stimulation is associated with specific points which rdieve 
certain symptoms and art identified with certain orgaru. Chinese 
do.:tors hal·e sworn this treatment is cffectil"e for a varkty of dis­
orders, and m..xlern psychi.ltrists S3"). it may ha\~ some effe(t in 
treating some depression and substance deptndence (e.g.. nico­
tine, caffeine, l"OCaine, heroin). 

Insulin Coma Therapy: introduced in 1933.11 was lhought that 
som( schizophrenics who went intO ;l (oma apptared to have 

decrrastd symptoms. Insulin was used (0 induce a oom~ lasting 

15-60 minutes. The risk of death or rogniti~" impairment was 

high. The tH'3lment "''a5 abandoned in the 195Os, with the intro­

duction of antipsychotic medication. 

(Arbon Dioxide Therapy: introductd in 1929. Patients inhaled car­

bon dioxide, l'tsulting in ahrtaction (verbal discharge of emotion) 

with severe motor excitement after removing the breathing mask. 

The treatment was uSt'd for neurotic patients. It "<IS always con­

sidered a duhious treatment, and was won abandoned. 

Con/illi/ous SlffP Trratnlml: a symptomatic method of treatment 

in which [hI' patirnl is sedated with a variety of drug5 in order to 

induct twenly hours of ~letp a day.s.ometimes for as long as three 

weeks in severely agitated patients. Klaesi introductd the name in 

1921 and used barbiturates to obtain dttp narcosis. The treatment 

is no longer uSt-d. 

Hypl/Osis: originated by Mesmer ( 1734-1815). The term hypnosis 

originated ",·ith Baird, in the 13405_1n the late 19th century the 

"rench neurologist Jean-Martin Charcot studied it further. 

Sigmund Freod, who studied with Charcot, used hypnosis early in 

his caret'r to help patients rcrover repressed memories. He noted 

that patirnts relive traomatic events while under hypnosis. a 

process known as abreaction. Freud later replaced hypnosis with 

thr tednique of free association. 



Anlidtpressuntl: used 10 tre'3l depressi\-e s}'mptOll"l>, usuaOy in major 

dqnssMcpisodcs. Thest indxIe Il1viI and other ~ drugs, PamaIt 

and otM moooominr<Kidasc inhilikn,and Prozac and otIYr ~ 
So.'JOO)Itin I\'tIjJtake inhibitors. It Iiten takes a month (l" '>ix weeks to begin 

II tm1t a maja" drprcssM: rpi.<.OOe If dW'drug is ~ I:rire dW' t?sode 
is (Mf (six TfIOIltI'6 \0 a )elf), the palien! ~ the symptcms. 

,\food SWNIi;:m: used in bip:jar <fuordm.~ in IllJIIic ~ 

thc:olc d~ acts as an umbrdIa to preYtI1I the moods d a person with this 
aIrw:ss fnm S\\~ 100 high (J'" ~ Thedas:sicdrug is lithiwn,i:&wed 

'" various articoo.'\IIs;n) such as catbam.az:tpirx. ~ ilCid,mi P 
pef1li1L li!hium can be YrJ)' tOO.:,and if taktn as an ownIost (or if a per­
son bea:rnes dd'J:.dratcd.&), the pmm can mrr if*> seizurts and (J)Il'I;l, 

AltMytia: ~M.>s used \0 ImlI amitty symprorns. The first ones used 
....m Ixutitur*> such as strobabital,bt they wcrc~' addictiYe. They 

were abandoocd kif bouodiazipcs (V.lIium,etc.). which are addictive as 
welLbut 10 a Ies",cr degret, and wiltnII so marry sidedb:ts. lhese~ 
are Iiten sold as SlRCtdrugs.. under marry names (-ROO De>.ilet is a SlRCt 

term u Sf'I.l:harbital). 

f1armInvrdsM Therupy: seizuR.' indoctments Me bten used 10 tm1t 

ps)dnsis sina thl' 16th ~ ElectIOOJl1Vlllsive ~ (ECT) was 

inutdJad in 1934, first with injectioR; r:i ~ III ~ stizures, 

arid th:!n with doctriaIly indured.seinuts in 1938.~ CUfI'l'fIlsr:i 

dcctriciry art passed Ihrough the poUf(slrad bawoen ~ dectrodc:s 

thai ~ pIac:ed {P.tfthl' ICmJh This causes uncooscioosness and seizures. 

Though ocr ~ wlOd resuIls.iI abo ~ such 1'iitR seizures 

as to routinely mUTe patients' bones! Wnh the adIerlI d ~ and 

paralysis drugs in the rnodmI m, ~awid this ~ In the 

United Sta!o. ocr treats ~ <fuordm. manic tpbodes.and other 

.serO.ls disorders in 50.00} to 100,(XX) pa&ienI5 annuaD:}: The main silk 

di:ct is thai ~ suli-r Iiun ~·Imn ITlI:'rnXy ~and Iiten they 

e.tiTcly)(lS( thl' memories d the tnus or days \XIlOOCtfd with ECT. 

l.ight Thtropy fP/KJt«herupyk used II treaI mood s}'mr«rns roincding 

with seasooaI ~A brigI:v aniliciallight ha!hes the f\IlienI eYefy <by 

as ~as thl' S)~ I.w.. Rc:spm5eocrurs in a bY day5.. theooly side 

etTects beingO;XaSiooal he.1daches.C)'e ~in,tt nCl"lwslless • 

PrydIosurgfty: swgiroI modificItion d the min. incb:Iiflllobolomies and 

~ies. ThisO:ln:fTIepromllRwa> w~ in the 1940:sand 

1950s.mm nearly abanOOted ,,'hen ~icdrugs were ioooW.:ai It 

is reia1ed to now onJy 1I'hen all dsr fails. 



perhaps e\'en denying that an illness existed in the first place, If 
so, the madness returns. 

In the game, insanity is induced by traumatic 
experiences and ghastly comprehensions con­
nected to the Cthulhu Mythos. The duration 
of the insane state depends upon the number 
or proportion of Sanity points lost. Three 

-



states-temporary insanity, indefinite insani­
ty, and permanenl insanity-can result. 

-r,;por Ar"1JN SI\Nlt"1 
If an inv~stigator loJes 5 or more San\ty points as the 

consequence of one Sanity roll, then he or she has suf-
fered enough emotional trauma that the keeper must 

test the character's Sanity. The keeper asks for an 
Idea roiL If the Idea roll fails, then the investigator 

has repressed the memory, a trick the mind 
uses 10 protect itself. Perversely, if the Idea roll 

succeeds, then the investigator recognizes the full sig­
nificance of what has been seen or experienced, and goes tem­
porarily insane. The effects of temporary insanity begin imme­
diately. For the duration of temporary insanity, see the nearby 
tables. 

In any occurrence of insanity, keeper and player together 
should choose an appropriate form, or else agree to a random 
roll on one of the tables. Most of the symptoms of temporary 
insanity are self-explanatory. The keeper might choose the 
duration more appropriate to the investigator's recent emotion­
al strain. 

When the temporary insanity is over, a mild phobia might 
remain as a reminder of the experience, but the most likely 
souvenir will be some degree of post-traumatic stress disorder, 
see under anxiety disorders, p. \30. 

\N[.(,"Nlt, \NMNlt"1 
'11 an inl~stigat071'0ses a fifth (rbund up fractions) or more of 
current Sanity points in one game hour, he or she goes indefi­
nitely insane. Indefinite insanity may remove a character from 
play for some time. The average duration for indefinite insani­
ty is ID6 game months. 

When a character suffers from indefinite insanity, a ran­
dom roll on a table of lunacies trivializes the massive shock to 
the afflicted person. If no obvious diagnosis for indefinite 
insanity is apparent, the keeper might mull over the choice 
until the end of the session, or until the beginning of the next 
session. Meanwhile play can continue. For the moment, the 
character is haunted by a powerful sense of foreboding. Since 
disorders provoking indefinite insanity do nOI simply sudden­
ly appear, the player of the insane character may be able to con­
tribute a good reason for choosing a particular insanity. 

The symptoms of some indefinite insanities are continuous 
(amnesia, depression, and obsession, for example). Other 
indefinite insanities are transient and only manifest themselves 
at particular moments (multiple personality or dissociative 
identity disorder, conversion disorder, intermittent explosive 
personality, etc.). Both sorts of symptoms offer good opportu­
nities for roleplaying. 

T Y PES OF INSA~ 



c-.;ft' "r Cti-;;il: u ~-----------------------------------------
For such situations and stresses that investigators comE' to ~ 

know, some sort of anxiety disorder can often be the most r 
appropriate. 

For instance, after a life-threatening e\'enl, a ~ 
prrson persistently re-experiences the trauma .. 
in some way, perhaps through images, dreams, i 

flashbacks, or mt'nlai associations. There are marked 
symptoms of increastd anxiety. Dissociative symptoms may 
also (olJow. These include (I) a subjective sense of 
numbing, detachment, or absence of emotional ~ 
response; (2) deneased awareness, dazedness; (3) 
the world seeming like a stage or having a IwO- , 

dimension feel to it: (4) the person perceiving that 
he or she is not reali and (5) amnesia. 

-fernY'NeNt JNMNit"1 
Investigators who reach zero Sarlity points go permanently 
insane. ~Permanently" may mean a game year or a !ifetim('. In 
real life, an asylum patient stays in an institution an average of 
four years and some months. In the game, the duration of per­
manent insanity is entirely at the keeper's discretion. 

No difference b('tween indefinite insanity and permanent 
insanity uists, except as a prognosis made by an attending 
psychiatrist and confirmed by a judge. In the real world, all 
insanity is indefinite insanity. since no one in real life can 
hope to predict the future as accuratel)' as can a Call of 
Cfhulhu keeper. 

Many disorders, especially congenital conditions. offer little 
hope of recovery. LO\'ecraft concludes more than 

~ 
one story with the intimation that a lifetime of 

.... madness for the narrator will follow. Every 
ketper must work out what end-point of mad­

ness satisfies his or her game. 

Now and th('n a quiet release might be made from a local ..../ 
asylum. Some thin, unnaturally pallld person, almost unrec- " ........... 
ogniwble after soul-wracking terrors, can walk shyly into ~ ~ 
downtol'.-n Arkham or elsewhere, cast keen eyes about, and ,. 
attempt to plumb the surrounding darkness, but no player 
should count on such privileg(' as a right. 

11 
The threat of insanity in the 
Call of Cthulhu rules characterizes 

. • A~ ' Mythos in a way which allows no 
compromise. Exposed to it, few 

, sane humans freely choose 
- the Mythos. for the Mythos 

is intrinsically loathsome and fouL The con­
of Sanity 

P L A YI NG IN 
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poims and Cthulhu Mythos points emphasizes the power of the 
Myth-os, which corrupts and ruins by proximity and associa­
(ion. The sanity rules prove to us our own fragility. All that 
which we thought strong be<omes delusory and false, while 
madness sometimes becomes a necessary condition 
for truth. Humor and laughter around the game 
table become vital counterbalances. Good 
feelings promote harmony and 
cohesion during the darkest 
moments in the game. 

3N~I'I"I"1 

1)." ~'N~ wit~ t~, <£~, 
If an invest\iator has even one po\6t of Sanity remaining, the 
player has firm control. The aesthetics of how the player choos­
es to present a nearly· mad investigator represents the essence 
of roleplaying. As the investigator weakens. evidence of the 
weakening should become apparent. Thus near·insanity catis 
for stronger roleplaying, not for less player control. 

Such an investigator should speak about his mental condi· 
tion, so that the others understand the situation, and can act 
with due regard and sympathy. It is not good roleplaying to mur· 
mur~Myguy's Sanity points are low:'Such a statement is dull and 



makes nothing happen. But a pla),er who can vividly describe his 
investigator's anxiety or terror, and relate how that affects the 
game, deserves applause. 

If an im'eStigator has ten or fewer Sanity points, he or she 
certainly knows the situation is serious. In such straits in real life, 
most people would pull back from Ihe action and perhaps put 
themselves in sanitariums. So should investigators. 

----rf, ~·t JJNSIINit"1 
Investigator mS3nit chL}acterizes the pJ,ver of the Mythos by 
causing the investigator to adopt behavior which is limited in 
what it can achieve, yet expressive and interesting to roleplay. 
Even an indefinitely-insane investigator does not always have 
to be parked in a sanitarium, if a good alternative can be nego­
tiated with the keeper. The choice can be serious, or conceivably 
eccentric and twisted, or even ridiculous, but it should not 
upset the tenor of the game. 

As a minor example, suppose that an investigator shows 
insanity by obsessively insisting on wearing two hats day and 
night. He argues that were he not to do so, his head would be 
unprotected if he tipped his hat to a lady while the sky was 
falling. Since the hats can be seen, keeper characters freely 
notice and comment or criticize the foible. In defense, perhaps 
all the investigators begin to wear two hats. No restaurant will 

the sufferer from further upset or harm. Similarly, permanent 
insanity is essential!), beyond treatment because its boundaries 
and duration are determined solely by the keeper. Only indefi· 
nite insanity offers real scope for intervention and treatment. 

After 1 D6 game months, therefore, safe from further trau­
ma and with the agreement of the keeper, the indefinitely 
insane character finds enough mental balance to re-enter the 
world. Three sorts of care might have helped to get the charac­
ter to this point. In choosing among them, keeper and player 
should consider the character's resources, his/her friends and 
relatives, and how wisel)' he or she has behaved in the past. 

fTivllt, C lIT, 
The best care available is at home or in some friendly place 
where nursing can be tender, considerate, and undistracted by 
the needs of competing patients. If Psychoanalysis or psychi­
atric medications are available, roll 0100 for each game month 
that one or the other is used. A result of 01-95 is a success; add 
J D3 Sanity points for Psychoanalysis or psychiatric medica­
tions, whichever (but not both) is used. On a result of96-00, the 
analyst fumbles or the character rebels against taking the 
drugs. The character loses J D6 Sanity points, and no progress 
is made during the next game month. 

seat them, since their behavior is so uncouth. That two- ........ . 
hatted madman never left the game~the game widened ,NStitutiONII 1i'(lItiON 
to accommodate him. 

A player rna)' tr)' to act out too many elements of his 
investigator's insanity. If that gets in the way of the game, the 
keeper must quash the interruption. Not to do so would be 
unfair to the other players. 

This edition of the rules offers a 
more realistic version of the 
gamut of insanity. That is useful 
information from which to start, 
but information should not con­
trol the direction of the game. Waste 
no time trying to reproduce a particular 
disorder: let the way )'Our investigator handles lengthy insan­
ity evolve. It will, over time. 

li 
Temporary insanity ends quickly enough that 
schedules of treatment are entirel), pointless . . iW.'·. On the other hand, treatment of permanent 

: insanity mostly has no meaning, since b)' def-
1.:. . inition the character will never recover, no 

matter how good the facility. Temporary 
insanity concludes soon enough that one merely need protect 
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\.fhe next-best care is commitment 
to an insane asylum. Asylums may 
be said to have an advantage over 

home care in that they are relatively 
cheap or even a free service provided by the 

state. But in any of the game eras, these institu­
tions are of uneven quality, and some may be 

potentially harmful. Some are cre­
ati\'e places of experiment and 

ad-vanced therapy, while 
others merely offer rude 

confinement. Presently, 
in the United States, 
most institutions are 
full or accessible only 

to the criminally 
insane. In any era, con­

centrated and nourishing 
treatment by strangers is rare. 

Supervised activity, manual therapy, psychiatric medica­
tions, and hydrotherapy afe frequent, as is electroconvulsive 
treatment today. Ps}'choanalysis is unavailable, and sometimes 
an institution can convey an uncaring sense that undermines 
the useful effects of psychiatric medications, leaving the char­
acter with a sense of anger and loss, and likely to be distrustful 
of outpatient support once he or she has left the institution. 
Roll D 100. A result of 01-95 is a success; add I D3 Sanity points 
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for psychiatric medications. On a resul t of 96-00, the character 

rebels against taking the drugs. He or she loses I D6 Sanity 

points, and no progress can be made during the next game 

month. 

join a group of the homeless, and finds at least one friend 

among them. To find a friend, roll equal to or less than current 

Sanity + POW on D 100 each game month. If a friend appears, 

add I Sanity point per game month. 

ry{,Ni.riN'?, I\N[Ho~,f.55 
The investigator ~omes a wandering derelict, struggling fo r 

survival. The wanderer gains no Sanity points unless able to 

Each game month, roll DIOO for survival. On a result of 01 + 

95, the characler survi\'I's. On a result of 96-00, the character 

dies of disease, exposure, or murder. ':~"'J 

~m is the 1920s. The investigators are 
trying to find out .... hy Boss Morgan, a noto­
rious gangland figure. has vanishtd. Notice 

that though the playtrs havt different ..... ays of 
referring to their charactm. the keeper nsily 
sorts out thrir statemmts. and feds no nred for 
consistency. 

KEEPER: Well, what's your planr 

PAULA: let's sneak around Boss Morgan's 
hou~. looking for dues. All the inmtigmON 
agree to Paula~ plan. 

JOE: Let's go! I'U drive us ol'er in my 
Hupmobile, [s there anyone on the street! 
We're leaving at midnight. 

KEEPER: Nobody is in Sight. 

CATHY: My private eye Jake can pick the lock 
on the back door. The players agm ta the plan. 

PAULA: I'll keep watch. 

ARNOLD: 111 stay in the car for now-my 
im'tStigator is still vcry nervous, 

JOE: 111 go with Paula. 

KEEPER: Paula, make a Listen roll. 

PAULA: I succeeded. 

KEEPER: You hear the hou~'s front door qui­
etly open. And you get a check for your Listen 
skill. 

PAULA: Right.She IIIam a check Oil her meet. 
I'm going to try to hide behind the garbage 
cans. She rolls 0/00. My Hide roll '-'Orked. 
What happens~ 

1\ ,<II, I,..,N "'F I\IN'J. 
KEEPER; Since iI's night, and there are no 
stre-et lamps near, you can't S«' much. A hulk­
ing figure leal'eS the house and creeps towards 
the street. When it reaches the middle of the 
street, it pulls up a manhole cover and drops 
inside. You hear a splash. The k«per makes a 
dubiously liquid sound. 

PAULA: Did he lock the door behind him? 

KEEPER; Not only is il not locked, it's .... ide 
open. 

PAULA: I'll sneak back and lell the others. Oh, 
and don't I get a roed for my Hide! 

KEEPER; No. it's too dark to matter. The rest 
of you, Paula told you that the front door is 
open. 

JOE and CATHY together: l et's go inside. 

KEEPER; What do you do,Arnold? 

ARNOLD: Are you kidding~ My professor go 
in there? No way. 

CATHY: He can stand guard .... hile the rest of 
us go inside. 

ARNOLD: All alonr. He's coming inside. 

KEEPER; It's very dark inside. 

PAULA: Joe,let me use your flashlight 111 take 
the lead. Everyone d~ keep theirs doused­
... ·e don't want to be S«'Il from the stred.. 

KEEPER; You are in th(' bungalow's hallway. 
You can go left through an arch into the living 
room, or right through an open door into a 
study. In fronl of you is a slair,-'DY leading up. 
Beneath the stairs is a clostd door. Ahead your 

bram picks up ... -et patella on the floor,possi­
bly footprints. The .... ater in the palChes is 
dirty and stinking. 

PAULA: Where do the f()(){steps come from? 

KEEPER: You can't tdl. Make SJXI' Hidden 
rolls. All fail to notiet dror1m of water on the 
undmidt of the stairs banister. What do )'Ou 
want to do? 

PAULA: I'll ~arch the study. 

JO E: [']1 search the living room. 

ARNOLD: The professor checks out the hall 
closet. 

CATHY: Jake looks upstairs. 

KEEPER (Sillet the group has splil up. the 
keeper now deals individually with each.): 
Paula, tMre are bookshelves here, but only a 
few books. There are two unlocked filing cab­
inets. a kxked desk, a chair for the desk, and 
three big leatMr easy chairs. 

PAULA: 111 open the desk first. 

KEEPER: It's locked, Make )'Our lodsmith 
roll or oppose Strength 9 on the Resistance 
Table. 

PAULA: I sU(ctt\i with my locksmith. 

KEEPER: Fine. Chtd. your Locksmith skilL 
Now, inside the desk you find two things of 
interest. a sealed envelope marked "last ",ril l 
& Testamenf and a small ledger which is 
titled "lnnsmouth Shipping Co," Do )'Ou 1I'3nt 
to look at them now? Paulo l4o'll/1/S 10 wry 
much, aud the keeper lurns his al/tlllion 10 
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CAthy. Cathy, as Jake gets to the top of the 
stairs, make a Luck rolL 

CATHY: [succetded. 

KEEPER: You fttl be~s of .... ater underneath 
tht wooden banister, as though wattr accumu· 
lated w after something wtt touched the 
railing. 

CATHY: Uh-oh. Jake pmc«ds cautiously. 

KEEPER: Thc~ au lwo bedrooms and a bath 
on this Hoor. The door to the right-hand bed­
room is open. 

CATHY: He petps in through Ihe open door. 

KEEPER: Gort is everywhere. The fuHy 
clolhed corpse of Boss Morgan is draped over 
the bed. The top of hi!. head has bt-en torn off 
and tht insides cruddy scooped out. You can 
~ all this hecause a faint grttn phosphores­
ctnct has bttn tracked o\'(,'r most of the room. 
Please make a Sanity roll for him. 

CATHY: Ooops, I failed. 

KEEPER: Okay, Jake 10stS. Roll 106. CAthy 
rolls: Jalo:e /rues 4 Sanit)' points. He turns green 
and gets sick at the gruesome sight, but not 
befou hI' shouts to alert the others. The mt of 
)llU he-ar Jake SCRam from upstairs. 

ALL: We rush to aid him. 

KEEPER: Good. Each of you make a Sanity 
roU to ste tht body. Thq do. with I'aoous 
results. 

CATHY: After lakt has gotten control of him­
self. he finds a bathroom and wipes off his 
trench coat 

KEEPER: What are the ~st of you going to do! 

JOE: I want to inspect the body closely but 
without touching it. Also I'm warning the oth­
ers not to Sttp in the blood. 

PAULA: I'm searching the othtr rooms up 
here. 

ARNOLD: Tht professor comes with you. 

KEEPER: Jot, you can sec mou of tht filthy 
water splashed over the cor~. Some of it is 
even inside his brain pan. Thert art some 
abrasions on what is left of his fact. Try an 
Idea roll. 

JOE: I succetded. Now what! 

KEEPER: StI'Cfl fttt up the wall is a bloody, 
wattry hand print. Claw marks art visiblt, and 
the print is at least eight inches across the 
palm. though the fin~rs ate quitt stubby. It's 
not smeared at all, and you can make out the 
lines of the palm in the print. 

JOE: Wow! I'm hissing for Paula. lake, and tht 
professor to get in here. Dots he ha~ his cam­
era with him. Arnold! 

ARNOLD: Dang it! r knew the profcssor forgol 
something! Uh, hI' presses a sheet of paper 
from a notebook against the print for a copy. 

KEEPER: He gets Ihe print. Arnold, YOUt pro· 
fcssor also noticts S\l'l1ngc symbols on the 
opposite watl.As he studies them, they stem to 
swirl hypnotically. 

ARNOLD: Oho! He wanl5 a closer look. 

KEEPER: He doesn't have the time. Evtryont 
try Listen rolls for your in\'CStigators. Jot, 
Arnold. and Cathy foil. Pau/a $uumlJ. Paula, 
you hearadanging noise in the strett. The mt 
of you hear nothing. 

PAULA: I wonder whalthat could be~ I hope 
it's nOithe manhole rover banging down! 

KEEPER: The front door suddtnly slams 
closed, and ),ou can hear someone stomping 
up the stairs. The kuper stomps on the floor 
and hunches his shouldm. 

ARNOLD: My professor is jumping out the 
window. 

PAULA: I'm shining my light out the bedroom 
door. trying to see what is coming. 

CATHY: Jake pulls out his .38 snub-nose and 
looks over Paula's shoulder. 

JOE: I'm cowering behind Jakt and Paula but 
I'm getting out my trench knife, just in case. 

KEEPER: Arnold, your in~tigator's back is 
turned, so he can't Stt what the others do. 
Please step into the next room for a moment 
while I describe the- scene. Arnold obligingly 
g«S to the kit(hen for another can of soda. 

The KEEPER continues: Shuffling into tht 
room is a ghastly parody of a man. It stands 
almost eight fttl tall. with deformed, twisted 
extremities. Its face is a mass of wrinkks. No 
featum are visible. Its sickly brown·green 
skin is loose and strips of decaying flesh Hap 
from its limbs. It drips the filthy brown .... 'ater 
seen earlier. You three try Sanity rolls fOf 
111 DIO points each. 

JOE: I made my roll successfully. 

CATHY: [ blew it. but Jake lost only 3 Sanity 
points. 

PAULA: Uh--oh! ['m really scared! I lost 9 
points. 

KEEPER: Let's stt.lle examinrs her itwesrifiiJ­
tor~ shfff. Paula, )llUf im'estigalor iSIl'\ indefi· 
nitely insane. since you had 76 Sanity points, 
but unltss you roll higher than his [NT x5 on 
0100, he's going to faint dead away. Paula rolh 
a 04 allJ her il1l'tStigator faittts. 

The KEEPER continues: Since Paula's in\'CSli­
gator was holding the l1ashlight, it's now 
rolling on the floor, flashing wildly about tht 
room. And Arnold's professor has turned 
around: he has setn, as hI' would had he 
checked earlier, that the windows are barred 
with iron gratings. Theonly way outside seems 
10 be past the Thing. 

ALL (i" (OnfU5ioll): I'm trying to pound open 
the lxirs with a chair! \'/here's my flashlight! 
l>OC:s anyon~ know ..... hat this thing is! I'm 
shooling at its face. Help! Help! 

Do the grills on ti,e windoll's wllock and swillg 
back? DD Ihe symboh on the wall arrllllily "p­
rtstnt II Gate? Dots tire monster atta(k? DiJ 
Pau/as im'CSligalor "member 10 brillg along 
the ledger alld Itga/ documtnts he found? DiNs 
Jake's .38 rnolwr aJJ«t the moml~ ;ts 
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hether or not investigators gain much by knowing 
r-. lythos magic, they always find Mylhos magic 
inconvenient to apply. When they do use Mythos 

spells. even for benevolent purposes, they lose Sanity points in 
consequence. Few Mythos spells can be quickly performed. Spells 
learned in the course of published scenarios may prove useful 

onl)' in the course of a single adventuTr. Consequently, though all playt"Ts are invited 10 
study this chapter. only keepers are likely to get much advantage from it. 

The magic of th l." Cthulhu Mythos is traditional in scope. centering on perilous 
summonings of horrible entities and the desperate manipulation of inimical fOTces. 
Spells are fo rmally constructed. One wrong word or gesture can cancel an effect. 
Investigators learn spells by poring O\'er cryptic manuscripts and ancient books of 
lore. Art ifacts can be enchanted. Though this is rare fOf investigators, cultists and sor­
cefers also may be taught b)' their fe llows and, through vision and visitation by the 
great and unseemly things that lurk beyond the normal senses, the dread Great Old 
Ones and the Outl'r Gods. 

For human characters, M),thos magic is rare and difficult to use. Spells must be 
approached warily, since often what they do and what the ), cost is UIIl'rl)' unknown. For 
investigators, lII)'thos magic can be a dangerous trap, for in using it invcstigators lose 
San it), points and add Cthulhu M)'thos, more and morc becoming like those whom they 
seek to defeat. ~·! ythos magic bewilders, shocks, disorients, and debilitates its huma n 
pract itioners. With enough exposure,the psychic contradictions involved in using th is 
magic drives humans insane. 

In the game, investigators mostly experience magic from the outside, as the targets 
of it , or by wit nessing the effect of spells cast b)' someone else. An investigator rarely 
becomes a mage, si nce the requisite knowledge and experience usually leads to mad­
ness first. 

~~/\pt<T 
'fhis chapter discusJes spells, enchantments, and the books of the Cthulhu Mythos. II 

tells how to learn about such things, and what then to do with the knowledge. It dis­
cusses the occult \'('rsus the magical, and tells ways to increase characteristic POW, 

Th is chapter does not contain spells. Hu nd reds of Mythos spells are in the 
Grimoi re, found in the Reference section of this book, far more than any investigator 
could ever learn. (See the Grimoi re chapter, starting on p. 217, for the complete spell 
list ing.) 
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~At i5' I\Oic? 
"Gilman/wei some terrible /rill . from the dreaded Necronomicon 

of Abdlli AI-lwZfed ... Illld Ihl' uppressed Unaussprcchlichrn 
Kullcn of 1'0/1 IUllzlto correlare with his almrarr Jomw/af 0/1 rhe 
propenie5 of space lind tire iinkflge of dimimsioll$ known mId 
ullkIlOWI1.~ - H.P. LOl'ccraft, "The Dreams in the' Witch House". 

After World War [, astronomers confirmed that tht' thirty or 
forty thousand light years of easily observed stars and dust 
nearest us comprised only a minor corner of the universe. There 
was not one Milky Way, as astronomers had once belie\'ed, but 
thousands and millions of galaxies, most so faint and so distant 
that tht' trulh of the nebulae had long been argued, but never 
before solved. The notion of island universes-galaxies, as Wi.' 

now Sil )' -WilS a bombshell. In the 1920s, humanity's percep· 
tion of the unbounded universe's true Sill' increased by orders 
of magnitude. 

Writing as such discovcrics took place, Lovecraft gradual· 
ly evolved a background myth incorporating them , and added 
some flavorings from Einstein and Planck. These new"uni· 
verses", so he seems to hal'e speculated, were truly islands. 
Their separation included their natural laws. Isolated by hun· 
dreds of thousands or millions of light years, the stufT of life 
could difTer ",'ildly. Very quickly, these islands also took on a 
Riemannian association of existing in or being connected to 
other dimensions. 

The magic of the Cthulhu J\·lythos is the unifying logic of this 
universe of universes. The magic works evcrywhere. It models 
and detines the greater reality; it is the ultimate expression of 
natural law, the will of the Outer Gods made palpable, and the 
arbiter of time, space, and matter. 

In comparison, earthly science and religion set'm of little avail. 
It is apparent that we understand far less than we flatter ourselves 
as knowing. Is imperfection in what we believe or in hOl~ we have 
come to believe it? Perhaps there is a po\'('rty in our souls or our 
equations that forestalls ultimate knowledge and revelation. The 
Mythos mocks human pretensions. 

In Lovecraft, one usually l<'arn s i\lythos 
magic by finding and following written 
instructions. The volumes of arcane lore 
mentioned by the Lovecraft Circle writers 
represent the intellectual invasion of the 
Cthulhu Mythos. In parti.:ular, these ancient 

manuscripts and suppressed publications induded recipes for 
the admission or the return of the Great Old Ones and the 

QUler Gods, as in Lovecmft's classic, "The Dunwich Horror". At 
least by implication, such writings also indicated how to force 
away or dispel those entities. This breakthrQugh inform~lion is 
nowhere else ~vai lable. 

It takes time to learn. even from textbooks which have been 
carefully written and specially laid out jllst for that purpose. 
Studying the crabbed, idiosyncratic, and infinitely more diffi­
cult ,\Olythos books takes much more tin1('. Successfully lea rning 
to cast a specific spell from such a book demands more time yel 

Consider: thl'se fat books are clumsily scribed by men 
whose sanity has been erased by the horror of their experi­
ments and trials. The text is often handwritten in cramped 
archaic script. i\lany manuscripts are not even in a known 
alphabet-some arc older than time, in languages long lost; 
others are \"ritten in occult ciphers ttl stymie witch·finders or 
the Inquisition, and now must be crackrd before the I,'ould·be 
reader can ponder the hl:lck truths they conceal. 

Even if a sorcerer ",'rote for others who were familiar with 
the arcane and occult, he wrote for adepts and cultists, not lay­
men. He would see no reason to explain, and would employ 
strange terms and ideas without explaining them. Valuable 
:Innotations might be made by a succession of owners, each 
perhaps in ;l different language or with a different aim, and 
some or all in error. 

The present·day apparatus oi s.:holarship does not. exist in 
such books. There are no indices, no glossaries, no tables of 
contents, no careful definitions. There may not be numbered 
pages, chapters, paragraphs, punctuation, or even breaks 
between words. 

Different books will have been written cent uries apart from 
each other, by authors of different experie.nce and dilft'rent cul­
tUft's. These Ivriters, of widely varying philosophical persua­
sion, inc\'itably usc difTerent technical vocabularies. One must 
learn lhe jargon anew (or each book. Who would comprehend 
such a bo()k must read deeply, considering every syllable and 
comparing ideas and procedures with related oooks. 

Example: Harvey !Yahers /IOtien a reJerellce 10 ''Arthur's Grail" 
ill tm amme book. His player fails tile requested Qccuh roll to 
remember the referellce. Harrey doem't realize that the Holy 
Grail of Arthuriall lore echoes the Rlack Cauldron of Celtic 
myth, IIlId so ht' dOI!Sli't think of the 8/ack CauldrOIl resuseitat· 
illg dead men boiled ill it, or that it call1l! from Hell. Theil his 
player misses IW Mea roll, and Harvey does IIOt realize for 
momhs thlll the phrase ~he drank from Arthur's Grail" might 
refer to somebody raised by the Resurrectioll spell. And if 
HI/rve)' knoll'S /lothing oj Ihe Resurrectioll spell. that pllfCue 
might remaill meaningless to hilll forever. 

A book may be physically difficult to read. Many are of enormOllS 
age and must be handlt'd with care. Some are delicate: the reader 
mllst wear thin glol'es and turn the pages with padded forceps. 
Only in the present do photocopy machinrs exist with which to 
make quick and accuratr copies. 

,~ \I \ T i\J\ C. I ( ? 



Some books are of great length. They are repetitive and ing or miscollated. Contents may be ink-stained or acid-
boring, poorly written and obscure in style. Studying such stuff scarred. pages half-burnt, and the words made illegible or 
is tiring and may seem pointless. A dulled reader misses facts utterly defaced by madmen or by sane men who sought to 
and allusions, so study must hah until the mind is refreshed. destroy the dangerous information. Unique information may 
This also takes time. be wrinen as marginalia or jotted down on note paper and 

A formula has been derived to determine an individual's 
reading times for a particular Mythos volume. Factors include 
the investigator's intelligence, education, language, Cthulhu 
Mythos or Occult skill percentage,and a rating for the library in 
which the tome is studied. See the Keeper's Lore chapter, 
"Research Modifiers", p. 141. 

A ,~:::~~~:·:9h.~J~~~:"f!~~e:,". 
cerning the books of the Cth~~ythOS most often mentioned 
in the fiction. These shoft,systematic entries give the impression 
of total understanding. Do not bede<:eived! Sorcerer madmen do 
not belong to the Book-of-the·Month Club. Their work is never 
proofed or marketed, and no editor ever has the chance to take 
aside the author of such a book and say, "Exactly what did you 
mean here?" Get the game information from those 
summaries, but the keeper and players also must 
wrestle with the reality of them as books. 

Some Mythos volumes are recent enough in ori­
gin to have been printed with movable type. Those 
editions were short press runs, and upon publication 
copies often were sought out and destroyed, as was 
Tile Killg ill Yellow. Surviving copies often have been 
ill-treated by the crazed or malicious, or rebound to 
disguise their blasphemous contents. Bound manu­
scripts were never regularized by typesetting and 
printing, of course, and their wavering, blotted 
handwriting may be wholly incomprehensible for 
pages at a time, a situation remedied only by great 
dedication and scholarship. 

Even though each book's summary in the fule­
book is uniform, 

assume that each 
copy of a Mythos 

book can be 
different from 

its fellows. 
Though the logic 

of that potential 
diminishes for 
recent books such 
as Azarho/h alld 
Others, even then 
bindings may be bro­
ken, pages torn out, 
and signatures miss-

MYTHOS 

inserted here or there. Invaluable hand-colored plates may be 
tipped in, or may have been ripped out and pinned to some 
long-burnt wall. 

Sorcerers and cuhists are not librarians. They are unrea­
sonable and uncharitable. They are unconcerned with the 
needs of posterity. They intend themselves to live forever. 

10i5cov,re[ 'EditiON5 
If an original language version is found of a work that until 
then was known only in translation, then the original version is 
more informative. Add three percentiles to the C/hulhu Mylhos 
+ amount. Treat the original edition as another edition. The 
keeper chooses the book's original language, and can make up 
its tille in that language as well. 

If the investigator has already read another edition of the 
same book, but the new version has a higher Ctilullru My/lIDS +, 



(!J) wllefS of Mythos tomes are likely also to own occult 
volumes. An occult book always adds at ka~t one 
point to the Occult skill after reading. Thffi' are 

thousands of occult volumes. This page is a small sampling. 

Reading an occult book usually costs no Sanity, but IlOI al .... ·ays-it 
might be lost because of dullness, complexity, length, or incomprehen· 
sibility. Otherwise the same sorts of rules apply 10 occult books as to 
Mylh05 books, if occult books come into play. No indication for time of 
reading has been given; the keeper should assign the reiati\'e interval 
he or she deems appropriate-2D6 weeks,4D6 wetks.or 806 wetks. 

Keepers are me to add a Mythos spell in a margin or on a flyleaf if they 
think it appropriate, but (with the e;o;c('ption of the MIllleuJ 

Maleficarum) the tone of these volumes is anything but evil or danger-

""'. 
BEATUS METHODIVO-ill Lalin, u/(ribuled to 51. Methodius of 
Olympus, c. 300 AD. Of Gnostic complexion, this work is written as a 
prophetic Ap<>ealypse.1t foresees the history of the world. It recounts 
how Sdh sought a new country in the east and came to the country 
of the initiates, how the children of Cain instituted a system of black 
magic in India, more, Relatively short. No Saruty loss; Occult +2 per­
cemiles. No spells. 

THE EMERALD TABLET-lrans. into mallY languages, ap{'Ilrtmly 
from a Phoeniciall origitJaI. author at authors unknown, (. 200 AD. The 
celllral alchemical text for medieval Europe, mercifully shon but as 
cryptic and allusi~'e as the Tao Te Chi/rgof classical China. No StmilY 
loss, Ihough obsmiw SIUdy of it (Ould bta symptom of diS(Jm"; (h'cult 
+ 1 {Mm'mile. No spells. 

THE GOLDEN BOUGH-ill ElIglidJ, by Sir George Frazer. 1890, illllm 
rolumrs. An expanded thirtet'n-'iOlume edition was publish~>d 1911-
1915. A classic work of anthropology exploring the evolution of magi­
cal, religious, and scientific thought. An abridged version is available in 
most U.S.libraries.Sanity loss 0i1D2; Occult +5 percf1lri/rs, No spell~, 

I CH ING-in classical Mandarilllmd mauy tram" including rile 
WilhelmlBaYIII.'s inlo EngiidJ, 1950, IOllg a wrsio/l pTFfmed by English­
speakil1g occulJiru. One of the Five Oassics of Confucian (hina,A sub­
tle and poetical system of divinmion easily applied b\1l capable of deep 
situational allusion. Contemplation of meaning is nearly irresistible, 
and therefore it is handy to turn to in a st'SSion, but the hook is so good 
that the uStr ri5ks ol'trpowcring the sense of the campaigJ1. No Sonity 
loss; Ocru/t +8 percentile$. No spells. 

THE KEY OF SOWMON-tl"/lns. ;'1 l'1lrious /angwlgrs from Lutin; 
Wflllen ,dl{lurrile 14th aniliTY, but its clainled authorship is Uy King 
Solomon. Composed of two books, the first indicating how to a\'oid 
drastic mistakts when dealing with spirits, and the s«ond discussing 
the magical arts. The complexity of its magic rituals supply plenty of 
rtawns why any spell ~ast might not sua:eed. No Sanity loss: Occult 
+5 percentiles. No spells. 

MAUEUS MALEFICARUM-"Hammer of Witches". In Latil'. by 
Jakob Sprengtr and Heil/rich Kromer, 1486AD, then m/my trails/at jails. 
A guide for inquisitors in the Middle Ages on the identification and tor­

turous persuasion of witches, This terrible hook helped send an esti­

mated nine million people to their deaths. The German translation of 

1906 has the excellent title De, Heunhammer. No Saniry loss; Occult +3 
ptrcel1till?S. No spells. 

ORACLES OF NOSTRADAMUS-the IIlI/guage lItIrits by qllatraill ill 
the original, /ry Midlrl d~ Nostr"dame (Nostradamus], 1555-/557. 

Contains about a thousand four-line verses, purporting to be prophe· 

cies concerning human events up until the year 3797 AD. The prophe­

cies are nonspo::ific and imagistic, lending thtmselvl'S to all sorlS of 

applications. Numerous interpretations have been made for many of 

these prophe.::ies. Possibly handy to keepers as an ongoing de\'ice in 

an extended campaign. No Sallity 1051; Occult +1 pme11lile. No spells. 

PERT EM HRU-KComing Forth by Day". Egyptian hieroglyphic VCT­

sion in wille 11110 hunJred chapters: the "Saoll of Alit c011lains most 
chapters; Fren(h and Enghlh rrans/ations hllve bem published. 
Concerns the beatification of the dead. who were imagined as reciting 

the chapters in order and thereby gaining privileges for their new 

lives after death. These instructions and magical procedures protect 

the dead against dangers they fact in reaching the other world. Many 

spells to preserve thr mummy against mold, assist in shape-shifting, 

and assist the dead to become as gods themselves. No Sanity loss; +3 

Dault pmentiles. Contains many related spells from dynastic EgypL 

PRINCIPLES OF NATURE, HER DIVINE REVELATIONS AND A 

VOICE TO MANKIND-ill English, Uy A/ld"\\, Ja(kson Davi$, NCl!' 

lQrk, /847. In which theKPoughkeepsie Seer~ writes his ~Iiarmonial 

Philosophy" as revealed to him by Galen and Swedenborg, prophcsy­

ing a nC\l' dispensation to mankind, though one preceded by a social 

TC\'Olution. No Sanity loss; Occult +1 perctrllile. No spells. 

THE WITCH-CULT IN WESTERN EUROPE-ill Ellglish, by Dr. 

Margaret Mlirray, 1921. A modern English o(tal'o with dust jacket; 

many editions and printings since. Connects the so-called cov~ns of 

the Middle Ages with pre-Christian beliefs surviving as superstitions 

or in a more organized sense drh'Cn underground br the Church. This 

volume is of len found in libraries and bookstores. No Sal/ity loss; 
OcCl/II + I pCr(enti/(, No spells. 

THE ZOHAR-wrill~n ill Aramaic, millry editions and trollS. to Latin, 
Gnman, English, Frmcll, etc., by MOSfS de Leon, 1280 AD. The funda­

mrntal WQrk of medirval Jewish mystical thougbt, representing the 

effort to kllow or to reach God through contemplation and revelation. 

Long, dense, and difficult. Sallit)' loss 11103+1: Oceull +7 pm<'ll/iles. 

No spells. r.: 



ignore any difference in Sanity point loss, but add 
the extra points of Cthulhu Mythos after reading 
the new version. 

If a kttper creates a nrw Mythos tome for some 
purpose, he or she should have a name for it, know 
the language of its composition, know what it looks 
like, know how many Sanity points are lost in read· 
ingor skimming ii, know how many Cthulhu Mythos 
points its comprehension adds, and be able to deter· 
mine what spells if any can be found within it. 

Despile the dangers, invesligators will choose to 
study this or that terrifying book. The process of read­
ing can be leisureiy,and can be suspended at any point 
for as long as need be. "Study~ and "reading" are synony­
mous in this context. 

A~~::ys~:r~~:.s ~~~,:~ 
takes study to comprehel~~tthe summaries of Mythos books 
in Ihis chapter, reading times for books are given in weeks. The 
keeper should never feel at the mercy of such numbers, and 
should shrink them or increase them as appropriate. An out­
standing academic with pertinent language skills will read a 
book faster than an earnest but uneducated and disorienled 
journalist. Time of study need not be conseculive days, weeks, 
or months. 

The keeper indicates when enough time has passed. If in 
other than the investigator's native language, the investigator 
needs a successful language roll on DlOO. With a success, the 

R EAD I NG M Y T H OS BOOKS 

investigator gets an experience check for that language 
as .... -ell. A language failure means that the reader has 
been able to skim the book and loses some current 
Sanity points, but adds no Clhulhu Mythos points and 

learns no spells. 
If a book is written in a language unknown by the 

investigator, then a translator is needed. What gets 
translated, how quickly, and how accurately is for the 
keeper to decide. If the language is unknown or long 
forgotten, the investigators must come up with a plan 
for a procedure that convinces the keeper, or the book 
barnes them. 

With success, or if no skill roll is needed, the inves· 
tigator now comprehends the book. The player adds the 

stated percentiles of Cthulhu Mythos, lowers maximum 
Sanity by the same number of points, and subtracts lost 

current Sanity points. Having read and comprehended the 
book, the investigator loses nothing more for further readings 

of it. (However, see "Discovered Editions", further above. for a 
possible complication.) 

Current Sanity points are always lost for successfully reading 
or skimming a book. The book or manuscript must be in the 
reader's own language, or the reader must recei\'c a successful Ian· 
guage roll, ora third party must reliably translate the book. Unless 
one of those conditions can be satisfied, the book cannot be read. 
No Sanity points are lost for looking at it. Sanity poinlS are never 
lost for consulting or rereading a Mythos book which the im"eSli· 
gator has already read. 

::'::;~~:~,~~t~~~,;:~,~t is ,bout ,ad to 

guess at what spells it~;;ight contain. Skimming always suc· 
ceeds if the language can be read. 

• Skimming a printed or typescript book takes one hour per 
hundred pages. Skimming a handwritten manuscript takes 
one hour per ten pages. 

• Skimming a Mythos book costs half the current Sanity points 
needed to read the book, or as the keeper indicates. 

• Skimming never increases Cthulhu Mythos. 

• After skimming, reading the book costs the full Sanity· 
point roll, minus any Sanity points actually spent in skim­
ming the book. 

~,1tt:~: ;:~~~,~:i:~':~l~e:","<d fot its 

~lhu Mythos + also quantify its usefulness as a Mythos ref· 
erence. As seems appropriate, such a book may be able to pro· 
vide a specific fae! about the Mythos (such as how long a 
chthonian takes to reach maturity, or where Y'golonac's body 
awaits its resurrection). 
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that describe some portion of tbe Ctbulhu 

the book trade. Notes about even more addition­

al editions of these writings exist in the Keeper's 
Companiol1, available from Chaosium. Many other versions of these 

volumes as well as ICSSI;'T Mythos volumes exist,as do incidental note­

books, diaries, and letters. 

BulJetoo entries indicate different versions of the same original. Two 
dales arc noted for three M)\hos books: the Jailer dme in each case is 
the date a£l:ribed in the original story. If al'ailable at all, the' number 
of copies listed refleclS those known held in public and private collec­
tions. More rxisling copies 3rc I'ery like-Ir. 

Dimensions given are traditional. since actual sizes oflell vary 
between copies. Folios range from 12Sx20· to 10" xiS". Quartos vary 
between 10· xI2.5" and 7.5~ x10", (ktavos range between 6.25" x10" 
and 5" x7.5". 

Eadl entry consists of the litle, following by the language of the edi· 
tion,autllor or translator, and date of completion or publication. 
Some dates are conjecturaL Descriptive notes thco foUow. Concluding 
each entry is the Sanity point loss for skimming and reading the 
book. and tllc points of the Cthulhu Mytllos skill increase.likd)· 
spells contained in each volume are then noted; keepers are free to 
add appropriate spells \0 these li~ts. 

These summaries also indude a\'ernge weeks of study per book. 
When using ~uch numbers. take inlO acruunt Ihe individual reader's 
skills and profession. Usc the times given here as comparatil'e indica· 
tors of difficulty. Each investigator will study and comprehend a hook 
at a difference rate. 

At. AZIF-see NecrQnominJn 

AUTHOTH AND OTHERS-;II Ellglish, wr;/fett by Edll'llrd fHrby. 
19J9.A collection of the Arkham·born poet's early works. Published in 
Boston in a pocket·sized edition,3.5" x5S, and bound in black. About 
1400 copies were printed and sold. Sal/it)' loss 11ID4; Ctltu/ltu Mythos 
+4 pmtntiles; avrragt 1 Wf!<'k to study IIl1d comprehend. Spells: none. 

BOOK OF DZYAN-in English, author and trans. unknown, reputed. 
Iy of ancirnt origin. Lung referred to hy throsophist Helena Blal'atsky, 
a copy of this tome has nevcr Oetn verified. Said to be a InHtslation of 
manuscripts original 10 Atiantis.Also called the Stilnzas ofDzYIlII. 
Portions of this work was translated as Tht Secrel Domine, but that 
includes no spells or other Mythos information.5<lniry loss 1DJ/1D6; 
Cthl/lhll N,wlJOs +9 percMtiles; QI't'mgt J.I werb to stlldy Qnd romprr· 
hend. Spdls: Cau Forth Childe of the Woode (Summon/Bind Dark 
Young). Call Forth "'~nd Spirit (Summon/Bind Byakh~), Call forth 
the Unseen Walker (Summon/Bind Dimensional Shambler), [)ream 
Vision (Contact Deity/Cthulhu). 
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(three versiods follow) 

.(:9- L1BER IVONIS-ilILAlin, trans. Caius PhillipljS Faber, 9th Cell· 

tury AD. Although the original is said to hal'e been writtcn by 
Fibon, wizard of Hyperborea, no earlier versions than the Latin 
halft' hcen \'erified. Never !,rinted, six bound manuscript \'ersions 
haw been listed in library coIlections.Sallity loss 1D412D4: 
CtllUlhu My thus +/3 percentiles; Qvt'rIIge 36 wnks to swdy alld 
comprehend. Spells: Call/Dismiss Azathoth, call/Dismiss R1im 
Shaikorth, Contact Formlrss Spawn of Zh01haqquah 
(Tsathoggua),Contacl Deityl Kthulhut (Cthulllu), Contact 
DeitylYok Zothoth (~Og·Sotholh),Contact DeitylZh01haqquah 
(Tsathoggua), Create Barrier of Naach-lith, Create Gate, Create 
Mist of ReIch, Deflect Harm, Eibon's Whee! of Mist, Enchant 
Brazirr, Enchant Knife, levitate, Voorish Sign, Wither Limb. 

.(:9- LIVRE D'IVON-in Fre'ICh. frallS- Gaspard du Nord, c. 131h cen· 
tury AD. Bound, handwritten manuscript of which thirteen spe<:· 
imens, partial or complete, are known to o:is\.!Hmity loss 
IIW204; Cthulhu Mylhos +12 pi!Tci'llilts: average 36 I<wks 10 

study lind comprrhend. Spells: as per Liber IlIiJn;s. 

.(~ BOOK OF EIBON-in EngHslt, trans. unknow/!. c. 15th century. 
A Hawed and incomplete translation. Eighteen wpies b)' various 
hands are known to nist today. Sanity loss ID4/2D4; Ctlrulhu 
Mythos + II percrnti/ts;uwmge J2wcd:s It) study and comprr· 
hend. Spells: as per Liber /YOllis,o:ccptthat calUDismiss Rlim 
Shaikortll, Create Bartier ofNaach·Tith, Deflect Harm, and 
Voorish Sign are absent. 

CELAENO FRAGMF.NTS-a hologmphic manuscript in English, by 
Dr. LAban Shrewsbury. 1915 (1938). A single copy is known to exist. 
deposited at Miskatonic U.library shortly before the author mysteri· 
ously disappeared. Slinily los5 ID41/D8; (thulhu Mythos +9 percrmilcs; 
III-erage IS weeks 10 Mudy lind comprrhend_ SpeUs: Srew Space Mead, 
Call Cthugha. Elder Sign, Enchant \Vhistle,SummoniBind Byakhce. 

.(:9- crHAAT AQUADINGEN-in Lat;n,aUlhor uu,/;nOlVn,c. 11·12th 
Cf/I/!Iry. A wmprehens[\'e study of the deep ones. Thr~ copies of 
thi!; Latin version exist, identically bound in human skin said to 
sweat when the humidit), drops too low. One is at the British 
MUSl'l-lm. and the other two are O\\'ned by British collectors. 
Sam'ly loss 11>8I2D8; Ctltulhu ,\/)'Ihos +/J puuntilts: Ilwrage 46 
weeks 10 study and ,comprehend. Spells: Bring Forth the Great One 
(calI/Dismiss Bugg·Shash), Dreanb from God (Contact 
DeityICthuihu), Dreams from Zaltoqua [Contact Deityrrsath­
ogguaj, Dreams of the Drowner [Contact DeityfYibb·Tstllj, 
Speak with Sea Childrtn (Contact Deep OneUpeak with Father 
Dagon, Speak with Mother H)'dra, Speak with God-Child 



\ 

_~, .,.l':~~~.~ 
is a modification the reversed Resurrection spell used 10 

destroy revenants). 

... S> CfHAAT AQUADINGEN-in MiddlcElIglish, author and rrollS­

lator I/llknOIl'II, c. 14th cemury. A (Omprebensin~ study of the 
deep ones, but in an incomplete and deeply tlawed translation. A 
singh.- bound manuscript is held by the British Museum.Sallity 
loss I D4/2D .. ; Crllllilm My/hos +6 percel1liles; avemge 29 weeks to 

sliidy lind comprehend. Spells: Bring Forth the Great One 
(CaJi/Dismiss Bugg-Shash), Dreams from God (Contact Deityl 
Cthulhu). Speak with Sea Children (Contact Deep Ones), Speak 
with Father Dagon, Speak \~ith Mother Hydra, Speak with God­
Child (Contact Star-Spawn ofCthulhu). 

CTHUlHU IN H IE NECRONOMICON-in English. writrell by Dr. 
L(lbllll Shrewsbllry, 1915 (1938). Handwrit!cn notes toward an intend­
ed book. Deposited at Miskatonic U Library shortly before the author 
mysteriously disappeared.lcUs of Cthulhu's power to affect men's 
dreams, warning of a worldwide cult dedicated to the creature's return. 
Sanity Itlss 1D3/ID6; Ctlmlhu l<Iyl/1(I5 +6 perct!llliles; al'C1llgt 14 weeks 
10 srruly and compreht'lld. Spdls: Contact Deity/Cthulhu, Contact Deep 
Ones, Elder Sign. 

CUOES DES GOULES-in French. by Frun(ois-Honore Balfour; Umlte 
d'Eriette, 1702~ Published in 1703 in France (Paris?), in a quano edi­
tion. The Church immediately denounced it. Catalogues a large cult 
pmcticing necromancy, necrophagy, and necrophilia in France. 
Fourteen copies are known to exist, the most recent surfacing in 191)6. 
Sanity loss I D4/1DIO; Ctill/ilm Mythtls +12 perren/lies; lI~erllge 22 weeks 
/0 siudy mid (omprehmrl. Spe1Js: Black Binding, CaliIDismiss Nyogtha, 
CalUDismiss Shub-Niggurath, Contact Ghoul, Resurrection, Shrivelling, 
SllnlmonlBind Byakhce, Summon/Bind Dark Young, Voorish Sign. 

DE VERMIIS MYSTERIIS-ill/.lltiu, by Ludwig Prbln, 1542. Black 
letter folio printed in Cologne, Germany, in the same rear. Suppressed 
by the Church. Fifteen copies have survived. In part discusses the Arab 
world, and things supernatural there. Sunity loss ID6I2D6; Cthulhll 
Mylhos + 12 percelltiles; IIwmge 48 weeks to sllidy lind comprehend. 
Spells: Contact Deity/Byatis, Contact Deity/Vig, Crrate Plutollian Drug, 
Create Saying Window, Crrate Zombie, Illvoke Demon (Summon/Billd 
Byakhee), Invoke Child of the Goat (SummonlBilld Dark Young), 
Invoke Invisible Servant (Summon/Bind Star Vampire). Prinn's Crux 
Ansata, Mind Transfer, Command Ghost, Voorish Sign. 

ELTDOWN SHARDS-in English, by ReI'. ArthuT Brooke Winters-HIIR 
/912. Questionable trallslation of mysterious hieroglyphs foulld on 
day fragments in southern England, in an edition of 350 pamphletS, 
64 pages. Tells of beings who could exchange minds with others across 
space and time. Sanity loss 1D4I1D8; Cthill/m !>lyth05 +11 pera:miles; 
a~emge 6 wieh /0 study IIlId comprehend. Spell: Contact Yithian. 

G'HARNE FRAGMENTS-ill Ellglish, by Sir Amery Welldy-Smith, 
1919 (1931). Scholarly study and translation of shards inscribed with 
curious dot patterns. Discusses the lost city of G'hame in great deal, 
including its location. The shards were discovered by w:indrop in 
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author's expense as a h ble sixtttnmo (4.5" xS.75").Stiniry 11)55 

I WI 0 10; Cthllihu My tho + JO pen:cntilcs; average 12 weeks /0 5111dy 
'/lId rompNhend. Spells: Contact Chthonian, Contact Elder Thing, 
Contact Shudde M'ell, Red Sign ofShudde M'ell. 

THE KING IN YELLOW-ill Ellg/is/I, /ml/S. ullkllOIVll, c. 1895. The orig­
inal is in French, apparently, but that edition was seized and de5troyed 
by the Third Republic just after publication. The English edition is a thin 
black octavo volume across the front COI't'r of which is embossed a large 
Yellow Sign. (The Sign costs 0/1 D6 Sanity points to ,ee for the first time 
only.) The text is an ambiguous, drcom-likc pluywhich opens readers to 
madness. SallilY loss I D3/IDIi+ I; Cthllihu Mylhos +5 perrentile:;; IIver­
age I week 10 siudy 01111 comprehcJld. Spells: none. 

LlBER IVONIS, LI VRE D'IVON-.~ec Book of Eibon 

MASSA Dl REQUIEM PERSHUGGAY-i/I!talilll/, by Benvenuto 
Chict! Brodigherll, 1768. An opera score and libretto never published 
and txlieved to h:wc been performed onl)" once. Deals with rape, 
incest. and othcr degradations. Knowledgeable musicians pronounce 
ponions of it unpla)'abie. Copies are held by the British Museum, the 
Bibliotheque Nationale in Paris, and probably the Vatican's Z-collec­
tion. Sallity loss I D3/ I 06i Cthulhu My/hos +4 pen:mtiles; (wemge 2 
weeks /0 study und comprehend. Spells: performed with full chorus and 
orchestra, CaU Azathoth is cast aoout midw:JY through the third act. 

MONS'TRES AND THEIR KYNDE-il/ English. m(rlrOT rmkllOll'n, 
16th aI/wry. A single folio version of this handwritten book existed, 
and that was stolen from the British Museum in 1898. Rumors of other 
copies continue to persist to this day, though none has been verilled. 
Contains a jumble of topics drawn from the NecTOllomicolI, Rook of 
Eilum, and a variety of olher lomes. Many entities are discussed, 
including Cthulhll, Yog-Sothoth, and Lloigor, the twin of Zhar. Sanity 
loss 10411 D8; Ctill/Ilm Mytllos +8 perr.:ntiles: average 36 weeks to siudy 
1111(/ comprcilelili. Spells: Col11mund Faceless One (Summon/Bind 
NightgJlllll), Command Icc Demon (Summon/Bind Byakhee), 
Comm~nd Inl'isible Servant (SIB Star Vampire), Command Night 
Beast (SIB Hunting Horror), Command Star Walker (SIB Dimensional 
Shambler), Enchant Altar, Enchant Blade, Enchant Pipes. 

NII,,\eleS5 Cults 
(thNe l'Crsioll5 fol/ow) 

4"3> UNAUSPRECHLICHEN KULTEN-properly knowi/ a.; Das 
Buch von den unaussprechlichen Kulten, in Genna/!, by 
friedrich Wilhelm von jllll:;/, 1839. A quarto, possibly printed in 
Hamburg. This volume, long rrfern."<Ilo as the Black Book, tells 
of von Junzt's connections to various (ults and secret societies. 
Other editions arc rumored. Six copies are known to be in major 
libraries in Europe and America. The original edition boasts the 
horrilk engravings of Gunther Hasse. SallilY loss I D8/208; 
Crhull/ll t\'/ythos +15 perccmiles; rlI..:mge 52 lweks to study alld 
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comprtllel/d. S Address Zhar (Contact Deity/Zhar), 
Approach Brother ( . ntact Ghoul), Barrier of Naach·Tith, 
&.:kon Great One (Contact Dagon), Call Aether Devil (Contact 
~1i·Go), call Forth the Sun (CaIUDismiss Azathoth},CalI Forth 
Cyaegha (CaIUDismiss Cyaegha), Call Forth the Homed Man 
(CalUDismiss Nyarlathotep), Cal! Forth That Which Should NO! 
Ik (CaIUDismiss Nyogtha), Call Forth the Woodland Godde~ 
(CalUDismiss Shub·Niggurath), Command Airy Travelers 
(Summon/Bind Brakhee), Command the Trees (Summon/Bind 
Dark ¥oung),Command the Unknown (CalUDismiss 
Ghatanothoa), Contact Children of the Deep (Contact Detp 
Ones), Revivify (Resurrection). 

~3> NAMELESS CULTS-in English, trims. ul/knowll, published 
/845. An unautoorized translation published by Bridewell of 
England (probably London) in an octavo edition. AI least twenty 
copies are held in various collections. Badly flawed teJI. .'lllnity 
loss 1D8I1D8; Cthulhu Mythes +12 pmentik5; uwmge48 weeks to 
stmiy a/ld comprehend. Spells: as per UnulIsprrchlichen Klillen. but 
most of these spell I'(rsions are incomplete or faully. Roll POW x.! 
or less on D100 to lind a working version of a particular spell. 

~3> NAMELESS CULTS-in EJlglish. Imns. un/mown, published 
191)9. An expurgak'd vmion of the faulty Bridewell text. pub· 
lished by Golden Goblin ?Tess, New York. Contains only descrip· 
tions of spells. nOJ the complete rituals of the earlier editions. 
With some looking, this l'dition can be fuund in u~ed book· 
stores. SanilY loss I D8/2D8; Cthulltu Mytho$ +9 ptrcclltiks; UI'Cf· 
age JO wed5 10 study lind (omprcheml. Spells: nonc. 

~ N'CrONOllV"CON 

(jive versions) 

~3> AL-AZIF-in Arabic. by Abdullll·Hlllmd (Abd al·Azrad). c. 730 
AD. Original form is unknown, but numerous manuscript \'er­
sions wert" long circulated between mooieval scholars. As early as 
the 12th century this version was referred 10 3S 10sl.It is an 
immense compendium touching on nearly every aspect of the 
Mylhos, and 3 capable reference on most SUbJe.:IS, including 
charts and star maps. SonilY loss IDI0I2DIO Sallit)' poims; 
CthuJhu /lfylhos +/8 percentiles; lI1"Cfllgl.' 68 weeks 10 study olld 
(ompfl.'hemL Spells: CalUDismiss Azathoth, CaUtDismbs 
Cthugha, CalUDismiss Hastur, CaIUDismiss Nyogtha. 
CalVDismiss Shub.Niggurath, CalUDismiss Yog·Sothoth, Col1la't 
Ghoul, Contact Deityf~rar!atho(ep. Contact Sand Dweller, 
Dominate, Dread Curse of Azathoth. Dust of Suleiman. Elder 
Sign, Powder of Ibn·Ghazi, Rfl,urre.:tion, Shrivelling, 
SurnmonfBind Byakhee, Summon/Bind fire Vampire, 
Summon/Bind Servitor of the OUll'f Gods, Voorish Sign. 

~3> NECRONOMICON-ill GfI.'ek. tTims. by Thwdoras Pl!ilelll~ c. 
950 AD. Early manuscript versions are unknown. A small print· 
ing in (Florence?) Italy in a folio edition was suppressed by the 

t e 
Church; it lack 

~3> NECRONOMICON-ill Lalill, lram. by Oiaus Jj,ormim, 1228 
AD. First circulated in manuscript form, then printed in 
Germany (late 15th century) as a black·letter folio. A second, 
nearly identical edition was published in Spain in the early 17th 
century. One copy of the former edition and four copies of the 
latter are known to exist. 5<lnily loss IDI0I2DIO; Cthulhu Mytllos 
+16 per,emile~ U1't?mge 66l1't:eks 10 study and comprehend. 
SpeUs: as per AI.Azi! 

~3> NECRONOMICON-ill English, tram. by Dr. john Dee, 1586. An 
accurate but elpurgatcd I'ersion of the Greek translation. Never 
printed; exists in bound manuscript form only. Three nearly 
complete copies are known. Sanity less IDlo/ZD10; Cthulhu 
My,hos +/5 percelltiles; <lwrugl.' 50 waks to study and compre· 
hem! Spells: Call Forth the Angel razrael (CallfDismiss )"og. 
Sothoth), Call Forth the Lord of the Pit (CallfDismiss Nyogtha), 
Command the Angel DiJph (Summon/Bind Servitor of th .. 
Outer Gods), Consult Dark Servant (Contact Ghoul), Consult Ye 
Spirit of the Earth (Contact Nyarlathotep), Dominate. Dust of 
Suleiman, Elder Sign, Powder of !bn-Gha~i, Voorish Sign. 

THE 
ARAB 

• 
" 



SUSS~ MANU Rw_J'~,~m~~~,~5 
" complete translation of the Latin 

NCCTO/lOn,icolt, prin d in Sussex. England. in an O(laI'Q edition. 
Properly known as the Cul/lls Maltfirarum. &lI1ity /055 lDJlJD6; 
Ct/zullru M,l'rlros +7 f!"Centiles; a~ J6 wah 10 study (llId 
comprehend. Spelh: as per AI A::if, but possibly dangerously 
flawed in larm and imenl. 

PEOPLE OF THE MONOLITH-III English. by /uslin Wolfrey, 1926. 
A Y{liume of poems, 4" x6.75", bound in dark red bu..:kram al ErdHJs 
Prffl, Monmouth, Illinois, in an edition of 1200 copies. The title poem 
is ackno ..... ltd~ as GrotTrty's masterwork. Sanit)' IOS5 II/VJ; Cthllihu 
Myillos +3 peTCtnlilC$; (j1'CfQge I wet!; /0 study Ilnd (omprehl'nd. 
Spells: none. 

PNAKOTIC MANUSCRIPTS-in EnglUh.lllllhor IlI1d mms. unknown. 
151h ftnlury. Five bound manuscript \'frsions of Ihis book are cata­
logued in EuIOp(' and America. The apparrnt prrcursor YOIume,lhr 
PI"lkoIi,a, was ..... ritten in clnsical GRtk.and thai book may lra.:t it~ 
origins to the prthuman crinoids who scukd lift on F..arth.s.mity~ 
IlWl D8; Ctlrullw My/has + 10 permrtilts: 11I"l-'1llgt 45 II'N'h to gudy 
IlnJ (omprr/rfluf. Spell: Contact Winged Thing (Contact fJdtr Thing). 

PONA PE SCRIPTURE-in English, by Ulrra/n Abner Eukid Hoog, 
1734. Published posthumously c. li9S, in Boston, as a sextodecimo, 4" 
x6.7S". but inferior in lIccuracy and CIImpletene!>S tu Hoog's manu­
~ript.CIIpies of which purpontdly still exi~t. Details a South Sea 
islander cuh of humans who worship and I»'«d with thtdcep ones. 
Siln/ty loIS IDYID6; Cthrdhu Mythas +5 /HTun/lIrs; a~'ffllgr 10 weeks 
IfHludY!l11d comprdrrod. Spells: the pnnttd ~on has 110 ~pclls.1k 
manu~ript original contains Contact ~ One:.Contact Father 
Dagon. [.ontact Mother Hydra. 

REVELATIONS OF GLAAKI-in English. by mriulis authors, 1842-
1865. Nine lolio volumts were publi~hed by sub~ription, the la~t in 
1865. Since then.thrN" more volume~ are said to haw been CIImposW 
and privately circulated. Copie~ of the original nine folio volumes arc 
held by many major libraries. Each volumt is by a different cultist, dis­
c~ing a different aspect of Glaaki, ar.sociatoo entilits.and their cults. 
Thi~ \'("f"iun of the Itlt was a~rcntll' expurgattd, hUl much informa· 
lion survi~. Thl:' range of spells gives a good id('3 of Iiii:' gne:ra1 con­
tents. ~IIII)" foss I D612D6: CmulJru M)"lhos + 15 pnrclltilt;; awragr 31 
MWks 10 Sfudyand romprthtnd. Spells: Call/Dismiss Atathoth, 
Qrll/O!~mi~§ DaoIolh.CaIl/Dism~ Shub-l"'iggurath,CoI1tact B)-atis. 
Contact the CrystaUiA'rS of Drcams,Conlacl Dtily/Eihort, Glaaki, 
Ghroth, M'nagatah, ~yhargo o.rgc. Suntmon/Biod acing from Xidot!. 

R'LYEII TEXT-i" Chinest, (.Iurho, Ullkllown, c. 300 BC Supposedly 
the day tablet originals ha\'e been deslroytd. but scroll copies and 
recent Engli~h and German IransLalion~ arl:' ~ard 10 exist. The text 
.1pparently con(etllS Dagon. HYdra. star-spawn. 7.oth-Ommog. 
Ghat;lJlotiloa,and Cthulhu,and tdill of the sinking of Mu and R'Iyeh. 
Sani/y /Ojj 1D8f.!D8; Clhulhu My/lItH + 15 permltilts; awr.zgt 54 Wffh 
/0 stu./y !In,f colllprdll'nd. Spells: Call Cyatgha. Contact Dtit}"/Cthulhu. 
Contact Dttp Ones,Contact Fathl:'r Dagon.Contact Mother Hydra. 
Curse of thl:' SICIOI:'.Grasp ofCthulhu, VI'avt of Oblivion. 

o t e 
s 

1I1r."y AD. Sel'en scmlts.("ach on a diffuent 

topic. An f..nglish lranslati ,St '"el/ Cryplicol Hooks o[El1r/ll. is said 10 
exist. Th(" books discuss elements of thl:' Mythos of particular impor­

tanC(" or mter('Slto thosI:' who live in the Middle Kingdom.SunilY lojj 
I D4/1 DB; Cthllihu ,~rylhO!S +8 pnrtnlilts; al'ffllgt 40 wtds tl> swdy Qlld 

rolllprdll'lld. Spells: Cau Down Spirit {Summon/Bind Byakh«).CaJI 
Forth the Earth Spirit (Contact Chthonian), Contact Ghoul,Contact 

Hound ofTIndalos,Contacl DeitylSyarlathott"p. Door to t.:adath la 
gate 10 Kadath). Restore Ufl:' (Resurrcction). 

THAUMATURGICAL PRODIG IES IN THE NEW-ENGLAND 

CANAAN-ill £lIgli$h, by Rei'. mm1 Plr//li{".1788? Published in Iwo 

editions, Ihl:' serond in Boston. lSOI. Primilivl:' American octavo in 

imitation hlad lettf'r. Thl:' interiors of the tditions are the sam(".except 

for changes in printl:'r, place of printing, and l-dition JaIl:'. Commonl)' 

found in milfOr libraries and historical so<ielY libraries in;-;t"W 
England. Describes Ihl:' blasphemies 01' wrtch..~, warlocks. shamans. 

and other CoIonial·era evil-doers. I'Iclails of I:'venlS in and around 

Billington's Woods.SOl/lil)' loss JVJlID6: Cthlllhu lIfylhlJS +" pen-nt/iles: 
rll"elUgt 8 wttA:s 10 SIUJy Ollld romprdrf1ld. Spells: none, but annotations 

by Rev. Phillips in bis pt:rsonal copy rl:'veal Call/Dismiss Ithaka 

(lthaqu3), Conta,t DtityINarlato I Nyarlathotcp). Contact 

Deity/Sadogowah (Tsathoggua), Contact l)e1ty/Yogge Sothyothe ('bg­

Sothoth). Elder Sign. 

TRUE MAGICK-in Ellglish. by ThrophiJusll"nll, 171n «//fury. A 

~ma11 and crumbling hand-boond manuscript. nMethl:'itss describ­

able as a W'ritabll:' mcydopcdia of DeI'il'~ Jore.S<lllity lou lfJ.UlD8; 

Cthuillu .\fylhos +6 perm!liks: ul'eNge 14 MWks 10 study alld comprc­

/ItT/d. Spells: Call for Spirit o(the Air (Summon/BinJ Star \'ampire), 

Call hlrth the One (Summon/Bind Servitor of the Outl:'r COOs), Call 

Forth the Winged One (Summon/Bind llyakhC'C'), Sptak with Ihe Dark 

Ont (Contact OtityfNyogtha). 

ZANTHU TABLETS-in EIIglish, by Prof lIaroid 11m/It)" Wp.'l.md. 

1916. A brochure subtitled"A Conjeclural Trans]ationW printe-d in 400 

copies. Tran~ates carvings found on blacl;.,ade tahleh drawn up from 

the PKific o. .. ean by fishermen. The author claims \hI:' carvings atl:' 

hieratic Naa.;al. the high language of anCIent Mu. 1111:' brochure 

des((i~ tfl(" worship ofGhatanothoa, Shub-Niggurath, and Cthulhu. 

Smrity loss /DJ/lD6; Cthulhu !try/11M +J pen;mllles; a~e/Ugt' 8 W('eks /0 

study (/lid comprehend. Spells: the te~t is partially exp0rg<ltcd and con­

tains 110 spells. Tht original '\\uvian tables remain (ontact 

Ddt)·ICthulhu,Ghalanothoa. Uoigor, Yuggya.and loth-Ommog. ~ 

uft: frontispie«oflhe Ott ;-;eocronomicon. 

I 



The investigalOr spends I D4 game hours poring Ihrough the 
book. The player then muhiplies the Clhulhu Mylhos percenliles 
of the book by 5, and atlempts a DlOO roll equal to or less than 
that number. With a success, the investigator finds the fact or an 
allusion to the fact (the keeper can express Ihe information as 
obscurely as desired). If the roll failed, the book does not hold 
the information. The user of the book will want to note what was 
or was not cOnlained. 

These ideas for handling the information in Mythos books can 
apply to non-Mythos books as well. An occult book by definition 

grants points of the Occult skill after being read. An occult book 
does not contain knowledge increasing the Cthulhu Mythos skill 
or it would be classified as a Mythos book. Some occult books 
may well include discussions of non-Mythos magic, including 
instructions for spells. An occult book may cost Sanity points if 
its writing is tangled and confusing. 

~.[5C<N"Tio5 
Especially in published scenarios, the procedure for decipher­
ing Mythos tomes often has bttn condensed, sometimes dras­
tically, in order that the drama of the situation stay sharp and 
immediate. For instance, an adventure may suggest that the 

MVTHOS 



investigators can spend only 104 game days studying Nameless 
Cults, and that they then ha\"e a 50% chance to learn some spell 
crucial to the adventure in the book. 

If such inconsistency annoys you, change the name of the 
book or manuscript to one you have made up, or redesign the 
adventure so that the pressure of time has no consequence. At 
heart, the Call of Cthulhu rules assume months or years of play 
with the same keeper and players, assume that the mysteries 
involved are mosdy created by the keeper and not hatched from 
a book, and assume that episodes merge like streams into a 
river. You, by choice or by circumstance, may nOI play thai way. 

widen the horizons of the student and chip 
. ... ~ . away at his or her ment31 reserves. But the 

. ~ point of learning about the Mythos is thaI the 

knowledge lets the scholar change reality in 

specific ways. These packets of information 
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jfn ,~nding a frw gamt months /o/ally (ruwi, 
Han~'y lIa/un brgim ro rt(owr from his indtjimtt 
il/stmit)'. Still in GmnallY. ht rummagt, Ihrough 

tht osylum's library OIlJ remN across a manuscript ill mtdietal 
LAtill. lts txist~".-t luu long bun ignortd. The ma'lusenpt has 
no titlt, but Horvey romtJ to think of it as tlie Rtd Book, afttr 
its crimson Ifather bintbng.l/is player declam that I/url'ey will 
skim tht book to su if it is worth ,tIJJying. Tht keeper, who litis 
placed it there 10 gi\"t Han'ty somtlhing 10 do while he rtwvtrJ, 
agrees, and says Ihlll skimming Ihe Red Book will (ost HarvfY 
ID3 Sanity poinls. (ThaI StQtfment is an admission of tht book'> 
1'Illue as wtll a. 0 WOII' ojronrern for Han'ey~ fragilt sallily­
the kuptr is not obliged 10 suppiy $IJch illf(Wmlltilm birof<" 
lial/d.) Tht pIa)'" IlUtplS Iht pentdry, rolls II J, ,md Hllrl'ty 
lems one eumnt Sanity /'<linl from rtading Ihe book 
wilhollt other (cnSft/IJtnu. 

The kteptr summariZt~ tltt R.r:d Book as a 
aumbling, worm· riddled record of Ill(~mirol 
mtarches made in Ihe 131h anlllry by olle 
GIJSI«! /lie Dark. Though I/Ilrl'ty is expm in 
LAtin, imporfllnl parIS of the text <Ire in cipher 
and in ITYPli( abbll'~ia/iom, whim wililakt time 10 

cumprehelld, HarW)' spits Oil.' (leur Il'frrtnce 10 "the 
appea/to jIyillg s .. rffiJlt.~ of tM greal ones, ~ Ihe kaper 
adds. The pio)'tf sayslhm 1/000rrt!y chcruts to srudy 
Iht book. 

The kttp.!f pril'llul)' noll.'$ Ihal dtdpherillg tltt 
Red Book wiil ta~ HafV\.')· rllrt>' l.,.mf~ months. Th .. 
kreper could hal'l' rolled 206 for 0 random number of l/IOwhs, 
but he has olfr'ody ealwl,md 111111 Han'ty will recover ill ftl't 
gllme mOIllI!, 10101, alld lIllS plans for him Ihell. 

Stssiol/S o/rlay (OIIIIllIJt. £wry otller sf'Ssioll or so.lhe krep. 
er (allsfor 0 Psyihoonolysis roil for Harvey. Afltr four mOl/llls, 

I/arwy's CUrrtl/l Sanity poinli h,lI't il/crrastd 10 33. The leuper 
d«/am lhot Harvey has frad tltt Rrd Book. that il hasCthulhu 
~h-thos +8 pcrctntil«, and Ihill Han"t)l loses lD6 nnrem 5.mity 
poin/5 U/ compr.:irtl'klillg Ihe tome. 

Harvry's pia),.'r adds 8 poillls 10 Harrory's Clltulltu My/laos, 
raising illO 20. She 10ll'rrs Ho.In-ry~ maximum Sanity poilllJ ro 
79. She rolls ID6 andgtls a 3, bUI since Harvey had alr.'ad), lost I 
>anil), point ill shmmillg the Red Book sht subtraC15 jusr 1 C/lr· 
Il'm Mlnily poi",s 10 ma~e II;s 11<'11' tOlal 31. 

I/an't)' SUSpUI.' thullllr "afpeal 10 flying sl'flloms"in Ihe 
Red Book is Il ,11"h01 spt'll. He needs lime 10 Itam iflhert is a 
complete spd/;n II-Iftn:t gunlt 1I·tt'b, Iht knper says..AIIIt .. 
rod of thllt tim(, Ih .. lereptr (U/is/(Wil Dloo roll equal to or 1m 
Ihan Hom"t)l's INT (/71 d. Ht1rver's player musl roll 51 Pf 1tsS. 
She filiI$. lI";lh a n. 

The k.ufJfr Sighs inll'ardl)" bill sa)'s smooth/;' Ihot tlte asy· 
lums librarion agrtts 10 Itt Harl'ty borrow Iht book. indrfil1lld): 
I/arvt}'am colIl;llIIe 10 study Ihe spell lI'hilt participating in 
()lhrr flJrtnturts:for holl' long umil tht nexl altempl, 1M k«ptr 
pril'lltdy rolls 2D6. wilh rhe mull of six It'tl'h 

Aft.., all illttntnillg adl'fnture (ollht tnd of which lfarwy's 
curm., Saniry poillrs ri~ 10 38}, ht is "ady to try the spdl agalll. 
This I;mt he $ucctt'ds.. 

111/' sprll is Summon/Bind Byakh.:e (to which Ihe kttper CUll' 
litlUtS /0 refer 10 as Ap~ai 10 llit flymg Servant,). Though 
Hanq now knows the spt'll, il calls/or 1111 rl/challled whistle,for 
wlll"dr Hanty begills 0 Starch. Afrerallotherad''tnlUll', he has 
gailltd Sliclt 0 wltislk and, afltrbemg stmnded 011 a large, harml 
rock in lilt middkoflht North Allallli(, is Il'aily ro Iry the spelL 

The spell romll1t11lary modt il clt"r IhM tht moll' IIIlIgi,: 
pt.'int.l/orvty pUIS m/o tht spelL Ihe ben.., his 

(hancts. I/un'r)''s low POll' gil'tS him no more 
lhan 9 magic poims. His player $lICrificts 8 /IIdgi, 
poilllS, I~aving HllnT)' wilh one po,nl j() he call 
Slay eonseiol/~ Casting Ih(' .(~/1 costs 103 Sanity 
points, Iowl'ring Han'ey's eur/"tlll Sanily 10 36. 

I:."lel'l'll millutes 10001er. a dark alld hideo/ls 
wInged figull' flaps dOWII from the sky and Illights 011 
Iht roct.ll scrrecms 1001lhso/llcfy. and IooJ.:s 10wIlrd 
HmTe)~ This I'isi,,,, (II b)'llkha, Iht kttptr knows} 
COSIS 11106 SoIlIfY pOinls 10 tl/CUUIIItt: The pla,WI" 
foils ll5Dnity rollf(W I/arwy. and rolls 106 lo/tam 
how mall)' ,"rrent 5.lnity poilllS Harwy must IQ>t. 

Han-ey 10stS 4 mOf!' pt.'inb, 

Within a Il'asonable amount of lime, Harvey hIlS 10516 from 
his slllrting rotol ojJ8 eurrellt Saniry poinls, more Ihan 5 alld sa 
tllough for temporury imam/); but ill proportioll le$S than M% 
lind so lIot ellough for i'ldcjinilt illSllllity. 

Tht kindly kteprrgranls II LI/ck roll 10 the pla)w.llnd il suc· 
cttds. In (Onsel/lltll." tht k«per safl. Harvey IIIl1nagt'S 10 poinl 
westward and wr;tk. ·Tau mt 10 land'~ alld climbs on Iht Ihil/gs 
fl.uk.lNfore k begins /0 gibbtr and hallucinale. 

The lttptr rult$ Ihat lIarvt)''s l~mP<lmry diJCIrd.., IDsls 20 
gam .. hours. The ntxt ,"(wlllllg. a diy,~I'fInJ Han't)' 'NllnJers inlO 
a snloll/ ,,"'elllfoulldl'1lld tOll'n, Clutching Ihe bolt·llkt hide of the 
flying Stfl'lWI while it brought hi/ll 10 safet .... has left in himfttl. 
ill8s oj gmliludt toward bul" Fro/ll I/oW on, h~ luk" all approv· 
ing illterFSI in ixJlS. and os he learm aboullhem wiil more and 
/IIOIl' risk ill)ury to deftnd Ihdt' btllefuxnl emilI/res. 

Harvey has also !tamtd that (aslillg Mylhas ,.,...IJ$ (ull hi' II 
I'tI)' tmllmatie tXf]pitllce.llt lIIuy bt mo" (ardulll'hen doing 
sa 1IIIhe jutl/re. ~. 

Above: silhoutlle of a byakhtt (or II "Flyillg Srrvunr"f1> lIarvey 
Iell0WS thtlll). 
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are organiud as spells. They require activation, measured in 
the game by magic points. 

M,~~l: f~:~:: spoils. to ,",~;re ,,,;. fact~i~:~ical gates, to fighl magical attacks or manipula. 
tion via Resistance Table rotts, and so on. An in\'estigator can­
not expend more magic points than he or she possesses. The 
number of magic points cannot regenerate above his or her 
points of POW. 

Spending or sacrificing magic points or points of Power 
takes only the will of the owner. No special process is needed. 
Doing it may leave sensations of pleasure mingled with regret, 
or a numbness of the sou], or not be noticeable at alL 

Some magical attacks leach magic points or POW from 
unwilling targets. In those cases, Resistance Table rolls may be 
characterized as being painful, or as leaving a headache or 
other minor symptom. Involuntary loss of POW would be a 
stronger sensation than that of losing thr samr amount of 
magic points. 

• If magic points reach Z('ro, the investigator falls unconscious 
until at least one magic point regenerates. 

• Rrgeneration of magic points is a natural function, 
returning at one quarter of user POW per six hours 
(round down any fractions). After 24 hours, all magic 
points should be ~enerated unless the investigator has 
spenl more in the meantime. 

• Were a character to obtain magic points of quantity grealer 
than his or her POW, he or she could spend the excess but 
not regenerate it. 

lel\l'NiN
O 

1\ 5reff 
II wide selection of spells for the game are presented alphabet­
ically in the Grimoirt chapter, starting on p.217. 

• In itself, learning a Mythos spell does not cost Sanity points. 
Casting a Mythos spell does. 

• Any individual can learn a spel1. Studying the Mythos is the 
last thing a person should do, since increasing Mythos 
knowledge always brings the character closer and closer 10 

the time when insanity or the Mythos stakes ils claim. 
Sometimes circumstances demand such sacrifice. 

• Knowledge of a spell can be transferred in three ways. 
Learning from a book is by far the most common method. 

\1AGIC POINTS, LfARNING 

S' C 
ieMNiNS ~ Sr.:!f(ron\ 
So"':~ ~:1;h'~:'~~:", by ,,"01 "p',;m,", "d 
heedless ;e:sure to Cthulhu Mythos knOWledge. Investigators 
seek out their records because their writings may offer quick 
solutions to problems of supernatual scope. Reading a sorcerer's 
notes and pnxedures can be horrifying and sanity-shaking, 
and should not be done heedlessly. 

If a book contains spells. the keeper will indicate their 
presence and summarize each of them in a sentence or Iwo. 
He or she probably will nol use the rule book name for a 
spell, but might offer a description like "'broughte forth a 



,- -ft 

Great Winged 
Beast from ye void which did sore Crowde my place of 

Busyness" in place of the too accurate and too bland 
Su mmon/Bind Byakhee. 

To learn a spell from a Mythos book rt'quircs thai the book 
containing it has been read, and that 206 game weeks of Si lldy 

then takes place, or olher game lime as the keeper indicates. 
/USI as with reading a Mylhus book. learning a Mythos spell 
may be taken up, put aside, then taken up again, as convenient 
l be investigator chooses the spell to study. When the game 
lime has- elapsed, study is completed. The player then rolls 
DlOO e-qual to or less than inwsligator INT x3 (or as the keep· 
er sees tit ). With a success, the speH is learned. Failing, the study 
limt' is lust, but the investigator may start over. 

L1 lNr ~,ft}on\ 
Not er .ferrON 

llaving learned a spell, :1 character may teach it to others. 
Teaching person to person is quicker than one person learning 
from a hook. To learn a spell from another person, roll DI OO 
equal to or less than the student's INT x] for each game week 

spem studying the spell. Succeeding, the studrnt knows the 
spell and now may teach it to others. 

l'I\TNIN~ II 5p,!fr.ro~ 
II ~'1 0, tENht'1 

At will, ny i!lIelligent entity migh~ supply a book ora scroll 
detailin some spell. More characteristically the rntity 
imparts such knowledge by means of dream or vision, rach 
rpisode disturbing and alienating, and gnawing away al 
the charaCTer's sanity and will. This may happen quickly 
or slow1)" as Ihe slory rt'<!uirrs. An entilY might imbue:1 
complete spell in a character's mind via telepathy, though 
such a powerful experience also might send the character 
dirertly to the asylum. 

Once the process is complete, the taTgrt needs a suc­
cessful Idea roll to relain knowledge of the spell. Failing, 
the process must be st~rted anew. 

Imparting or imbuing a spell in this fasbion is rare. 
Investigators rarely recei\'r information in this manner. 
CultiSlS of the Cthulhu Mythos often do. 

l'lIrNIN~ NON~'1t~o, ~1I~IC 
Not all magic dtlginmes fro thelcthulhu tho~4,ut 
Mythos magic is the most I.' I ient agent nf III nipllla­
tion, and in the fi ction il represents the best magical 
map or representation of tbe universe. Other earthly 
magic or religiosity can be significam and can have 
e!Tw. though just how much is for the keeper to 

determine. 

/o.·lechanics and procedures for such magic should be the 
same as those for Mythos magic. though the means and aims of 
earthly magic will ditTer. Horrific deeds should always cost 
Sanity points. 

CN6N
O SF'~ft 

Manipulating the forces nf the Cthulhu Mythos costs Sanity 
points, in amounts varying by spell. If some awful creature arri\"e$ 
in response to a spell, en.:ountering it costs ret more Sanity 
points. Having no Sanity points does not prohibit spells from 
being cast-if it did, there would be no cultists. 

Nearly all spells and many magical ar tifacls also require 
magic points (or Power, if that is the need) to be expended. or 
the spell does not activate. Nothing happens. 

Physical components may be necessary. The component 
may be reusable, such as are the great menhirs necessary for 
summoning He Who Is Not to Be Named. Other components 

lill lr I\RNIN(. ~Pf. LLor;. ('''',((S'''' ~prl.l"i 
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may be consumed in the course of the spell. such as the drink­

ing of space-mead. 

All spells need time to cast. from a few seconds or a game 

minute to as much time as a game week. 

The caster must know the spell. He or she must reiterate a 

sometimes complex and lengthy chant in authoritative tones. 

Usually the caster must have complete freedom of movement, 

since gesture can be as important as chant. 

~c ~:~:"g, i, ",,,lIy '"' ofthre, ""h, 100 )"ud" 
or sight with the unaided eye. These general choices are easy to 

visualize and understand. Greater ranges get to be engineering 

problems, not examples of horror. Avoid telephone spells, inter­

net spells, letter-bomb spells. cruise missile spells. spells sent by 

telescope. microbe spells, microwave transmission spells, and 

other contrivances. Uke roleplaying. magic and horror are per­

sonal effects. 
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~ist I\NC;r,;(;f. ~AtC~es 
Quite a few spells match ca r and target magic points on the 
Resistance Table. Lacking oth instructions, first subtract any 
caster magic points needed to cast the spell, then match the 
remaining magic points of the caster against those of the tar­
get's. To affect the target, first the spell must get there. 

'Evi[,Nce of 5peft's beiN~ c /\St 
The damage done ya Jpen is probably Mwious. A visible man· 
ifestation for a spell being cast may not be apparent. If it is, one 
might spot a peculiar hand gesture or body movement, or notice 
some unusual item or necessary ingredient. In themselves, such 
effects will begin to establish a tone for Mythos magic, so keep­
ers are cautioned to keep such effects more low·key than nol. 
But the effects could be wide-ranging, from hideous roars from 
beyond, gouts of fire, lines of electrical force, pale nimbuses, and 
auroras of various colors to the rushing of winds, raised hack· 
les, ionized air, prickly sensations, the stench of sulfur, howling 
and hissing animals, murmuring voices, alarming moans, or 
whatever the keeper thinks fitting. ~ 

SPELL RANGE 
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ovecraft once wrote, wAll my tales are based upon the fun­
damental premise thaI common human laws and inter-

~t::~,:,~~,;od~ ~e;mOlions ha\"e no validity or significance in the 
., further imagined thaI the fundamemal truths 
of the universe were so alien and horrifying that mere exposure to them 
might result in madness or suicide. While humanity might crave both 
comfort and the truth, only ont' or the other was possible to it. 

The human mind was an inflexible container. [t could not maintain both more truth 
and complete sanity-more of one poured in must spill out more of the other. Humans 
desperate for the power cloaked within truth might choose to forgo all remnants of san­
ity in exchange for becoming adept at manipulating the secrets of time and space. Their 
devil's bargains made, these merciless sorcerers would whistle down devastation and 
doom to this world in new exchange for yet more knowledge and power. 

Lovecraft's working·out of these ideas in his fiction became known as the Cthulhu 
Mythos. The term encompasses a complex and broad group of sometimes contradictory 
narratives, stories, essays, leiters, and deductions, so extensive as to be impossible to 
summarize in detail-and not the least because new Mylhos material continues to be 
wrinen around the world. Adding to the confusion, one of his perceptions was that the 
truly alien is genuinely unknowable. The Mythos becomes not just mysterious, but pro­
tean and contradictory: not only do we not know it, we never can know it. 

As it transpires, we have only our own names for most of these things. We do not even 
know their names for themselves, or if they have names. 

£~:~~~~!~~;:!;::J, we how th" some 'oI;t;es of the Cthoiho Mythos 
are clearly superior or inferior in their powers. Gods are the mightiest, followed (at some 
distance, apparently) by the Great Old Ones. Both may be attended by lesser servitor 
races, often of a characteristic species. 

(!/) uter Got, IE fie, Gots, (!/)tber Gots 
Del'l!nding on which author one reads, the universe is ruled by beings variously known 
as the Elder Gods, Outer Gods, or Other Gods. Only a few of these deities are known by 
name. The majority are both blind and idiotic. They are all extremely powerful alien 
beings, and some may be of extracosmic origin. 

The Outer Gods rule the unh-erse and have little to do with humanity, except for 
Nyarlathotep. Humans meddling with these entities suffer for it, usually ending mad or 
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dead. Names for a few Outer Gods are known. They appear almost to be' true 
opposed to the alien horror of the Great Old Ones, and some m,,,"'mmif'y .,""'''' .. 
principle. Only a few of these deities seem to take interest in human affairs or to 
edge the existence of the human race. When they do, they often ,,",h,,w,, "1""llto""* 
through cosmic walls or dimensions in order to wreak new destruction. All the racesaod 
lesser deities of the Mylhos acknowledge the Outer Gods, and many worship them. 

The Outer Gods are controlled to some extent by their messenger and !JOGI. 
Nyarlathotep. When the Outer Gods are discomforted, Nyarlathotep inwostiptes. 
Azathoth, the daemon sultan and ruler of the cosmos, writhes mindlessly 10 the pipina 
of a demon nute at the center of the universe. Yog-$OlhOlh, either a second-in-com­
mand or co-ruler, is coterminous with all time and space, but locked somehow outside 
the mundane universe. Yog-Sothoth can be summontd to this side only through the use 
of mighty spells, whereas Azathoth theoretically might be met by trawling far enough 
through space. A group of Outer Gods and servitors dance slowly around Atatboth. but 
none are named. 

The term Elder Gods sometimes refers to another race of gods, neutral to and possi· 
bly rivals of the Outer Gods. The Elder Gods, if they exist, do not seem to be as dangerous 
to humanity as Azathoth and ilS ilk, but they have even less contact with humanity. 
Nodens is the best known Elder God. 

Outer and Elder Gods sometimes have been lumped together and confusingly caBed 
the Other Gods, though primarily gods of the outer planets and not of our Earth. They 
would seem seldom called here, but when they do appear they are second to nothing in 
horror. (And,just to thoroughly confuse you, a set of minor Outer Gods are known col· 
lectively as the Lesser Other Gods!) 

Species associated with these deities (shantaks, hunting horrors, servitors of the 
Outer Gods, dark young ofShub-Niggurath) are correspondingly rare on Earth. 

They are not as supernatural as the Outer Gods, but are nonetheless god· like and terrible 
to human eyes. Humans are much more likely to worship Great Old Ones, who are com· 
paratively near at hand and who occasionally participate in human affairs or contact 
individual humans, than they are to worship Outer Gods. Entire clans or cults may so:ret· 
Iy worship a Great Old One. Lone madmen, on the other hand, seem to prefer the Outer 
Gods. Beings serving the Great Old Ones frequently inhabit the remote fastness of the 
Earth. Investigators most often encounter their worshipers and alien servants. 

The Great Old Ones themselves appear to be immensely powerful alien heings with 
supernatural·seeming abilities, but not to be true gods in the sense that the Outer Gods 
are reported. Each Great Old One is independent of the rest, and many seem to be tern· 
porarily imprisoned in some ..... ay. 

It is said that ~when the stars are right" the Great Old Ones can plunge from world to 
world. When the stars are not right, they cannot live. ~Cannot Iive~ need not mean death. 
as the famous couplet from the Necrollomicoll suggests. 

-rfAt is Not feAJ:'~ic~ CAN etnIJAr~e, 
fNfwit~ ShAN't:; MONS <WN t;;t!; "1""1 £e, 

Cthulhu, the most famous creation of Lovecraft, is a Great Old One. With the rest of his 
race, he sleeps in a vast tomb at the bottom of the Pacific Ocean. Cthulhu seems to be the 
most important Great Old One on Earth. Others of differing forms exist, and they are 
recorded as being both less powerful and more free. lthaqua the Windwalker roams at 
will across Earth's arctic latitudes. Hastur the Uns~akable dwells near Aldebaran, and 
Cthugha near Fomalhaut. Other Great Old Ones doubtless infest other worlds, and it may 
be common for a world to be ruled by dominant Great Old Ones. All those known on 
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Earth are invoI\W or worshiped by humans but, by the evidence of the stories, Cthulhu is 
worshiped more than the rest put together. Minor Great Old Ones such as Quachil UUaus 
usually have no worshipers, but wizards may know spells to summon them. Such entities 
fill the role of demons within the hierarchy of the Mythos. 

But even Clhulhu is known of by few, and interventions by Great Old Ones in human 
affairs are isolated. Some commentators sUSpec1that these greater beings rarely think 
about human beings or take them into account. Humanity is negligible and unimportant. 

5nvitoT1V-C<5 
Particular species are often associated with particular Great Old Ones or Outer Gods­
byakht't' with Hastur, for instance, or nightgaunts with Nodens. These are servitor 
species, and frequently a god or Great Old One manifests accompanied by several such 
servitors. Representatives may act as hitmen, messengers, spies, and delivery boys, fright­
ening off investigators and bulking out confrontations. In comparison, Outer Gods and 
Great Old Ones should be met with exceedingly infrequently. 

\N[.peN[.Nt1V-ces 
't5ther ahen species are also important. and sometimes have been able to hold their own 
against Great Old Ones. The independent races vary in power, and some are extinct. They 
are intimately connected with our planet, as described in "At the Mountains of Madness" 
and "The Shadow Out of Time". In these stories Lovecraft gives the true history of the 
Earth. Some species. such as dholes or flying polyps. make no association with particular 
gods or else, as with elder things and the Great Race, take no special interest in magic. 
W"hether one is greata-or lesser seems to depend on the relati\-e danger posed by the aver­
age individual. 

At the dawn of the Cambrian age. beings known only as the elder things flew to the 
Earth. They inhabited much of the land, warred with other species, and finally were 
pushed back to Antarctica. The elder things. perhaps mistakenly. bred organisms eventu­
ally to evolve into the dinosaurs, mammals. and humanity. They also bred the horrible 
shoggoths, whose ultimate revolt led to the near-extinction of the etder things. 

Eons ago, indigenous cone-shaped beings had their minds taken over by the Great 
Race ofYith, mental beings from the stars. The Great Race survived in their adopted bod­
ies until about 50 million years ago, when they were defeated by terrible flying polyps not 
native to this Earth, which the Great Race had imprisoned in vast caverns beneath the 
surface. However, the Great Race had already transmitted their minds forward in time to 
escape their doom. 

The star-spawn of Cthulhu came down upon the Earth and conquered a vast reach of 
land in the primordial Pacific Ocean, but were trapped when it sank beneath the surface. 

The beings referred to as the fungi from Yuggolh (or mi-go) established their first 
bases on the Earth in the Jurassic period. about a hundred million years ago. They grad­
ually reduced their bases to the tops of certain mountains, where they maintain mining 
colonies and such. 

Dozens of other races also participated in this antediluvian parade, such as the ser­
pent people who built cities and a civilization in the Permian, before the dinosaurs had 
evolved, and a winged race which succeeded the Great Race of Yith. Even species from 
Earth's future are mentioned, such as the beetle-like organisms which succeed man, and 
the intelligent arachnids who are prophesied to be the last intelligent life on Earth, billions 
of years hence. 

At present, humans share the planet with deep ones and ghouls (which seem related 
to humanity in some fashion). and with a handful of mi-go. Other species occasionally 
visit Earth, or are sleeping. or are dormant. 

SERVITOR RACES, INDEPENDENT RACES 



~:~~;t~f"~ ~~'df to 'g'o" a po,,;o, of th, "m", My tho, whkh 
does nOI appal to him, and which h~ ffi'ls was not in l.o\·«raft's original concept. Hco has 
left Qut the "'war in heaven" in which the Great Old Ones battled and were defeated by the 
Elder Gods, supposed deities of good opposed to the cosmic evil of the Greal Old Ones. 
This idea of a cosmic war is never found in LQ\-ecraft's own works; more alarmingly. il 
vitiates some of the stark horror found in the original ideas. Carrying Elder Signs around 
like crucifixes and holy water and always having the white-hat Elder Gods in the back­
ground, ready to S3\'C one's bacon if things get too bad, greatly weakens the original hor­
ror of the bleak uncaring universe, to which mankind is left naked and defenseless. 

He has also left out the concept of the various Great Old Ones being somehow con­
nected to the Greek elements of Earth, Water. Fin~. and Air (exemplified by N) ... rlathotep, 
Cthulhu, Cthugha, and Hastur, respectively). This idea falls apart under close inspection 
(if Cthulhu is a water god, why is he currently dead due to being under the sea?). and 
weakens the premise of the Great Old Ones being monstrous alien beings. 

Naturally. if these conceptions seem good and well done to the keeper, use them at 
will. Call of Cthulhu is your game. 

:.f:~:r.:'~~.i:=~~;X[~~: ;,:,;:~~, th, ,nth;, stU! cooH'g, 
Cthu;~nd its fire vampires servitors appear. They are the first life on the planet. Earth 
is covered by warm shallow seas from which continents periodically emerge. 

1.8 Billion BP: earliest fossils of aquatic fungi and algae. 

I Billion BP: elder things arrive on Earth. Landing in what is now the Antarctic Ocean, 
they establish an undersea colony. Using organic material mined from the ocean floor, 
they invoke or generate the primal shoggoth mass called in the Book of Eibon Ubbo­
Sathla, the father of all life. All terrene life more complex than bacteria and blue-green 
algae is born of this creature. Using the shoggoth-spawn of Ubbo-Sathla. the elder things 
construct their first great undersea city. 

750 Milfion BP: the mysterious flyi ng polyps arrive on Earth from outer space. Settling 
on land that far later becomes Australia, they erecl great windowless cities of basalt and 
feed upon the cone·shaped beings they find living there. 

450 Million BP: throughout the arons the elder things have continued their creation and 
exploitation of primitive life forms. When some of their experiments escape. the elder 
things deign to allow them to evolve on their own, resulting in the creations of the first 
vertebrates-fish-and other life forms. 

By this time the planet's crust has formed major continents in the northern and in the 
southern hemispheres. The two continents slowly move toward each other. 

400 Million BP: the minds of the Great Race of Yith travel across time and space to 
inhabit the bodies of the cone-shaped beings of Australia. The Yithians begin a war of 
subjugation against the polyps, which are surprised, quickly defeated, and sealed away in 
subterranean vaults. The Yithians build guard cities atop them. 

350 Million BP: the 11'.'0 supercontinents collide. forming the supercontinent of Pangaea 
and giving riSt to the mountains of Scotland and Scandinavia. This cataclysm also caus­
es new land masses to form in the Pacific Ocean, among them K'naa Ponape. Yhe, and 
R'lyeh. These places will one day be known as Mu. 

In the wake of this upheaval Cthulhu and his spawn seep down from the distant star·sys­
tern of Xoth, claiming Mu for their own. War begins with the elder things for dominance 
of the planet, but a truce is eventually d('clared between the two ali('n races. 
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300 Million BP: another great cataclysm shakes the Earth, plunging the lands of Mu 
beneath the waters of the Pacific Ocean. At this same time Cthugha and his fire vampires 
are banished from the Earth, and possibly other Great Old Ones are imprisoned. 

275 Million BP: the beginning of serpent folk civi lization, in Valusia. a land at the center 
of Pangaea. This is the famw First Empire of the serpent people. A parallel race of tailless 
reptile men co-exists to the east. These latter, who mayor may not be related to the ser­
pent people, built the Nameless City. 

250 Million BP: the shoggoths revolt against their masters. In a war of survival the elder 
things finally win victory. The near-extinction of their slave-beasts signals the beginning 
of the long decline of the elder things. 

225 Million BP: this begins the Age of Reptiles. The dinosaurs reign across Pangaea. The 
arrival of the dinosaurs causes the downfall of the First Empire of the serpent people. 
Many serpent people are killed, but others hibernate or go into hiding deep beneath the 
Earth, forming civilizations such as Yoth. 

190 Million BP: a great east-west crack appears across Pangaea, separating Laurasia in 
the north from Gondwanaland in the south. The remnants of Val usia are plunged beneath 
the waves, into what will one day be the Mediterranean Sea. A separate 
Antarctic/Australian landmass has drifted free of Gondwana toward the South Pole. 
About this time India breaks loose from it and heads north toward Asia. 

160 Million BP: the mi-go, the fungi from Yuggoth, arrive and establish their first colony 
in the Appalachian Mountains. These beings war with the elder things, who are forced to 
retreatsouthward. Soon the Earth is divided, with rni-go in the north, elder things in the 
south, and the Great Race in the lands surrounding Australia. 

70 Million BP: a comet or asteroid strikes the Yucatan. Severe climatic consequences 
accelerate the doom of the dinosaurs. South America and Africa have separated, as have 
Antarctica and Australia. North America has broken free of Europe and is heading west­
ward. Hyperborea is also freed and sliding north. Africa later crashes into the Near East, 
creating the Alps, Carpathians, and Pyrenees. In this time the new Atlantic Ocean and 
Mediterranean Sea are dearly noticeable while much of central Europe is submerged. 
Geologic forces thrust up the Andes and the Rockies. 

65 Million BP: mammals become the dominant form ofHfe. 

50 Million BP: a cataclysm shakes the Earth, destroying the ancient prisons of the car­
nivorous flying polyps. The Yithian minds suddenly flee their cone-shaped bodies to 
inhabit another species existing far in the future of the planet. Deprived ofYithian intel­
ligence the cone beings are soon overwhelmed and exterminated by the polyps.Afterward 
the polyps nearly disappear from the \\"Or1d.ln the Antarctic the largest elder thing city is 
destroyed by the same earthquakr that gives rise to the Mountains of Madness. After the 
cataclysm the elder things lay the foundation of a new city, the last surface structurt' they 
build. 

40 Million BP: the Indian subcontinent crashes into the belly of Asia, raising the 
Himalayan Mountains. 

26 Milfion BP: the continents approach their present positions. 

3 Milfion BP: the civilization of the voormis of Hyperborea begins. They worship 
Tsathoggua and his spawn. 

1.7 Milfion BP: the age of the oldest ice found in modern Greenland, which is a fragment 
of ancient Hyperborea. It marks the dedine of the Voormis civilization. 

1 Million BP: the ice age begins, marking the fall of the \'oormis of Hyperborea, as well 
as an advanced human civilization in Zobna. A civilization of humans rises in 
Hyperborea, and the survivors ofZobna found the new land of Lomar.ln the Antarctic the 
climate chills and the elder things develop artificial heating. 
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750,000 BP: numerous glaciations have occurr«l in the north, but now the Riss episode 
destroys the human civilizations of Hyperborea and Lomar. The cider things of 
Antarctica retreal to an undersea Antarctic city. 

500,000 BP: Lemuria rises in the Atlantic. A human civilization which rules for 100,000 
years is founded ther~. 

200,000 BP: a human civilization has arisen in the lands of Mu, where Clhulhu and his 
spawn once ruled. It will last until 163,844 BP, when it is destroyed by the curse of 
Ghatanothoa. 

25,000 BP; the serpent men raise their S('(ond Kingdom on the Thurian contient, which 
has arisen in the Atlantic from the ashes of lemuria and Atlantis. They are eventually 
overthrown b)' humans. 

20,000 BP: a great disaster sinks the Thurian continent. 

12,000 BP; the Hyboria n Age is the last time of great civilization before the modern age. 
Its count ries cover Africa and western Europe. 

11,550 BP: another great catalysm strikes the Earth, changing the topography of the 
Hyborian lands, destroy ing many ancient civilizations, and sinking the last reman! of old 
Atlantis. From their ashes are fo rmed countries such as Khem, in Northern Africa, and 
cities such as Sarnath, in the Middle East 

10,000 BP: the fall of Sarnath. 

9,000 BP: rise of new hamlets in the Middle East. 

7,000 BP; first greal cities of Africa and Asia. Beginning of the fall of Khem. 

5,000 BP: height of Sumerian civilization; first dynasty of Egypt; first date in Mayan 
chronology. 

4,500 BP; legendary sage-kings of China; paper invented. 

3,300 BP: t'seapt' of the Israelites from Egypt Yog-Sothoth is freed from his Earthly 
prison. 

2,500 BP; republic of Rome; Thueydides. the human Father of History, is born. <1"3> 
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HOUGH more ancient works are known, in human languages it 
is the Necronomicon that best relates the reach and meaning of 

the Cthulhu Mythos. This dark tome contains a chant to Yog­
Sothoth which can open the Way to this world, information on the 
powder of Ibn Ghazi, and a description of the Voorish Sign. 
Doubtless Lovecraft left other cantrips and formulae unmentioned. 

tome also discusses many hundreds of places and things, a few 
of which poor Danforth babbles about al the end of H. P. Lo\'ecrafl'S 

"At the Mountains of Madness", 

The Necroll(Jmicon is encyclopedic. bafflingly. Allusions are definitions, inflections are 
explanations. wishes are proofs, and decoration and design are indistinguishable. The 
vocabulary is as interior as that of a dream. 

Because references and dues within the Necronomicon have already led to investiga­
tions, cognoscenti cite this work as a Rosetta Stone for the black arts. It "'ould be best, 
however, if investigators never get their own copies. Let the work continue to tantalize and 
beckon. The Necronom;col1 is not like a set of file cards, nor should it be used as a round­
house through which to railroad investigators from one track to another. It is too po"'er­
ful and too terrible for that. For its students, the Necronomicon is the gate to insanity, the 
way through which humans pass, metamorphose, and emerge unrecognizable, them­
selves newly made into mysteries. 

Histor'1 
The original \~rsion of the Necronomicon,known as the Kirab Al-Azif, was written around 
the year 730 A.D. in Damascus by the Arab, Abdul AI-Hazred (Abd al-Azrad). A student 
of magic as well as an astronomer, poet, philosopher, and scientist, al-Azrad was born 
around 700 A.D. in Sanaa, in Yemen. Before composing his great work he spent years vis· 
iting the ruins of Babylon, the pits of Memphis, and the great southern desert of Arabia. 
He died in Damascus in 738, according to his 12th-century biographer, Ebn Khallikan, 
devoured in broad daylight by an invisible demon. 

Manuscripts of the AI-Azi[ circulated secretly among philosophers and scientists of 
the age, but it was not until the year 950 that the work was translated into Greek by the 
Byzantine Theodorus Philetas, who renamed it the Necronomicon. Numerous copies of 
Philetas' manuscript were made. The increased circulation of the blasphemous tome led 
to its eventual condemnation in 1050 by the Patriarch Michael of Constantinople. Many 
copies were confiscated and destroyed, their owners suffering harsh penalties. 

In 1228 Olaus Wormius effected a Latin translation of the Greek version, all copies of 
the original Arabic having by this time been los\. Its rapid circulation among philosoph-
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ical circles led to its banning in 1232, both the latin and Greek rersions placed on the 
Index Erpurgmorills by Pope Gregory IX. Qlaus did not retitle the Greek Necrol1omicolI, 
and the work is thereafter commonly referred to by that name. 

The year 1454 saw the first practical printing press using moveable type and before 
the end of the century a black-leiter version of the Latin Necroflomicol! had been printed 
in Gl'rmany, prooobly in Mai nz. The text does not identify the date Of place of printing. 

In the early 16th century, probably before 15 10,a version of the Gn'ek translation waS 
printed in Italy. Although again lacking any identifying marks, this version is generally 
believed to have come from the press of ,\ ldus Manutiu5, founder of the Ald in(" Press, 
famous for its printing of uned ited Greek and Latin texts. 

In 1586 an English translation of the N«rallomicoll was produced by Dr. John Dee, 
mathematician, astrologer, and physician to Queen Elizabeth of England. Nerer pub­
lished, Dee's translation is believed to have been made from a Greek edition discovered by 
the doctor during his travels in eastern Europe. Although accurate, it is incomplete, p:lr­
tially expurgated by its translator. 

A second printing of the Latin v("rsion was made in Spain in the early 17th century. 
As usual, the printer is unidentifil'd but the poorer cut of the type distinguishes it from 
the finer German work. It is in all other ways faithful to the earlier edition. 

®t~er £SiONS 
Other version~ an d partial copies of th e Nerr0l10micol1 also ex ist. The Susse_r 
Ma/luscripl, also known as the CfliluS A'llIlejicanlm, is an English translation m~de by a 
Baron Frederic from the 1.atin texl, published in Sussex in 1597. The muddled and 
incomplete Ai-Azif- }j> Booke of ye Amb, written in provincial English, was made in 
the late 161h century and circulated in hand-copied manuscript. The 116-page 
medieval \'oyllicll Mnllllscripl, presentl), in the collection of the University of 
Pennsylvania, is written in Greek and Latin using Arab script. Stu(lies of the Latin ver­
sions have brrn 111<ld(' by such men as Feery and Shrewsbury, and fragmen tary trans­
lations are found in books published by both these scholars. 

SUTviviN~ c opies 
Condemned ah'd destr6Y(,d by the Church, only fjl'e copies of the N('crollomiCOII an' 
known to exist toda)',ahhough an unknown number of copies may sti ll be held in private 
(ollrctiolls. Copies that reach the ()prll marke\ltre usually purchased b)' libraries or pri­
vate collectors who appreciate the book only for its rarity, or possibly for its blasphemous 
nature and wicked reputation. The resultant increase in value has driven the price beyond 
the range of most serious students of the occult. Few can afford to obtain their own copies 
of this dark and powerfu l book, and, given the l'a1ue and fragile conditions of the exist­
ing copies, few public institutions allow unrestricted access. 

The documented extant copies are all Latin versions, four from the surreptitious 
17th-century Spanish printing and the fifth a single sUfviving specimen of the fine 16th­
century German edilion. The four remnants of the edition printed in Spain are presently 
held in the collections of the BibliotMque Nationale in Paris, the Miskatonic Universi ty 
UbrafY in Arkham, the Widener library at Harvard, and the library of the Unil·ersi ty of 
Buenos Aires. Th~' pre.:iolls single copy of the edition printed in Germany resides in the 
British Museum in London. 

Although the last known copy in Greek is believed to have perished in flames during 
the chaos of the Salem I~i tch trials in Massachusetts, TUmors of other Greek copies occa­
sionally surface. Tht' most recent of these claimed that:l copy was owned by the Nell' York 
artist Richard Upton Pickman. If true, the book apparently disappeared along with the 
artist in 1926. 

tl 1 H JI \ 1 11 I I) H -..., ~" R \ I \ I ~ t, <. 0 P I , 



114 

Handmade copies of the Dee version, most of them damaged and incomplett, are 

still occasionally unearthed. The most recent find was made by Miskatonic Univtrsity, 

which now has a nearly complete Ol'e Necrollomicon in its enviable collection. The 

decidedly less rare Sussex Manllscript also can be found in Miskatonic's collection and 

in many other large libraries as welL It is generall)' believed that no copies of the Arabic 

original have survived to the present day, although persistent rumors suggest that a 

copy su rfaced in San Francisco shortly before the disastrous earthquake and (ire of 

1906. Thl' claim lhat an Arabic copy is part of the collection in the British I'> luseum has 

been recently disproved. 

l'J}eJ ~'l'icl\ f1:l<5crifioN5 
All known printed editions of thr N(Cnll1omiCOI1 are folio-sized. The Latin editions print­

ed in Spain and Germany alike measure 18 by 11-1/2 inches and contain 802 pages. one 

leaf being bound in as a tabbed insert. Records suggest that the Greek version was sever­

al pages longer. The type style is black-letter gothic, and numerous woodcuts illustrate 

the text. Bindings, as with all books of this period, are individual, rrlle<ting the tastes of 

the books' original ownt'rs. (Until the mid-19th century most books came from printers 

unbound, wrapped in paper.) 

Tht' Nrcrollom;col1 found in Ihe British Museum is in a 15th-century leather binding 

still in fair condition. Printrd in Germany. the text is in good condition but lamenlably 

lacks scI'en differentlt'aves. t'ach cut away and rt'moved with great carr. This volume was 

among tht' three libraries of books bequeathed 10 the people of England which led to the 

founding of the British Museum in 1753. 

The copy found in thr l3ibJioth~que Nationale is in poor condition, bound in the 

chrap. crumbling pasteboards common to Ihr era. The lext is in similarly bad condi­

tion, with man)' torn pagrs and several past's missing altogether. Other pages are inde­

cipherable. badly stained by what some identify as blood. The acquisition of the book 

is shrouded in mystery.tht' volume deposited at the front desk in 1811 by a furti ve man 

of foreign caste. The mysterious donor was found a day later in a rat-infested apart­

ment, a victim of poison. 

The University of Buenos Aires' copy is said to have come to South America in the late 

17th ct'ntury. Although Ihe text is in only fair condition, it is unique for its odd marginal 

notes, wrillen in unknown glyphs. 

The Widener Library at Harvard contains a Nefrollom;con of poor condition. Its bind­

ing is original. but badly cracked and split. The texl is complete bUI many pages have sep­

arated and others are crumbling. Restoration efforts arr underway. The book was part of 

the library of Harr)' Elkins Widener, American millionaire. and it is said thaI he obtained 

tht' volume shortly befort' he boarded the Titanic in 1912_ 

The copy al Miskatonic University was obtained late in the last century by a young 

Dr. Armitage, then only recently hi red by the school. Purchased from the private coUee­

lion of Providence businessman Whipple Phillips, the Miskatonic's edit ion of the 

NefrOlromicoll was rebound, probably in the early 18th century, in sumach-tanned 

goatskin. A false titlt', Qanool/-f-lslam, is embossed in gold on the front cover. The lext 

is complet t' and in fair to good condition. ~7 
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do-oveCl'l\ 

A 46+year lifetime 
P. Lovecraft wrOle 

or collaborated on 
than 65 ~Iories, 

penned dozens of ar ticles 
and essays, and hundreds 
of poems, and wrote per· 
haps as many as 100,000 
leiters. Occasionally Tl.'fer­

ring to his Cthulhu and 
Yog-Sothoth cycles, to the 
beSI of anyone's knowledge 
Lovt'craft never used the 
term Cthulhu Mythos. 

Although nearly all his 
tales can be linked by com­
mon references to people. 
places, and things, for the 
most part they lack a true 
central structure or any~ 
thing resembling a precon-
ceivcd history and mythol­

ogy.1t was nOI until late in Lovecraft's career-and then probably only at the urg­
ing of some of his younger correspondents-that he began to integrate into his 
later stories some of the creations found in his earliest tales. In ~The Shadow over 
Innsmouth"( 1931) we find the deep one hybrids worshiping Dagon,a creature not 
mentioned since the story "Dagon" (1917), his second piece of adult fiction. 

Similarly, the fictional city of Arkham and its Miskatonic University, first used 
as backdrops in "The Picture in the House" (1920) and "Herbert West­
Reanimator" ( 1921-1922), are finally developed in his later stories beginning with 
"The Dunwich Horror" (1928) and continuing through "The Whisperer in 
Darkness" (1930). "The Dreams in the Witch House" (1932), and "The Thing on 
the Doorstep" (1933). "At the Mountains of Madness"(1931) and "The Shadow Out 
of Time" (1934-1935) contain detailed histories of prehuman Earth describing the 
different alien beings that had in the past visited and colonized the planets. Some 
of these races, such as the fungi from Yuggoth and the Cthulhu spawn, were from 
earlier stories and were carefully integrated into these late-devised histories. 

ON LOVECRAFT 

t 



Tht' dreaded Nt'crOlwmicolI, one of the LovecTaft's most famous creations, undergoes 
a gradual evolution. FirSI mentioned in «The Hound" (1922), it is herr attributed 10 an 
Abdul Alhazred, an Arab FlOfI mentionl.'d in an ('arlier stOTY. ~The Nameless CityH (1921). 
Alhazred I\'as, in fac t, the boyhood persona of a five-year-old H PL, his youthful imagina­
tion inllamed by his grandfather's copy of A Tholl5alld Iwd Dill' Ambi"" Nights. 

The tt'rm Ohulhu Mylhos is generally attributed to August Derlrlh, a young IHiler 

and early fan of Lovecraf, whu later founded Arkham House' publishers, dedicated to 
kcrping in print 1hr collected works of H. P.lO\"l;'crafl. Fans and scholars have since debat­
ed the definition of this term, argued the Cthulhu Mylhos content of \"arious of lOI'ccraft's 
tales, constructed experimental pantheons of gods and drities, postulated histories, and 
made I'ain attempts to explain all the facets of the literary Mythos. 

In the meantime dozens, perhaps hundreds,of writers both professional and amateur 
halle continued to write Mythos-inspired stories expanding upon lovecraft's original 
concepts while simultaneously developing their own, somrtimes inconsistent \"i th HPl 
and rarely consistent with each other. For the purposes of Call of Cthulhu, Chaosium has 
incorpoTaled most of lOllecraft's creations, as well as those of other authors, in a loosely 
cast Mythos that allows keepers to add or delete particular creatures and conceptions as 
theywil!. 

\N1U'Ne,Y 
Yo\" craft enjo),erl but little success during his HfNime. Although he earl)' attracted a small 
core of allid fans-many of them writers themselves-he neller achieved more than 
semiregular publication in the pulp magazines of the day. Nel"t"r as popular as writers like 
Seabury Quinn, lo\"{'Craft earned most of his always meager income revising and (eIHit­
ing the works of others, even ghostwriting "Under the Pyramids" (1924) for escape artist 
Harry Houdini. It was through publication in amateur magazines and later in Weird 7nles 
that loveHaft was to come into conta(l with other authors of the rnaClbre tale. 

These contacts included already accomplished professionals like Clark Ashton Smith 
and Robert E. Howard, as well as talented roung writers like Derleth, Frank Belknap long, 
and a teenage Robert Bloch. As fate would have it, Lovecraft would make thr personal 
acquaintance of only a few of these people, but long-standing friendships wrre main­
tained through voluminous correspondence-long, dis.:ursive letters filled with lengthy 
discussions of literature, philosophy, and science. Before his death this circle of corre­
spondents would include such recognizable names as Henry Ku tt ner, C. L Moore, I. 
Vernon Shea, E. Hoffman Price, and Fri tz Ueber. Some of these letters are collected in the 
five Arkham House volumes and others are published b)' Necronomicon Press. Brown 
University, in l ovecraft's hometown of Providence, Rhode Island, maintains a catalogued 
lovecraft collection with thousands more. 

Lovecraft's fictional worlds and histories were often discussed, as were the worlds cre­
ated by Smith and other writers. It was not long before Smith and lovecraft carried over 
this sharing of ideas into their fiction, referring to each other·s creations in their stories. II 
was Smith who gave birth to such dei ties as Tsathoggua, Atlach-Nacha, and Abhoth, and 
who created the magical tome, the Book of EiEw". It was Smith's magical, prehistoric 
Hyperborea that LOllecraft fl1"<Juently referred to in his tales. This idea was soon picked up 
by other authors. Robert E. Howard -whose most famous creation is still Conan the bar­
barian-created the dreaded UIIGussprcchliclrel1 Kllirert and the mad poet lustin Geoffre)', 
author of the terrible Prop/I" of/hI" MOllo/ilir. These were also incorporated into lon'craft's 
stories, along with references to I~oward's prehistoric Cimmeria. 

The young Robert Bloch provided the blasphemous books Dt' \ermiis Mysuriis and 
the Cllires dl"s GOliles as we I! as the interstellar and invisible star vampire thai devoured a 
thinly disguised HPl in Bloch's "Sham bIer from the Stars" (1935). Bloch's creations wert 
quickly absorbtd by lO\'ecraft, who also revenged his"murder"by dispatching protagonist 
Robert Blake in Ihe "The Haunter of the Dark" (1936). long-time friend Frank Belknap 
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Long brought to the colieClion both the hmmdsol'Ti.,d,los,,,lth, ' 
Space-Eaters, as well as Chaugnar Faugn, who appeart<! in ~The 
Horror in the Hills", a story by Long based on one of lo,,,,,fr,, , 
many vivid drnms. 

August Derleth added the most to the now-growing I 

Great Old Ones and alien races. Continuing to write new Cthulhu 
Mylhos stories long after Lovecraft's death in 1937, he 
among others, Cthugha, the Teho-Teho people. Ilhaqua, and 
sand-dwellers. Basing a number of his tales in Lovecraft's i 
lowns of Afkham. Dunwich. Innsmouth. and Kingsport, he intro­
duced such characters as Dr. Shrewsbury, who, with the use of mag­
ieks, voyaged through space 10 visit the vast alien library circling the 
star Celaeno. Although many disagree with Derleth's interpreta­
tions-his desirt to create a pantheon of good gods based on 
Lovecraft's Nodens, and his allemplS to define Cthulhu and 
Nyarlathotep as elementals-none will deny this man's tireless efforts in 
keeping the works of Lovecraft in print and available to the public in the 
decades following HPL's death. 

One of Derleth's favorite additions to the Mythos was Hastur, a gmt 
!xing supposedly trapped beneath the Lake of Hali near the city Carcosa on 
a planet circling Ihe star Aldebaran. Allhough briefly mentioned by Lovecraft i 
early lales, these were actually the creations of Ambrose Bierce (l842-1914n, American 
journalist and early exponent of the weird tale. Bierce was an early influence on HPL. as 
were a number of other writers. His favorite author was always Edgar Allan Poe (1809-
1849), and Poe's influenCC' can be clearly seen in some of Lovecraft's first adult fiction. 
"The Outsider- (1921) perhaps mosl closely emutates Poe's slyle and subject matter. 
Arlhur Machen (1863-1947) was anolher early influence; his story ~The Great God Pan~ 
(1894) is very similar in Iheme 10 Lovecraft's ~The Dunwich Horror." Robert W. Chambers 
(1865-1933) also lefl his mark on Lovecraft.A mysterious play, The Killg ill Yellow, figures 
in some ofCham!xrs' stories and probably inspired Lovecrafllo create the Necrollomicon. 
the Pnakotic Manuscripts, and the other tomes of eldritch lore for which his tales are 
famous. It was Chambers who first borrowed from Bierce the Lake of Hali and Carcosa, 
perhaps inspiring Lo\'ecraft to attempt transpositions. 

Lord Dunsany (1878-1957) was probably Lovecraft's strongest contemporary inllu­
ena.1t was Dunsany's The Gads of Prgana (1905) that encouraged Lovecraft to write sev­
eral dream-based stories and first provided him with the idea of an artificial pantheon of 
gods. Algernon Blackwood, another contemporary admired by HPL, drew upon Native 
American legends for the version of the Wendigo later adapted into the Mythos by August 
Derleth. which is there called Ithaqua. 

lov<cTllt~ 
Although chJ~ic' n:~~~~s"'~lsorders prevented Lovecraft from regular attendance at 
school, he was a precocious child and an avid reader. His father institutionalized when 
Lovecraft was only three, he and his mother moved into the house owned by his mater­
nal grandfather. It was in the library of Grandfather Whipple that Lovecraft first discov­
ered the Arabian Nights, the myths of Greece and Rome, and Edgar Alan Poe. He wrote 
his first story. ~The Little Glass Botlle~. at the age of six. about the time he had his first 
dreams about the terrible, faceless nightgaunts (throughout his life he had vivid dreams). 
It was also through this library that Lovecraft developed a taste for Georgian thought and 
literature that "'"Quid remain with him throughout his life. 

But Lo\'ecraft, who would later describe himself as a "mechanist materialist". was also 
attracted to the sciences. In 1899 he began publishing a small journal called the Scientific 
Gozettt. followfit shortly thereafter by the Rhode Is/and Journal of Astronomy. These 
small. h«tographed publications were sold door to door by a bicycle-mounted HPL. At 
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age thirteen, Lovecraft's heloved grandfather died. His father had already passed 311'3)" 

succumbing to his illness in 1898, still confined to Butler Hospital. A series of husiness 
failures had depleted the Whipple family fOTlune. forcing Lovecraft's mother and aunts to 
sell the family home and mOI'e 10 smaller quarters. This was a great hlow to Lovecraft. 
Another attack of nerves led to his withdrawal from high school in 1905 and again in 
1908. Lovecraft , two and a half ),ears short of graduation, never returned. 

Lovecraft never held a job, supporting himself on the dwindling family fortune and 
by what little he could earn as a ghostwriter and revisionist. Alwa)'s the aristocrat, he was 
throughout his life to remain torn bet"'een the professional writer's desire for success and 
money and the detached, amateur gentleman's desire to re3ch fo r aesthetic goals unfet­
tered by commercial demands. Despite this, his first attempts to sell his fiction met with 
unqual ified success, the rrlitor of \\'eird 7ales, Edwin Baird, accepting the first five stories 
sent to him by Lovecraft. His stories appeared in nine of e!rven issues published between 
late 1913 and earl)' 1925. 

When the editorship of \Ihrd Tales passed to the hands of Farns""Orth Wright, 
LOl'ecraft's fortunes changed. Wright, an ablr editor, possessed a blind spot regarding 
Love'CTaft's work and now IIPL more often met with rt'jt'ction than success. Stories now 
considered classics, such as "Th(' Call of Cthulhu", were only published after meeting 
repeated rejections from Weird n,les. His half-hearted allempts to provide what Wright 
demandt'd of commercial fiction were only partially successful. Wright rejt'ct('{\ both bAt 
th(' !l"lou ntains of Madn('ssM and "The Shadow OUI ofTi me", now-famous stori('S that were 
l'ventually printed by ASlOwulillg 5/ories. The superb "The Case of Charles Tkxter Ward" 
didn't see publication until ~"t'ars after lOI'ecraft's death. Lovecraft,crushed b}' the repeat­
ed rej«tions, began refusing to submit his stori('s, and ~Dreams in the Witch 1I0use" only 
sal,' print becaust' August Derlt'th secretly submitted it to Wright, urging him to accept il. 

i N <EX.PANJiN~ Circk 
Ironically, it ,,~s during liM time that HPL was doing the bulk of his professional1), puh­
lished r{'Vision work, much of it no less than actual ghostwriting. I.ovecraft might provide a 
nearly complete text of a story based on a few root ideas supplied b)' the "author". Storit's 
such as Zt'ulia Bishop's "The Curse ofYig" and "The Mound", and II <lzel Heald's"Th(' Horror 
in the Museum" and ''QUI of the Aeons" were in fact 90% or marc tht' product of H.P. 
Lovecraft. While these stories I,·t're quickly accepted by Wright, Lovtcraf(s work under his 
own name continued to be rejectrrl. 

The pranicc of trading deities, books, and themes from one writer's stories 10 anoth­
er was in full swing at this time, and 1.01'('(raft seemed to join in the game with his rel'i­
sion tales. Bishop's two stories are set in the American southll'est and here ,,'f!' find 
Lo\"ecrart's Cthulhu and Smith's Tsathoggua, along with the introduction ofYig. All tnre(' 
are worshiped by a heretofore unguessed-at race of subtt'rrane3n humans. "Out of the 
Aeons" introdu(I.'s a new deity, GhmanOlhoa, described through the vehide of Robert E. 
Howard's Nameless Otlts and linking both to Lovecraft's own fungi from Yuggoth. "The 
Horror in the Mus('um" introduces us to dimensional shamblt'rs and a Great Old One 
knOl"n as Rhan-Tegoth. 

The 19405 and '50s saw a qui('! expansion of the ~·I)'thos. Robert Bloch and James 
Wadt' add('d a fel~ stori('s to the canon, but it I,'as August Derleth who contributed the 
most, producing a number of original tales as \\'t'l! as posthumous collaborations based 
on Lo\'ecraft's stor), notes. It was not until 1%4 that Ihe appt'aranct' of a young Britisher 
named Ramsey Camphell heralded a renewed interest in the Cthulhu M), thos. 

Encouraged by August Derleth, Campbdl's first published collection, The {1I1U/bi/mll 

of Ihe L.ake (Il1d Olher Less lI'elcollle Telll/llIS (1964), was a series of Lovecraft-inspired 
pastiches set in England's Sel'ern Valley. These stories described a number of differ('nt 
beings, races, and histories similar to, but distinct from LOl'enafts. His most famous 
Mythos creations include Y'golon3c, Glaaki, Ihc insects from Shagghai,and a host of other 
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creatures and god-like beings. 1971 saw the emergence of another Britisher, Brian 
Lumley, who brought to the Mythos the underground chthonians, the mysterious G'harne 
Fragments, and the modern-day sorcerer Titus Crow. 

Numerous other contemporary contributors directly influenced by Loverraft include 
Gary Myers, Basil Copper, T.E.D. Klein, David Drake, and Thomas Ligoni. Many others, 
such as Stephen King. have made special contributions to anthologies of new Mythos 
tales. Few wrilers of modern horror fiction can claim there is no Lovecraft influence in 
their work. 

Lowcraft died in near obscurity in March of 1937, at the age of 46 a victim of Bright's 
disease and virulent cancer. His mother had died in 1921 after two years' confinement in the 

same institution where his father had died. A brief, 
two-year marriage accompanied by resi­

dence in New York proved disastrous, 
though divorce was never made 

final,and in 1926l.O\1.'Craft had 
fled home to Providence to live 

out his years a bacheJor,shar­
ingquarters with twu aunts. 
These last years saw a 
reduced output of fiction 
but it was during this 
period that he produced 
some of his most memO­
rable tales. He also found 
time to travel, visiting 
places that tickled his 
antiquarian heart: 
Maine, Philadelphia, 
Quebec, SI. Augustine, 
Charlone, New Orleans, 
Salem, and Nantucket. 
Traveling by bus, sleep­
ing in YMCAs, and eat­
ing crackers, cheese, and 
canned beans, Ur.1.'Craft 
was able to indulge his 
personal tastes for the 
old, the antique, and the 
decaying. 

Plenty of evidence 
exists to show that 
Lovccraft was, by any 
assessment, an odd 

individual. Predisposed to hypochondria and a premature pose of old age, for much of his 
li((' he was commined to social and artistic views more suitable to centuries past than the 
on(' he lived in. Allergic to cold and repulsed by seafood, he was also a scientist and a 
philosopher possessed of an inquiring mind and sharp wit. Most who came to know him 
during his lifetime were left profoundly changed by his friendship. Encouraged and 
enlightened by his erudition and no-nonsense philosophies, many went on to achieve 
fame far greater than their mentor ever enjoyed during his lifetime. He has the same 
effect today, generations after his death. His name is better known than ever and those 
who discover him, whether through his stories, through films, games, comics, or trading 
cards, find themselves as fascinated by his bizarre creations and nightmare worlds as 
were his contemporaries so many years ago_ -l:£'-
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hest nOtes discuss the Necronomicon, its author, mighty 
Cthulhu, evidences of Mylhos knowledge in earlier times, 
and more. They are a summary of researches by Herr Doktor 

Phileus P. Sadowsky, late Professor of Arahic Literature and Philo­
pseudology, University of Sofia [Bulgaria). 

--rf. N'CTONO~icoN 
This key work of Mythos lore is a book familiar to students of arcana, although few alive have had 
opportunity to study it first-hand. Squeamish scholars have deemtd the Ntcronomiron accursed 
and <ksIroyed nearly every copy which can bt found. Much of what is popularly known about the 
book is due to the writings of H. P. Lovtcraft. According to his researchts. NtcrOnomiam is actu­
ally the tideof a Greek translation made c.95O AD byTheodorus Philetas, from an original Arabic 
manuscript.A Latin version of the Greek translation was made in 1228 AD by otaus \\\)rmius, to 
whose name we may append ~Ihe Eldtr" ,so as nOi to confuse him with the 16th century scholar 
of the same name. His Latin version is the one known to have survived to the p~I.An analy­
sis of loYtaaft's ~ regarding the Ntmmomiron can be found in Lowmlft: a Biography 
by L 5pr.lgue de Camp. 

The meaning of the Greek title Necro"omicon, which the Latin version retains, is 
something like "things pertaining to the customs, practices, or laws of the dead", ntkros 
meaning "dead" and nomos meaning "custom" or "law·. The original Arabic title of the 
work was Kilab AI-Azif, "book of the howlings of the desert demons or Jinn" or, more 
poetically, as "book of the Approacher". 

--rf. :t:d{OT' S NI\~' 
A major error in Lovecraft's description of the book is one not of his making. It seems to 
have been a scribe's error which found its way into the medieval manuscripts, and which 
is worth correcting at this point. The author of the Ntcronomicon is said to have been a 
mad Arab who died around 738 AD, named ~Abdul Al-Hazrad". No Arab ever would have 
had such a name. Although in English popular fiction Abdul is perhaps the most popular 
surname given to an Arab character, it is not actually an Arab name. "Abd" in Arabic 
means either "slave" or "worshiper", as in Abd aI-Malik, meaning ~slave of the king", Abd 
ai-Rahman (or Abdurrahman), meaning ~worshiper of the generous one" (namely God), 
or Abd Allah, more commonly written in English as Abdullah, meaning "worshiper or 
slave of God". AI or ul in all these names means simply "the-. Even Allah actually means 
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"the (only) God~. Abdul means merely "the worshiper/slave of -~. Standing alone. il 
makes no sense in Arabic, needing a noun to complete the meaning. 

The name Abdul AI-Hazrad is obviously a clerical error on the part of Theodorus 
Philetas or (more likely) by Olaus Worm ius the Elder who, knowing no Arabic, translated 
Philetas' Greek I'ersion into Latin. Thus the correct rendering of the Necronomiwns 
author is Abd a/-Hazred. 

Hazred is not an Arabic word. II probably is a textual corruption from which one might 
reconstruct the original. Medieval authors of len didn't fully 
understand forl'ign languages, and had no bilingual dictio-

:I~~:~a::~i~~~~~:h:::~~~.~:!~;~~:e,~ae~:~~~~::s~~:~~ <S/~ ~ ~;;; r'~~ L ~ ~ / y , ,-
For example, htlshisi!ulI in Arabic became t15$a5$inus in latin .. 

'" . " I /. ( ' • • J , ~ \ ", 
and assassin in English. The Arabic name Ibn Rushd Ixcame '" i: . ~ o:::J:.".JJ ~ ~J ~ ~ U U CS;.. -:.r- c.::>'. - I 
Averroes in latin. I(Haue<! is a similar cast, I would speculate The Original Arabic M " ' 

that the actual original was Azmd, the elative form of the ~-:;;~;;-;;;:;:-r;;~;;---':"')1~;f3~~~~ 
Arabic verb zarado meaning "to strangle or devour~. Thus the correct name for the 
Nt.'CTonomicon's author is probably Abd al·Azrad, tr:mslatable as "the worshipt'r of the great 
strangler I great devourer". 

~ t:::~~:'kS~~f!:;rom th, Nm,n,mi"n ,re oft" gOOled, Th' A"bk odgi· 
nal of these lines contain an important piece of information , hitherto unknown, dealing 
with the cult of Cthulhu. The Arabic quoted is from Arabic Manuscript No. 2781, the 
Necronomieon, of thl' Magyar Tudoman),os Akademia Orienlalisztikai Kozlemenyei. 
lovecraft gives an English version as follows. 

ThaI is not dead which can elernallie, 

And with strange aeons even death may die. 

The original Arabic verses have identical meter for each four-beat line, the stresses falling 
upon Ihe slashes: 

. / .. / .. / .. /. 

Transliterated, Ihe Arabic sounds like this: 

10 mayyitan rna qadirun yutabaqa sarmadi 

fa ilha yaj; ash-shuthath af-mautu qud rantuhi. 

literally (and unpoctically) translated, the Arabic original has the following meaning: 

That tiling is not dead which has tile capacity to (o minul! to exist eternally, 

And if the abnormal (bizarre, strange) ones (things, times?) come, then 
death may cease to be. 

One Arabic phrase.)'aji ash-shu/hath, perhaps gives a dut' to a deeper mystery. It is plur­
al, and it literally means "the abnormar, referring 10 people or to things, depending on 
the (onte):t. Il1qi means ~comes" or "are coming". Colloquial Arabic often transforms the 
soft j-sound inlO a hard g-sollnd, and many limes the vowel endings are left off and the 
words slurred together, as we often do in English. Therefore a po~sible rendering of this 
phrase in colloquial Arabic would be yag·shllthath, with a slight change in the quality of 
the vowels easily recognizable as Yog-Sothoth. 
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y~).s 
in Arabic 

°A,,"'eo9 
in Greek 

The couplet may have been parI of an antedating ritual cre:lIed by Arabiall dl'vit-wor­
shipers who during ceremonies would chant )'ag-sim/hath.' Yllg-slwthath! meaning ~The 
Abnormal Onr (or Times) are comjng!~ This is obvious refrrellce 10 the return of the 
Great Old Ones or the QUier Gods. central goals for the worshipers of the Cthulhu cull , as 
reported by Legrasse, Armitage, and othrr students. 

HUN~l\TiIlN N,crONonv'CONI 
The manuscriN is cataloguoo as the Kilab ul-Azif,A rabic Manuscript liS) of the I\lag)'ar 
ludoman~'os Akademia Orientalisztikai Koziemenyt'i. The folded manuscript measures 21 
by 16 centimeters on coarse parchment which is quilt' decayed and \,wm-ealen, and it is 
partially burnt on the lower right corner, as if it had been cast into a fire and then rescued 
before being consumed. 

Tht" tt"xt is written in a shaky hand, perhaps that of an old man. but certainly not that 
of a professional saibe. The type of parchment and [he style of Arabic script allow the 
manuscript to bt' dated to the eighth ct'lltury. probably from Syria or Iraq. Due to the 
df'('ared nature of tht' manuscript, only fragments of the text so far can be Tt"covt"red wilh 
certainty. but there is enough to allow a reconstru..:tion of the original Arabic names of 
many deities in the Cthulhu :-'Iythos-wilh some philological comments on those names. 

The original Arabic text of Abd al·Azrad passed Ihrough several rect'nsions in Arabic 
and was translated into Greek, from Grt'ek inlo Latin, and from Latin into English. 
Furthermore, such ,,'as the fame of this dread occultic work [hat there developed a I;lrge 
body of spurious Nt'crouomicOIl manuscripts crealrd by charlatans who had no COI1l1ec­
tion 10 the authentic M),thos. but who ,,'ished to try to profit from it. 

Recently, books bearing the name have been published in English, each claiming or 
imputing to incorporate Ihe all1henl ic tradition. At least one was printed as a mass-mar­
kt't paperback! None of Ihese efforlS has any establishable connection with Ihe original 
manuscript, lI' ilh the possible exception of lUI.. Geiger's work, which is infused \\'ilh the 
spirit of the original. 

fost -c ffS5iclI ~rreNC's to 

~"1t OS <ENtities, bJ lIlN~ ulI~' 
Thert' \ ~re rAany difficulties in translating proper nahles fr~ one language to another in 
medieval imes. Arabic names often appeared in ~orrupt Lalin forms-Al-Qahira hecame 
~Cairo", for instance-partly because the vowels of Arabic were seldom written. only ~Oll­
sonants appearing in the usual script. The untrained foreign reader finds a large range of 
possible pronunciations of the same word. Different regional dialects pronounced the same 
syllables differently. One always finds transformations when names are trnnsmiued from 
one language to another. This is certainly true of names connected with the Cthulhu 
Mythos. as they appear in various editions of the Necffll10miCOII. 

Azathoth, the Daemon Sultan, is the ruler of the Outer Gods according to the Cthulhu 
M)'thos. His name is apparentl), a compound of two differenl particles, aza and Thoth . 
Thoth is clearly related to the name of the ancient Egyptian dei t), JiI/llI/i, whose name is 
mispronounced in Greek as Thoth. AZII is a slight verbal corruption of the Arabic word 
iZZII, meaning power, might, or st rength, The name written in Arabic would thus be !z;:11 

Tohllli, or "Power of Tholh", Apparentl)' Theodorus Philetas Ir;mslated 1ililllli into ThOlh, 
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to him the more familiar form. In Greek the full name became AUllhoth, and so the deity 
WQuid later become known in Latin and in English. 

Latin: Azatholh 

Greek: aZa/hoth 

Arabic: Izzu Tanuliz 

\Vhetht'r Thoth or Tahuli, both are code·names used by solUrers in St'Cm refmnce 10 
Nyarlatholt>p, thr Cthulhu Mylhos deity most worshiped in ancient Egypt. Translated or inter­
preted, the name Azathoth means~Power ofNyarlalhotep~.since Nyarlathotep fulmls all the com­
mandsof Azalhoth: he is Azatooth's power or agent. and thus Nyarlathotep is backed by Azathoth. 

The word "chthonianM is a direct Latinization of the Gretk word xthonios, meaning ~dweller 
under the tanh", which is exactly what the chthonians are in the Cthulhu Mythos. The origi­
nal Arahic name for this race, according to the Arabic Necronomicon, is al-ghariyun, meaning 
literally"those of the ca\'e-, the singular beingghari, or "of a ca\'e~. 

Latin: clJlhonius 

Greek: xthollios 

Arabic al-ghariyun 

The spot at which the chthonian race has most b«n claimed 10 emerge is at the city of 
G'harne, somewhere in north Africa. The similarities between the city name G'harne and the 
Arabic al-ghariyun are so vast as to n~ no comment. 

~Mk Y OUNO {5~J-Nioo~ 
This name has undergone a great deal of corruption in its transmission from Arabic inlO 
Greek, Lalin, and English, and is in reality a composite of various epithets from those lan­
guages. Part of the problem comes from the fact that the name Shub-Niggurath, commonly 
taken to refer to the "Mother of the Dark Young", may be the title of the dark young them­
selm. Their Mother being known more accurately as "The Black Goat of the \\OOds With a 
Thousand Young". 

Latin: Juvtn;s nigritiat:' 

Arabic: ash-shubab al muthlimun 

The name is best understood by breaking it down into composite phrases. "Shub" is probably 
mort correctly wrillen in Arabic as shabb, meaning"youth" or"a )'Oung manN, This word could 
clearly have refert'llce to the "youn( component of "dark young", "Niggurath" is apparently a 
corruption of Ihe Latin nigri/iae, meaning "blackness", Thus, Shub-Niggurath would seem to 
be a word combining Arabic and Ultin, meaning"A Young One of Blackness" -oneof the dark 
young. The Arabic term used by Abd al-Auad for these entities is in the singular, ash-shabb al 
mullJ/im, or "the dark young ones"; made plural it is ash-shabb al-muIMimun. Unfortunately 
the portion of the Greek NffronomicoII which discusses these matters is damaged by watt'r, 
mold, and l'o'Orms, and is illegible. Part of the difficulty could be resolved if wt knew how 
Theodorus translated the Arabic phrase into Greek, butlhis is unknown. 

ON CHTHONIANS AND DARK YOUNG 
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in Arabic 
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Nyariathotep 

,-,.b.,oC0~ 
in Arabic 

.r't.~~1I'l gf&o 
in Egyptian 

How did this barbarous compound word of Latin and Arabic arise? When the Roman 
Empire fell, dassicallatin accelerated corruption into the ancestral dialrcts of such modern 
languages as French, l1alian, Spanish, Portuguese, Rumanian, and Romansch. Many Latin 
dialects developl'<l in mt-dievaillaly-modern Italian is a descendant only of the Florentine 
dialect. Many other dialects were and are spoken in Italy. The original Lalin phrase for dark 
young.jul'tnis nigritiat, meaning literally~a young creature of blackness~, also transformrd. 

It would stem that the dark young wert worshiprd by demJenl fertility cults in medieval 
Italy and the dark young wer~ referred \0 by these cuhists as jUYellis nigritiae. When the 
Muslims conquered Sicily in the ninth century, their language and culture was spread 
throughout that island. Sicily was evidently a stronghold of worship of the Dark Young, and the 
Arab immigrants wert caught up into this religion. The Arabs corrupted jUl"enis fligritiae, 
translatingjUl't'nis in to Arabic as 5l!abb, while corrupting the pronunciation of nigritiar into 
fliggurath. When Olaus Iranslatoo the HUrD/lomiroll into latin in 1228, he was apparently 
fam iliar with the Sicilian cult, and translatOO the Greek phrase referring to them as Shub­
Niggurath, a phrase by which the cult would possibly be known to a few halian scholars and 
churchmen. This phrase transferred unaltered from Olaus' Latin version into English. 

What would be the Arabic name of the creature (probably mistakenly) known in the 
Cthulhu Mythos as Shub-NigguTath! In the Arabic Kitab al·Azif, the phrase'· Black Goat of the 
Woods with a Thousand Yount occurs alternatively as AI-MIl'izll Ils-Slludll al-Ghabali ("The 
Btack Goat of the Woods"), limm al-Alf AI-Mulhlimul! (uThe Mother of the Thousand Dark 
Things"), or Umm llSh-Shabab al-AIf(~The Mother of the Thousand Young Ones"). 

The ghouts mentioned in Ihe Necronomicon are directly related to that mythical creature of 
Arabic legends, the ghu/. 

Arabic: gh!ll 

According to Arabic sources, theglrul has a human form. but a canine Of monstrous appearance. 
They haunt tombs and graveyards, feasting on the corpses therein, and allempting to lure a\\'ay 
passersby. This description dearly corresponds to the ghouls mentioned in various MythoNelal­
ed .... "Orks. 

NI''\rFAt~oteF 
Nyarlathotep is presently the only name in the Mythos which can be tfaced to ancient 
Egyptian antecedents. The name is a contraction of ny har rul hOltp, meaning "there is no 
peace (safety, rest) at the gate". The significance of this title is apparently that Nyarlathotep. in 
his role as messenger of the Outer Gods, is the "gateway" between the planes, and specifically 
between their dimensions and ours,or at least that is how the ancient Egyptian cultists viewt'd 
the mailer. 

These ancient Egyptian Cthulhu cultists used the name of the Egyptian god Tahuti (or 
Thoth) as all alternative name for Nyarlalhotep, as both Thoth and Nyarlathotep $efVOO simi­
lar functions in their respective pantheons. 

Latin: Nyarla/ Horep 

Greek: niarlat hotep 

Arabic: niyharlar hOlep 

o N (, If U 11 L ~ '\ N 1) N \ .\ K l .\1 H (I 1 f l' 



'£) ~ "'R...~ T U ll"\ 5 U P ~ l' N 1\ t U l' '" 

Egypt ian: nl har rut hatep 

The key to the corruption of the word is that in New Egyptian the Irtter L,signified by a couch­
ing-lion glyph, also doubled for the Greek r-sound_ Thus the"r" in Cleopatra is written by 
using the same glyph. Prtsumably, when Abd al-Azrad (or whomever transliterated the 
Egyptian into Arabic) rtad the word nl har rut hottp, he mistook the "r" in rut for an "I" and 
the phrase became, in Arabic, nihariat hotep. 

In G~k, the letter"W can only appear at the beginning of a word. Thwdorus could not 
transliterate the "h" in niyhar/aI, instead choosing niarlat in Greek.. Olaus Wormius continued 
the corruption by changing the letter"!" to the homophonous letter"Y", and English transla­
tors finished the process by combining the phrase into Nyarlathotep, the single word known 
today. 

Sh"~ :~:O~h:h:~;' ;, th, Anb;, N~""mi,," ";tt,, ""-M,',II 
(or a/-Mu'ilf), mtaning"~~ser of Destruction"_ 

Arabic al-mu'ell 

The referred-to destruction is doubtless the chthonian power to provoke earthquakes. The 
word "Shudde" is almost certainly a corruption of the Arabic shidda, meaning "violence". 
Thus, Shudde M'eH (or perhaps mOrt corrtctly Shidda a!-Mu'tll) properly refers only to the 
earthquakes caused by this deity and its minion chthonians; that is, earthquakes are the vio­
lence, s/ridda, caused by a/-Mu'tll, the deity. 

The name Cthulhu reprtsents an attempt to translitente into Gredt a difficult Arabic word 
which appears mquently in the Arabic NtcrOnomicon_ The Greek form is Cthulhu. Although 
this is a difficult phrase in English, Latin, or G~k, it makes perfect sense in the original 
Arabic. Cthulhu is sometimes caned Khadhu/u in the Arabic NtcrOnomiron. 

Latin: Cthu/hu 

Greek: xthulu 

Alilbic: khadhu/u 

or a/-khadhu/u 

In Arabic, khadhulu means "abandoner" or "forsaker". The term is used thus in the Korall 
25:29 by Muhammed the Prophet, where it Slates, "fur Mankind Satan [in Arabic,Shal/anlls 
Khadulu". Muslim commentators have traditionally taken this to mean that Satan is a forsak­
er of mankind-on Judgment Day, Satan wil1 forsake those who followed him in this life. 

However, as khadhulu is used extensively in the Arabic NtcrOnomiron 10 refer to a power­
ful deity, and is translated by Theodoms as xlhulu and by Olaus in Latin as Cthulhu, it is pos­
sible to translate this verse as "for mankind Satan is Cthulhu", thus identifying the entity 
Cthulhu, worshiped by a cult of pagan Arabs before Muhammed, with the Salan of the /udeo­
Christian tradition. Cthulhu worship in pre-Islamic Arabia may have centered on the famous 
Nameless City, also known as the City of Brass or Many-Columned lrem-in Arabic, from 
dhat al-imad. 

ON SHUDD~ M'ELL AND CTHULHU 
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Cthulhu 

in Arabic 

in Chinese 

XE3 U >-. t.I 

in Greek 
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On the other hand, there are reports of small tribes in the isolation of Greenland who refer 
to this pre-Christian deity as Cthulhu or a near-equivalent, de)pitt the improbability of their 
having had rontact with the Koran or with the WormiU5 ~rsion of the Ntcronomicon. Perhaps 
Cthulhu or some similar sound is the true name of this entit y, 
and the similarity of the word khadhulu led Cthulhu's 
Arab worshiptrs to refer to their deity by a lerm 
understandable 10 them. 

The Semilic cultures in particular, in all 
their various branches throughout the 
Middle East, retain vestiges of ancient 
Cthulhu worship. One of the oldest 
Semitic languages is Assyrian, which 
originated in the second millennium 
BC, and which shows clear references 
to Cthulhu worship. A common l'o'Ord for 
~demon" in Assyrian is alu'Ii, When this 
word is combined with the Assyrian word 
khatu', meaning"ominous" or "evil", the result is 
khaw alu'r~, and is clearly related philogical1y to 
Cthulhu, An ancient Babylonian scribe makes referenct to aluu lemnu sha pa la islm atta, 
meaning "the alu'u (demon) who has no mouth"'. This could reftr to Cthulhu himself, whose 
face is a mass of ttntacles, and therefore appears as a demon who has no mouth, Even if not, 
the horror of the image points at Mythos origin. 

Hebrew, another ancient Semitic language, also makes oblique reference to Cthulhu wor­
ship. This identification necessarily must remain tentative, since tht oldesl Hebrtw texts we 
possess art of the Bible. the wrilers of which dearly and wisely would have been antagonistic 
toward any Cthulhu cultists. The prophet Isaiah. who li\'OO in the 8th century BC, wrote~lshalJ 
look upon man no more among tht inhabitants of chadhd" (Isaiah 38:11). 

Hebrew: chadel 

The last Hebrew word of this verse, chadhel, is directly related semantically to the Arabic khad­
hul. This word is gentrally thought to be a euphemism for Sheol or HelP. However, if the '>I'Ord 
is taken as a proper name, the significanct of the \'erse drastically changes. Chadhel is most 
likely an ancient Htbrew form of the word Cthulhu. as the Hebrew "dh" in this cast is, in lin­
guistic terms. an emphatic form equivalent to the English "th", an aspirant form of the samt 
sound. «The inhabitants of Chadhel" comes to mean "those who dwell with Chadhel~ or "the 
people of Chadhel" (j./,., Cthulhu), and thus dearly refers to a cultist sect. The meaning of the 
verse should be "[ shall look upon man no more among the people of Cthulhu", a form of ritu­
al and well-destrved cursing of the evil cultists. The name Chadhrl had such horrendous oyer­
tones 10 the Hebrtws that in medieval interpretations it b«ame synonymous with Hell, giving 
rise to the modern faulty interpretation of the verse, 

Indo-European languages also mention drrad Cthulhu. For instance, the Sanskrit word 
kata/a) reftrs 10 a large fish or sea-monster'. 

Sanskrit: kawla 

This l'o'Ord is simply a Sanskrit pronunciation ofCthulhu, who of course qualifies nicely as a sta 
monster. 

The name Cthulhu transliterate'S from Chinest characters thusly: 

Chinese: kui rai lao ha; 

The meaning is kui (demon), rai (evil), lao (andent). and hai (ocean)',ln idiomatic English, 
the phrast signifies "andent evil oceanic demon~. 

Important is tht derivation of this name from the archaic I'orm of kui. Mandarin charac­
ters e\'OI\'ed from pictographs, whe'rtin the character drawn was an abstract picture symboliz-
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ing a word Of idu. In later timtS these pictographs wn'e further abstracted into the currtnt 
Chinese characters. The character for kui went through an evolution, arran~ chronological­
ly from Idlto right in a nearby box'. 

Scholars will usily m::ogniu the symbols as archaic drawings of Cthulhu, including tM 
tentacles attached to the head. We can conclude that a generic Chints( charactrr for "demon", 
kui, evolved from the very early need to refer to Cthulhu. Awartness of that entity must be 
ancient indeed in China for it to have affecled the language so profoundly. 

CONcfUYiON 
TractS of ancien! Cthulhu worship exist in the rt(ords of all major Old World civilizations: in 
Mesopotamia to the Assyrians as Khatu alu'u, the "evil demon"; in PaltStine to the HebrtWs as 
Chadhd, a name equivalent to HeU; in Arabia as Khadhulu, -Satan the £Orsaka-; to the Hindus 
as Kalala, the "Ka monster"; and to the Chines as Kui ta; lao hai, the "ancient evil ocean 
demon". All label Cthulhu as malignant. Only in Egypt has no refertnce to the worship of 
Cthulhu been found. Perhaps the worship of Nyarlathotep (in the guise of Thoth) drove OUt 
competing cults. 

The widespread naturt of the Cthulhu cult-the only god shown to have betn worshiped 
simultaneously in all thret major centers of ancient civilization-had hitherto gone unnoticed 
by scholars. One wonders: if such a powerful cult could have remained so well·hidden in antiq­
uity, what obscene rituals in hidden places might ytt be practiced to this alien horror~ 

Alarmingly, neither the document nor that catalog number currently exist. Here we have 
only Herr Doktor Sadowsky's unimpeachable reputation for the truth as corroboration. 

2 Ignace J. Gleb, et. al. The Assyrian Dictionary (Chicago University Press, 1964, in 
progress), vol 2, pp. 355Ff. 

3 Ibid., vol. 6, p. ISS. Spoken swiftly and slurred (as is often done in human sptteh) it prob-
ably would sound like khalulu'u, easily recognizable as a variation of the word Cthulhu. 

4 Cuneiform Tats from Babylonian Tablets, 1627:8. 

5 Gmnius' HeImw-Chaldee Laicon (Ecrdmans, 1982), p. 262. 

6 Monier·Wiliiams, Sanskrit-English Dictionary (m. wrsion of 1899 edilion: New Delhi, 
Minshiram Manohalal, 1981),p. 270a.> 

7 These Chinese characters can be examined in the follow· 
ing sources: Bernhard Karlgren, Analytiud 
Dictionary of Chinese and Si"'/"p"'o«'" 
York.: Dover, 1974 reprint of the 1923 Paris 
edition) hereafter referred to as AOC, and 
L. W~r, ChintH Chanutm (Dover 
1965 reprint of Ihe 1915 edition) 
hertafter merred to as cc. For the 
sp«ific characters: kui (or kuel) = 
~demon,spirif ADC 460, CC 548; lai 
= ~bad, evil~ ADC 959; lao = Mold, 
ancient" ADC 515, CC 88; shai = Msea, 
ocean~ CC 595. 

8 Ibid. Thrsr drawings art 
analyzed in CC Ill, 
548. 'ilJ 
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rrminology changes rapidly. A psychiatrist of the 19205 would 
recognize some of th~ terms, but olhers would be baffling. 
Mosl strikingly, phrases of a hund~ years ago like ~ Iunalic~ 

have bea>me deliberately neutral in lone. 

~~:5~.F,~y:~~:~ ~:~~tbbf:l~~~;,:~~~:~:: d'so,d",. 
Beyond the symptomatic behaviors, those who lack such medications also should suffer 
skill reductions while the effect is strong. 

Schizophrenia (schizophl'fniform disorder, dementia praecox): Mental concentration 
greatly diminishes; hah'c all skills requiring concentration. Symptoms include bizarre 
delusions, paranoia, auditory hallucinations, incoherent speech, seeming emotional 
detachment, social withdrawal, bizarre behavior, and a lack of the sense of self. 

Psycho.;c Disorders: interesting behavioral and culture-bound syndromes are 
There is a Capgras's Syndrome, for instance, in which everyone is perceived" ],,,'oS, h« 
replaced by impostor duplicates. In Cotard's Syndrome (delire de negation), one is 

vinced that not only his possess~~'o~'~"'~'~O;d~'~"~,"::'~h;:'~"'~fu:~ll:,:o~a;:w~':Y.~b:"~'~~~,:!~::~:a blood, and the heart, the intestines, etc., begin to rot. I 
thought to follow and imitate 
appropriately metaphorical new ones can be imagined and made up. 

Many culture-bound syndromes are of briefer duration: 

Amok -Mala)·sia. "Running amok", an o",.b,,,tof ",0:]",,,,",1 '!g"""'" ,0d'0,o" ,J 
dal behavior directed at people and property. Amnesia, return to consciousness, and 
exhaustion occur following the episode. The killing spree will be done '''"gW""''', 
er weapons are on hand. (Ahade idzi be is the Navajo equivalent.) 

Boulet Deliral1/-West Africa, Haiti. Sudden outburst of aggressive, agitated behav­
ior, marked confusion, sometimes with visual and auditory hallucinations or paranoia. 

Brain Fag-Nigeria. Impaired concentration and feeling fatigued; pains in the 
nC'Ck and head; the sense that worms are crawling inside the head. Usually attrib­
uted to witchcraft. 

Ghost Sick1ltsS-Navajo. Weakness, loss of appetite, feeling suffocated, night-
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mares. and a pervasivt: fet:ling of terror. Altributed as a sending 
from witches or malign supernatural powers. 

Piblokto-Inuit. "Arctic madness" wherein tht: afflicted rips off 
his clothes and runs howling like an animal through the snow. 
(Myriachi/, Siberia.) 

Sus/o-Spain. A variety of somatic and psychological symp­
toms attributed to a traumatic incident so frightening that it 
dislodged the victim's spirit from his body. 

Taijitl Kyofusho-Japan. "Face-Io-Face", anthropophobia, an 
intense anxiety in the prest:nce of otht:r people; fearfulness that 
one's appearance, odor, or behavior is offensive. 

\'irodoo Death-Haiti, Caribbean. Belief that a hex or witch­
craft can bring about misfortune, disability, and death through 
"spiritual" mechanism. Often the victim self-fulfills the hexer's 
prophecy by refusing to eat or drink, resulting in starvation and 
dehydration. (Mal peusto, Spain). 

Wacitlko-Sioux. Anger, withdrawal, mutism, and immobility, 
leading to illness and suicide. 

Wmdigo Syndrome-Cree, Ojibwa, Salteaux. The afflicted 
beJie\'es he is a personification of the Wendigo, a cannibalis­
tic thing with an icy heart. Compare with fthaqua in the 
"Deities" chapter. 

Shared Paranoid Disorder (shared delusional disorder, Folie il 
deux): the character takes on the delusional system of another 
paranoid as a result of being in close contact. 

~~~~~~~:::I"de choose i, 'ppeli", weighl goi', 
:hlloss, 100 much or too little slet:p,sluggishness, fet:lings of 
worthlessness or guilt, and suicidal thoughts, hallucinations, 
delusions, or stupor. Skills lowered by 10 to 30 percentiles. 
There is a predisposition to use alcohol or other substances in 
an attempt al self-medication. 

Mania: character has a fairly constant euphoric or possibly 
irritable mood. Symptoms include a general increase in activi­
ty, garrulousness, increased self-esteem to the point of delu­
sion, decreased need for sleep, easily distracted, willingness for 
dangerous or imprudent activities such as reckless driving. 
hallucinations, delusions, and bizarre behavior. Lower skills by 
10 to 30 percentiles. A predisposition exists to use alcohol or 
other substances in an attempt at self-medication. 

Mood Disorder: character oscillates between mood 
for weeks at a time, crashing into different mood states, 

sometimes states with mixed features (such as being 
'p""sed b,,, full of energy). 

The character finds solace in using a drug, becomes physically 
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addicted, and spends much tim~ maintaining, concealing, and 
indulging the habit. Drugs includ~ alcohol, amphetamines, 
cocaine, hallucinogtns, marijuana, nicotine, opium (esp. morphine 
and heroin), sedatives, pluton ian drug, space mead, etc. 

A character under the sway of such a substance should fed the 
personal struggle daily. POW rolls might be used to resist or suc­
cumb symbolically to cravings. Modifications of -20 percentiles or 
more could occur to skills becau~ of withdrawal symptoms. Sanity 
losses could occur from binges or bad trips. Particular characters 
might find that drugs promote communication with alien entities 
and gods, and that dreams about them beoome ever more vivid and 
horrifying.Coll\oftsdy, such substances might function as sdf-med­
ications, deadening a character's fears and offering temporary 
defenses against Sanity loss. 

See below for a list of abused substances which often lead to 
substance-related disorders. 

"c,x.i,t'119i5or!., 5 
Cdn~izLd Anxitty Doordt:r: character suffers from a wooy of 
physical and emotional symptoms groupable inlo certain cat~ries. 

Motor tension-jitteriness, aches, twitches, restlessness. easily 
startled, easily fatigued, etc. (halve physical skill percentiles). 

Autonomic hyperactivity-sweating, racing heart, dizziness, 
clammy hands, flushed or pallid face, high resting pulse and res· 
piration, etc. 

Expectations of doom-anxieties, worries, fears, and especially 
anticipations of misfortune. 

Vigilanu-distractible, inability to focus, insomnia, irritability, 
impatience (reduce intellectual skills by one fourth). 

Panic DOOrder: a discrete period of fear in which symptoms 
develop rapidly. Within minutes palpitation, swearing, trembling, 
choking, etc. appear, strong enough that the person fears immedi· 
ate death or insanity. Burdened with the recurrence of th~ 
episodes, he or she fears their return. This often leads to a develop· 
ing agoraphobia. 

Agoraphobia: the character needs a successful 0100 roll against 
POW times a multipli~r of 1-5 in orckr to leave home or engage 
socially. May be linW to panic disorder, as per just above. 

ObsessiYfl Compuh iYfl Disordr r: character involuntarily experi· 
ences persistent ickas, thoughts, impulses. etc. involving violence 



and self-doubt. These ideas are frequently repugnant to the char­
acter, but they are so strong that during times of stress the charac­
ter may be unable to concentrate apart from them, even if neces­
sary for survival. 

Compulsions: ritual actions performed by the character intended 
to affect the future. Though the character may agree the actions are 
senseless, the need to perform them is overpowering and may last 
for DIO combat rounds. Even in times of great stress, the character 
may ignore his or her survival in order to perform the ritual. In a 
severe condition, for instance, a sufferer might need hours to dean 
up before he or she was able to leave one room for another. 

Post-traumatic Stress Disorder (in WWI, "shell shock"); after a 
'""m.ti, ""m, perhaps years later, the character begins to relive 

persistent thoughts, dreams, and flashbacks . 
• ""p.",d;"~y, !h""h"""'" Ie,,,,, interest in daily activities. He 

may return to normal once the memories are well explored 
understood, but that process will perhaps take years. Today, 

I I eye movement desensiti-
",,;,,","' refocusing, or EMDR. 

Si"pl" PI,,'i·, or Mania: the individual persistently fears a 
,P"";"'" object or situation. He or she realizes that the 

is excessive and irrational, but the fear is disturbing 

'"'''!It 'hOI h''''h' ",;d"h, stimulus. In severe cases, 
the object of the phobia is imagined to be omnipresent, per­

hidden. 

There are as many phobias as one cares to notice or 
name. Manias are rarer. In a mania, the character is inordi· 

I fond of a particular stimulus, and takes great pains to 
it or near it. When the character's sexuality is involved, 

the mania is termed a fetish. 

Phobic and manic reactions were stressed in earlier edi­
of Cthulhu, partly from lack of imagination and 

because such reactions are easy to identify and apply, 
sometimes amusing to communicate. In truth, the dis· 

turbed human mind is a complex maze of behaviors, 
symptoms, and concepts, one not nearly so easily 
described. See the nearby phobia listing. 

S",m'I'""i,,. Disorder: character suffers symptoms 
dizziness and impotence to intense pain and blind­

":.~:'~;:i~: cannot explain the symptoms, but the 
, c does not believe they represent a specific 

iCo .• ",,,i,," Disorder: character reports physical 
di,f"",;",", suggesting a physical disorder but, 

though involuntary, the symptoms provide a way 
avoid something undesirable or to garner allen­

and caring. Symptoms range from painful 
h"d",h., to paralysis or blindness. 

PHOBI A LIST 



Hypocho"driasis: character believes he or she suffers from a 
serious disease. No physical cause for reported symptoms will be 
found, but the character continues to helieve th{' disease or con­
dition exists, often with serious consequences to the person's nOT­
mal life. 

Bulimia Nervosa: the character frequently eats high caloric food 
during secret binges. An eating episode may continue until abdom­
inal cramping or self-induced vomiting occurs. Feelings of deprn­
sion and guilt frequently follow such episodes. 

Body Dysltforphic Disorder: character suffers from perceived ----skE:EY)isor-ieT$ 
na"'s in appearance, usually of the face, often of the hips or legs. Th d d' . (h "_ d'ffirul "II' I . . ese n u e insomnia c aracter ''''s I I ty lOt Ing as rep or 
BehaVior may alter m unexpected ways to cO\"er up the Haws or to staying asleep) and narcolepsy (character frequently falls askep. 
calm anxieties. 

Dissociative Amnesia (Psychogenic Amnesia): inability to recall 
important personal information, brought on by a desire to avoid 
unpleasant memories. The character needs a POW xl roll to recall 
such details or the cause of the amnesia. Since the horror of the 
Mythos is the probable cause of this amnesia, the keeper may 
choose 10 reset Cthulhu Mythos to 0 and maximum Sanity to 99 
while this disorder holds sway: the horror returns when the 
characters memories do. 

almost anywhere). Charactm pt'rforming demanding tasks such as 
driving a car or nying a plane may need CON rolls to stay awake. 

Night Terrors: sleeping character awakes after several hours of 
""'p. ,""""lY screaming in terror. Pulse and breathing are rapid, 

are dilated, and the hair stands on end. The character is 
'""f"'" and hard to calm down. 

S'"m"",b"!;,,,,· sleepwalking. As with night terrors, this 
hehavior occurs in the first few hours of sleep.~n episode 

last up to thirty game minutes. During the sleep-walk 
face is blank and staring, and the walker can be roused 
with difficulty. Waking. the walker recalls nothing of 

Dissociative Fugue: character flees from home andior 
\\'Ork, and cannot recall his or her past. Once the 
flight halts. the character may "",m,,,,,,,,;,, 
Iy new id{'ntity. 

Dissociative Identity Disorder 
~!6;::;;'~) l..:f;~,~: S~:;,: f~:,~=~;", IY;'8. 

Personality Dis·order, or MPD): character appears 
10 harbor more than one personality, each of which 
dominant at times and has its own distinct behavior 
even different social relationships. Players may need several or 
many investigator sheets for their investigator's different personal­
ities. 

{~J~~~:':~g~ ~~~~::~:m''''",I;'y ;, "' 
longer considered a mental disease, but it was believed 
such until the 19605. Recognit.able disorders include 
transsexualislll, impaired sexual desire or function, 
nymphomania and satyriasis, and the paraphilias. Most II"",," 
of these disorders are so explicit as to be not playable in 
most roleplaying groups. 

IItlN9, Di50nfeu 
Since nt'arly\l ll such cases are diagnosed in the 
Statt's and Canada, anorexia nervosa and bulimia ner­
vosa might M classified as cultural syndromes, but they 
art' conditions that may continue for many years, some­
times to the considerable danger of the patients. 

Anorexia NerYOSfl: the character has an overpowering fear 
becoming fat, and consequently loses weight (SIZ) and CON at 
rate decided by the keeper. Even when skin and bones, the charac­
ter is sure to feel too fat. Without intervention, death may follow. 
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kleptomania. and p)·romania. 

Intermittent Explosive Disorder: the character is recognizably 
impulsive and aggrtSSi~"e, and at times sustains uncontrollable 
ra~ which result in assault and/or destruction of propt'rty. 

long term i are often unpleasant to he 
even if only roleplayed. Some general types 

include antisocial, avoidant, borderline symptoms of 
sorts, compulsive, dependent, histrionic, nar­

passive-aggressive, paranoid, schizoid, 
schizotypal. Kcept'TS "'ho in\'estigate these dis· 

orders will find much to work with within the catt'go· 
ry. but theirconsistenl expression in roleplaying may foster 

anger and unpleasantness within the group, and disappoint 
players with different expectations. 

are mostly symptoms, or spt'cific 
instances of disorders already mentioned 
above. They uisted in the previous edition of 
the rules, and functioned as quickly under­
stood characterizations for roleplaying. Among 
them were criminal psychosis, panzaism, quixo­
tism, and megalomania. Any disorder mentioned in previous rules 
is still playable. ~7 

VARIOUS DISORDFRS 



layers need to read or to be familiar with Orientation,About 
Investigators, Game System and Skills, and Sanity and 
Insanity chaptrrs. Kerprrs need to understand them,and in 

addition the Magic,Cthulhu Mythos,and Necronomicon chapttrs. They 
also should ha~'e browsed through the book just to know what's there. 

The present chapter is background-play first, then thumb 
through here as (onrenien!. 

The hundreds of notes, statistics, characters, and spells later in this section do not 
need to be studied now. In time, ... -hen needed, individual chapters or spells can be 

referred to or examined. 

Thumb through the last 5«lion5. Scenarios and UtLiitirs. They include four scenarios, 
investigator sh~t s, a summary of tables, an index, somr brief historical lists, ready·made 
investigators, re<ord shetts of various sorts, and play aids. 

New ~eeFer5 

U se common sense. You'll want a comfortable, reasonably quiet room, with 
enough chairs and a table large enough for everyone to si t at. Extra dice may be 

handy. as will be extra pencils and shrets of scratch paper. Farsighted keepers stock blank 
investigator sheets. Since Call of Cthulhu is a simpJr game to play, players may not need 
to bring their rule books. Photocopies of thr Creating An Investigator spread, the weapon 
table. and the play aids can be convenient. 

Try to keep your rulebook for you rself. because you are responsible for the rules: if 
you do not remember a rule, you should be able to look it up. If )'011 are presenting a sce­
nar io from this book, you need this book. 

Expect players to bring their own investigators, copies of the rutes if they want them, 
tbeir own dice. and any miniature figures they want to play with in the game. People who 
bring all of that usually bring their own writing materials as well. Pencil erasers somt­
times wear to nubs in half an hour-a large, fresh gum eraser can be very helpful. 

Most of the kreper's energy necessarily goes into preparing the adventure to be present­
ed. Read published scenarios carefully beforehand, and gh'e yourself enough time to ponder 
changes. Note inconsist('ncies: ),ou will think of things that do not occur to authors and edi­
tors, or to anyone clse. Review the printed statistics in light of player and investigalOr ten­
dencies and motives, as well as by what )'Ou want to accomplish for the evening. 

AI"ICI fOR Nl w KrEPERS 



If you usc miniatures, round up the sort you'll need. 

Marking pens and large sheets of paper are convenient for 

r;:producing floor plans or sketching out terrain. 

Call of Clhulhu is not sui ted well to solitai re play, Ihough it 

is excellent with a keeper and one or two playeT5. An average of 

three or four players is sufficient for ad,·enlures. 

By custom, each player pla)'s one investigator, but only good 
reason should stop someone from pla)' ing two if desired. More 

than two invest igators per person threatens confusion and 
imbalance in the ad~·enlure. 

Most kerpers like 10 look over investigator sheets before play 
begins. The ide3 behind th is inspection is not to aHow the keep­

er to construct the hardest ur easiest possible situations, bUI to 

see if any of Ihe crucial situations in the play to come will be 
unduly h,lrd or eas), for the group In overcome. If no problem 

jumps out at the keeper, Ihe player should be nOI much con­

cemed. Having said this, though, it can be useful to photocopy 
the sheets so thaI a roll can be made in secret now and then, or 

so that Ihe shreds of somoone's san it)' can be considered. 

Th~ investigators who were being played last time should 

continue to be played, unless it's a new storr, or unless the keep­

er and pla)'eT5 have negotiated thl'difference. 

Players always control their iO\'estigators, \"ilh rart' excep­
tions. and make all the die rolls relevant to those im-estigators, 

rolling when Ihe keeper directs. KeepeT5 operate all the non­

player-characters, making all rolls for Ihem. Unless your style is 
very different, it's a good idea to leI die roll results be visible to 

all. Occasionally, the keeper may rule that the investigators 

should not know if some action succeeded. Ideally then Ihe 

kteper prcSt:rvts the dice as Ih<:y were rolled, perhaps shielding 
them beneath an inl'l'rted cu p, to be shown with a flouri sh ",-hen 

the time is right. 

\Ze' per' 5 c~oice 
KeepJrs new to Call oJClhull11l find thallhe game demands full 
comprehension. Therc are few charts to consult, and cven fewe r 

to show to plarers in order to prove some point of controversy. 
Everywhere Ihe rules appeal to judgment and reasonableness, 

and suggest that )'Ou make up )'Our own mind. "Oh, nO; }'Ou 
think, ~l wanted rules!~ 

Statemetlls indicating in effect "keeper's choice" mean that 

the decision has no ramifications, and that the keeper can 

determine the matter according to peT50nal taste and local cus­

tom. without other complication. 

Accept this wise course. "IU can be expert in the Crill oj 
CtJwlhu rules ;lfter six or seven sessions, and thereafter ust' 

them as a transparent vehicle for presenting a story. 

tz.eerer 5tTAte~r1 
Call of Cthulhu is a game of mood. Kft'p J'our campaign full of 
bumps in the night, sinister strangers, and dark and stormy 
nights. Tr)' 10 mak(' )'Our runs spooky enough to give four pla~' ­
ers the creeps. One good source of ideas for scenarios are televi · 
sion serit's and horror movies. Another good source is horror 
stories: M. R. lamt's, Saki, A. E. (oppard, Ramsey Campbel l, 
Arlhur Machen, Roald Dahl. Shirle), Jackson, Karl Ed'Y'drd 
Wagner, T. E. D. Klein, and Thomas Ligoni are among the linn 
writt'rs. Man), more authors offer ingenious and exciting tales. 
especially those wri ting in the Cthulhu M)'thos. Lovecraft's 
essay, $lIpematuml Horror ill Utemlllre, gil'es dozens of sources 
for good stories, mnny virlu311y unknown today. 

~
l\X.my 

kt- )'\Jur love for the mysterious and the horrifying. That emhu­
$ia 11 is mor~ important than a complicated piN or mastering 
man)' different voices for your diffefl'nt characters. 'ou nl'('d be 
articulate only enough 10 set a scrne,lo "\Tap it up rondusil'ely.and 
10 answer pla),er queslions dir«tly. 

CharlS fOf random encounters, wandering monsters, and simi­
lar Ihings are the b~ne of Call of Ctnulhu. Crafll.'\'t'nts, so that the 
players get mraningful thrills and chills. 

Always read published scrnarios thorooghly brfore presenting 
them: you \\'anl to surprise the pla)'l'rs, not yourself. 

"'any of the monst('rs in the Mythos are so potent Ihal the best 
prepared party cannot defealthem.ln such cases, the main goal of 
thr expedition (auld be to 3\'oid and ('scare the monsler! Don't 
force a horror upon a parly without giving them some warning. Not 
IOllch warning is necessary: a blast of cold air, a howl in the night, 
or thc cessation uf the whippoorwills' chirping is enough, but be 
sure to have spooky things h~ppen often enough Ihat the lm'est iga­
tors don't expect some horrendous monster to show up ever)' lime. 

When an investigator rea(h~s 0 Sanity points, he ur she is 
retired unless thc keeper and pla),c r can come up with a better idea. 
Rarel)' should he or she occome a cult ist, for that dishonors a life 
resisting the evil of cuits and gods. If an invest igator goes mad, the 
madness is his or her own. 

Keep down the number of non·pla ~'t'r characters which )UU 

must roleplay in a sCt'nario. Too man)' indi\'iduals, t'specially if nOI 
organized by house or city or in some other W3)" art confusing to 
players and kerper alikr. 

Don't PUI Mythos d('ilies into play \lnbs the inwstigators arc 
ready for them. Limit the involvement to fanatic cults and less~r 
~[ythos races, then gradoally lead matters 10 greater races, and only 
then let the players encounter a god. 

As a foulness shall ye know Ihem: Ihe Mylhos corrupts or 
injures. [nl'(stigators who pursue Mythos knowledge should do so 
through thickets of nightmare and moral dilemma. Acqui ring 
Mythos knowb:l.ge should never be bland or mUlino!. 

"FfrJR'~ (H.t)lff. l>..,IJ,'rU t,lR\T(IJ' 



Since guns kill in Call of ([hulhu, resist tendencies to turn the 
game into gunfights. Guns kill investigators, \00. Encourage inves­
tigators to retreat unless there is good roleplaying to be done by 
staying. (Munsters often are little affected by impaling weapons, 

t
ay,) Wean im<t¥J11) ;lwifv (rom thrir arsenals by limiting 

applications for such equipment. Investigators who stick 

und 19 blA: awiI'j at maJOr entities will soon pay the pre­
dk'bbl. ""-

Shy WN8'! from mass dlmbj~. Portraying mass combat is a 
amapt t rnlflillturo I.t,. rtf roleplaying, descriptions can be 
hroad hi ~ion I ~ intiaate. 

t..iU m~tlCaUy. Death should mean something. 
If an invest igator fa ints, tet him lie there instead of having the 
monster eat him. When an investigator with a non-plarer charac­
ter hirel ing sleeps in a haunted house, and the Inhabitant Therein 
looks for prey, have it make awaywhh the hireling unless you wake 
the investigator somehow, and give him a fighting chance. 
Investigators should not lead charmed lives, but neither should 
they be snuffed out casually. If death is to have any meaning-that 
is, if it is to conclude the story of a life-death should come as the 
consequence of choices fredy made. 

lovecraft didn't confine himself to Cthulhu Mythos stories, 
and neither should the keeper. loveeraft also wrote psychological 
horror stories aoout ancestral memory, cannibalism, grave-rob­
bing, and curses: let your imagination roam. 

Attentin' keepers have auentivc players. As investigator plans 
change, remain flexible and adaptable. Accommodate events and 
change scenarios to suit them. In return for your efforts, Call of 
Cthulhu will provide vivid, memorable play. 

f~":!~;'~fc~"~[5 f~~"oo Ilk< th, I,ym of '" 
onion. On the surface, suppose that the scenario looks like it's 
about a conventional haunted house. It might even look like a 
hoax. As the investigators penetrate the first layer, they should dis­
cover another beneath. These layers might go on and on, until the 
investigators themselves decide they are getting too deep and stop 
their investigations. 

As the investigators delve more deeply into the mystery, hints 
and notes should situate the haunted house in some greater 
scheme. As the player characters investigate, these hints lead on to 
other adventures. 

In Lovecrafts uThe Case of Charles Dexter Ward,~ for example, 
young Ward begins by investigating the ancient writings of his 
wizard ancestor. As he investigates further (the first layer of the 
onion), he discovers a technique to raisr the drad. He tries it. and 
is able to raisr his ancestor, who proves to be a near twin of Ward 
in appearance. This ancestor then becomes Ward's mentor in the 
arcane arts (the second layer of the onion). Hov.'cver, young Ward 
proves too squeamish and his ancestor murders him and takes his 
place. That's the end of the scenario for Ward, and the end of the 
first onion for us. 

EXAMPLE OF PLOT. HPL 

Young Ward's doctor then starts his in\"eStigations, researching 
along the same lines Ward began. This is the initial layer of a new 
onion. Dr. Willett finds that the ancient house of thr sinister ances­
tor still stands and visits it (the second layer of this onion). In the 
house's vast basements Willett encounters horrific sights and 
beings, and discovers how to lay to rest the rvil ancestor whom he 
suspects bas displaced his patient, young \\'ard (this is the third 
layer of thr new onion). Now full of knowledge and determination, 
Willett visits the insane asylum where the evil ancestor masquer­
ades as the young Ward. There Willett redtes the Resurrection spell 
backward, destroying the ancestor and finishing the second onion 
and the story as wen. 

Although Lovrcraft gors no further, other steps could be 
taken: a Being destroYN some of the ancestor's cronies, but were 
there others? Were there surviving notes andior devices (and 
guardian monsters) at the homes of those cronies? At theances­
tor's centuries-old house there were deeper crypts than the doctor 
wished to rxplore. What was in them? Was the malignancy of the 
Being that the doctor unleashed limited only to the ancestor and 
his brother wizards? Or does it now hal'r diabolic plans of its own? 



Each laytr of a sctnario should present the investigators with 
two or thrtt choices as to where to proem. Playtrs should nevtr 
lit certain that they have delved to the bonom of a mystery, except 
for their own purposes, nor should they evtr be certain of t~ keq>. 
er's intentions. Obviously, the keeptt cannot make his sctnarios 
infinittly dctp and complex, so either he breaks off play whm the 
investigators get too dttp,or ~ improviscs.lfhe breaks off play, it 
should only be till he manages to extend his scenario further and 
gi~ more depth to the mysteries. 

LNhe[SceNlITio5: i CI\,,\pl\i~N 
Two or more scenarios could lead to the same Jark Jr!rtt, simpli­
fying the life of the ket'pt'r and presenlinglhe atmosphere of a sin­
ister network of secrets to the players. For example, the old Starry 
Wisdom cult chapel in Boston could lead the investigators to 
Innsmouth and the Esoteric Order of Dagon. Later, investigators of 
swamp cults in Louisiana could find that they have connections to 
a master cult in New England, centered in Inns mouth, called the 
Esottric Order of Dagon. 

The keeper need not have a different mysltry for each sce­
nario. ThaI would make his life too complex. and perhaps his 
plots too repetitious. 

First, make up S(veral sctnarios, each only two or three layers 
dtq). The keq>er will also need to think of a couple of deeper 
secrets and subsequent sctnarios for the players to deh't into if 
they suce«<! in solving a mystery. 

The sctnarios ought to lit arranged like the branches of a lret. 
The players start out fooling around with the very lips and edges of 
the Mythos, where there are dozens of myths. legends, dues, aod 
adventures. As they gain mort knowledge and experien(t', the 
investigators will work their way inward, where there are fewer 
roots, to follow the metaphor, but ones of greater imporlance. At 
the center of the Mythos reside the hideous Outer Gods. 

Sprinkled among the sctnarios should lit hoaxes and meaning­
less trails. These will keep your world from degenerating inlo a 
mass of monsters and their kin. Gamblers, spies, religious fanatics, 
drug smugglers, white slavers, grasping entrepreneurs, venal labor 
bosses. terrorists, movie stars, nefarious politicians, and piratical 
S(a captains are also available. 

An occasional scenario with dangers originating from this 
world might divert your players, but keqJ in mind that the main 
goal of the game is to meddle in the Cthulhu Mythos. A scenario, 
esptcially al the start of a campaign, with a ""ere ..... olf, ghost. or 
vampire will lit interesting and oddly comforting 10 experienced 
players, though new pla)'trs will want to presson to the main event. 



oIepla}'c!rs rely on dtarncter, not on possessions or powers. 
oleplayttS experiment with and amuse each other with 

up personalities. The point of roleplaying is to 
involve the player characters in dangerous, patriotic. macabre, 
thrilling, exciting, suspenseful, embarrassing, horrifying, comfort­
able, curious, shocking, comical, creditable, lusty, insane, dismaying, 
rewarding, and Stupefying experiences. 

The quality of such experienas d()($ not depend on numbers, 
physical simulation, or tuhnical procedure. Roleplaying succeeds 
by evoking emotions. Their evocation and release is a major 
mI"ard of the game. That being 50,do not lea\'e the emotions out of 
player responsibilities. 

For instance, if a player wants to introduce some new weapon 
or spell into play, rtquire that the player also supply a correspond. 
ing risk or a consequence for his investigator, one comparable to 
the value of the item or power. 

Every introduction of a significant purchase or acquisition 
should have this son of price. In roleplaying, money means little, 
but risk is important. 

Negotiate the consequence, but let the investigator fed it at least 
as long as he has the acquisition. For instance, that glistening H&K 
assault rifle is a more dubious benefit if the previous owner used it 

DIE ROLLS Ann DRAMA 

to commit an unsol\'~ murder. This sort of consequence easily 
leads to interesting nn.' episodes of play. 

lGT<At~fucfIlNc, 
Keepers are justifiably reluctant to allow exolic magic or heavy 
armamenl into their games. Contr'llry to what players might 
believe, Ihis is not btcause the scenario might be completed too 
easily, though that might be a trivial resull, nor is it because a 
Shrivelling spell or a stabilized turret gun might imbalance the 
game: with opponents like Cthulhu and Nyarlathotep, game bal­
ance is unlikely to shift \'('ry much. 

Introducing higher and higher potency material reduces the 
chance for roleplaying. The effut of more powerful weapons or 
deadlier magic is progressively to isolate the owners from the 
e\'('nts of adventures and the ordinary challenges of play, and par'll­
doxically to limit the r'llng\' of responses players and investigators 
feel safe in contemplating. Since the point of a roleplaying game is 
to roleplay, insulating investigators with technology Of magic and 
then introducing greater countering power to re-establish the bal­
ance is a sad and pointless effort. The keeper is not quite like the 
military commander who had to destroy the hamlet in order to 
save it, but dose enough. 

Some players persist in dreaming that owning more posses­
sions and nn.· powers is the point of play. Requests for heavy 
weapons are among the most common, because the appeal of fire­
power is dear-cuI.Again,if)'ou allow introduction of some newele­
ment, the playt"t should MOW first how the item or effect makes 
roleplaying better and more exciting. That effon of imagination is 
the true responsibility of the roIepla~r. 

'l>e5'c'I'irfiON 5' 
aU of Cthulhu offers special problems of descrip­
tion to ket'pers. There are madmen who seem 
normal, monsters which are formless blobs of 

jelly, a es and symbols which move and cannot quite be 
comprehended. There is an emphasis on darkness and mystery, 
and }'c!tthe investigators' choices must be clear enough to be just 
and appropriate. How should a keeper describe such mailers? 

hu5f k[f llirN<55 
The crucial component of good description is psychological. If 
players and keeper fed comfortabk togclhtr,and if all parties worlc. 
together to cteate an enjoyable group fantasy, then a good outcome 
is predictable. Trust comes from evidence of fairness: everyone 
must be willing to suggest, 10 listen, and to agree. Normally. keeper 
and players combine to nesh out scenes by means of description, 
questions, replies, inferences, and negotiations. 

Investigators will volunteer for risky missions when their play­
ers feel that the ket'per always poses problems fairly, so that they 
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can fairly evaluate the dangers. It is worth mentioning to plarers 
that keepers are willing to put in extra effort developing interest­
ing,exciting adventures when the players appreciate and pay atten­
tion to such efforts. 

Even when an in\'Cstigator has gone mad with a criminal psy­
chosis, only in the rarest circumstances should the keeper pro­
mote or allow an investigator to turn against his companions. If 
the players enjoy competitive back-stabbing, then indulge them 
to the hill, but generallr the Mythos causes more than enough 
trouble for a team. Internal bickering and betrayal lose sight of 
the point of investigation. 

When the keeper sets a scene, his or her most important aUy is 
invisible, one which no scenario-writer ever puts on paper. 
"Reasonable deduction" consists of all "'hich is in the room, cav­
ern, aircraft, or other physical setling which is not described as 
being there, but which can be logically inferred as being there. 

For instance, the investigators are in the library of a mansion. 
Specifically mentioned are the many massive bookcases lining the 
lval1S, two lellther armchairs, a desk and chair, and a billiards table. 
""'hat else might be there? 

Books, certainly, and lOIS of them. Cues, chalk, and billiard 
balls. Writing material. Paintings on the walls. Lamps and light 
s,,·itches. Windows, maybe lots of them. Rugs on the floor. A fire­
place, and fireplace tools. Lots of odd things in the desk drawers, 
including scissors, a letter opener, glue, stamps, twine, tape (if it's 
the right era), and an address book. Perhaps correspondence 
files. Matches for the fireplace. Cigars in the humidor. Brandy on 
the side table. 

Some of these things are useful weapons-thrown billiard 
balls are dangerous, for instance, and a swung cue is an excellent 
club, as is the poker beside the fireplace. The windows offer entry 

names, spell names need disguising. The keeper's perhaps lurid 
descriptions can lend flavors to spdls more gothic and evocative 
than the staccatO Grimoire arrangment of Call Awarassa, Call 
Atlach-Nacha, Call Azatholh, and so forth. 

Summon/Bind Star Vampire, for instance, is a name far too dull 
and lacking mystery. Far better to call it something appropriate to 
the manuscript or author where it is found- "Old Cobbit's Terror", 
say. Or it might be named more poetically after its effect: ~Cioud of 
Blood~ ,after the star vampires it aids in summoning,or"Recipe for 
the Veined Laugher' (perhaps too broad a clue), or "Ye Invisible 
Eater', a little misleading but helpfully dire. If you're stuck fo r 
something good, give the player a single word to cling to fur the 
moment, then let the rest be understood when you (or the player) 
have come up with something appropriate. 

A fresh name is introduced into play, the keeper can playfully 
explore possibilities, and mystery is presen'ed, perhaps enhanced. 
Be sure to note the spell's equivalent somewhere while it's still fresh 
in mind: keepers want to bame players, not themselves. 

Since the name need not be precise, neither need be what is 
called or created. The keeper may model a different version. Thus 
the spell Become Spectral Hunter need not be taken by the keeper 
as a demand for the exact creature-that creature exists in the 
1983 campaign Shadows of Yog-Sotho/Jr, along wi th the spell . The 
spell exists in this rulesbook to be a suggestive pattern. Rename the 
spell, remake the effect, make up a substitute creature, choose onc 
from the M)"thos chapter, or consult that campaign. 

Details can be added to spells, to considerable effect, since the 
rulesbook little describes the spells and usually leaves the evidence 
of their casting up to the keeper. 

However, since spells generally represent attacks, take care in 
staging them. Every spell should have a maximum range, for 
instance: the default ranges in the game are touch, sight wi th the 
unaided human eye, or 100 yards. Never present a spell unlimited 
in function or range; that would not be fair. 

or escape. One might bind a captive with twine, or with sash cord Understand whether several targets can be attacked at once,or 
from the drapes. (There are drapes, of course, on the windows- must he attacked in succession. It will be useful to the playt'rs, of 
this is a mansion.) One might spiri t out a captive by rolling him up course, if tht casting of a spell against them is betrayed by certain 
inside a rug. One might torch the room, or build a torch from a rug hand movements. or necessary items, or colored auras, or light-
fragment wrapped round a pool (ue, held with twine and soaked ning-bolt-like discharges. Does it smell like ozone in here? -
with brandy. The key to the library door may not be in the door but, maybe that sorcerer is back! 
if not, it is very likely in a desk drawer. An electrical cord can be 

stripped to contacts and used (cautiously) as a weapon, as long aS~I\Ji~~ leN CE Ntities 
the ell.'Ctricity lasts. . 1'1' 

. . Only th kee r knows how these things should behave. Anything 
IngeniOus players or keepers can come up With much more. h db' Th bl r" ' h . . . . . . t ey omay elmportant. eyarecapa eo mhuenango serv-

The pomt IS that every settmg offers thmgs potentially of use 10 . . . . II r b ' 'fi II . .. . . 109 mvestlgators In a sorts 0 ways, eL"3use you ve SpeCI Ica y 
speafic SituatIOns, thmgs whICh may not be specifically mentioned . d' F I h gh , I mentlOne It. requent y, t ou ,monsters Just snar or trumpet 
in the text. and then allack. This is a shame sometimes, because predictable 

!:~"~::::~,~"~rh~~,"'~' " l,"mfc', ,h,rn"'~ d;d, 
innocent, full of hope and trepidation. ignorant of the future nnd 
what the future brings. For the keeper to offer events as a mystery, 
now then he or she needs verbal camouflage. As with creature 
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behavior is not mysterious. 

Intelligent creatures might build, experiment, worship, learn, 
perform magic, question, torture, or anything else humans might 
do. They might do much more as weH.lf the investigators are able 
to observe aliens for very long, the creatures also should do things 
which are odd, inexplicable, or incomprehensible. These motifs are 

PLAYING ALIEN [NTITItS 



fI, " E" 
difficult to matt, bUI worth ~ing in mind. The kttptr will bt 
servtd if behaviors art dark or mysterious in lone. Convtrsely, if 
aliens do ordinary things like brush their fangs before bed, play 
may be beuer smoed if the investigators do Dot l~m that they do, 
or if what Sffms obvious behavior aCluaUy has entirtly different 
mnnings or functions. 

The samt taU on spell names Il0l& with monsters. Whm a 
mysterious creature disappears into the coastal fog, make the player 
characters dart 10 get closer in order 10 Sff (Qrroborati~ details, 
lake sptcial photos, try to ust Spot Hidden and Track roI1s. and $0 

on. The identification of a monster lakes 3Wd)' myslrry and n:veals 
details about the plot. Don't Il't investigalOrs get information for free. 
If they gd ~ 10 the thing, it is stiD no( a deep ont-it is a dark, 
weI shape. half-subme~. draprd with Staweni, stinking Ilkt a 
long-dead fish. 

When monSters 

die, it is up 10 the 

krtper whdher or 
not they exhibit 
symptoms of dis­
tress, simply colla~, 
vanish,or tvaporate. 

Mythos erea- I:: 
o 

tures who do die ~ 

often dissolve and r-I 
~ 

'" 
evaporate, tbe nox­
ious cloud soon 
replaced by a damp ~ 
spot and dun air, J-o 

• as bappenfii to 1! 
Wilbur Whatdey in :j 

Miskatonic's library. ;: 
o This conveniently ;. • leaves the investiga- ~ 

tors short of ev;- '" 
dente. Other things ~ 

might happen, just ~ 

as with spdls-liq- '" 
uefying, splitting in 
two, igniting into flame, bealing a\l damage, or winking in and 
out of existence. 

Descriptions need not be entirely visual. Descriptions are mort 

concrete if two or more senses can be involvtd. Did the thing leallt 
some goo behind? Describe ilS tmutt. Does it expel d~ble 
odors? ILl wafts ri fog drift about and fiU the room with noxious 
perfume. Don', strain for effect, or break off the narrative to try to 
come up with the right word. but keep in mind texture. odor,taste, 
and quality oflight as possible mctors. 

Since Call of Clhulhu is an in~tigative game, the evidence 
that something leaves behind-pools, prints. fragments. flakes, 
etc.-or the damage it has dont' is a much more interesting way 10 
lead to tbe d~uclion of its identity. Sels of dues that add up to a 
baffiing monster can makr fascinating play. 

5~:E~::;"g of Ih' ",",,;0 ,ho,1d wo<k IOS"h" wdl 
enough that the tone of the adventure springs out. Music, special 
maps and plans, interuting new figures, or whatever else the keq>­
er wants to bring 10 play can be ofbelp. 

But play aids will not convince playtrs that an ad\'f:nture is 
something special. If tht adventure plays flat and dull, no quantity 
of props can save it. If it is exciting, tben nothing e~ is much nec­
essary. The krept'r must thoroughly undemand the story pruent­
ed. No tabletop marvel can make up for bad timing, misunder­
stood events.or misapplied characterizations. 

If you'rt rt'lying on a1im ""rlds or other dimensions 10 add 
atmospbert to your game, by the W:lY, tell the investig:ltors in some 
~nse whal to expect. so thaI their players' drtad or anticipation 

can htlp out the n:lrration. If there are twisting angles and things 
which can't quite be seen, ghoe some thought to one or two inter­
esting lOUches which characterize such df«lS. MThe Unnamahle" 
apart, you can't keep saying that something is indescribable and 
have it rtmain very interesting to the players. 

iN \ NterNlltioNllf GII,,\' 
NearliJ;'a1f of Cthulhu players art' not U.S. citiuns and may nt'Vtr 
visit or live in the United Slates. Keepers abroad who tryaccuratl!-­
Iy to present material set in the United States occasionally h:lve 
special problems undmlanding ttfert'oces or special meanings. In 
the scenarios, we include a little historical material for comeXl, and 
sometimes discuss particular historical points. but books of rules 
and scenarios cannot be history tats as wtll. Any good guidebook 
holds a wt'alth of information. En'n if it is out of date. get one. 
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l~<rr'; lo~!kit 
Here art some Ideas for keepers who like to tlllRer. Some CON 5ecu6ve~ ff5 

may conllet with each othet All art opl1onal. Usc any that 
feel right These are for browsmg through and thlnkmg The same skill or function roll may be called for several limes In a 

abouL Wholesale adoption is ROt recommendtd. TOW, each success pre~umably narrowmg or redefinmg tile focus of 

0l\rl\cteristiclIQft's 
A characteristic roll is the value of a characteristic multiply by some 
nUlnber to create a threshold target for DIOO resolution. Idea, Know, 
and luck rolls are characteristic rolls which do not change. This kind 
of roll increases the ability of an investigator or group of investigators 
to solve problems or pass tests, since high percentiles in a specific skill 
are not needed to succeed. More fixed characteristic rolls might be 
adopted: CO~ xS might be formalized as the endurance Toll, for 
instance. APP xS might be the charm roll. STR xS might be the lift roll, 
and so forth. 

COII\bl\t c riticl\ Fs , fUII\bfes 
If the DlOO result for a weapons skill is 01-05, the player has rolled a 
ailielll succe$j. 

With a critical, if the target is armored, ignore the armor and apply 
the rolled damage. If the target is unarmored, double the damage roll. 
If the larget is eXlraterreTH!, the critical resuh does normal damage. 

If the 1)100 is 96-00, the roll is afumbl/'-the combatant drops his 
weapon, fires some ridiculous ricochet. trips over his sword and breaks 
it, can't get his hol~ter unsnapped, and so on. Something embarrassing, 
humiliating, or deadly happens. Fven monsters can fumble but an 
attack of 100% is always perfect and cannot fumbled. 

If this rule somehow conflicted with the impale, the impale 
would give way: one could not have a critical impale, Jor instan~e. 
The advantage of this concept is that it works with all skins, not just 
certain wcapons. 

CO"lbiNl\tioN lIQrt 
Use two skills together to accomplbh some related task, or to solv(" a 
problem not apt to a single skill. When apt. the h('pt'T cal!s for a single 
DIOO roll. For a success, the result must be equal to or lower than tbe 
skill with fewer percentiles. A success with ont of the two skills might 
represent a partial success, or IOtal failure. linking two skills this way 
may not be believable if they are not relati.'Cly equal in perc.entib. 

Example: Han-ey ].Ialters wishes to Il'ad a pass.lge from ,In U71kllOWli 
book in (Quilt yon IIIcrth/'ims Latin librar),. Harvry reads Lalill. Aftff 
/ollg hours, the kitper die//!Il'S rhl' search m"tr; and calls for a combina­
lion roll. Han"t)' has 6596 Ubrary Use alld 50% Larin. His player rolls a 
51, a 5U(ms for Ubrary U,I' bur a d05/' miJ.> for Latin. A success would 
be 50 or 11'55. Decidillg 10 indicait' a {HIftial success, Ihe kupl'r says thaI 
Ifan"ty found the right book, butlluds help ullderstandiug tht mall)' 
ml'liiewl refermees and obscure terms ill il. (Harw), dol'S geT an experi­
enet' (heck for Librar), Use.} 

the effort, inquiry, etc. Such a set of rolls should 00\ be re~orted 10 

often, for they fritter away play enthusiasm. Such rolls might help 

emphasize some essential mptery, but the keeper should have somt:'­

thing good in mind, since few investigators will be able to get four or 

five successes in a row. Only the final su(ct"ss in such a series should 

grant an experience check. 

S:~,:;,:~ ~~[;~:,S~::!, <0 di~l~ ,,," ,h", Th," 
are so many reasons for this to happen, and so many wars to handle it 
if it does, that nnly a halo of advice is useful. 

Roleplaying is not different from the rest oflife. Make sure you deal 
with the players first as peoplt. and only then go on to consider the rule 
interpretation or misunderstanding that seems to Or in question. 

Games sometimes dissolve when a keeper persists in trying to be 
too perfect-worrying too much about the map, the monsters, or the 
music, and 100 linle about the players. Deal with the players as friends, 
not as people to impress. The players' fun comes from laughing togeth­
er, feeling companionable, and facing challenges together. Everything 
else is sC«lndary. 

If the problem stems from clashing player persollaiities, and if dis­
rupt ions persist despite your best efforts over several evenings, you wi!] 
ha\'e to ask one player to leave the game. or else put up with the situa­

tion indefinitely. 

If all else fails. dose the game fOT the evening, making clear your 
reasons for doing so. If the game is to wntinue next week, try to get 
everyon~ to agree to start fresh. Remind them of your reason for doing 
this, and that you'll want things to go ditTeren!!}' when you reconvene. 

Don't b(- afraid to compromise. The keeper does control the gam ... 
The players are never obliged to play. 

creAtiN'<. 1\ skift' 
Keepers might ~ate new skills for their games, or retain older skills 
now renamed or abolished. Talk to the players about the idea, and test 
its use. If everyone is pleased, write down a definition, to make clear to 
everyone what the skill means and what it is intended 10 achieve. btra 
spaces for additional skills occur on the investigator sheets. 

~~,~r:.:~:"" m.y .",mp' 'he 000" 'kill f,,"p " 
three attacks rtf combat round. Thtse are rolled for at full Dodge per­
centage, 213 Dodge percentag ... , and 1/3 Dodge percentage, respectively, 
in the DEX rounds of the attacks. Round up fractions. Failing one 
Dodgt roll in 3 round has no effect on the others. 



CE'EJU IINdJNi ~U\tlP"·'T5 
In crcating ,haracter$, the ED and INT hlultipliers for occuJXIlions 
and personal interests can be eha ed, since wh3t is right to one ke..-p­
er may be absurd to the ont. It also has been liUggested thaI one skill 
be chosen al ;0%, two al 60%, three al 50%, four at 40%, and so on 
down through the 10% level. Another scheme is to allollOOOpoints per 
investigator, with no restrictions. If adopting a scheme differelll from 
tlle~Creating an rn\'estigator~ spread, use it to create investigators who 
have human weaknesses and navar. 

H'1PNOsis, liN (1!)ptlONII \Skilf 
Keepe~ should decide if investigitors may hal'e this skill. 

To hypnotize someQne successfully, the target must be willing and 
Ihe hypnotist must receive a successful Hypnosis skill roll. 

Hypnosis influtnces a single individual at a time. The target must 
be physically dose to the hypnotist [f a Hypnosis ron fails, the hypno­
tist is unable to hypnotize that particular subject. [f the initial 
Hyponosis roll succeeds., tht hypnotist can hypnotize the target when­
ever the targct agrm. 

Use Hyp'TOsis in sever~l ways: 

! ) As an aid to Psychoanalysis. If an invcstigator has 10 or more per­
centiks of Psychoanalysis and has hypnotized a subjecl, add Z5 per­
centiles to his or her Psychoanalysis skill when treating that patiem 
thereafter. 

2) As a post-hypllOtic suggestion. It causes the target 10 perform a sin­
sle particular action without apparent thought. The target will not 
accept a suggestion rontraryto his or her normal behavior and desires. 

J) As an aid to memory. Fragmented or buried memories can some­
times be drooged up through hypnosis. Someone who went temporar­
ily insane from the sight of something moving in the bottom of a dark 
well may remember the fear but not remember what was seen. 
Hypnosis can bring these memories to light, but also (in cases where 
Sanity ..... -as lost) cost Sanity points for reliving the incident. 

4) As a way to alleviate pain. Hypnosis can ease or temporarily erase 
symptomatic pain in a patient, but the pain itself makes the target 
more difficult to hypnotize. fur a success, match POW against POW on 
the Resistance Table in addition to a successful Hypnosis rolL 

5) As disinformation.lf a hypnotist begins to influence NPC memorks 
of an incident, the keeper may begin to supply false information in 
return. 

Characters who already migbt reasonably bave- Uypnosis (physicians, 
enlo::rtainns, etc.), start at 2()'lt, or at half Psychoanalysis or Medicine, 
wbichever is higher 

l\v-eI\rc~ ~oJi('·.rs (O~ iom,es 
Each tome has a se-arch tibe,giveJ ~ wms. We assume these are 30-
hour weeks-six h rs a day, fi\"t da}OS a week. Any mort tban that will 
rtquire some rolls. Anyway, hours or weeks, the lime rtquired is modi­
fied by the followillg factors, which Ildd up to make tbe Resean.:h 
Modifier (RM): 

• INT: E\·cry point abol·e 14 counts as I. 

s 

• EnU: Every point above [4 counts as I. 

• Language Skill: Divide the appropriate IJnguJge by 5. Round down. 
If you don't ha~ the language a[ all, you'll need to use a translator's 
skill or work through dictionaries and incur a -[00 penalty. 

• Cthulhu My[hosfOccult: Dil'ide Cthulhu Mythos by 5. Aileruillil'l:/); 

divide Occult by 20, and go with whichever is higher. Round down. 

• Library Rating: each library gets a rating of 1-10. MiskatOllic, the 
Bibliothtque Natiollale,and the British Museum are all in the 18-20 
range. Dogpatch Public Library probably has about a 2. 

Tally the numbers for the RM. Subtract the Rl\1 from 100. The result is 
the percemage of full-time effort il actually takes a particular 
researcher 10 finish the book. 

Example: Profrssor Henry Armitage (lNT 18, EDU 24. Cr/willa My/has 
18%. Occult 25%, German 70%) is tryitrg /0 read alii/ absorb 
Unaussprechlichen Kuhen a/ Miska/onie. Hegels the following modiJirr: 
INT = +4, EDU = +10, German"'" +14, Crhulhu My/hos =< +3 (its high· 
er), MU Library Rilling = 20. Total RM ~ 51. 100-51=49. It takes 52 
weeks /0 study 1/1/: book, but Armilllge will do il in 49% of the lime, or 
25.4 .... 'Uks. 

skitI' CII\SS<S 
Sometimes illl'tstigalOrs ~re drugged, hypnoti~ed. made to drink too 
much,or otherwise fall prey [0 gases, chemicals, or magic which affect 
how they think, move, or ~peak. 

One way 10 show this is by using the skill divisions notoo in the 
!,lay Aids SC\:tion: cOn/mUllicution, mallipula/ion. pcrt:ep/ion, physical 
mOI't}menl, and thouSh/. 

A drug might affect only skills in olle class, typically halving the 
effect percentages for a few minutes or hours. All of the classes might 
be affected by too much alcohol, for instance, while exposure to cold 
might affect only the skil!s for physical movement and mallipulation.A 
glass of win might temporarily boost communication skills by len per­
centiles, even ",hile it lowered thinking skills. 

:t~:·~ ~100 ""It 1", ,It"" ""I '''"' fif'lt ,f ,It, """i· 
gator's current skill pen:entage. Rolling this result always results in a 
skill check, and tbe keeper should look forwa)'5 to dramatize the excel­
lence of this success. A spedal resuh in a combat attack represenl3 311 

impale, and probably more. 

sP'~ 0Oultlp"·er, liN oetiONII \ rule 
ThIs forrne~:,determihed the rate for lea ning spells. 

Any book thai contains a Mythos spell can be rated with a spell 
multiplier. Roll the reader's INT times tht spell multiplier to yield the 
reader's chance to learn the spell. Thc higher the spell multiplier, the 
beller the chance. 

Other factors, such as the condition of the book or manusnipt. 
its authenticity (earlier versions are always beller), and the nUluber 
of spells and their presentation could also cause the spell multiplier 
to change. Do not use the spell multiplier if learning a spell from 
another I'ersoo. ~~ 



The same sort of problem holds trur for U.S. keepers trying to 
set adventures in France, Malawi, or anywhere beyond U.S. bor­
ders. One always wants more background, more anecdotr. and 
more filler with which to vamp across narrative gaps. A good ency­
clopedia is the best placr to start. In it,careful cross·refrrencing of 
major topics can turn up a surprisingly large amount of material, 
and help drfine specific questions. Mrthodical web-browsing 
locates as much or more information. often with pictures sources 
as well, bUI finding it takes time. Historical maps can be jewels, 
though they tend to make large electronic files. Small topics, like 
small towns, can left to the keeper's imagination, but general refer­
ence books have an extraordinary capacity for firing the imagina· 
tion. immersing oneself for an hour in information about a place 
can work wonders 

If you and your players have friendly sterrotypes of how peo­
ple of other lands live, start with that common agreement. 

Histor"1 
Similarly, pJJyers and keepers usually are not intimately 
acquainted with the 1890s or the 1920s: how do [ know how to 
act? What can I do? I don't want to say that there are flashbulbs 
when there are none, or talk ahaut electricity when everyone real· 
ly used kerosene lanterns. 

Use the same sorts of solutions as for international play. Again, 
apply friendly sterrotypes-broad strokes of how characters react 
to play. If it is imponant to you whether or not people in the 1890s 
used stick deodoran!S, or what thry did with all the horse manu!'t 
which fell on their streets and by·ways, then be prepared 10 do 
some scholarly digging. History vital to a published scenario is 
usuaUy touched upon in that piece. 

1§uwi0rhr~ cf-ri1~3N5 
nvestigator deaths are sometimes unanticipated, but many 

be associated with the styles and the precon· 
of players and keepers. Incautious players lose 

some of the best horror stories, loved for 
, concludr with the agonizing draths of protagonists, 

roleplaying campaigns which kill off favorite investigators every 
session will soon end. 

The keeper understands the frustration of players who lavish 
exciting details upon new investigators,only \0 watch them be torn 
to bits, burnt to ashes, or swallowed whole and wriggling after an 
adventure or two. Carefully played investigators have survived full ­
length campaign adventures,gone on for more, and ended up writ­
ing their memoirs. When investigators die, it is not enough that 
they die bravely if thry die too soon. 

Kfep the scale of violence low, the pace of play moderate, and 
provide time to recover. If the investigators insist on pressing for· 
ward into certain death, the keeper with integrity may not long 
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resist, but the keeper who chides players into combats soon dis· 
courages the players. 

Mythos monsters are terrible beings, capable of driving inves· 
tigators mad or of shredding them. Human weapons have little 
effect against most of these alien horrors, and the scant magic 
available to investigators is itself dangerous. 

Read published scenarios attentively beforehand to make cer· 
tain that their challenges are apt to your players and their investi· 
gators. Tailor the missions to your style of play and sense of aes· 
thetics. Adjust numbers, powers, and anything else if it will make a 
better adventure for your purposes. Only you know your prefer· 
ences and needs. Published scenarios are always aimed at a typical 
group, but no typical group exists. 

In playing members of minor Mythos races such as mi·go, ser­
pent men, and deep ones, remember that they are often more intel· 
ligent than humans, lead much longer lives, and sometimes are vast· 
ly more knowledgeable. Who among these semi-immortals willing· 
ly risk death for some momentary victory over beings to them the 
equivalent of chimpanzees? If a greater power than them calls for 
their sacrifice, that command should be made clear to the player 
characters. Lacking reason to fight, intelligent creatures retreat 
before danger. Try not to ha~-e them negotiate, though, for that expos­
es motives and inevitably makes them human·seeming. 

Shoggoths and other entities of lesser intelligence are more 
daring. unpredictable, and rancorous than mi·go or deep ones. 
Such creatures may well launch all·out attacks, and can be terrible 
in their wrath. Here the challenge is physical, and the keeper is 
obliged only to gi\'e reasonable warning of impending doom. 
Attacking the shoggoth who lives in the cal-'e can be an episodic 
problem, one that can be returned to until the player characters 
destroy the thing. 

Even if the entire party faints, the keeper is not obligtd to kill 
everyone or anyone. Mysterious entities can do mysterious things 
without loss of credibility. A creature need not devour a soul, or it 
may be satisfied with one, or perhaps it merely wants to sample a 
limb or two. Perhaps it craves only the left forefingers of right-hand­
ed people, so that the dayof the forefinger is ewr after remembered 
by the players. Communicating some quality of decision from an 
alien, unintelligent thing is not too difficult, for brutish motivation 
is self·evident. 

Investigator death is one possible outcome of a dangerous 
encounter, one not specially desirable until an investigator's death 
acquires a sense of justness. Stupid or careless activity is one way 
for that sense to arise, and pressing one's luck is another. Keepers 
can allow cads to wander into disaster but, as arbiters of justice, 
keepers should refrain from naked revenge. Crippling or disfigur­
ing an investigator is a good way to underscore the consequences 
of haphazard play without eliminating the im-estigator from play. 

Aside from crippling injuries that reduce DEX or CON, investi· 
gators can suffer grievous scars that lower APP (perhaps along 
with Credit Rating and skills I~ Persuade that may depend on 
facial expression). Debilitating diseases can lower investigator stats 
while still allowing a lengthy carerr. Judicious insanities can slow 
down an investigator, or leave him or her vulnerable to particular 

S U R V I V I NG OR D Y I N G 



tl'mptations. Brain damllgl', caused by injury or the attack of some 
creature, can lower INT without killing. Similarly, physical injuries 
can affect the circulation or internal organs, lowering an investiga­
tor's CON. 

A slow-developing metamorphosis in an investigator <the 
innsmouth laint) is another option. Although the character 
remains functional. his appearance ow:r time may provokt Sanity 
poinllosses in vi~·ers.. Not all tht tainttd complttt their physical 
chan~.so a sane hybrid is perftctly possiblt. 

Although tw a1ternativtS to dtath or madntsS may sound 
likt tortui"6,5uch exptrimces areofttn the things that investigators 
point to with pridt: ~Did I ever ttll you txactly how 1I05t this eye?~ 

~::';I~~:,f!.:l:~ S,~:g::,;,,,;,",. b.IiY;'8 

bystanders, negltcting evidence, barging into cultist htadquartcrs 
without plan or backup, alienating the police, and forcing .... eak­
entd investigators into ntw shocks. But if players do not feel that 
thtir invtstigators are doomed from tht outst!, thty try harder to 
keep their characters alivt. 

Invtstigators need 10 improvt skills, lrarn how to conduct effi­
cient investigations.. and makt allies and connrclions oUl5idt 
themsdvrs. Incidtntal friends and acquaintances form the true 
boundaries of tht gamt, analogues to friendships inspirtd 
bttwren Iht players. 

-fT<E"TiN~ OT t • 'ENI 
As an nve>ligatJr' ins Cthulhu Mythos, his or hl'r re;e~ of sani­
ty shrinks, buttht pressure does not too. Ht or she will need to cast 
a spell 10 defeat somt awful thing, or bt trapped into witnt'SSing 
awful rites to some foul god, and a little more Cthulhu Mythos will 
come. As an investigator's sanity narrows, the player misses more 
aoo mort' Sanity rolls and fetls anxiousness about new horrors,sim­
ulating quite wtll the effect of slowly losing onl"S mind. The investi­
gator with low Sanity poinl5 feels the breath of doom. 

The best-loyed investigator is usually played to his or her 
doom, for tht player never wishes to sever Ihe conne<:tion to the 
investigator. The wise ~ will not interfere in this proctsS, 
except occasionally to ~ncourage pla)'trs 10 l~t their investigators 
retire early. 

Even the luckiest investigator must sooner or laler collect. so 
many Cthulhu Mythos points that his or her maximum Sanity is 
drastically low, and cannot bt relied on in the field. Relired. the 
im·estigator can pass on the ltg;Jcy of his caretr to a favored spe­
cialist or younger rdative or friend. Handing Ovtr tht courn of 
your investigations to a dose companion or relati~ increases the 
feeling of continuity within the campaign. Although the investiga­
tor may have chang~d, the undtrstanding of the Cthulhu Mythos 
continues to grow. Those who rttire can remain semi-active, 
researching questions, conducting inlerviews, and sharing in what 
tht others lrarn in new adventures. Just as Sherlock Holmes 
emerged from retirement in a time of great nerd, so mayan Lnves-

CIVIL AUTIIORITY 

tigalor be lured back-\'Cry occasionally-from safely and steu­
rity to plumb just one more mystery. 

As possible, pla)-ers might alternatt im"tStigators.or playa pair 
rather than one. Singular idtntification is for many players the au­
cial enjoyment of roleplaying, however, and many resist diluting it. 

Lacking player forbearanct, the k~r cannot much defend 
the im'tStigalors without ruining Iht gamt and despoiling his O\\'n 
inttgrity and enjoyment.l.ife must go on. Allow a few moments of 
recognition for the fallen hero or the madman, then gi,'e a hearty 
welcome to the new- invesligalor. 

~M01'itl 
layers know the general goals of their investigators, but 
keepers may be less ctrlain of their own roles as police­
men, prosteutors,judges,coroners. and doctors of psy­

chi ry. Keepers will nOI be able to lavish attention on every char­
acter, yet agents of civilization inevitably dash with the investiga­
tors. What do thtse authorities wish to accomplish, and what prob­
lems does their existence pose to the ketper1 

The keeper must Mint the (unction of the authority in the SCt­
naOo. A sheriff or a judge, for instance, can be a great help or a 
great obstruction to an investigation: he may control evidence or 
the access 10 tvidence, he may willfully pursue his own theories 
concerning a crime rather than cheerfully adopting the ideas of the 
inve>tigators,and he may even blindly order the arrest oftht im'tS­
tigators as suspa::ts or hold them as material witnesst5. 

There is a rough justice in uniformly portraying authorities as 
sleazy opportunists, corrupt fools, and rigid bumpkins, but such 
cJicht's corrode the heart of the game. Call of Cthulhu assumes that 
humanity and human civilization are worth defending and worth 
saving. It's undramatic to say that humans are not as bad as the 
Mythos-for dramatic contTllst, humans and human institutions 
must bt better. Sinct investigators risk Iheir lives to save such pro­
pIe, some authorities must be shown 10 be worth the struggle. The 
simple truth is that some are and some are not. 

If the investigators encounttr authorities with well rounded 
characters, freely capable of good and bad, thty can makt up their 
own minds about the value of socid.y and <ht· ,I,,,y" .d'F""';<Yo[ 
human character. The keqJer thtn becomes an artist, not an ideo­
logue whost agenda does nO( \l3ry. 

If an authority has a major role in an ad\'tnture, be alert to 
ways 10 makt him or her approachable. A Glsual mttting on the 
Slim or help with an automobile may be tnough that the invt"~ti­
gators can tY.Iluatt his character. If it's needed, evidtnceofhobbies 
or past exptriences often appears on office walls-citations, 
mounttd game fish, famil)' phOIOS, trophies, souvenirs, and so on. 
This is of wide ~nough variety that at least one in\-e5tigator may 
have tnough Natural History, say, or Swim that a conVt'J"Sation can 
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o~n, and an acquaintance made. Friendships then kept or 
betrayed are that much more powerfully experienced. 

Threatened with arrest for criminal behavior or with commitment for 
insane behavior, the im"eStigator who does not resist may try to talk 
his wayou!. Some will try bribes. Whether this works depends on the 
officer's character, which the keeper can create. 

If he feels that the officer may take a bribe, the keeper can cal­
culate the effective bribe according to (1) tht' officer's daily rate of 
pay, (2) the seriousness of the offense in the eyt's of the officer,and 
(3) tht' likelihood that the officer will be found oul. Accepting a 

bribt' is a good deal only if the officer gains money without much 
risk; if there is risk, the cash needed goes up pre<:ipitously. 

Nominal daily pay for a police officer in the 1890s is 52.00 to 
$2.SO, in the 19205 is $2.50 to $4.00, and in the 19905 is $[SO to 
$200. 

To avoid a fine, a bribe would be half or less of the amount 
in question; for misdemeanors, up to a day's pay; for private 
civil matters such as animal disputes and for property crimes 
such as car theft or breaking and entering, up to a week's pay; 
for armed offenses, up to two weeks' pay; for capital offenses, a 
month's payor more. 

Serious or .... ·ell publicized cases will involve several people, 
perhaps even a whole layer of civil servants. 



If possible, keepers also might convey that pwple who take 
bribes are likely to continue to take bribts. Such characters \~iII be 

as quick to betra}' the inl'estigators as th~ were to Ix-tray the pub­
lic truSI. 

Arrests 
Apprehtnsion and jailing for later ~view. trial. and punisflment 
implya flierarchyof aUlhority and function. Reasons ror arrests Vat}·. 

• Thl." investigators look suspicious-they should be arrested 
before they can do anything, (this is caned prt'I't.'lIfjW arrest.an 
idea in had odor \"ith honest courts; a 2<1 -hour I'ersion of iI, 
({Nuilll'd for questiolling, is often found.) 

• The investigators (ommitted a crimI:' of property or violence. or 
they outraged local CUSlOm or public decency. 

• The inl'estigators hal'e valuable goods or informal ion which the 
authority wishes to confiscate, to learn aboUl. or 10 keep secrel. 

• The investigators are sole witncsses to a sC'rious crime or are 
endangered by threats from others. 

• The investig::nors are obviously insane and dangers to them­
selves, or are dangerous \0 others. Society must be prok"(li.'d. 

Arresting authorities also weigh queslions pertaining to them· 
selves, Is arrest tor a minor crime worth the anger of powerful peo· 
pic? Do those \\'ho might be arreslL>d hal't imporlanl contacls who 
might make life difficult? Whal arc the cons~quences of an arrest or 
a proseeutioo~how best will society be .ser\'td1 

An arresting officer must show that he has tm: authority [0 
detaio,qutStioJl ,and arrest. If an arrest, there must be a charge. but 
nerd ordesire is enough for questioning within a limited time, per­
haps 24 hours. Those in custodr will ~ disarmed. If a detainee 
resists, appropriate foltt mar be used, 

At the police station, the officer registers the arrest and deliv­
ers his prisoners. Those arreSled are questioned and askC'd 10 make 
kgally significant statements of fael. They are isol~ tcd. and their 
storit's chcckt'd against each other, 

If charged. tke im'esligalon usually are told what the charges 
a/\', but not always. In some countries. thC' charge may be a grneral 
one ("enemy of the state~ is a classic), and the actual charges mar 
be instanced only atlhe time of the trial. 

The arrested mar or may not be allowed to communicate wilh 
[he oulsidt, and in some countries the fact of Iheir am'st may be 
kept secret. Further questioning, grilling. and oUlright torture mar 
be used to gather evidence or confessions. Torture and threats of 
violl'nce are gl'nerallr illegal. but Iheir ernployml'nldepends on the 
policy of the department and the monl sense of the questioners. 

In somt' countries. the trial itself may be secret. The admissi~ 
bility of C'vidence and witnesses l'Uries greatly between judges, let 
alone countries. 

The punishment may fit the crime, or it may relleet the danger 
the im't:stigalors pose to an individual, group, or Ihe slale. The 
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lenglh and scI'C'rity of sentence often varies wilh Ihe apparent 
cooperation of the sentenctd person \~ith the authorilies. and wilh 
the putative intent of the crime. 

s:~~~~~'~~;::,~,~,~,y~,:" ~,:1:'~~,"';"m p"h.p' 
to gather information or 10 hid~ from someone. They should have 
lillIe trouble entering it if they can pay for the care. A private insti­
tut ion with an available room ,,,i ll accept someone withollt symp· 
toms ..... ho merely wishes a re5t and coun!iol'ling, All institutions ask 
for refC'rencC'S. however. 

A medical practitioner licensed wilhin the state can arrangl' 
that an inl'esligalor bl.' held ior psrchiatric obSC"rvat ion, for up to 
72 hours. If evidence of serious disorder is gathered. the patient 
may be placed in an asylum for 90-120 days. for purposes of 
observation and cmlualion as spelled out by state law. Then the 
court will discharge or commit for treatment depending on the 
asyhml's report. 

Thust committed for trealment arc subject 10 yearly review. 
but tht')' may be in an institution for many rears. It rtquires anoth· 
er formal presentation to the court. in which an inl'estigator would 
have to be found mentallr incompetent to ac t on his own behalr,or 
else might mluntarily surrender sp("(ific legal rights in return for 
trc,lImenl. The soundness of these proceedings can vary widely; 
hrllSqut pro forma evaluations are not onu5llal,and much depends 
upon the character 31ld dedication of judge. eOllOsd, and cxamin· 
ing physician or physicians. 

• Someone (physician, fami ly member, or the arrtsting officer) 
brings evidence of the im'C'Stlgator's incompetence to the no!icf 
of tm: court. 

• A hearing is hdd, and evidence bearing on the investigator's 
mental competence is admitted. No jur), is inl'Qh·ed. If the 
court. having duly weighed the mrdical e~idence and opinion, 
dccides thc inwsligalor is colIlpt tent 10 a~t in his oIVn behalf. 
he or she is released. 

• If the court decides for mental incompetence, then a responsi­
ble guardian is chosen, who thereafter in thoory acts to beneiit 
the indi\'idual. Nonnally the guardian is a relati\'e or somoone 
rise whom Ihe court has reason 10 assumC' to wish to act in the 
individual's best regard. Lacking other candidate~, Ihe court 
appoints itself. 

• Unless the inl'C'sligator is criminally insane (in \~hich case the 
COllrl must be the guardian), tht! guardian now decides what is 
best for the investigator. This may indeed be commilment. but 
it might also be home cau. or a therapeutic sea I·orage. etl'. 
t acking other indication.lhe court ,~iIl acct.-pl any reasonabll' 
plan which seems to have the backing of mtdical opinion. 

• If the guardian commits the invC'sligator to an institution, Ihe 
guardian continues to have genC'nl authori ty over the investi­
gator, assigning day-to·day care and authority to Ihe sani tari­
um staff. 
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• Thrrraftrr the investigator has Ihrt'(' ways to Iral'e: he may con· 

vince Ihe guardian 10 remove- him from the institution; he may 
convince the institution's staff 10 bring notice of his restored 
mrntal balance before the awarding court and thaI court takes 
upon ilsdf the guardianship and grants his freedom; or he can 
simply climb o\'cr thl' insti tution's wall and run for his life. 

PLAYING FOR KEEPS 

Ollrnamem games, usually run at game conve-nlions, offer 
playas a gaming cxperiencl.' wry di iTerenl from slandurd 
campa ign play, Tournament scenarios are self-contained, 

carefully ploned "one ShOls", They art designed to be: finished in a 
limited lime, usually two 10 four hours. Players are given pregener· 
aII'd characters with defined skills and backgrounds, and are usu· 
ally judged on thei r abilities to play their charactm 10 the hill. 
Tournament Scenarios. with their rigid time limits and premade 
characters. might set'm at first glance to be much more restricli\'C 
than a mort standard campaign game. Keepers who design tour­
nament Cthulhu games soon find . however, that the lournament 
environment gives them much more freedom, and offers the 
opportunity to creatr a truly unique brand of trrror. 

As with any Call of Cthulhu game, the keept"'r's primary goal is 
to Stare the players. Krep the contestants gurssing; throw them ofT 
balance whenever possible, The anxicty the pla~'Crs feel will push 
them to better roleplaying. which will in turn inspire the staff to 
scare them even more, To build a Call of Cthulho tournament sce· 
nario. thc keepa needs the samc elements required of any story: 
plot. characters. and atmosphere. In a tournament selli ng, howev­
er, these elements take on a whole new blasphemous form. 

---:pfot 
In a tournament round, the kceper has absolutely free reign when 
designing the plot of the s.:enario. Obscure settings or historical 
eras are not a problem- there's no need to worr)' about how iI 

group of 1920s investigators might logically end up in the outback, 
or on Mars. Want to go to ;\1a rs~ Build around a group of astro­
nauts.Always bren fascinated b)' a period of history~ Ket'p('rs need 
not worry aboul sustaining ;[ high [(,vel of historical detail for an 
tntire campaign-a fl'W hours of research wi ll do nirely. Plots Stl 

in Ancient Romt, Colonial China. the Renaissance, and the Near 
Futurt art not only feasible, they're encouraged. Why stick 10 tht 
thret' convemional eras when all history can be your canvas! 

Tournament rounds frt'( the keeper from consequrnres. Wanl 
to playa game that culminates in the destruct ion of the Earth! Go 
ahead! Thtrt "'On't be any sr.$Sion ncrt week where thr pla)'rrs will 
have nothing to do. Monsters or eventS which might derail or Ol·cr· 
balance a campaign can have free reign. Also, not all of the charac­
ters need ne(rssarily survil'r to play again next session. 

1 ~Ii 

" 
Tournament rounds can be ver)' dradly as a result. Ko:epers should 
be careful not to carry this lrend too fa r: while a no-holds-barred 
atti tude tQW:.rd dt ath definitely makes lifr s(arier for Ihe players. 
thr)'do pay money to play in tournaments. Jnd will oc upset il tlll."y 
gel knocked Qllt of the running too arbitrarily. 

While a dosed pkll can be a dt'vious keeper's best fr;tnd, he or 
she must always remember thatthl' timrolournamrnt formal is 
his or hrr greatest rnem)'. HO\\'('I'Cr hrill iant lhe plot, it needs to iit 
in the time provided. In tournaments wilh sewrallevels of play, 
building a tl'o'O'part scenJrio 10 resolw a particularly complex plot 
is possiblt' (bringing with it a nicr opportunit)' fo r a dramatic 
cliffhanger) but, for the most part, krepers should al .... 'ilys be aware 
of time, and be lnuking for wa),s to cram the most thrills into the 
least time, PlaYlesting is absolutely critical, as is prop,'r timeko:ep­
ing during play. Finall)" ah"llYs remember to allow lime for Ihc 
players simpl)' 10 roleplay. ,tS Ihey wi ll most certainly take it! 

In a tOurnament. kl'cpers can wed Ihe plot to the characters in 
wa)'s thaI campaign games usually can't. Instead of corning to the 
:.iJ of an old fric."nd or reiJtil't' in trouble. the hurror can be per­
sonal. lOll are infected with the hideous disease. )111/ wake up in 3 
strangI.' 1)lace with complete amnesia. ~O/lr house is haunted. 
There's a bug in your head. What do you do? As the narratur of any 
of l.m'ccraft"s tales could tell you, the horror is much more acntt' 
when rou are Ihe victim ra ther than just a fril"nd or as.~ociate, 

0 1\TI\cters 
As described abOl'e.lhe characters of a tournament round can (and 
should) be integral to tht' plot-their skills and abilities can be 
specifically tailored to the chalkngl'S at hand, and their back· 
grounds can already incorporatt' strung hooks into the plot. Keepers 
should always bear in mind, howr\'C r, that the characters are not jllSl 
means to all end-as the component of the round that thc)' "'ill 
experience the most. the pregenerated characters must be 1l't'lIl"1'aj· 
iud and ,,'ell fnshiol1(-d. Players st)'mied by weak charactl.'rs will 
never be able to cnjo), thc plot. however brilliant it may be. 

What makes a good character! I:irst and foremost , the char~~ ­

ter must be interesting-paint in broad strokes. 3nd make free usc 
of archetypes. Also. give each charaClrr defini te goals or imerests. 
with details thrown in to add color. Plarers must adopt their roles 
in !i\'(' minutes (Ilf less!). The more "handles" a character has. the 
easier a player can gtt into the game. ,..Iso. each character should 
have a role within the group"and ideally have a moment in thl.' plot 
to shine, when his or her skills or knowledge are the key to sucCt"ss. 
Devious keepers are adl'isl..'d 10 sprinkle crucial information into 
the charac ter backgrounds-the besf players are the olles who 
"Wi" paying attention during the setup, alld who ",ill b(' ready with 
the critical due or skill when the nfi:d arises. 

Tournament chariKters should. first and fOfl'mOSI , be fun to 
play, bUI should also be challenging. The same wide palette the 
kee~r uses for building the plot is also 31'i1ilable here. Why not 
build a group of insane characters, ('ach with his or h('r own 
derangements~ flow abOll1 pushing the plarers to pia)' non­
humans like ghouls or Yi thians? A player expecting a tense blood-
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b;Jlh of a scenario "'ill be hard pressr:<i indffd when he's forced [0 or are the keepers' decisions final! Both simple ranking systems 
play an 8·r~ar·old boy. E\'eJl more devious tricks 3re possible- {wherr ('3ch player is given a "plan'''and then [olal scores are tal-
halfw.ay inlo the scenario, begin a flashback sequenct' where the lied) or "spraker poin," s),51tms (where each player is gin-n a 
characters are taken away from the players and each is gi\'cll a 500ft from I 10 100) are common, and art' oftro used in combi· 
remote ancestors as new charaClt:rs. WalCh thl: p!ayt'rs scramble 10 nation. The staff must be ready wilh ballots and record sheets to 
keep up! Over the (ourse- of the round, characters can learn that aJi ensure that the tournament flows smoothl y. For ('vrry round, 
of their memories art' wrong, or that they're rcally androids. These make sure that e\'Cr)' pla)'cr's name, badge number, and character 
sorts of challenges separate the strung players from the h'eak, and name arc rccorded. Fi nall y, be sure that the staff can keep track of 
krep all of them coming back ior more. all of its gear. If other events will have access to the gaming space, 

k\05p~er, --.:;.';'y "" "'''Kme 
a problem. 

Many tourn~ment games arc run in a specific endosed environ- I ~e f 1\"'1-0 

melli-a hOld room, lecture hall. or classroom. If the tournament w!.'Ii executeA to namcnt rounds offer some of the best game 
has the time and resources 10 invest, 3 tou rnament round can 
br<mne a multimedia extravagallla: half game, half onc-aci play, It 
is r~commended thai tournament staff assign alleaSI tl\,O keepers 
to evcr)' round. One lI'ill3Ct as thl' primary narrator, and the other 
can run groups that split up (eliminating dl'ad timl' when players 
are waiting fur the keepds allt'ntion) and take charge of any 
efft'CIs. Experiment with lighting, by the ,,'ay-black lights, 
strobes, and el"tn pitch darkness can be usoo 10 great .-ffecl. 
lighting the room with a single, dim lamp or candle can creal.- a 
tense, brooding atmosphere thai will rub off on Ihe players_ Olher 
effws are possible-a cooler fu ll of dry ice can bathe the gaming 
wble (or the entire room ) in misl. Staffs are also encoumged to cre­
ate 13vish pmps. Real ist ic, inlrie:!\.- handouts heighten the players' 
enjoymcnt. as well as giving them concrete objects 10 perform 
with. The lil'e ac tion book Ctlwllru Lire has somc excellent tips on 
bllilding props. 

If the staff has portable lape or CD players that can be con­
scriptl>d for the j<'eekend, mood mllsic and sound effccts can easi­
ly be incorporated inlo a tournament round, Seek out the sound­
tfllcks of scary films: a gold mine of atmosphere awaits. with a lit· 
tic research before hand, the staff can assign spedtic tracks to spe­
cili, enCOunl l'rs. Sollnd effects tapes and Cil's are widely available, 
and ~an bring gunshots, explosions, or thunderstorms 10 life. 
,\ lusic is often the leasl expensive special effect a staff can add hi an 
event, and is also one of the easiest to manage. The results arc 
worth the efforl. 

~/,kIN'< It H AppeN 
run a sllcc~sful tournali eht , a keeper needs more than the ele­

me ts delailed above. First and foreillost, he llreds a staff, a dedi­
cated grOllp who will help run the events, manage the effects. and 
keep cl'crythillg ml1ing. The more' preparation the staff can sink 
into the tournament before il begins. the mort: enjnyable it will be 
forall involred. The hours spent making props or toiling over a sce­
nario will all payoff when the players' e)'CS all widen in amazement 
or terror. 

Second, the staff neoos to be ready to handle Ihe logistics of 
Iht' e\'t'nl. UO'" will it be sco~d~ While mosl Cthulhu tourna­
ments base advancement compl~tel y un rolt'playing. Ihe st~ff 
must decide whose choke is final. Wi1llhe players bt' given a \'O!(', 
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('xperiences ei lher keepers or players will ever have. AI their best, 
these rounds become wonderful exercises in improvisalional aC!­
ing mixed with problem-solving ~nd a st rong dose of terror. The 
quality of the roleplaying can prove far superior 10 a standard 
home-gmwn campaign. The pla)"t' rs will usually have paid money 
to particil'Jte, and are, after all, compet ing for a prize, The focus 
that a tournament environmenl brings to the players also pushes 
them 10 giw more to Ihe game Ihan Ihq would if at home with the 
same old group of plarers,afll'fa hard day of work or school. By the­
e-nd of the convention, bolh players and stafT should be exhaust­
ed-if Ihey are, Ihen theyve done something right. 

~::~,~.I~~),~,!!!~~:l ';m, '0 d;,,,, , C,II of 
Cthulhu tournament, or who don't havc access 10 a game con­
\'ention, can takt' all of the above suggestions and appl)' them to 
their home games, Vary the pace of )'Our campaign wilh a well 
constructed nne-shot. Kttd a break from a long investigation? 
Spend a session on Yuggoth, or in the Middle Ages. In a well 
designed one-shot, both keper and players can play like there's 

no tomorrow. "t.' 
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n\ries are made nlphabetically, usuall)' by key 1I'0rd or 
phrase: thus illsects from Shaggai is found hcre as 
Slwggai, IlIu'C/S from. The oolooptcran version of the 

Great Race appears in this book following the Yithians' oon;cal form, as 
Great R(lce, New. The exact forms forentrirs occur in thc Monsters by Type 
box, p. ISO. There the entries are dassififfi according to om.' I'ersion of a 
hierarchy for the M)'thos. for deities, St'e that chapter beginning on p.ISI. 

The listing of a servitor species for a single 1:,tOO or Great Old One does not prrdude inde­
pendent use or the choice of another entit),. 

This section is nol 3 complctc selection of M)'lhos entities- t'>'ery horror fan can think 
of some terror not present. These are the ones found in the most important stories, or that fre · 
quently appear in stories and scenarios, or thai are commonl), referred to. Many more than 
appear here can be found in the Cn'awrt' COIII{lllllio/l, also irom Chaosium. 

~h::~1at~~I:~~:ole and description for the emity, and includes a story source. If 
discussing a god or Great Old One, notice of any human cult comes next. The rest of the notes 
consider any pecu1iaritie.~ of habit, habitat, or attack. A dei ty may be discussed ,1S it is only 
after it has been summoned or otherwise encountered. Subheads may break up kngthy and 
complex material. 

The rdativ(' length of entries has nothing to do with the impor1ance of the entity or sptcics 
within the ~I ythos, nor with the likdihood of enCQuntl'r it. Gho\lls, for instance, are among the 
most likdy denizens of the Mythos 10 be encountered, ret their entry is much shorter thnn th(' 
one for the rare nying pol),p. As describtd by l.ol'ccmft.thl' nying pol)'p has remarkable prop­
erties demanding more space to summariZl'. 

--n;; St IIt istics 
Mythos statistics include STR, CON, Sll, roW, and D~'X, but not APp, EDU, or SAN, since 
those qualities in such alien creatures are not meaningful. Unintelligent Ixings also lack INT. 
Entities such as zombies thatla(k will of their own usually han' only I pow. 

Individual creatures are gil"t~n exact statistics, but species statistics include il din'-rol1 
range: when a specific monster is called for, the keeptr can use those rolls as guides. An'rage 
scores for species an.' also gil'en, and cun be transcribed directly when speed is needed. 

HIT POINTS: the number of points which a monster must lose before death follows. This is !ht' 
average for the species, figured by averaging Sil and CON. Bigger or heahhier monsters havt' 
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1J'I()rt' hit points than smaller or sicklit'f R'pRSentativtS. Gods Cilnnot 
bt truly slain, though they hal'e hit points. If an Outer God, Elder 
God, or Greal Old Dnt' is somehow reducrd 10 0 or ntgal i~ hit 

points, the thing is dispelled Of forced back whenct' it came. Mere 
damage wilt not destroy or ("'en harm thrse powc.>rs. If they are 
forced or pm:uaded 10 Irave. they can return. 

MOVE: if two Move numbers aTt separated by a slash, the second 
number is the monster's maximum Move in another medium 
(water, air, etc.), as listed nexl [0 the statistic. 

DAMAGE BONUS: those for individuals are the aoual rons to be 
added 10 damage results, and those for sp«ies 3regivcn as an 3rer· 
age roll-for an individual of the species, calculate the damage 
bonus from ils SIZ + STR. The notation +db indicates that thr 
damage bonus should be included in the attack. 

WEA PONS: among Mylhos creatures, these are usually nmural 
"'tapons, as opposed to artifacts. Here the entity's characteristic 
attacks and chances to hit are shown, plus damage done. Gods often 
get to attack at 10000how could any deity miss a Bite attack! 
Again, those gi\Tfl for species represent averages, while those for 

, 

individuals are the exact chances to hit. The entry +clb stands for plus 
dtlmage bonUJ. Bite allacks do not receiw dama~ bonuses unless 
the bite is the primary means of attack. 

DAMAGE: if an enti ty drains points of characteristics from a tar· 
get, consider them gone permanently, unless the entry dearl)' 
slales thai the loss is temporary. 

AJUo.10R: represents a number subtracted from the hit points of 
damage aClUally rolled for a successful attack.. The creature may 
ha\'e a hard shl'll or Ihick hide, be able to regenerate flesh, or be 
immunl' to certain sorts of allacks, perhaps explained in an 
accompanying note. Many Great Old Ones or gods rtgl'nl'rale hit 
points. Most can be dispelled only if attacks Jowl'r thrir hit points 
10 Zl'TO. This is \'ery hard to do. 

SPELLS: notes if an individual monster or a species can cast spells 
or particular spells. The choice of spells should include appropriatl' 
ont'S: a deep one is more likely to Contact Spawn of Clhulhu than 
to Summon Fire Vampire, for instance. The keeper can always add 
more spells. The uSt' of magic is never required, for an entity may 
nOI notice humans any more than humans ootke crouching mice. 



To speak of the Great Old Ones or the Outer Gods as knowing or 
not knowing specific spells is silly-aspects of their wills are 
expressible as spells, but these entities are mostly seamless and 
indefinable. They know what they want to know when they want to 
knowi!. 

SKilLS: monsters rna)' not have skills shown, though most or all 
might have the effect of skills such as listen, Sneak, or Spot 
Hidden. Keepers should add skills or set skill roll thresholds as 
they need. 

SANITY LOSS: how many Sanity points the investigator loses 
when encountering a membtr of the IlIce. The actual amount lost 
might increase if more than one monster is seen, but the amount 
charged should never exceed the maximum possible loss that a 
single creature could cause. ~To se-e" is appended as a way of saying 
"to witness", ~ t o experience", or "to perceive." Player characters are 
affected whether or not they close thei r eyes. 

lEsSER SERVITOR RACE 

There flapped rhythmically a horde of tame, trained, hybrid willgtd 
things ... lIot altogtthercrDws, liar moles, nor buzzards, nor ants, nor 
dtCOmp05ed humon beillgs, bur something I con not and must //Ot 
rrcall. - H. P. l.ovecraft, ~The Fest ivaI." 

This interstellar race often serves Hastur the Unnamable. 
Composed of conventional matter, they are vulnerable to ordi· 
nary weapons such as pistols. 8yakhee can fly through space and 
carry a rider each, though such riders need protection from the 
vacuum and cold by suitable spdls or potions. Byakhee do not 
ha\'t" bases on Earth, but may bt summoned to perform deeds or 
to strve as steeds. 

In combat, a byakhee may either strike with bolh claws simul­
taneously (getting two attacks in the round), or attempt 10 bite the 
target. If the bite strikes home the byakhee remains at tached to the 

victim and begins to drain his or her blood. Each round the 
byakbee remains attached, including the first, the blood drain sub· 
tracts 1 D6 hit points of STR from the victim, until death. The 
byakhee characteristically remains attached with the Bite attack 
until it is slain or until the victim is drained of blood . 

Escaping death, let the victim rest and regain blood by trans· 
fusion as well, at up to 1 D3 STR per day. 

BYAKHEE, the Star·Steeds 
(har. roIh ,...,'" 
STR 506 17·18 

CON 306 10-11 

SIZ 506 17·18 

INT 306 10·11 
POW 306 10·11 

DEX 306+3 13·14 

Move 5120 flying HP 14-1 5 

Av. Damage Bonus: +106. 

Weapons: Claw 35'1t1,damage 1 D6+db 
Bite 35'1t1,damage 106+blood drain 

BYJ..KHEE 
Armor: 2 poinls of fur and tough hide. 

Spells: b)-akhees of POW 14 or more know at least 104 spells. normal­
ly spells relating to Haslur and as.sociated beings. 

Skills: LiSlen 5O%,Spof Hidden SO'ItI. 
Sanity loss: JlID6 Sanity points to ste a byakhee. 

GREATER INDEPENDENT RACE 

Flowing tentacles and pulpy gmy·black, elongated sack of a body ... 
no distingutlhingfratum llt all other thlln Ihe reaching, groping len· 
tllcles. Or wasrhere-ytS-a Ilimp in the upper body of the thing ... 
II container of sorts for the brain, gang/ill, or whichewr diyased 
organ govtnltd this ho,ror~ loathsome life!-Brian Lumley, The 
Burrowers Beneotll. 
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Th('se creatures are like immense earth·bound squids, and 
their elongated \·:orm-li~ bodies are co:ned with slime_ A chanti­

ng ~ound accompanies them. These !XlI"erful burrowers lil'e morr 
than a thousand },raTS. and are protectil't' of their )'oung. A jumbk 
of remarkabll' propenil's, chthonians bear littir Trsl'mblanc(' to 
anything else on this planr\. The mOst important individual 
chthollial1 is the gigantic Shuddl' /I1'dI. 

All stages of chthonians communi.;ate Ilia telepathy and can 
thllS reach another of their race anywhe:-r(' in the world, and can 
sense:- other minds. Only adults ,-;111 Iele:-p~thicall}' control members 
of olher spC't:ies with this !Xlwer. 

• They can tunnel through rock as though it ,,'ere butter, and 
have no n('Cd 10 breathe. 

• Adult ,hthonians can withstand rnormous temperatures. up 10 
4000'( (7200'F).1t lllar he Ihallhe majority of chthonians JiVI' 

to"'ard the ~ore of Ihis plane!, and that only outcasts, wander­
ers. ,lOd those a((identally caught lip in pluming magma 
l'xplore Ihl' cold outl'r crust \~herl' man thrives. Perhaps they 
migralr hrrl' to gil'e birth, since the }'Ounger stages cannot 
withstand rxtrrme hrat. \\'l' do not know thl'ir motives. 

• Full adults can cause powerful earthquakl's. 

• Chthonians are l'xtremely susceptibll' to watl'r. Whitr thrir slime 
(o3ting protects the:-m from small amounts of watf.'r, geneml 

immersion de:-stroys a chthonian. Burrowing. these monsters 
nvoid significant wnte:-r by distinguishing the relatil'ely low echo 
profiles of water and walery sedirnent.'lI"oiding such areas. 

• Chthonialls are lI'Orldwide, even found in basalt under the 
oceans. In w('Stern Africa is a mystcr), city caUN G'harne. 
which they frequent. They may haw been imprisoned there 
once:-. aoons ago.. 

The gene:-nl discussion and initial statistics concern the full adult, 
the last ,\Ild large:-st stage (instar) between molts. This is the sorl 
which investigators Me most likely to nt('{'l. A closing sl'ction com­
pares all six stages. since a nest of )'Oungl'T chthonians may be 
encountered, or a band of chthonians with I'arring age groups 
could be met with. 

CHTHONIAN TELEPATHIC CONTROL: chthonians can use:­
telepathy to control humans. though they do not ofte:-n do so 
unl('s5 the target has something thl'Y want, such as odd spherical 
mineral forma tions. 

I\!atch the POW of a singlechthonian against the targds POW 
on the:- re~i$tance table. Overcome, the victim is bound to the area 
\I'hert: physically attacked. AI first the targe:-l has mobility of a mi!l' 
nr so, but this progressively lessens as the:- chthonian draws nearer. 
until the l'iClim may not be able to lea\'c a particular room, or e\"Cn 
a particular chair. Thl' larget immobilized, th(' chthonian efupts 
through the noor and collects ils due. If Ihe:- victim becomes awar(' 
uf the m('ntal influence of a chthonian.the hold may be broken by 
successfully matching POW agaill5l the chthonian's POW. Once a 
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victim has experience of chthonians, 3 ~uccessru l (dea roll consti· 
tutC'S awareness. 

A chthonian can telepathica lly contact a kno\\'n human any­
whert on the Earth.but it may lake time before it can lind his mind. 

Jt COStS a chthonian one magic point to communicate with a 
human or to hind a human to a sill.' for a day. Each tell miles of dis­
tance from a binding also costs another magic pt>int S~'eral 

chthonians may contribute magic points to compensatr for dis­
tana:, bUI only om" of their POWs may match at a lime on the 
Rt'SiSlance Table. 

II costs no magic points 10 contact another chthonian, no mat· 
ler at what distance. 

Anecdotal evidence suggests that adults may be able to drain 
away a pcrcc.'nlage of a human's magic points, but nothing detinite 
is truly known. 

EARTIIQUAKE AT1i\CKS: all ~duh 

chthonia lls can crt'att' earthquakes. 
Figure an f orth · 
quake's fo rct by 
totaling the POW of 

participating chtho· 
nians and dividing by 
20. Thf.' rt'suh is the 
earthquake's magnitude on tht 
Richter scale, but only in tht' 
fi rst diamt'ter of 100 yards. In 
tht' next 100 yards. the Richter 
force is lessened by one, and so on 
each additional IOU ya rds un ti l the 
strength of tht' quake can be ignored. 
Ahernmil'd y. the chthonians mighllimit the fon:e 
in the center diameter, and instead extend the 
quakt's diameter·of·dffft or maximum clTeet by mult i· 
pies of 100 rdrds. 

At least half of the parlicipants must be directly under the 
center of the earthquake. Each ehthonian must spend magic 
points equal to the highest Richter force number generated for 
the quake. Historica ll y, the highest Richter numbers have been 
approximately 9s, but geological evidence exists of quakes that 
have been much stronger. 

TENTACLE A1TACKS: each round, a chthonian can allack "'ith 
108 ttnlades, each of which do damage equal to half 1m: creature's 
damagt bonus (round down). If a tentadt' strikes home. il dings 
and worms its way into the victim's vi lals, and begins to drain off 
blood and nuids, costing ID6 CON each round. Reaching 0 CON, 
the vict im dies. CON 10$1 to a chthonian is gone for good. While a 
tentacle is dra ining a viclim, only 108·\ other tentacles can attack 
each round, and so forth. Rcsuhsofless than \ indicate that no ten· 
tacles attack that round. However. tt ntades draining their targets 
will continue 10 sap CON. Each ttntadt could attack a different tar· 
gtl, or they could all attack the same ont'o 
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CRUSII ATTACK$: a ~hthonian may use its immense bulk to crush 
a foe. If crushing, a chthunian cannut aH3ck wi th tentades, but it 
can continue to hold and drain victims that are already caught. The 
chlhonian rears up and crashes down on a group: Ihe crush area is 
circular, striking equally all within. The crush area equals a diam­
eter in yards of the chthonian's SIZ divided by ten. 

Within the crush area. an investigator must succa.-.d \\'ith 
Dodge or lump. or lose hit points «lual to the creature's full dam· 
age bonus. 

CIITIIONIAN f ULL ADULTS, Tentacled Burrowers 

char. rolls aJ'rmg<'s 

STR 306x5 52·53 

LON 31M + 30 40·41 

Sil 306 x5 52·53 

INT 500 17· \8 

POW 5D6 17· 1$ 

DEX lI)6 7 

Move 611 burrowing H P 46-47 

AI'. Dam~ge BOllus: +506 or 606. 

Weapolls: Ttnl3d~ 75%, damage 100 or J06 + blood drain 
Crush 8O%.damag~ 506 or 6D6 +db 

Armor: S-point hide and mus.:le; regen~ 
cratn 5 hit points per round after 
wounded. bUI dies immediatdy upon 

reaching zen) hit points. 

Spells: 3 full adult possess spells if an 
INT x3 mil on I) I 00 SlIccecds; it 

then has 106 spells connected 
with Shudd~' ~rell and GTC"Jt Old 
OrlCS lied 10 Ihis earlh, su(h as 

Cthulhu, Y·Golollac. rig, etc. 

Sanity Loss: I 03/ID10 Sanity 
points for a fl,ll adult; lit 0\0 Sanit)" points for 

the lesser instars: no Sanity points to sox 3 ha\(hling. 

CIITIIONIAN Lif E CYCLE 
The full adult is shown ahove; hatchlings arc al the end of this 
write·up. INT and OF.X do not change. 

1st illStl/r 11/11 illsl,lr Jrd ill;.lar t/llti,mur 

STR jJ)6 306 J2 31)6 x3 3))6.'(4 

CON 31)6+10 306+15 )D6+20 306+15 

SIZ 306 3116 x2 306 x3 306 x4 

PQ\\ ' 106 '''' 306 "" Max Temp 100' C 2~J'C """OC 1500"( 

HP Regen. 1 j • 
Armor 1 j • 
AvHP 15- 16 12·25 29·33 )·H2 

rime 9· \0 mono g.15yt'ars unknown unkno\\'n 

,\Iax Temp- maximum temperature that rhe instar (an "'ithstand 
withoul l'ain and injur)·. A tcmperJlUrt double thaI list~ quickly 
kills the creallJTe. 

ti P Regen- hi t ptlinlS per rollnd that the instar regenerates. 

,\v H P- Ihc hit ptJinis for an average individual of that stage. 
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HATCHLlN{;S: Chlhonian egg.s resemblr geodes or other spheri­
cal mineral formations. They are a foot or less in diameter, and 
have shells two or three inches thick, 

~13tchlings are the inilial stage of chthonian growth, btfore first 
inslar, and uisl only for a few months right after hatching. Oul of 
their shells, each is the size of a iJrgt earthworm, has 1 hit point,md 
I D6 points of pow, and can withstand only 40 deg.rtts C. A burning 
cigar could withl'r and kill one. 

colours @ut or SfIlC' 
GRfATER INDEPENDENT RACE 

The shrl/' of phosphorescenct from the well/brought} a senseo! doom 
alld abnOfflm/ity which far outmced any image their consdous mmds 
could form. It WIl$ 110 longer shining Dill, it was pouring olili alld as 
the s/wpeless stream of UllpiQccablr (%llr Il'fllhe well it st>ell1fd /0 
flow dirrctly into the My.-H. P. Lovecraft, "The Colour Oul of 
Spact.~ 

A Colour is a sentient organism which manifests itself as pure 
oolour-it is not gaseous, it is insubstantial. When it moves, it is 
visible as an amorphous, glistening patch of color, rolling and 
shining in shades of its pale colors that match nuthing in the 
known spe-ctrum. This patch pours over the ground or flies in a 

living fashion. When it fl.'t'ds, its victim's skin and face glow with 
the Colour. 

Though incorporeal, its passing nonetheless feels like the 
touch of a sl imy, unhealthy vapor. Geiger counters register its prt's­
ence as a distinctive burst of radiation. With taday's light-inteosi· 
rKation gear, it shows as a bright patch of luminosity. Infrared 
viewers art useless. 

Colours come from the depths of space, where natural laws 
differ. Adult Colours create embryos, harmless threr-inch 
spheres seemingly empty. Deposited on verdant soil or in shal· 
low waters, the embryo begins to germinate. After a few days, the 
outer shell dissolves and the new creature, which we may tum a 
larva, emerges. 

COLOUR OUT 01 SPAtE 

t . 

The jelly-likf larva can grow to great size. As it infiltrates the 
ecosystem, local \'~tation exhibits a tremendous hut unhealthy 
growth. Fruit tastes bitter. Insects and animals are born deformOO. 
At night, all plant life glows with the Colour, and the \'egrtalion 
begins to twist and writhe at nighl,as though in a strong wind. Even 
humans shine with Ihe speclrallight After a few months. the larva 
transforms into a )Wng Colour. 

II now makes brief trips from its lair to feed, and begins to 
drain the life-force from the area previously affected by the larva. 
When it drains enough energy, it deparls the planet for space and 
adulthood. In so maturing, the Colour may drain life-force from an 
area of five acres or so if rich in life,or perhaps 10-20 a.::rrs of moor 
or grasslilnd. The area drained is ruined thereafter, and no plinl 
can grow. 

Bright light inhibits a Colour. [t spends daylight hours in dark, 
cool hidealv.lYs, prrferably underl<o'3ter: cisterns, wells, lakes, reser­
voirs, and oceans are all suitable. 

ATTACKS AND EFFECTS: sinct a Colour is so efficient an attacker, 
as a warning keepers sometimes may wish 10 allow INT x4 or x510 
detect its slight glow, or 10 notice a sudden presence of ozone. 

[f il is feroing, match the Colour's POW against the victim's 
current magic points. For every 10 full points by which the Colour 
exceeds its victim, it permanently drains I point each ofsrR,CON, 

POW, DEX, and APP from the victim, and 
costs him or her 106 hil points as well. Each 
POW so drained increases the Colour's 
POw. The victim is aware of a sucking, 
burning sensation, and progressively with· 
ers and grays. tiis f.lce sinks, and his skin 
ages wilh hideous skin cracks and wrin­
kles. Once drainoo, the victim dies. 

Colours of low POW feed on humans by 
using Mental Attack.. A Colour can weaken 
the minds of nearby senlient beings. For 
each d3y of residence in the Colour's vicinity, 
each person musl match his or her [NT 
against the Colour's POW or lose 106 magic 
points and 106 Sanity points. Magic points 
so-dest~ cannot be regained without 
](,.lving the area. The influence also strongly 

binds the victim to his or her home, and the influence becomes 
incrrasingly irresistible as th(' victim's will weakens. To decide to 
leave the area, he or she must receive a success of current 
points x5 or less on Dloo.or stay. 

A Colour can focus its energies to disinl<'gTilte a hole through 
almost any material. This ability is used primarily lO excavate a lair 
underground. The same effort to melt a cubic foot of titanium 
removes several cubic yards of pine wood. The sides of the hole 
appear melted, but no heat is generated. 

Finally, a Colour can concentrate and solidify a pari of itself. 
That pari becomes translucent It ('3n then use its STR 10 grapple 
humans, 10 grah weapons, or 10 manipulate other objects.. 

153 



COLOURS OUT OF SPACE, Life Force Feeders 
mllr. rolls 
STR I D6 per 10 POW or fraction 

SIZ tqualto POW 

INT 406 

POW 206' 

DEX 206+12 

Move 12 pouring/20 firing 

-/xut amount, ""hieh l/relllllCfI'llm III Il Colour fuds 
Av. Damage Bonus: +0. 

al'l'Tll~ 

7 

10-11 

l' 

10-11+ 

19 

HPN/A 

Weapons: Feed 85C111,damagc 106 + characteristics loss 
Mental Attack 100%. damage 1 D6 magic points + 1 D6 SAN 
Disintegrate IClO%,damagc phrsical disintegration 
Grasp 85%, no damage 

Armor: none. Invulnerable to physical attack except by strong mag­
netic fields, which can imprison it Vulnerable to magic. 

Spells, Skills: none. 

Sanity Loss: 011 D4 Sanity points to set a Colour; 1/1 D8 Sanity points 
to set a victim of a Colour. 

'F)/IOON G- H'l'h/l 
DEEP ONE GREATER SERVITORS 

Hut, Polyphemous.like, alld loarhsome, il darted like a StilptlldoUJ 
mOilS/IT of lIightmares to rhl' monolith, about which it flung its 
gigalltic scaly arms.-H. P. Lovecraft, "Oagon.H 

Father Dagon and Mother ~Iydra are deep ones who ha\'e grown 
enormously in size and age, each m'M' 20 feet tall and pemaps mil· 
lions of years old. They rule the dtt'p ones and lead them in their 
worship of Cthulhu. This pair is adive and mobile, unlike Clhulhu 
and his minions, but art rardy m(!. Dagon's and Hydra's charaeleris· 
tics are identical. It is possible that mort than IWO dttp ones ha\~ 
grown [0 the enormous size and strength comparable to thaI 
descritd in Lovecraft's~Dagon.~ 

DAGON or HYDRA. Rulers of the D«p Ones 

STR 52 CON 50 $IZ 60 INT 20 

OEX 20 Mm'eJO 

Damage Bonus: +606. 

Weapon: Claw 80%, damage 106+606 

Armor: 6-point skin. 

POW 30 

HP 55 

Spells: each knows all spells to summon/bind [he les~r servitor 
races of the Mythos. 

Sanity Loss: 1/1010 Sanity points to see Dagon or Hydra. 

GREATER SERVITOR RACE 

Something black in the fCHld, something that WlI5n't II tree. Something 
big and black alld ropy,ju5t sqllattillg there, wlliring, with ropy l/rIns 
squirming mId reaching .... II came (rowlillg lip the hillside . .. cmd 
it was the black thing of m)' dreams-that black, ropy, slimy jelly 
trec.thillg OUI of the woods. It (roll'if'd up and it flowed up on lIS 
hoofs and mouths /md snaky arms.-Robert Bloch, ~Nolebook 
Found in a Deserted House.~ 

These beings are enor­
mous writhing masses, 
formed out of ropy 
black tentacles. Here 
and there over the sur­
facts of the things are 
great puckered 
mouths which drip 
green goo. Beneath the creatures, 
tenlades end in black hooves, on which 
they stamp. The monsters roughly 
resemble uees in silhouette -the 
Irunks being the shorllegs, and the tops of the trees represenled by 
the ropy, branching bodies. The whole mass of these things smell 
like open gra\·es. Dark young stand between 12 and 20 feet lal1. 

Such entities are the ~young" reft'rred 10 in Shub-Niggurath's epi­
thet, ~Black Goat of Ihe Woods with a Thousand Yount. They are 
dosely oonne<ted to her, and art found only in areas where she is 
",'OrShiped. Dark young ael as proxies for Shub-Niggurath in accept· 
ing sacrifices, accepting worship from cultists, devouring non· 
cultists, and spreading their mother's faith across the wolid_ Luckily. 
they are rarely met .... ith. 

ATTACKS 6 SPECIAL EFFECTS: in its masses of tentac1es, a typ­
ical dark young has four thicker sinuous tentacles with which it 
attacks. Each of these thicker lentades can strike OUIIO injure or 
to grab and capture once per round, conceivably at four different 
targets. If a victim is grabbed, he or she is held to one of the hor­
rible sucking mouths and drained of 103 STR per round. This 
STR loss cannot be rtstored. While being drained, a victim is 
capable only of ineffectual writhing and screaming. The dark 
young can also trample with its massive hooves, typically hooting 
and bellowing as it does. 
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DARK YOUNG ofShub-Niggurath 
(hur. rol" avtrngts 

STR 406+30 " CON 3D6+6 16· 17 

SIZ 406+30 .. 
INT '1l6 14 

POW 5D6 17-18 

DEX 306+6 16-17 

Mo\'( 8 HP 30·31 

Av. Damage Bonus: +406. 

Weapons: Tentacle 80%, damage db + STR drnin 
Tramplt4~. damage 206 + db 

1\ tA T " S-

Armor: dark young arC' of nOIl·terrene material and make-up, so 
thai any successful firearm anack does only I point of damage. A 
fil"(arms impale docs 2 points of damage. Shotguns are e~Cq>lions, 
and do minimum possible damage. whatever that is. Hand-to-hand 
weapons do normal damage; anacks dependent on heat, blaSI,corro­
sion, ti«lrical charge. or poisoning have no effect. 

Spells: each dark young knows a number of appropriate." spells tqual 
to half ils INT; round fractions up. 

Skills: Sneak 60%. Hide in Woods 80%. 

Sanity Loss: 1 D3/lD!O Sanity points \0 s« a dark young. 

lESSER SERVITOR RACE 

f think tntir prMominam rotor WIlS a greyish·gr«n. thollgh thry had 
while belli~ They 11'1'11': moslly s1liny lind slippery. bllllile ridgej of 
their /!IIc/a Wf're scaly. Tlleir forms I'IIglicly slIggestl'd the anlhropoid. 
while their hl'lIds II't're Ihe hl'lIds offish. wilh prodigiolls bulging eyes 
thm nel'f)' dosed. At Ihe sides Of their n«ks II'm paipitatinggifls and 
their long pail'S \I'm' M'fbbfd. They hopped irregularly. sometimes on 
hind /tiS w,d sometimes 011 four ... Iheir croaking. boying VOiCN ... 
held all Ihe dark shades of aprnsioll which Ihtir slaring faces 
lacktd.-H. P. Lo\'t(raft, -The Shadow over Innsmouth.~ 

The deep ones are an amphibious race that serve primarily 
Cthulhu and two beings known as Father Dagon and Mother 
H)'dra. Locked in the timeless depths of the sea. their alien, arro­
gant lives all' coldly beautiful, unbelievably cruel, effectively 
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immortal. They come together to mate or to worship Great 
Cthuthu, but do not cral'e touching or being touched as humans 
do. Th<')' are a marine race, unknown in freshwater environments, 
and globally hal't many cities, all submerged beneath the wa\'tS. 
One is off the coast of Massachusetts, near [nnsmouth. 

Some deep ontS interact with humans. They appear to have a 
monstrous lust to produce human/deep one hybrids. The Il'ason 
may tie in the breeding cycle of these beings, of which littte is 
known. Deep ones maybe worshiped by humans with whom they 
regularly interbreed, for deep onts are immortal, unless slain, and 
so all' any hybrid offspring. Typically, hybrids inhabit remote 
coastal villages. 

Such;li hybrid begins life as a human-looking child who grad­
ually becomes uglier and uglier. Suddenly, O\'er a period of a few 
months, the human undergoes a monstrous transformation into a 
deep one. The changeover usually takes place at the age of 
ID20+20 years, but some individuals change earlier or later, or 
only partially. 

DEEP ONES, Gilled Humanoids 

<hw. roll, ,='" 
STR 'D6 I' 

CON 3116 10-11 

SfZ 3D6+6 16-17 

INT 206+6 13 

POW 3D6 10-11 

DEX 3D6 10-11 

MOVt 8110Swlmming HP 13-14 

Av. Damage Bonus: +104. 

Weapons: Claw 25%, damage 1 D6 + db 
Hunting Spear· 25%, damage 106 + db 
o;mpulillg wtllPO'1. 

Armor: I-point skin and scales. 

Spells: 3t the discretion of the keeper, deep ones with POW 14 or 
more know at least t04 spells. 

Sanity Loss: 011 06 Sanity points to see a deep one. 

GREATER INDEPENDENT RACE 

Below him Ihe ground was fes/tring wilh gigll7!fic Dho/es. IIlld I'I\'n 

(15 Ire looked, olle reared up several hundred feel lIud leveled a 
bleachl'd, viscous (!lId al lIim.-11. P. 
Lovecraft and E. Hoffman Price, 
-Through the Gate of the Silver 

K«. 
Dholes arc gigantic \",'orm­

like burrowing horrors. They 
are not native to the Earth, 
and none seem to hal'c been 
brought here for more than brief peri­
ods, fortunately, for they seem to ha\'e 
riddled and left waste sel'eral other 
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worlds. They disJikr light. though it does not visibly harm them. 
They are only rarely seen in daylight, and then only on planets 
that tbey have thoroughly conquered. Some unknown relation 
between dholes and chthonians may exist. Similar cr~alures, 
Molts, exist in the Dreamlands. 

ATTACKS & SPECIAL EFFECTS: Goo Attack. In lieu of swallowing 
or crushing a target, a dhole can spit a gob of slimy goo (rom its 
mouth up 10 a range of2-3 miles. The globe covers a circular arta 
with a diameter equal 10 5% of the monster's SIZ in (tCI: thus ~ 
dhole of SIZ 400 spits a glob 20 (m across, big enough to bring 
down an airplane. 

Any living thing struck by the glob is stunned and engulftd. 
Climbing out of a mass of goo requires a roll of STR or less on 
0 100; make one :attempt per round. While buried in the frightful 
slime, the investigator cannot breathe, and must make drowning 
checks as if asphyxiating each round. In addition, the caustic slime 
costs the investigator 1 hil point per round her or she is held. Once.' 
the victim escapes, the burning damage stops. 

Engulf If a dOOle s .... -alIOw$ (engulfs) somrone,it scoops dean an 
area equal in size 10 the area of its goo attack. If a dhole crushes 
(crawls over) an im'eStigator, death is automatic.. With a successful 
luck roll, his companions find enough to bury.. 

DHOLES, Burrowing Horrors 
chllr: rolls a1'eMges 

ST. lDl00XIO S05 

CON 10100+100 151-152 

51Z STR+ IDIOO 555-556 

INT 2D6 7 

POW JOD6 JS 

DEX JI" '.J 

Move 18 CrawVIO Burrow HP 353-354 

Damage Bonus: enough to Hatlen a battleship. 

Weapons: Spit Goo 50%, damage sp«iaJ 
Engulf8O%, damage swallowed 
Crush 30%, damage death 

Armor: points «Iualing the dhole's POW. 

Spells: none 

Sanity Loss: 10411020 Sanity points to see a doole. 

'Din\<NSioN 1\ f 5~1\,,\~ f.T5 
LESSER INDEPENDENT RACE 

c h u f ~ u 

little is known about these bdngs sa\~ their name and a 
description of a hide.'. II is assumed that they are entities capable of 
walking between the planes and worlds of the univnse, spt'nding 
little time at an one planet, but wandering about. They occasional­
ly serve an Outer God or a Great Old One. They can leave a plane al 
will, signaling the change by beginning to shimmer and fade. This 
transition costs them 4 magic points and takes a round to com· 
plete. During this time they may be attacked, but they may nOI 
attack back. 

A sham bier can take objects or beings with it when it fades 
into an(){her dimension. By clutching the desired object in its 

DIMENSIONAL 
SHI'.MBLER 

talons and expending an additional magic point per 10 SIZ points 
of the object or creature. that which is held makes the transil also. 
Objects and victims lost are never found again. 

DiMENSIONAL SHAMBLERS, the Murderously Malign 
mar: rolls al"trtlgtf 

STR 

CON 

51Z 

INT 

POW 

DEX 

Move 7 

206+12 

JD6+' 
206+12 

2D6 
JD6 

3D6 

" 16-17 

" 7 

10-11 

10-11 

HI' \8 

Av. Damage Bonus: + I 06. 

Weapons: Claw' ~.ID8 + db 
'can arrack with bothforrclaWl at ontr, Ilt the 5Ilmt DEJ:. nml 

Armor: 3-point thid hide. 

Spells: a shambler knows one spell ptr poinl of INT Q\oTf 9. 

Sanily Loss: 0/1 DID Sanity points to see a dimensional shambler. 

Shuffling rowards him ill tire darkness was the gigantic, blasp}w· --(E-ffJ~<~~-'I~F~':N.~ 5 
mous form of (I thing nol who/Iy ape mtd nol wlrolly illSecl. Its ~ U 
hide hung loosely upon ils frame, and ils rugose, dead-eyed rudi· LESSER INDEPENDENT RACE 
melZl of a head swayed drunkenly from side to side. Its forepaws 
were extended, with talons spread wide, and ils whole body was 
taul with murderous malignity despite irs utler lack of facial 
deseriplion.-H. p.lO\'eCraft and Hazel Heald. "The Horror in 
the Museum.n 

They rqJrtselZled sOllie ridged barre/-maped objrct wilh lhin 
horizontal arms rodiating spoke-like from a unlral rillg alld 
with l'trtical knobs or bulbs projrctillgfrom the head alld base of 
the barrel. &uh of thest knobs was the hub of a system of five 
fong,f1at, triangularly tapering arms arranged around it like the 

156 DIMENSIONAL SHAMBLER, ELDER THINGS 



IIrms of fI 5f1lrjisl!.-II. P. Lovt"crafl, "Dreams in the Wilch 
!louse." 

A very complete dt'Scription of one of thcSl' bl'ings is in ~Atthl' 
Mountains of MadnessH

, also by Ur."fff"dft, bUI it is too long to 
include here. It note~ that the ('ntity stands about eight fet't taU, with 
a six-foot torso. and that it has wings which nl'3tly fold up into slots. 
In that stOf)' this race is refmed to as theOld Olles. Elder things com­
municate by piping whistles and can senS(' wilhoullighl. 

Elder things came to Earth a billion rears ago. and may have 
accidentally startrd terrestrial life. They creatn.! the blasphemous 
shoggoths to scn'e 3S slaves. Their race began to degen~rate before 
man evoh'cd, and they 3t)('ast partially lost their fnnner ability to 
fly through Space on their membranous wings. After numerous 
.... '.lrS with othl'r races, thl' mi·go and Ihe star-spawn prim<- alllong 
them, and the rebellion of their former slaves, the shoggoths, the 
amphibious ddt'r things wen: eventually dril'cn b,lck to Antarctica 
in thl' last few l11illioll yeMs, where their last ci ty I"i.'mains frozen 
\lnder a glacier. Tht'ir civililation was evemually wiped Uti! br the 
,'old of the- ice age. The cider things are extinct on land, but may 
.till have colunies in the deel)t.~t walers. Eldn things also may be 
met by time trawlers and non-degenerate cider things still li\'e 
among the stars. 

In hanJ·to-hand combat, ~n elder thing may use all five tellla­
clr:s :11 once, but no more than three may be used \'ersus a single 
target. Once 3 tentade grips, ildings 10 the victim, and each round 

ELCER rHING 

thereafter the I'ictim loSt's 
hit points e-qual to half 
the elder thing's damage 
bonus in constriction 
and crushing damage. 

See also the "Alien 
Technology~ chapter and 
especially BI')"Olld the 
MOIlllluillS ojM'ldncss for 

otherdet~ils. 

ELDER THI NGS, City-Builders EOlls Old 

dwr. mils lII'cragc5 

STR ~[)6+24 " CON 306+]2 ll·lJ 

SIZ 806 28 

INT Jl)6+ 12 ]5-16 

POW Jll6 10-11 
DEX 31>6+6 16- t7 
MOI'e 8/ 10 Uying liP 25-26 

Av. Damage Bonus: +306. 

Wu pons: Tentacle 40%,dam3ge 1(2 db in ronslric· 
tion 

Armor: 7-point skin. 

Spells: eJ<h has 1t'.'T xJ chance to know I D4 appmpci:llc 
.spell~. 

Sani ty loss: O(11J6 Sanity points tn see an elder 
thing. 

I I It l \ \ 1\-1 J' f f{ I 

LESSER SERVITOR R"'-CE 

These npptllred 115 thousllllds of rilly POil1l5 of light . ... TIll' 
myriad poillts of fight were livillg elltilirs of Jlallli.'.' [Wherel 
Ihey touefled,fire sprllllg IIp.-August De-rleth, "The Dweller 
in Darkne-ss.~ 

They are minions uf Cthugha and. like him, dwell on or near 
the star FomalhaUi. They come to Earth when summonoo,or when 
accompanying Cthugha. The)' appear to be a form of intelligent gas 
or plasma, a fairly frequent Mythos concept. 

A DUAL ATTACK: fire vampires all:l(!.: by touching their victims, 
and can set flammable ubjtcts ~light by tOllCh. They damage 
humans by heat ·shock. To deterrnine the he'l t-shock damage, roll 
2D6 for the vampire's attllck and mnh:h this against the im'estiga­
tor's CON on the resist311cC table. If the heat wins, the investiga­
tor losts hit points equal to the mlk-d damage. If the character 
WillS, Ill' losts hi t puints equal to half the rolled damag<, (round 
fractions up). 

In the ~me attack, th(' vampire may try to steal magic point~ 
fmm its target: match it.§ current magic points against the magic 
points of the larget on the Rl'Sistanre Table. If the vampire wins, it 
steals IDrO magic points from the victim.lflhe fire vampire loses 
the resistance struggle, it loses 011{' or its oll"n magic points. Thus, 
in each attack by a fin' vampire, roll t"' ice- onceIO determine heat 
damage and once to detamine magic point loss. 

FIRE VAMPIRES, the Flame Feeders 

rilllr. roll> lIl"t'mg(j 

STR N(" 
CON "" 7 

SIZ I 

INT 306 10-11 

POW 206+6 Il 

DEX 3lJ6+6 10· 17 

j\1o~ II fl yi ng lIP '\ 

Damage lIonus: N/A 

Weapons: Touch 85116. damdgc 11)6 burn ... magic point dT:lin 



l 

Annor: most malmal wtapons canilOf harm them. indlldins bul1t1s. 
CT., Water costs a litt l'ampirt one hit point per half'pllon pourt'd OWl' 
it, a Iypical hand-held tir~ eXlinguisherdoes 1 D6 hit points of d3ma~ 
to il,~nd a blJ(ke1 of sand COSIS it 103 hil points. 

Spells: Fire vampires wilh a POw of 11 or more have allt'asl J OJ 
spells. 

Sanity loss: st'eing a fire vampi r~' w,ts no Sanity points. 

f~r"N~'W 
GREATER INDEPENDENT RACE 

A horrible elder rare a/half ptllypous, utr~rly alien ell/jlies ... • 

Tirey were only par/I)' material lind had the power of atrilll 
motion, despite the abstnt"1! oj willgs .... Suggi's/iolls of (I 
IIhms/rOIlS plas/icil)' a/ld of I('mp(lmry lapses of I'isibili-
I)' .. . singular whistlillg ntlisl!s ami colossal/oolprillls 
mnde lip of fiw.' cirwlllr toe //larks seemed a/50 to be 
associated with thelll, - H. P. Lovecraft, "The 
Shadow Out of Time." 

This unnamt'd specirs came 10 Eanh out of 
space ~s conqurrors about st'wn hundred and 
~fty million rears ago. They buill basalt cities 
with high windowlt'Ss lowers and inhabited 
three other planets in the solar system as well. 
On Earth, they were warred on and ~nally 

forced underground by the Great R,1Ce ofYith. 
bUI near the dose of tilt" Cret.Lcrous era (about 
50 million rears ago) tht'y rose "I' from their 
subtrrranean hJunts and exlrrminat<:'d Ihe 
Great Race, 

The polyps still remain in Ihrir caverns 
3nd serm conlent to remain there,annihilating 
Ihr few beings chan.:ing :laoss thrill. The 
l'ntr.lIlCes to their d"'ellings are mostly deep 
within ancient ruins where there are greal wells 
sealed over wi th stone. Inside these wd ls dwell the 
polyps still, fcr()(ious alien fighll.'rs with a bewil· 
dering I'ariety of att~cks. 

They haw the 1'011'1,'1 to (0",1'01 greal winds. Each of 
Ihe polypoid wind abilities cost thrill a magic point per 
round to USl'. 

IVIND BLAST ATTACK: the wind blast has a baSI' "mge of 10 yards 
and a IO-yard diameter cylinder of effee! emanating from the 
polyp, doing damage equal 10 the polyp's damage bonus. The cylin­
drical blast can extend fu rther than 20 )'ards, but loses lD6 dam­
age for each multiple of the base distanct'- thus a target at 39 
yards would take 4D6. and a target at 41 yards would take 306 
damage respectively. Victims of thr wind blastliterall)' hal"C thdr 
flesh stripped from their oone$ and thdr skin dehydratoo and 
wind-burned. and are blown back"'ards for a number of yards 
equal to the hit points tky hare losl. 
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FIX/I\'G IIrrACK: this is (or capturing prey, and is most mystt'rious_ 
In this mode, the wind attack has a range uf !Ooo yards, and can 
blow without diminishmt'flt omund corners Of up thrt)Ugh ,~inding 
corridors. Although tht wind emanatt'S frolll th~ p<l1)'p, it has a pt."u· 
Ilar sucking eiTect on th~ target, 5101"ing down him or her, and forc­
ing the player to make a Resistance T;lb1e rull c~ch round of the tar­
get's STK against half of the polyp's POw. If the pol),p \~ins .the ~ic 
tim cannot mow away that round. If Ihe larget wins, he or she may 
move norm:l1lr At ranges of 200 yards or less, the target must resist 
againsl the pt)lyp's full POW. Thc nring polyp can move at full Sflt'.'d 
.... ·hik using this ability, so it may he bOlh chasing intrresling prey 
and slowing it. 

This technique rna)' be used on multiple largets within JO )'3rds 
of onl.' another. Add 5 per.:entiles for each target 10 thli' chance 

of each who rtosists. The pol)'p may choose llI)t 10 aiTect 
some targets in order to am .. ct others more strongly. 

WINDSTORM ATTACK: a polyp can gcneratl' a wind 
in conjunction wilh its frllows. The windstorm has 
a 5pt'ed of 112 mile per hour per point of POW of 
tht participating polyp. This windstorm is local. 
losing 5 mph of forcr for el'ery 200 prds il troll' ­
els. A group of pol)'l's can generatr hurricant­
torce winds within an area of a frw squilre 
miles. Base the damagr dOLle 10 ta rgets by I.lIck 
roUs, start ing at POW x5 and desc<'nding 10 x4, 

x3, de.. for cI'ery 15 mph of wind abuve 6(} 

mph. The target takes 1 Dol damage for r!leh 
Luck roll misSI'd. 

TENTACLE ArrACK: polyps continuall), forlll 
and dissoh'c tentades from their bodies. wch 
round, roll 2D6 to determinl.' how man)' tenta­
cles may attack in that partieul:!r round. 

Tentacle damage b always I DI O. Because of the 
partially non-material nalur<, of thesl' entities, 

the tent,lcle's damage is done directly to the tar­
get's hit points. ignoring any body armor. The 

\\'ound takes the form of a wind burn or desiccation 
ofti~Sllt. 

lNV/SISlun,: by s!,<,nding a magic point ~r round, a 
polyp can turn totall), im'isibk, but it still (11/\ be roughly 

locatrd by the con5t~nl nauseating piping sound that al ..... ay~ 
accompanies il. Anyone trying to hit an invisible polyp must 
reeri\'r a successful !.istcn roll to tell Ivhere it i~ and subtract SO 
percentilrs from the dmllcc tll hit. Thus ;1 marksman with 90% 
~ine ,~ho fires at 311 invisible pol)'p has a 40% chanet' to hi t. 

Polyps alW3ys are phasing in lnd OlLt or visibility. so a pol)'p'~ 
POW is subtracted from the al1ackrr's chancl.' to hit if the pol)'p is 
not enlirel), illl'isible. When a pol)']) is inl'isibk, il does not anaek 
.... 'jth its tentaclt'S, but may stilluSI' one of the wind attacks, or cast 
spells. 

Il'J1oir.l'ulll 
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FLYING POLYPS, Terrors from the Blackness Below 
char. rot. Ill'ffllges 

SfR 406+36 S<l 

CON 206+18 25 

51Z 406+36 S<l 

INT 406 14 

row 306+6 16-17 

DEX 206+6 IJ 

Move 8112 flying liP 38 

Av. Damage Bonus: +506, but USt only for wind blast. 

Wcapons: Tentack 85%, damage 11)10 
Windblast i'O%, damage db Iowtral by I D6 pa 20 yards distance. 

Armor:" points, plus invisibility. ~ rxlraterrene flying polyp takes 
only minimum damage from ph)"siClil wt'apons-a gun doing 206+3 
points of damage would automatically do only 5 points of damage to 
a polyp, with this reduced 4 points moll' by th<.> monster's skin armor. 
An imrale ,,'OUld do doubled minimum damage reduced by 4. or 
actual damagf done of 6 points. Enchanted weapons do full normal 
damage, as do forces such as heat or dt<tricity. 

Spells: roll I mo. If the roll is higher than 1m- polyp's INT, it knov.'S 
no srelJs. OtherwiS(', the polyp knows a numb(r of spell equal 10 the 
die roll, The kindly keeper chooses those which seem appropriate. 

Sanity lou: I D3/1 D20 Sanity points to see a flying polyp. 

LESSER SERVITOR RACE 

'Vh!.',1 the men uf K'n- Yall went duwlI intu N'Kai'.l black abyss 
witl! their great atom-puwer searchlights, they jOlmd living 
Ihings-living Ihings Ihal oozed alung slOne channels and war­
shipptd onyx alld basalt images ofTsalhoggua. BUllhey were nUl 
toads likt Tsalhoggua himself Far "l!lurse-thty were amorphous 
lumps of I'isrous black slime that look lemporary shapts for var­
ious purposes. The explurt!rs of K'N- }/1II did 1101 pause for 
detailed obsul'Ulions, alld Ihose Ihat escaped alil't sealed Ihe 
passage. - H. P. Lovecraft and Zealia Bishop, ~The Mound." 

These black, protean btings change shapes in an instam, from 
toad-like lumps to elongate things with hundreds of rudimentary 
legs. They ooze through small cracks and enlarge their appendages 
al will. They are dosely associated with Tsathoggua.often found in 

his temples or in sunless ca\·erns. 

Due to thei r extreme fluidi· 
ty and the countless differ­

ent forms available to 
them, each has at least four 

\ '''''''" forms which they 
may vary at will from 

round to round, 

foaMLESS SP;:,rn 

GKASTS 

BITE ArrACK: the victim is instantly swallowtd. Each round 
thereafter the victim takes I point of damage from constriction, 
the damage done per round progressively increasing by 1 point 
(e.g., on the second round he takes 2 points of damage, and so 
forth). While swallo,,'ed, the victim may take no action whatsoev­
er.though friends may attempt to slay thf monster 10 fm him or 
her.A formless spawn can make one Bile attack per round and can 
continue to swallo ..... prey umil having swallowed ils own SIZ in 
prey. While digesting a vidim, a Spawn may continue to figh t but 
may not shift location withoul disgorging what it has swallowed. 

FORMLESS SPAWN OF Tsathoggua 

char. rolls awragts 

SfR 106+6 to 606+6 

CON 306 

SIZ 106+12t0606+12 

INT 206+6 

POW J06 

DEX 206+12 

MOVt" 12 

Av. Damage Bonus: + I [)6. 

Weapons: Whip~ 90%, damage I D6 
Tentacle" 6O%,damage db 
Bludgeon'" 20%, damage db 
Bile 3Mb,damage 5pC"Cial 

9-27 

10- II 

15-33 

/3 

10-11 

" HP 13·22 

'may utk to Grupple rulher Ihnn do damnge: rungt is allmys the mon­
srers Sll in yank 
"may slrike at ID3 opponenls III a round, and may mk 10 Grapple 
rurher than do damage; runge equals rhe monslers Sll in )'lJrrh. 

"'always n 2096 ,hance, damage equal 10 206 Dr Dctunl damage 
bonus, whichever is hightr. 

Armor: thl')' are immune to all physical weapons, el'tn enchanted 
onts, and wounds made by I~m simply snap dosed after being 
opened. Spells rna)' affect them. as may fire"hmlicals. or other 
forets. 

Spells: a formless spa ..... n knows one spell if ilslNT +pow or less can 
be rolled on DJOO. A few spawn know many spells. 

Sanity loss: ]/IDIO Sanity points 10 see a formltss spawn. 

LESSER INDEPENDENT RACE 

Repulsive beings which die in Ihe lighl ... and leap 011 "',g'm" 
Il'gs ... a pair of yellowish red I'yes .... Gham have all 

exCf'lIelll sl'nsl' of smell . .. somelhing abOUllhe size of a small 
horse hopped UUI inlo Ihl' grey twilight, and Cartl'r lurnl'd sick at 

Ihe aspect of thaI scabrous alld unwhulesome beast. whose face is 
so curiously human despite Ihe absence of a nose, a forthead, and 
olher parliculars .... Tltey spoke ill couglling gUlflirols.- H. P. 
Lovecraft. ~The Dream-Quest of Unknown Kadath." 

Ghasts are re;triCled to the underworld and vast caverns where 
sunlight never co~. Exposed to direct sunlight, they sicken and 
evtntuatly die. Ghasts are cannibalistic and eat one another as well 
as other btings they catch. 

159 



berings and meepings. They are often encrusted with gra\'l' mold 
collected as they feed. 

l.o'."t'Craft's ghouls are horrible creatures dwelling in IUnod sys­
term beneath many cities. They have ties to witches and occasion­
ally at tack humans. It may be possible for a human to transform 
into a ghoul over a prolonged period of time. 

I 
GHOUL JlTTIICKS: it may attack with both daws and its bite in a 
single combat round. If the ghoul's bite strikes home, then in hangs 
on instead of using daw attacks and worries the yiClim with its 
fangs, continuing 10 do I D4 Bite damage automatically.A successful 
STR against STR Resistance Table roll dislodges the ghoul, breaking 
what amounts to a successful Grapple,and ending the Bile damage. 

bipeds which are ridden by 
highly scientific but mo".lly 01'8""''''': 
humans inhabiting the caYern K'n-Van may well be rela tives of 
or even be examples of ghasts. If this is the case, then ghasts are 
likely a resuh of serpent people genetic experimentation. GhaSb 
are evidently tamable. though very primiti\'c and savage. 

GHASTS, Unwholesome Scabrous Beasts 

char. rolls QI'('ragn 

STR 306+\2 22-23 

CON . 06 I' 
SIZ 4D6+ll 16 

INT 106 3·' 
!'OW 3116 10-11 

DEX 206+6 13 

Move 10 li P 20 

Av. Damage Bonus: +206. 

Weapons: Bite 4M&.damagc \DIO 

Kick 25"', 106 + db 
II ghost is abJe 10 kick Ot/ct and bite Dnct in /I combat round. 
Spells: none. 

Skills: Sneak 70%. 

Sanity Loss: 0/1 D8 Sanity points to see 3 ghas!. 

LESSER INDEPENDENT RACE 

These figures wue stldom completely humall, but often 
IlpproQched humQnity in I'arying degree. Most of the bodies, 

whifc roughly bipedal, had a for­
ward slumping. and Q mgucly 
callinl.' cast. The lexture of III/! 
majority was a kind of 
Iwpl/!asanr rubberillcss.-H. p. 

Love<raft, ~ Pi ckman's Model.~ 

Ghouls are rubbery, loath­

"'"" h"m.",,;;," "'ith hootlikt fcet, 
canin/! features, and daws. They 

'speak in what are describtd as gib-

GHOULS, Mocking Charnel Feeders 
char. roll III'tragt5 

STR 306+6 16-7 

CON 106+6 13 

SIZ 206+6 13 

INT 106+<1 13 

POW 206+6 13 

DEX 206+6 13 

MO\'C9 HP [) 

Av. Damage Bonus: +104. 

Weapons: Claws JOIlt" damage 1 D6 + db 
Bit~ 30%, 106 + automatic worry 
II rmor: fi rearms and projectiles do half of rolled damage; round up 
any fraction. 
Spells: roll OlOO-if the roll is higher than the ghoul's INT. it knows 
no spells; if equal to or lower than INT, it !moy's thai many spells, as 
mORn by the keeper. 

Skills: Burrow 75%,Climb 8~ lIide 61J11b. Jump i5%-, Listen iO"t., 
Scent Decay 65%.Sneak 80%. Spot Hidden S()I\b. 

Sanity loss: 0/106 Sanity points to st'I' a ghoul. 

--cf',\I,ki, 5<TVIINt5 or 
LESSER SERVITOR 

A hand came scrabblhlg up alit to lel'er il up! ... the 
hand of a corpse-bloodless mId skefeta~ and wilh 
impossibly long, cracked tlails.-R. Campbell. "The 
Inhabitant of the Lake." 

Glaaki's slaves are undead things mated by his 
spines. They share Glaaki's memories and become 
almost a part of the Great Old One, though they 
can still perform many individual actions. At fi rst 
they look human enough, if stiff and corpse· like, but 
in time they wither and look likt the undead mono 
sters they are. After six decades of half-death, the ser­
vants of Glaaki become subject to the Green Deca)' if 
exposed to intense light, such as daylight. The Green 
Decay begins rot on the spot. drstroying one so-
exposed in a few hours. ZOHc!E SERVW1 

OF GLI-.,.j{l 

GHOUL, SERVANTS Of GlAA'" 
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SERVANTS OF GLAAKI. OKaying Slaves 
,lrar. roil> owrages 

STR 306 10-1J 

CON 3136" 20-22 

SIZ 206+6 13 

INT 2D6+6 13 

POW 31" 10-11 

DEX 106 3-, 

Move5 HP 17-18 

Av. Damage Bonus: +0. 

Weapons: Grapple' 2Q%,damagt special 
Sickk 4O'!b, damage' I D6 + 1 + db 

Armor: none. 

Spells: rctaills any known whtn alive, plus any new spdls taught 
by Glaaki. 

Sanity Loss: no Sanity point loss if human-seeming; 1/108 Sanity 
points lost if in living-corpse: aspect: if dead from Green Decay, 
1/1010 Sanity points \0 see. 

GREATER INDEPENDENT RACE 

Gnoph-Krh, Ihe hairy my/h·/lrillg of tht GITel/lom/ iet, that Wlllktd 
sometimes on two Irgs. some/ima 0'/ four. and somttimts on six.­
H. P. Lovecraft and Hazel Heald, ~The Horror in the Museum." 

In earlier stories, Gnoph-Kth 
appears to be: a single being. 

but laIn it seems to be a 
race of beings, possible 

even a degenerate 
tribe. lIere lO't 

assume that it is a 
sparse race of 

rare !>tings, asso­
ciated with Ithaqua. 

Usually only one gnoph-keh is 
encountered at a time, and the 
race is generally restrictrd to 

glaciers, ice caps, and extremely cold 
GNOPH.KEH and icy areas. Especially harsh win-

ters may bring them down into the:' 
lowlands. If a human tribe have indeed named themseh"es after 
the fabled gnoph·keh, perhaps they worship the gnoph-keh as a 
deity, or use it as a totem btast. 

BLIZZARD 6- COLD ATTACKS: the gnoph-keh has the power to 
summon a small blizzard about itsdf, restricting visibility to 3 
yards maximum. This costs the creawre I magic point per hour, 
and yields a blizzard with a radius of 100 yards. That radius may be 
increased by 100 more yards for every extro magic point expend­
rd. On the rore occasions that two or more gnoph-kehs work 
together, they may combine their magic points to create gigantic 
blizzards. The blizzard will always bt more or Itss centered on the 

gnoph-keh. Every IS minutes that an inVtsligator spends within 
such a blizzard, the pla)'er must roll CON x5 or less or hal'e his or 
her inve:'stigator lose a hit point 10 freezing damage if not properly 
protectrd against the ice and wind. 

The gnoph-keh can also create an inlense cold around its body 
by expending magic points. For each magic point Ihe gnoph.keh 
spends. the temperature goes down by 2(rF for an hour in a 100-
yard radius,as with the blizzard. If the creature desires. it can com­
bine the cold and blizzard attacks to create a terrifying local storm. 

OTHER ATTACKS: in any given melee round, the gnoph-keh rna)' 
attack wilh its horn,and none, tw(l.,or four claws ofils six. If il uses 
no claws, then add 21>610 its dama~ bonus when jabbing with its 
horn, as it has a beller grip in the snow. If it uses IwO claws, usc its 
normal damage bonus. If it USC$ four claws, subtract 21>6 from its 
normal damage bonuses, including for the claws, as it must spend 
some energy staying upright instead of im'esting force in its blows. 

GNOPH ·KEH, Legends orlhe Ice 
",", roil> QI"tTIlgt1 

STR 2D6+H JI 

CON 306+12 22·23 

SIZ 206+24 JI 

INT 1D6+12 15·16 
POW 606 21 

DEX '136 14 

M",,' UP27 

AI'. Damage Bonus: +306. 
Weapons: Horn Gore 65%, damage 1 OlO + db 
Claw 45%, damage I D6 +db 
Armor: 9 points of gristle, fur, and hide. 

S~Ils: roll I 020-if lhe resuh is ~uallo or less than the creatuTt's 
INT, it knootI"5 lhat many spells. OiherwiS(, it knoII"5 none. 

Sanity loss: 01 1 010 Sanity points for sering a gnoph-keh. 

G T<At~ce of yit~ 
GREATER INDEPENDENT RACE 

mormoU$, iridesant conts, about tm,", high and tm fret wuk at /he 
base, and made lip of rome:' rUlgy. scaly, semi-dll5/ic 
malter. From thtir apexes proja/td follT flexible, 
ry/illdricil/membtrs, each a foot/hick, a/1d of a 
ridgy subsWlIce li~ that of the COIle:'S them- !7.~" 
seiYtt These members wm'sometimes ron­
tracted almost to no/hing, and somttimn 
atl!Tldeti to any distance up /0 abolllltn 
feet. Terminating two of Ihrlll wm enor­
mom dllWf OT nippers. Atlhe Imd of II third 
weft fOUT red trumpetlike appl'ndages. The 
fourth terminated in an irregu/aryrllowish 
globt some two Jetl in diameter and havilJg/hree 
gmJl dan t)'N ranged along its (CIrtral circum­
fortna . ... Surmounting Ilris h/'ild .. Tn'" four ) 
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skndn grt)' stalks bfaring flowerlike appemfages, l'.1Iiht from its 

netlrer side dangled eight greenish anlmnae or Imlades. The gft'at 

brut of lire cemml cone was ringed with 1/ rubbery gft'y substance 

which mOI'td the I>1Iole entity through txplmsion and commctiOIl.­

H. P.l.o\'t(:raft. -lk Shadow Out of lime." 

Their bodies are native to this Eanh. They wert a sp«ies of 

mental enlities, neeing their own world's destruction. Theycame to 

Earth and took o\'er the minds of the cone·shaped beings dwelling 

here. The combination of the Earth·born bodies and the minds of 

the aliens made the Great Ract. They taught their young their own 

technology and cullUre. Those young grew up as true inheritOr$ of 

the mentalists, and the new bodies wert natural to them. In the 

aeons that followed the Great Race divided up the Earth betYo'((n 

themselves, the mi-go, and Cthulhu's kin. Cthulhu and his kind 

ruled from the Pacific, and th(' lost lands ofR'lyeh and Mu. The mi-

go controlled the north. In the south the Great Race were supreme. 
Their greatest city was Pnakotus, in modern-day Australia. 

This race flourished from about four hundred million years ago 
until fifty million years ago, whrn they Yo'tR' exterminated by the fly­

ing polyps, an ancient ract Yo'hich they had imprisoned when they 
first ~ to Earth. Howe\'r1', the minds of tnc Great Racr had alrndy 
Hed their doomed bodies into the future bodies of a beede-like race 
to succeed mankind-the New Great Ract. 

The Great Race reproduce by means of spores, but do so infre­
quently because of long individual life spans (4,000 to 5,000 years). 

Members fffil solely on liquids. 

The Yithians art a race of socialist individuals. They value 
intelligence above all else, and use it as their criterion for immi­

gration. Resources are shared among their kind out of a sense of 
intellectual logic and proportion. Strife is rare. The Great Race wor­

ship no gods. 

tt\ 
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TIME TRAVEL: lhe Great Race are so-named because they con· 
'lucre<! time so thoroughly-the only rac(' known to have done so. 

A member of the raCC' can Knd its mind forward or backward 

through time and across space, pick out a suitable subje<:\. and 
trade minds wilh it; whene\'eT a member of the Great Ract takes 

over the body of a being, that being's mind is put into the body of 

the Great Race individual, there to Slay until the being now inhab­

iting its old body sees fil to return and trade places once more. 

With this technique the race has lra\'e!ed en mcmt through lime 

and space, and conquered other planets. 

Keen students of his lory, an individual exchanges places with a 

select individual in the era it wishes to study. The minds art 

switched for about five years. On Earth, friends notice many differ­

ences about the substitute: an Idea roll would be appropriate to 

notice this. 

, 

The victim who has been forced into the alien Great Race body 

is cauS«i to write down everything he knows about his own time. 

~ Grtat Race are fairly kindly and permit their capti~ to travel 

about and see the country. as well as allowing them to meet other 

victims like themS('h'es, generally from far distant planets or eras. 

When the time comes to restore a victim to his own body, the Great 

Race blank his memory of what has happened to him while he was 

tra~ in their a~. This erasure is imperfect: the victim may 

dream and ha\'( nightmares of being held by the Great Race. 

A cult on present-day Earth aids and abets Great Race visitors. 

In exchange, tht' visitors share technological or magical knowl­

edge. Time-travel is tilt primary means by which a member of this 
race could be met in its original cone-body, though tht're h3\'t' been 

SC3ttt'red cases involving stasis cubes and sorcerous summonings 

across the aeons. 



ATTACKS: in combat, a mnnbn- of this raer may u~ both pincers 
simultaneously, However, this civilized race avoids h:md-to-hand 
combat, preferring camera-shaped weapons that fire great gouts of 
electricity, weapons that were originally created to destroy the f1y­
ingpolyps. 

Thrre are many varieties of lightning-guns. A common one' 
contains a pack of 32 charges, and takes I round to reload. As many 
charges as desired may be fired as a single shot, but each charge 
past 4 firrd at once gives a 5 percentile accumulating (hancr of 
burning oul thr gun. Thus, jf 7 (hargrs wrre fired at once, the gun 
would \)( ruined on a separate 0100 result of IS or less. 

Each charge does I OJO points of damage 10 the target, so that 
3 charges would do 3010 points of damage. The gun has a basic 
range of 100 yards. For each 100 yards fired past that ba~,subtrJct 
3 points from the total damage done and subtract 20% from the 
chance 10 hit. 

See also the~Alien Technology" chapter (p. 176) for a few more 
nOles on Ihe Great Race. 

GREAT RACE OF YITH, Mental Ti me-Tra\'elers 
char. rolls all'rtlges 
STR 12D6 42 

CON 406+12 26 

SIZ 806+36 64 

INT 406+6 20 

POW 206+6 13 

DEX 206+3 10 

Move 7 HP45 

Av. Damage Bonus: +606. 

Weapons: Pinerr 409b.damagt 106+ db 
Lightning Gun 3O%,damagt 1010 per charge 

Armor: a·point skin 

Spells: they rarely [ram magic; a ralldom member has a chance 
equal 10 il5 INT or 1M on 0100 to know 103 spells. 

Sanity Loss: 011 D6 Sanity points 10 see one of the Great Race. 

G l'(,,{l\:Ice (New) 
lESSER INDEPENDENT RACE 

The hardy coltoplerous species immediately following man-kind, to 
which the Great Race wa5 SOlllt day to tronsfa irs keel/tSt mimu ell 
1lIa5Sl' ill the fuCt ofllOrrible peril .... - H. P. Lovecrafl, "The Shadow 
OUlofTime; 

Under assault from Ihe subterranean flying polyps, the Great 
Race of Yilh mentally transferred far into the future of Earth, well 
beynnd the extinction of humanity, into swarms of intelligent bee­
tle-like creatures, 

Each individual is a hive-mind,composed of204 xSOO insects 
which can walk or Hy. Though their bodies are dark or jet·black, 
their wings when spread reHect brilliant metallic hues of blue, 
gold, and grten. Viewing a s .... -arm at work, an obserwr always 
gains an impression of intelligence and decisive judgment. Th~ 
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suptrior beings need few tools of war, but might quickly produce 
any conceivable weapon, 

[n each swarm the hive-mind remains intact until at least 75% 
of the swarm has been destroyed. Aftrr that there is rapid loss of 
coordination, and the S"""3rm becomes an undirected mass of indio 
\iduals. Such a swarm can fly for up to 100 yards, or walk. 
Typically, half the swarm Hies ahead and lands, then the resl fly 10 
catch up or to leap-frog ahead. 

Swarms are effectively immortal,since n('W insects are born as 
old ones die. [n the stats,STR,CON.and S[Z 3rt for individual bod­
ies. POW, INT, and OEX are for the swarm. 

NEW GREAT RACE, the Coleopterans 
char, m'. -8" 
STR 102 1-2 

CON !OJ 2 
'" SIZ u 
~ 

'" POW 206+6 13 ~ 

INT 506+6 23·24 
~ 

'" '" DEX 206+6 13 0 

MO\'t' 4110 walk/fly HP '·2 
,. 
~ 

Damage Bonus: NIA 

Weapon: Bite 35%, damage 1 D2 
Spells: this species finds magic upsetting to ils 
intellectual disciplin(S. but a s ..... arm has an INl'% chance ork.nowing 
iD3 sptlls. 

Sanity Loss:OIID4 Sanity points to §C'e a Nev.' Gmt Race swarm. 

LESSER INDEPENDENT RACE 

/t was a pow,flllly two fm and a half across, and tquipptd with for. 
midable talons. After it callie another paw, aud after that a greal 
blackjurred arm to which both of Ilrt paws were atrachtd by mort 
forearms. Tlren two pillk eyes shOllt and the head of the all'akellcd 
Gug sell/ry, large as a barrel, II'lIbbletl illlo view, Tire eyes jUl/ed two 
inchts from each 
fidt, shaded 
bJ bo"y pro· 
tuberances 
overgrow/! by 
coarse 
hu i rs. 

B " I 
rhehend 
was chICfly 
terrible because of the mouth. 
That mouth l/tId great yellow 
fangs and roll from Ihe top to the 
bottom of the head, opening wr­
tically insttad of horizontally.­
H. P. Love<:raft, "Thl' Oream­
Quest of Unknown Kadalh." 

GOO 

GREAT RACE (NEW). GtI" 
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In .... orshiping various Greal Old Ones. the gugs of the 
Dreamlands indulged in ceremonies so abhorrent thaI somehow they 
haY(' been banished inlo the Dream-lands' Underworld. Gugs gleeful­
ly eat any surface dwellers they can lay their four p:iws upon. Gugs are 
hu~an average gug is alleasl20 feet tall. 

In combal,a gug may either bit{',or hil with one arm. Each arm 
has two forearms.and thus two claws, so thallht arm strikes twice 
when it hits. Both claws must strike al the same opponent. 

GUGS, Unclean Giants 
(hQt. roll, alltragts 

STR 606+24 " CON 306+18 28-29 

SIZ 606+36 S1 

INT 206+6 13 

POW JD6 !D.Jl 

DEX 30<5 10-1 [ 

Movt 10 HP43 

Av. Damage Bonus: +506. 

Weapons: Bite 60%, damage ID10 
Claw(s) 40C1b,damage 406 tach (no db) 
Stomp 25%,damage 106 + db 

Armor: 8·point skin, hair, and cartilage. 

Spells: Some gugs know a few spells. To simulate this, roll 0100 for 
each random gug.Only if the die roll is rqual to or lower than the 
gug's POW dots it know magic. a numbtr of magic spdls rqual to the 
die roll. 
Sanity Loss: 0/1 D8 Sanity points to see a gug. 

HOUNfso~05 
GREATER INDEPENDENT RACE 

-mel are kiln and rlIhil'$l!~ III' shril'ked .... "Ali/hI' tvil in/hI' uni· 
I'fnt' II'IIS conwllroled ill thl'ir lean, hungry bodia. 0, hlld thry bod­
ies? I SIIW them only for 111//0/111'11/, I cannot be (ertllin.~-Frank 
Belknap Long, ~The Hounds of Tindal os." 

The hounds of Tinda I os dwdl in the distant POist of the earth, 
when normal life has not yet adl'anccd past one-celled animals. 
They inhabit the angles of time. while other ~ings (such as 
mankind and all common life) descend from curves. This con­
cept is hard to imagine, and only seems to be used with respect to 
them. The hounds lust after something in mankind and other 
normal life, and follow victims through lime and space to get it. 
They all' immortal. 

Just what th~ crntull'S look like is unknown, since those who 
m«t them seem not to survil'l'. A hound of Tindal os is hardly like­
ly to look like a hound dog, but the name from the story is so 
evocatil'e that is how they always are pictured. 

Because of their relationship with the angles of time,they 
can materialize through any corner if it is sharp-120" or less. 
The rooms of most human houses have walls that mett at 90". 
When a hound manifests, it first appears as smoke pouring 

HOUNDS 0. TINDALOS 

from the corner, from which the head and then the thing's body 
emerges. 

Once a human has become known to 
one of these creatull'S. it will follow 
through anything to get to him. To fig­
Ull' the time befoll' the hound of 
lindalos Il'arnes its prey. drtermine 
the number of years between the 
prey's present time and the time 
when s!'Otted by the creature. 
Then divide the number of 
years by 100,000,000 
gel the number of 
days travel lime 
for the hound. 
Driven off by a target, a hound of Tindalos usuaJly gives up. 
Unfortunalely, such a creature is difficult to drive off. Friends who 
come to a target's aid also will be attacked. 

EXAMPLE: Harvey Wll/rm has found a mysterious gem which, 
when meditated upon, lIf/ows him to Set into the distant Pllst. He 
looks 3,(){)(),OOO,00Q yeal'$ back, sets a hound of Tindalos, and is 
stt'n as well! Though Harvey faints, breaking tire connection, the 
hOI/lid of Tindal os is out for blood! The travel rime for the aea­
fIIre is about 30 days. Harvey has a molllh to prepare for an 
unwelcome visitor. 

ATTACKS: it may use its paw or its tongue to attack within a round. 
but not both. It usuaJly attacks with its paw. For random determi­
nation, roll ! 06. On a result of 1-4, it uses its paw. A result of 5-6 

indicates a tongue attack. 

A hound of Tindalos is covered with a sort of bluish pus. 
When a victim is struck by a paw attack. a gout of this mucoid 
Sluff is smeared ol'er him. This pus·like stuff is alive and active. 
doing !'Oison damage to the target as if he or she had ingested a 
poison of POT 2D6, and new damage is done in the same amount 
for each round that the ichor remains on the victim's body. The 
ichor can be wiped off with a rag or towel with a DEX xS or less 
roll on DlOO. It could also be rinsed off with water or some other 
agent. Fire would kill the ichor. though 106 hit !'Oims would be 
lost to burns from the flame. 

WIth a successful tong~ allad, a deep penetrating (though blood­
less and painless) hole is formed. The victim takes no physical damagf, 
despite his peculiar wound. but loses IOJ POW pennanently. 

HOUNDS OF TI NDALOS,Scavengers ofTtme 
char. rotb avtrr/gtJ 

STR 306+6 16-17 

CON 306+20 30-31 

5IZ 3D6+< 16-t7 
INT 50<5 17-18 

POW 1D6 24-25 

OEX 30<5 10-11 
MOI~ 6 J 40 flying liP 23·24 

165 



Av. Damage Bonus: +106. 

Weapons: Paw 90%, damage I D6 + ichor + db 
Tongue 9(I%.damagc I D3 POW drained per rollnd 

c;;if'i 

Armor: l-point hide; regenrrates 4 hit points per round, unless ckad; 
mundane weapons have no tITre! on a hound, though enchanted 
weapons and spells do fun damagt. 

SpeUs: each knows at least 103 spells. as tnc ketprr finds appropriate. 
Sanity Loss: 11)3{1 D20 Sanity points to Stt a hound of Tindal os. 

~UNTING 
HORROR 

HUNtiN
O 

Horrors 
GREATER SERVITOR RACE 

And in the air about him wen' grial viperine Cn>QtrJfts, w/rirh had 
curiously distorted heads, and groltslfuely great clawed apptm/rlges, 
5upporting themstlves with {'lISt by the "id afblack rubbery wings of 
singularly monstrous dimensioru.-August Derleth, ~The Lurker at 
tht ThrtShold." 

They ~mble enormous ropy black serpents or worms pos­
sessing hat-like or umbrella-like wings. Their forms continually 
shift and change, twitching and wri thing, so it is hard to look at 
them. They may have only a single large wing rather than two. They 
speak in great harsh voices. A hunting horror's length al'erages 
forty f«t. 

These beings are dispelled byda)iighlA strong enough bun;t of 
light (from a nudear reaction, perhaps) could sear one 10 dust. 
Hunting horrors move swiftly and are harrie r-creatures for some of 
the gods, partkularly Nyarlathotep. They can be summoned in thei r 
(Mn right, and sent to seek out blood and lives. 

A hunting horror may attack with both bi te and its tail tentacle 
attack in a single round. The tail grapples and \\'raps around the I'k­
lim, kttping him from lTlQI'ing. The hunting horror may then Oyoff 
with him, Of keep fighting. The victim can only brtak loose as the 
result of a successful STR-against-STR Resistance Table roll. When a 
vktim is caught in the tail, the hunting horror may only make a bite 
attack, nibbling a1 the dangling victim at +20% chance to hit. The 
grappled one may not be ablt to fight hack in any physical ... '3Y, siner 
his arms are usually pinioned, but some magic spdls might be uStd. 

HUNTING HORRORS, Great Viperint Firers 

cirar. ral/I /l1'l'ragN 

STR 5D6+12 29-30 

CON 306 10-11 

S1Z 506+24 41-42 

I'"' 106+12 15-16 

POW 606 21 
DEX 306+3 13-14 

Move 7 /11 Hying HP 26-27 

Av. Damage Bonus: N/A. 

Weapons: Bite 65Qo,damage 106 
Tail 9()(Ij" damage Grapple 

Armor: 9·point skin; cannot be impaled by bullets. 

Spells: rolJ 0100. If the result is equal 10 or less than the monster's 
INT, it knows a number of spells equal to the [)IOO roll. 

Sanity Points: 0/1 DID Sanity poinls to see a hunting horror. 

LESSER INDEPENDENT RACE 

Thm hYre Set/IN of oUllI'a~ .... herein f.i!llgs almrut-humallS fought 
with Ihe bloated purple spidm of the IIeigillxJllrilig I'Illes. -fl. P. 
Lm-ecra/"t, ~Thc Dream-Quest of Unknown Kadath." 

They are huge, purplish spiders, .... ith pustulcndr bloated bodies 
and long. bristly legs. Their 
color, a pale mottlt'd violet 
on their ahdomens, shades to 
indigo on their forebod-
ies, with legs and 
chelae tipped in 
black.. A Dreamlands enti­

ty. Ii>< sp""" of ~R"""""" 
Leng are intelli· 
gent, dangerous, 
and gigantic. Ncw-hatchOO sped· 
mens are as big as Shetland ponies. 
Some valJe)'S in the Plateau of Leng are 

LENG 
SPIDER 

almost completely .... ebbed 0I"t'f. Many spiders .... or­
ship Atlach-Nama. 

Though inttlligtnt, these spiders do not cooperate, and somt­
times feed on their own kind. The bi te of a Leng spider injects a 
deadly poison. Very large spiders arc known. 

LENG SPIDERS, Immense Web-Spinners 
char. rolu al"tl"llgts 

5TR 806 28 

CON 51>6 17-18 

51Z 1006 35 

INT 306 to-II 

POW 406 14 

DEX 306+6 16-17 

Move 6 HP 26-27 

Ay,Damaee Bonus; +3P6, 
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Weapons: Bite 4QIIro.dama~ IV] + poison' 
Wtb Toss 609i. damage entanglc" 
, poison POT rquills splJa's CON. 
,. ffllllllgie STR equals half of spider's SIl; to jrtf, roll rargtt's STR 

against spldv tntangft STR on Resistanct Tllbf.o. 
Armor: 6-poinl chitin. 

Spells: roll [020; if the result is equal 10 or less than the spider's INT, 
it knows 10] spells or the keeper's choice. 
Skills: Hid~ SO%. Sneak SOIIt.. 

Sanity Loss: I/IVIO Sanity points to Set a Leng spidtr; \"l'ry large 
spiders might cost as much as [flOW Sanity points. 

GREATER INDEPENDENT RACE 

"Invisible olles from Ihe sllm: These laner. he said were definitely 
alie/IS on OUf carlh, and the chief amOllg Ihem was mlled GhlirallO­
Ihoa, tire dark Ol/f~. They somelimes took forms. such as the monster 
011 Ihe tllblel-who WIIS a representation of GhntllllOlhoa-blil 
existed as \'Or/ices of power in tlrrir natural sla/t.-Colin Wilson, 
~The Return of the Uoigor.~ 

The twin of Zhar, Uoigor or Uoigornos, should not be COll­

fused with this race. 

LLOIGOR 
~.S REPTILE 

linked with tht Great Old Ont Ghatanothoa, now rtSting beneath 
tht \\";l\'CS of tht PaCific, and with Ithaqua. 

THEIR USES fOR HUMANS: typically thtir human servants come 
from familics with historics of menIal instability, Tht 1I0igor need 
humans to survive: these immaterial entitics must draw energy 
from intelligent Deings to perform necessary tasks. By expending 
one of ils own magic points a Hoigor may drain I D6 magic points 
from a slteping human to use in performing some magical action. 
A Hoigor can drnin tntrgy from several slteping humans at onct, 
from up to ~·eral miles away &spilt intervening obstacles. Tht 
next morning. tht victims wake complaining of hcadaches and 
bad sltep. 

MAGIC POINT ATTACK: Hoigor may drain magic poims from a 
particular sletping target, ketping that character's magic points at 
zero, or close 10 it Such an unnatural condition sl.'riously weakl.'ns 
the victim physically and spiritually, leading to sickness and possi­
bly dtath. After each full day spent unconscious with 0 magic 
points, tht victim's player must allempt to roll CON x5 or Itss on a 
0100. If tht roll sucrttds, the investigator has (I.'ndl.'d off the 
allack, regains a magic point. and wakcs. With a failure, the inves­
tigator loses a hit point and continues unconscious. and with a fail­
ing mull of 96-00, tht investigator 10stS a point of CON and con­
tinues to sltep. 

TELEKINETIC EFFECTS: the lloigor can push people and manip-

They are \l)rtices of power in naturnl 
form, and completely invisible to human 
eyes. On rare occasions they can create 
tangible, visible bodies for 
themselves. These bodies are 

c:..... ulate obje<:ts such as a compass needll.' or a door latch via 
.... 'I telekinesis. Tht (presumably immaterial) 1J0igor must be 

directly present, and within a few yards of tht tffect. It takes 
10 magic points to creatt a telekinelic force of STR I above monstrous and bear some 

resemblanct to tnormous rep­
tilts, though insptction revtals 
their utter dissimilarity to any reptiles that 
tver \\·alked the fact of the Earth. 

The minds of 1I0igor are not divided into layers of conscious­
ness. L1oigor do not forget, nor do they havt imaginacions or sub­
conscious to misltad or distract them. Their outlook of absolute 
pessimism results in an atmosphere of gloom that makes Iloigor 
minds and actions incomprehensible 10 humans. Mind-contact 
with 1I0igor alwa)'S Itads to suicidal depression for the human 
partnl.'rs. 

It is bdit'o'td thai the 1I0igor originally camt to Earth from !he 
Andromtda galaxy and thaI their first carthly colony .... -as on a lost 
conlinent somI.'Where in the Indian Oc~';In, possibly the same 
sunken continent that now Dears the city of R1yeh and its star­
spawn with it. Tht 1I0igor used human slaves to perform thl.'ir \\"iIl, 
and u~t'd cruel disciplines to control recalcitrant slaves, such as 
amputating limbs or causing cancer-likc tentacular growths to 
sprout on them. Earthly Iloigor continued to dccay and decline, 
and thcy retreattd under the tarth and 5t35. where thcy still hus­
band thtir failing tnergics. 

Wales, Rhodt Island, and Iraq are places where Uoigor art 
known 10 have aCltd in rt(tnt years. Thty are hinted at in the folk­
lore of Haiti. Polynesia. and Massachusetts. 1I0igor arc sometimes 

lLOIGOR 

ground, 6 magic points 10 create telekinl.'sis of SfR I in a sub­
surface but open area, such as a river bed or canyon, and 3 magic 
points to cause tclekintsis of STR I in a fUnnel or cave. A group of 
Iloigor might combine telekinesis and perform potent deeds. 

VORTEX ATTACK: The 1I0igor's most fearsome wtapon is a type of 
implosion sounding like the roll of distant thunder. Things in the 
blast area are generally torn to pieccs, and the ground is ruptured 
and discolored. At lcast 100 magic points are necded for an area 1m 
meters in diamtttr. Each thing .... ·ithin the orclt loses DlOO hit 
points. An altrt investigator l1()(ire;; the Iellla/t tffects of 5wirling 
lines appearing in tht air and a half-unhtard throbbing noise pent­
trating his body. 

REPTILIAN MANIFESTATIONS: to shape as a monstrous distort­
ed reptile. a lloigor must expend magic points cquallo Iht 1I0igor's 
reptilt SIZ. Once the body is formed, it may bt maintained indefi­
nitely or dissoked at will. If the 1I0igor is slain in reptile form. it 
dies permantntly. Severailloigor may combine thtir magic points 
to permit a single ont to create his physical form qukkly.A lIoigor 
in reptile form has all the powers of ont in the immaterial modt. 
exctpllhat it cannot pass through walls and is not invisible. 

When in reptilian form, a 1I0igor has all the characttristic; 
listed below. Whtn immaterial and intangiblt, it lacks tht paren-
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thesized characteristics, skills, etc., possessing only INT, pow, 
and DEX. 

LLOIGOR, Masters of the Tentacle 

(har. ,,1/, al'e'ragN 

(STR) 306+30 40-41 

(CON) 8D6 28 

(SIZ) 2D4x1O 50 

INT 406+6 20 

POW 41)6 14 

DEX JD6 10-11 

Move 71 J through stone as immaterial (HP) 39 

(A .... Damage Bonus:) +506.. 

(Weapons:) Caw ~,damagt 106 + db 
Bite SOCIb,damage 206 

(Armor:) 8-point reptilian hide. In the immaterial state it cannot be 
harmed by any physical weapons, magical or no1. 

Spells: Uoigor know at least I D4 spells. 

Sanity Loss: 01108 as reptile; im'tsiblt, no Sanity loss; mind contact 
COSts 1/1D4 Sanity points. 

They ~m pinkish things about fo't Jtn 10llg; with mmaaous bodies 
bearing !'/lSt fUJin of danal Jim or mrnrbranous wing5 and ~'ml frtJ 

of articulate limbs, (/lid with a sort of ronvoluted rllipsoid, covtTttl with 
mu/tilullts of \lei)' short ol1lnma, ... hm a head would orrlinarily be . .. 

. Sometimes I wlliked on all 
tho" I,,,,, and some­
times on the hi"d­
mostpaironry.-H. 

P. lo ... «raft, 
"The Whisperer 

in Darkness." 

The (ungi 
from Yuggolh are an 

~;",m'''"I;.; raa, with 
main colony or 

base on Yuggoth 
(Pluto). There are mining 

colonies in the mountains 
of Earth, where the mi·go seek 

rare ores. The mi-go havc definite 
conn«tions with fungi, and are dearly not 

animal. They communicate with urn other 
by changing the colors of their brain·like 

heads, but thq> can speak human tongues in 
buzzing, insect-like voices. They worship both Nrarlathotep and 
Shub-Niggurath, and possibly others. They hire human agents to 
simplify their operations, and art sometimes connected to cults. 
Lovecraft somewhere credits them with being the source of the 
Abominable Snowman storit!> long told in the Himalayas. 
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They art unable to eat terrene food, and must import theirs 
from other worlds. They are able to fly through the interstellar 
aether on their great wings. but maneuver clumsily in an atmos­
phert. Ordinary photographic plates will not take an image ofthesc 
beings, though a good chemist could devist an emulsion that would 
work.. After death, ami-go dissoh'tS in a fe-..' hours. 

Thq> are capable of astounding surgical feats, including t~ 
placing of living human brains in life· sustaining metal tubes. Thq> 
can then attach speaking, listening, and seeing devices to the 
tubes, so that the brains can interact with those about them. This 
way they can carry with them those who cannot withstand thc vac­
uum and cold of space. 

Fungi from Yuggoth may attack in hand-to-hand combat with 
two nippm at once. If the target is hit, the mi-go will try to grapple 
the victim (roll STR against STR on the Resistance Tablc to break 
free), and fly into the sky to drop the victim from a height or take 
the victim so high that his or her lungs burst. 

See the chapter uAlien Technology" and R6t'Ction of Time for 
more details, 

~n-GO, the Fungi From Yuggoth 

char. roI. averages 

STR JD6 1O.!l 

CON l06 10-11 

SIZ JD6 10·1\ 
INT 206+6 IJ 

POW 206+6 IJ 

DEX 4D6 14 

Move 7 19 fly ing HPIO·1l 

A .... Damage Bonus: +0. 

Weapons: Nippers JO%, I D6 + grapple 

Armor: none, but the e~raterrene body causes all impaling 
weapons to do minimum possible damage. 

Spells: each has an INT xl chance to know I OJ spells. 

Sanity Loss: 011 D6 Sanity points to see a mi-go, from Yuggoth or 
elsewhere. 

LESSER INDEPENDENT RACE 

Great greyUh-while 5/ippery things which could expand and (ontract 
at will, //IJd whoSt: prilJcipfe shape-though it often cilUnge(1 -WIlS 
that of a sort of toad without allY tyts. but with a curious vibrntiIJg 
mass of short pink tentacies on thrend of its blum, I'Ogue snout.-Il 
P. Lovtcra.ft, "The Dream-Quest 0( Unknown Kadath." 

The moon-beasts art an alien race encountered primarily in 
the Dreamlands. They have a great colony on the moon o( the 
Dreamlands, and some say that they may have a presence on the 
moon of th!' Waking World as well. Thq> strve Nyarlathotep for his 
favor, and cnsla~'C other races. I( sadism can be said to ha\'e any 
meaning for a faCt so alien, it can be said that thest beings are 
monstrously cruel, frequently torturing members of oth!'r raet!> 
that fall into thrir paws. 

M 1- Go MOON-BL\~T 



t 0 "-t-i'· m0t C1'el'l UTe\" r~...l 

Although th~ only weapon listed here for the btings is the 
spear, they can be expected to have many more technological mar­
vels. Many of their soldiers are members of various slave races, pri­
mary among them the men of leng. 

MOON-BEASTS, the Torture Lovers 
(hllr. "'" QI't1II~ 

STR 306+6 16-17 

CON 206+6 13 

SIZ 306+10 20-21 

'NT 206+9 16 

POW 3'" 10-11 

DEX 206+3 10 

Move 7 tiP 17 

Av.Dama~ Bonus: +106 

Weapons: Spear 25%, damage IDIO + I + db 

Armor: none, but their peculiar body substance and arrangement 
causes them to lose minimum possible hit points from succrnfuJ 
firearms anacks. 

Spc:llA: moon-~ts know at least 103 sptlls. 

Sanity loss: 0{1 D8 Sanity points to see a moon-beaR 

LESSER SERVITOR RACE 

Sh«king and uncouth bUuk thingJ with smooth, oi~ whak-/iM sur­
foas. unpltasant horns that curved il1l1t'am toward tam other, bat wings 
II'host: beating made no sound, Il89' prehensile paws. and barbed tails 
that klshed needlrssly ,md di$quirtingly. And wUNt of all, they nerer 
spoh- or laughed, and neWT smiled because they had '10 faces at all to 
smUL with, but on9' a ~tiw blankness wlwre a fore ought to be. All 
they nw did was dutch and fly ami tickle; thal IIUS the 11'11] of night­
gaunts. - H. P.lov«r.Ift, "Thr Dream-Quest of Unknown Kadath." 

Nightgaunts are Dreamlands creatures that sene Nodens by, 
among other things, grasping and carrying off intruders, who are 
unceremoniously dumped in the most dismal and horrible places 
imaginable and left to die. Nightgaunts are stationed 3t VlIrious 
spots in the lonely parts of the Dmlmiands,and come out at night. 
In primeval times they dwelled in the Waking World as \\"el1, and 
may still. They are not wry intelligent, but can understand some 
languages (such as the gibberings of ghouls), and are friendly to 
some occult races. Nightgaunts 
attempt to sneak up quietly on vic­
tims, grasp their weapons, and 
overpower thnn. 

Two or more night­
gaunts can combine their 
strengths to grapple with a 
strong victim. 

Nightgaunts can only 
tickle foes who hare 
already been grappled. A 

successful tickling attack is 

NIGHTGAIJNTS, RAT-THINGS 

extremely unnerving, for the barb of the tail is ra7.or-sharp and per­
ilous even while its light application does no damage: the target 
becomes bewildered, humiliated, and disoriented, and focuses more 
and more upon the maniacal threat. Nightgaunt tails can snake up 
through holes and openings, slice through thick. dothes, and find 
even the interstices of mttal armor. 

NIGHTGAUNTS, the Faceless 
(hor. "'" awrages 
STR 31J6 10-1 I 

CON 3'" 10-11 

SIZ .06 14 

'NT '''' H 

POW 306 10-11 

DEX 206+6 13 

Move 6112 Dying liP 12-13 

Av. Damage Bonus: +0. 

Weapons: Grapple 30%, damage held for tidling 
TIekle]()llb, immobilized 106+ I rounds. 

Armor: 2-point skin. 
Spells: none. 

Skills: Hide 90%, Sneak 9mu. 
Sanity Loss: 011 D6 Sanity points to set a nightgaunt. 

LESSER SERVITOR RAcE 

TIl/' bones of the tiny paws. il is rUll1ourtd, imply prtheIJSilt charae· 
ItriSI;CS mort lypiClll of a diminutive monkey than of a rat; while the 
smoll skull with its SQl'Qge yellow fangs is of the utmost anorl/ll/ow­
ntsS, appearing from urla;n angla like a miniature, monstrously 
dtgradtd parody of II human skulL-H. P. Lovecraft, 
-The Dreams in the Witch House.M 

Resembling ordinary rats.and easily mistaken for them at a dis­
tance, rat-thing heads are nonetheless evil caricatu~ of human 
hrads, and their paws are like tiny human hands. All have extrmIt'ly 
strong,sharp teeth. These unnatural creatures are created by malign 
sorcery, which allowed deceased cultists to be transformed and thus 
continue to serve their masters. Though they do not die naturally, 
they are now very rare. Brown Jenkin, the familiar of Keziah Mason, 
the witch, may have been a rat-thing. Attacking rat-things dimb the 
legs or dothes of human opponents, or drop down from ceilings. 
Once a Bite attack succetds, the rat-thing dings and keeps on biting. 
Tearing away a rat-thing costs 103 hit points. 

169 



RAJ-THINGS, Malevolent Mockers and Scuttling Spies 
char. ro/l1 al'mJgts 

ST. ID3 2 

CON 206 7 

SIZ I I 

INT 306 10·11 

POW 206 7 

DEX 406+4 20 
Move9 HP4 

Av. Damage Bonus: -106. 

Weapon: Bite 35%, dama~ I D3 

Armor: none, but subtract 40 perrtnliles from the chance to hit a 
running rat-thing, and subtract 20 percentiles from tM chance to hit 
one attached to somebody. 

Spells: IhOSt of INT 14 Of mort' know I D3 spells of tM kct>per's choice; 
thOSt who knew spells in life retain that knowledge as rat·things, 

Skills: Dodge 95%, Hide 8O%,Sneak 65%. 

Sanity Loss: 0/1 D6 Sanity points to sec a rat thing; if the rat·thing 
... 115 known to the obS('r.'tf in li(e, hoI.1'vcr, it costs 1/108 Sanity 
points to sec it. 

LESSER SERVITOR RACE 

Thl'n OUi of 0111.' of the Cul't'S callie u Sond·Dweller-rough·skilllled, 
large-eyed, large·eored, wjth a horrible, distorted resemblallce /0 the 
koala beaT facially, though his baJy had all appearance of I'IIIIICia· 
lion. He shambled toward me, mallifestly eager.-H. P. tn.·e<raft 
and August Derleth, "The Gable Window." 

This obscure race appears in only a few stories. Sand·dwellers 
look as though they all' encrusted with sand. Theydwell in caverns 
and come out at night. They are known to 11\'1.' in the American 
Southwest and may live in other deserts of the world as well. They 
usually serve the Great Old Ones, and often dweU near 
them. 

In combat, a sand·dweller may 
use both claws at once. 

SAND-DWELLERS, Stalkers of 
the Wastes 

,hUT. rolls al'8. 

ST' 306 10·\1 

CON 206+6 13 
SIZ 306+6 16·17 

INT 3136 10·11 

POW J06 10·11 
DEX 206+6 13 
MoveS HPl5 
Av. Damage Bonus: + I 04. 

Weapons: aaw 30%, I D6 + db 

Armor: 3·point rough hide. 

Spells: those of POW 14 or more may know IDS spells the ktt'per 
thinks appropriate. 

Skills: Hide 60%, Sneak 5Mb, Spot Hidden 50%. 

Sanity Loss: 011 D6 Sanity points to see a sand·dweller. 

lESSER INDEPENDENT RACE 

They !i'D/ktd lithrly alii/ sinuou5ly em::t Oil prl!·mammalian IOrIO' 
bers. thrir pird and hllirlm lxx/iN brndillg with gTl'at supp/enrss. 
Thrrr was a loud hissing of fonnulae as thry 1I"t'1It to und fro. -Oark 
Ashton Smith, "The Se\'Cn Geases." 

They resemble upright serpents, with ophidian heads and 
scales, but with two arms and legs. They possess tails and in their 
great days often dressed in robe~. YiS is the grealest god of the ser· 
pent people, for he is the father of all snakes. Some blasphemers 
chose instead to pray to Tsathoggua in ancient times, but they were 
destJ"O)--ed by a vengeful god millions of )Tars ago . 

The serpent people's first kingdom-Valusia­
flourished btforeC'o'en dinosaurs walked the Earth, 
some t .... o hundred and ~nt~· fi\"t 

million years ago. They built black 
basalt cities and fought wars, aU in the 
Permian era or before. They ... ·ere then great 
sorcerers and scientists, and dc\'Oted much 
energy to calling forth dreadful demons and 
brewing potent poisons. With the coming of 
the dinosaurs two hundred and twcnty·fi\'t mil· 
lion )~ ago, the first kingdom fell, and ser· 
pent people retreated in strongholds far under­
ground, the greatest of which was )'ath.ln these 
times the serpent pcuple b«ame great scientists as well, ablt to 
manipulate life itself. 

In human prehistory the serpent people raised their second 
kingdom at the center of the Thudan continen!.lt fell even mort' 

rapidly then the first Valusia, overthrown this time by 
humans, who later claimed the land as their own. 

Again and again the serpent people retreated Defore 
the human hordes until their last citadel ofYanroga 

.... as destroyed in 10,000 B,C. 

A few lurking sorcerers sun'i\'t, as do pockets 
of dwarfed degenerates. These diminutions are 
likely to include an occasional atavistic, fully 
capable serpent person 'o\'ho is still favored by Yig. 
Degencmte serpent people are likely to have 

characteristics lessened by as much as a third. [n 

addition there are certain hibernating serpent peo· 
pIe-the sleepers-who ha\'e rested for thou· 

sands or years or more. On occasion these ser­
pent people \I'ake, to humanity's regret. This 
third class of serpent people is typicall~ more 
intelligent and po .... erful than their lurking 

brothers, and often know great sorcery. 
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Srrpenl prople may use all weapons known to man, clutching 
them effrctively in taloned hands. Use the same bastchanets as for 
humans. In hand-Io-hand combat the Bite attack can be malk 
simultanwusly with most weapon attacks. 

A common spell among them is an illusion which transforms 
the castf:r's appearance into thaI of a normal human, allowing him 
to mingle in human society. 

Set also IheMAlil'n Technolog( chapter (p. 176) for a few fur­
ther notes on serpent people. 

SERPENT PEOPlE, Full Atavism 
(ilor. roth a.Trogo 
STR JIJ6 10-\1 

CON JIJ6 10-11 

51Z JIJ6 10-11 
INT 306+6 16-17 

row 206+6 13 

DEX 206+6 13 

Movt8 HP 10-11 

Av. Damage Bonus: +{l. 

Weapon: Bite 3S%.damage 108 + poison ' 
• POT tquols Ihe serpent pmon's CON. 

Armor: I-point scail.'s. 

Spells: full serpent folk know alleasl2D6 appropriate spells; 
degenerate forms are not likely 10 know magic. 

Sanity Loss: 0/1 06 Sanity points \0 Set' a serpent person, 

as a sort of background dirge, or in order to summon various 
deities, etc. 

The wxI or emity arrives lO3+1 rounds afler the servitor 
announct$ iI, and departs when dismissed by Ihe servitor, or 206 
rounds after the servitor's death, or when thl' god pleases. 
Summoning costs thl' servitor a magic point, and another magic 
point tach five rounds thal1he summoned being remains. 

SERVITORS of the Outer Gods 

char. roth aVl'mges 
STR <1J6 " CON 306+6 16-17 

51Z 406+6 20 
INT 51J6 17-18 

POW 206+12 19 

OEX 306+6 16-17 

Movl'7 HP 18-19 

Av. Damage Bonus: + 1 06. 

Weapons: Tentade' 45%.damage db x2" 
"2D6 of them make Iheal/aek; •• minimum of lD6 always. 

Armor: none, but no physical weapon can harm o~ spells and 
magical wl'apons do normal damagt; regenerates 3 hit points per 
round until dtad. 

Spells: each knows al least I DlO spells, always including lOlO 
Summon/Bind and Call spells. 
Sanity Loss: III DIO Sanity poims to set' a servitor. 

Servitors ¥e (!!Jut« Gals ~I\OOl\i-JNs,cts frOn\ 
GREATER SERVITOR RACE 

Toad-like matures which seemed COllstamly to be changillg 
shape alld appearance, and from whom emanated, by some 
mra/IS I could IIot distinguish, a ghastly ululation, a piping.­
August Derleth, ~The Lurker at the Threshold.n 

These amorphous beings progress by rolling or sli thering. 
They resemble frogs, as well as squids or octopi.lbeir e\'er-chang­
ing sh:lpes are hard \0 describe specifically. 

Servitol'$ accompany their masters as rtquired, though they 
are most commonly found in Azathoth's court. These art the 
demon flautists that play the flute-like music for their masters 
to dance by. They sometimes play for groups of cuilists as well, 

lESSER INDEPENDENT RACE 

Ewn though rhry flew so fast J could, with thl' augmenltd ptrception 
oftmor. makl' oul many more dl'tai/s than I wishrd. Thow huge lid-

less which stared in hate al 

Ihe head ;/1 {osmic 
rhythms, Ihe len legs, 

co~'ertd with 
black 

shining tl'ntacles 
alld foldtd illlo Ihl' pallid ulldl'rbelly, 

111111 the semi-circular ridged wings covered with Iri­
IIngular scait's-allihis cannol convey Ihe sOIlI-ripping harmrof the 
shape which darted al me. / saw Ihe three moulhs of the thing mow 
moisll;~ and Ihen il was upon me.-Ramsey Campbell, ~The 
Ins«ls from Shaggai.~ 

These insect-beings never fetd, as they live by photosynthesis. 
and they spend thl'ir time in decadl'nct, in aesthetic l'njoymenl of 
abnormality,and in lortureof their many slal'e races. Shans,as they 
also are known as, are extremely long-lived, taking centuries to 
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reach aduhhood, and art scientifically advanced. They have many 
wtapons and dt"o'ices which ope-rate by focused mind-power (magic 
points). Tht shans worship A1.athoth with many complex rites and 
systems of torment. 

The shans art now a fugitive race. Shaggai itself was destroyed 
by a great catastrophe, but many shan escaped in temples made of 
an indestructible gray metal, tdeporting them to other worlds. 
Earth's atmosphere contains some component which pre\'tnted tht 
shan from teltporting ;rwayonce they arrived here, and also keeps 
individual shan from flying any great distance. 

The insect-beings now dwelling on Earth have brought with 
them certain beings from the planet Xidotl as slaves and guards. 
At one time they ruled a human witch-cult dedicated to finding 
sacrifices for Atathoth. The largesl colony of shan is near 
Goatswood, a village of England's Severn Valley (see Goat511'ood 0-
f.en Pleu.salJl PhlCes). 
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MENTAL ATTACK: Shans are parasitic and not wholly material. One 
of these pigeon-sited creatures can fly right through human tissue 
into a target's brain, wht'rein it mwls about and reads its host's 
memories, aif«ts target thought pl'OCeSSes, and injects specific 
memories and ideas of its own. During the dar, the insect is not 

aClr.-e within the brain. leaving the victim to do more or \es.s as he or 
shepleases. Bul at mght the shan wakes,and begins to implant mem­
ories. It can implant Sanity.de5lroying sights which the insect has 
witnessed, or riddle memory·fragments to entice the vKtim inlo 
performing mtain aCliOf1s. Eventually the host is so hypnotized that 
he or r.hr gladly hdps the shan. Ohm such progres.sivl'ly increasing 
control callSO the victim to go raving mad, and thus become an 
unsuitable host. 

NERVE WHIP ATTACK: the nerve whip is a small technical device 
which proj('cts a chattering line of pallid light. When the light strikes 
a target, m3trn the shan's magic points against lhe target's magic 
points. [fit wins. thr target is overcome by agony. and can do nothing 
hut writhe lin the ground until the weapon is turned off. If the attack 
fails, thr target is still in pain, and skill chances are effrctillrly 
mJuced by 20% for the next 24-CON hours. The attack may be 
renewf'd each round. 

INSECTS FROM SHAGGAI, Mental Parasites 

CMr. rolli al'ffllga 

STR 10' 2 

CDN 10, 2 

SlZ 

INT 306+6 16·17 

POW SD6 17-t8 

DElI 106+24 31 

Move "/~O "ring HPl 
Av. Damage Bonus: N/A. 

Weapons: Meld 60%. dam3ge is progressivt control after insect rnters 
brain of target 

Nerve Whip 50%, damag~ special 

Armor: none. 
Spells: roll I D2D-if the rtSutt is less than or equa[lo the shan's INT, 
Ihal many spell~ are k1K)wn by it. usually induding Call 
Azathoth. 

Sanity Loss: 0/11>6 Sanity points 
to see I shan. 

'1M Nr/\ks 

LESSER SERVITOR RACE 

NOIII/If birds or bats known tlsi:wh~ on 
I'orth ... for Iher M'l'rt! klrgtr l/ran rkphllll/$ and 
had /r1'tJ11s like., /rom's . ... TIll' Shanlak-bird hIlS 
leal •. '$ inslMd of flalhtrs and those scales an' \T7j' 

slipptr),.-H. P. Lovecraft, "The 
Dream-Quest of Unknown 
Kadath." 
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Shantaks brood ill cavernous holes and their wings aTe 

encrusted with rime and nilrt. Th~ are always described as noi­
some and loathly, and are u!ltd as steeds by various of the servants 
of the Outer Goos. They have an extreme fear of nightgaunls and 
always retreat from them. Shantaks can l1y through space, and have 
bet>n known to carry an uIII\'3ry rider straight 10 the throne of 
Azalhoth. 

SHANTAKS, Elephantine Mounts 
dlar. roil' 

ST' 406+20 

COS 206+6 

S[Z 406+36 

INT 106 
POW 306 
DEX 206+3 

Move 6130 flying 

Av. Damage Bonus: +406. 

Weapon: Bitt S5<ltl, 206 + 2 

Armor: 9-poinl hide. 

Spdls: none. 

awrageJ 

34 

13 

50 

3·' 
10-11 

10 
HIl32 

Sanity Loss: 0/1 D6 Sanity points to sa" a shantak. 

lEsSER SERVITOR RACE 

7ne nigh/Inurt, p/(l$tic column of.ktid, blad: iridesanct ooud lightly 
ommrrl . ... A Ihnpeless (on~ril' of protoplasmic bubbles,faintly ~lf­
Iliminol/s, IlIld witll myriad$ of temporary eyes forming amI lIIiforming 
Q5 puslrlfes of gretlliJh figllt all OI'fT the funnel-Jilling from that bore 
down upon us, crwhing the jrnmic penguins and slithering O\'tT the 
glisteningjloor Ihal it ond its kind had S14'f/Jt so evilly free of all litter. 
Stjll came that tldritch mocking cry- '7ekli-li! Trkelj·fi.I--H. P. 

l.o\'tCf3ft, "AI the Mountains of Madness.~ 

Shoggoths are among t~ most horrible of alltlw monsters of 
lov&rafl. Abdul Alhazred himself attempted desperulely to claim 
that there were none on Earth itself, save in cruud dreams. 
Shoggoths are often found as servams of deep ones and other 
raas,and are amphibious. They are .surly StfVaIlts at best, 
e\W becoming more and more inlelli~t, more and 
Ill()rt' rebdlious, more and more imitati\'t'. They 
fought their former creators, the elder things, in 
a rebellion. They communicate in whatever 
manner Ihdr master ruce wishes. 
special organs for the pu~. 

A Iypical shoggoth is roughly a IS­
foot diameter sphere when floating 
free. In rombat, it cover.; an area 5 

yards square. All within the area are 
attacked ~eparately, and each must 
receive a successful match of STR against 
the shoggoths SfR on the Resistance Table, 
or be sucked apart. If the shoggoth attacks more 

among all targets. 
ThoS(' held within the 
shoggoth's black bulk can 
strike back only on rounds in 
which their pla)~rs successfully roll 
STR or less on 0100. Each round a 
vidim is held within a shoggoth, 
he or she loses hit points equal to the shog­
goth's damage bonus, the damage describable 
as rupturing, crushing, and being sucked 
pieces. 

SHOGGOTHS. Fetid Iridescences 

char. m," al't'rngn 

ST' \8\J6 63 

CON 12\l6 42 

SIZ 1406 84 

INT 206 1 

POW 3\J6 10-11 

DEX 106 3·' 
Move 10 rolling HP63 

Av. Damage Bonus: +806. 

Weapons: Crush 70%, damage is db 

Annor: none, but (I) fire and e[f'Ctrical attacks do only half damagr; 
(2) ph)"sical \\·C'apons such as firearms do only I point of damage, 
impaling or not; (3) a ~th J?gt'ner3tes 2 hit points ~r round. 

S~II$: none, normally. 

Sanity Loss: 1 D6Jl 020 Sanity points to srI! a shoggoth. 

They flllla)' in stOIlC' hOU5eS i" their gn'at city of R'l)'eh, prrsm't'd by the 
spells of mighl)' Crhl/fllII for IS glorious rrsllrTfftiotl whll/lhe slars and 

the ttlrfh might alice more be rtady .... -~1. P. 
Lovecraft, ~The {All of C,hulhl/." 

These gigantic octopoid beings resemble 
, Clh,/lh, himself, but are smaller. Not all the 
inhabitants of R'lyeh were trapped when il 
sank. Some still live on in Ihe deep '''''h,'', 
beneath the ocean, where they are tended 
deep ones. Rrlated entities dwell in 
Slars, such as the beings said 10 infest the 
lake of Hali on a planet near the star 

Aldebaran, in Taurus. 

A star-spawn may attack wilh lenta­
cles or with claw. It may use I D·ltentacies 

each round, or a single claw. Tentade 
damage equals half the creature's 
damagt' bonus. lI'hile claw damage 
ttjuals its full damage bonus. 
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STAR·SPAWN OF CTHULHll,Satraps of The Sleeper 
OIar. Rolls AW7llgts 

ST' 206xl0 

CON 31160 

51Z 306xlO 

INT 6116 

POW 6116 

DEX 3D6 

MO\Ie 20 1 211 Swim 

10 

52-53 

lOS 
21 

21 

10-11 

HP79 

Av. Damage Bonus: -t II 06. 

Wtapons: Tentacks q,damagc equals 1/2 db 
Claw 8O'!b.damagt tquals db 

Armor: IG-point hide & b/ul:lbn": rtgUItfllles 3 hit points per round. 

Spells: each knows 3D6 spells. 

Sanity Loss: 1001 D20 Sanity points to see a star·spawn. 

LESSER INDEPENDENT RACE 

The dim outlines of Q pmence tame into view; the blood-fi/W outlines 
of that unsetn shambler from Ihe stars. II was red and dripping; all 

immensity of pulsing. /nOl'ingjtlly; a Sl'arin blob with myriad tentac­
ular trUlJks thaI MTlvtd and waI'ffi'd. There M't7l! suckers on the lips of 

Against an invisible crealUre, hah-e the chance to hit, e\"tn if it 
is tittering. After feeding, the star vampire remains visible for six 
rounds, when the fresh blood mfiabolius into a transparent equiv­
alent. While it can be seen, attacks can be made at a normal chance 
to hit. 

STA R VAMPIRES,lnvisible Ravcners 

char. rolls 'Il'erag~s 

ST' 406+12 26 

CON 206+6 13 

SIZ 406+12 26 

INT 31J6 I().II 

POW 106+12 15-16 

DEX 106+6 9·10 

Move 619 !lying HP 20 

Av. Damage Bonus: +206. 

W('apons: Talons 40%. damage 106 + db 
Bite 80%, damage 106 STR blood drain per round 

Armor; 4-point hide. flulll'"ls do only half damage to the extra-temne 
inttgument of tht star vampire. 

Spells: though magical attack is unusual, a 0100 roll of INT I3 or less 
gives 103 spells 10 a slar vampire. 

Sanity Loss: 111010 Sanity points to see a star vampire or experience 
itsallack.. 

tlrtllppendllgtj, and (hest were opening and closillg with ghoulish 11m ---r-f~ 
.... The thing WIl.S bloated and obscene,'u Ireadless,faceless, eyeless bulk J C~O- J C~05 
with lire ra\'e/lOUS maw and lilll/lie /alOllS of a slar·born monster. The 
hllman blood on wirich il had fod f(!l'foled Ihe hitherto invisible OUI· 
lines of Ihe jeas,er.-ROOert Bloch, "The Shambler from the Stars," 

These loathsome things are nor­
mally invisiblt, thtir prestnct 

signakd only by a sort of 
ghoulish tittering. After 
fetding, they become 
visible through the 
blood they 
d rin k.. - ... ~ 
Sum -
moned from 
tht depths of spa«, 
some can be con· 
trolled to ~ pow­
erful wizards or other 
~ings. 

In an attack, I D4 
talons can grasp a giv('n 
target at once. The victim 
will then bt' drained of 
blood. whether or not 
dead, and living victims STI-.R V~_MP!RE 

lose 106 STR per round. as blood 
loss. If not killed, the victim replaces this loss quickly, in three 
days or less. 

174 

lESSER SERVITOR RACE 

Our altackers ... wert n horde of lillie men, the tnllest of thtm 110 

more than four fett, with singularl), small eftS let detp in dome·likt, 
hairless hends. These . .. attackers fe/I upon the part)' and hnd kil/td 
men and allimals with their bright swords almost ~fore our nll'n 
could extract their Il'l'apolIs.-August Derleth and Mark Schorer, 
~The Lair of the Star-Spawn." 

The blasted. Plateau of Tsang in Tibet is one of the incursions of 
dread Leng into our space-lime. On it and in a few other far­
removed. regions dwell the tribes of the Tcho~ Tchos. [n the begin­
nings of time, Chaugnar Faugn made a race of beings, the Miri 
Nigri, to serve him. The Miri were a race of dwarfs fashioned from 
the fl~ of primitiw amphibians. The Tebo-Tebos are said to rome 
from humans who intermingled with the horrible Miri, forming a 
hybrid race of evil intent. Descendants are outwardly 
human-like, and actually of various siU's and cos­
tume, but the taint of the Miri curses all Tcho­
Tchos with half-normal sanity at birth, tapidly 
eroded by horrid ceremoni('s and deeds. 

The various Tcho-Tcho tribes worship a 
variety of Great Old Ones, not just Chaugnar 
Faugn. A lcho-Tebo priest or acolyte knows at 
leaSI thret spells, usually including a Contact Deity 
spell and Voorish Sign. 

Use human stats. Halve SAN for children, 
lessen Sanity points to 0 in adults. 

STAR VAMPIRL. TCHO-TrHO 
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Xicfotf.1:>eiN35 rron\ 
lEsSER iNDEPENDENT RACE 

1 had almost collided, I thought, with a IIIttallically grey tree ... about 
sixtffll fm high wilh wry Ihick cylindrical brallches ... cylillders 
furlher divided illlo six flal circular txtell5iol15. This migllt merely 
hare bun a natural distortioll, and such an explalllltioll mighl also 
hare accounled for Ihe Slrallgt arrallgtmelll oflhe brancht:S in a reg­
ular circlt allht apex of Iht Irrmk; but f could reach for I/O natural 
exp/al/Illiol/ whtl/ tho~ brallches ntarest mt suddenly exltnded 
c/ulching/y in my djm:lion, and from Ihe top of what f had laken for 
a lrunk roy a featureless amI . .. an orifice gaping 01 the top.­
Ramsey Campbell, "'The I~ts from Shaggai." 

These carnivorous aliens come from the planet of Xictotl. The 
Xidotlans are enslaved by the insects from Shaggai for their great 
strength and feeble intellw, and are used as 
brute laborers. On their home world, the 
Xidollans worship a legendary 
species of plant-creature, 
periodically voluntarily 
sacrificing themselves to 
thtse plants. 

Once seized, the viClim's player must make a sucCtiSful STR 
against STR roll on the Resistance Table or the victim is lifted 10 the 
being's mouth in the next round. The Xiclollan can swallow one 
creature a round but cannot 5 .... '3.1101'1 anything larger than one­

third its SIZ. Normally a Xidotlan tears into pieces prey 100 large 10 

swallow. ViClims who are swallowed whole take damage each round 
equal 10 the devourer's damage bonus. 

After the Xiclotlan has eaten prey of total SIZ equal to the 
Xidotlan's own Silo it can no longer swallow prey, though it can 

continue to fight. 

XICLOTl, Beings From 

char. "'" al'f'T/lge5 

sr. 606+30 51 

CON 306+24 34-35 

SIZ 406+30 44 

INT 21)6 7 

POW 31)6 10-11 

OEX 41)6 14 

Move 8 HP 39-40 

Av. Damag~ Bonus: +506. 

W~apons: T~ntacte 50%, grasp + 112 db 
ATTACKS: Xidotlans can simul­
taneously use all six of their tenta· 

HCLOTLW swallows whole-dots 5d6 damage per round the~after 

cles in combat. Each tentacle does damage 
equal to half the creature's damage bonus. 

Armor: 8-poin! hide. 

Skills: Hide 60%, Stnse Hidden 50%, Sneak 60%. 

Spells: usually none. 

Sanity Loss: OJI06 Sanity points to see a Being from Xidotl. ~"7 



ec NO 0 

hhough most in¥e~tigators tend to see creatures of the 
Mythos as little m~ than malignant monsters, in truth 
many of them have vibrant and Ie<"hnologically advanced 

societies. The technology of four advanced races-elder things, mi-go. 
serpent people, and Yithians-is highlighted below. Notes on a few 
olher races follow. 

IN(( 
billion years ago elder things descended upon Earth from the stars, their tech­
nology hundreds of years advanced bryond what humans knov.' in the late twen­
tieth cenlury. They were able to create lifC' with their technology, according to 

some the source of aHlir .. on Earth. 

However, as the eons progressed, the elder things degenerated. They lost both their great­
est technologies and their ability to ny through space unaided. Once they had colonized the 
entire planet, but through the ages they fell back until they controlled only one city. In the end 
they barely had the technology to create artificial heaters, and so preserve their existence a few 
centuries more. 

Thus, while it is known that the elder things once had great technology, and whill' it is 
believed that thl're are still elder things among the stars and that they still remember their 
ancient secrets, thl' dder things of Earth left almost no traces of their technological mastl'ry. 
The two items that follow scarcdy hint at the esoteric technological secrets that the elder 
things of Eanh's rarliest ancestors knew. 

CT<fst II 0 t • (E <T iN«s 
Large clystalline s oragr containm construct~ to harnrss the 
power net"<led to bind shoggoths to ddrr thing will. These crys­
tals store magic points. The smallest shards might store 5 magic 
points and the largest lOll A caster can draw some or all of the 
magic points from a crystal while casting a spelL Most dder thing 
cities had SO-magie-point crystals at their hearts. 

When empty these crystals are room temperature, but they L""""",,--,,,,"",,,,,...J 
become colder as more magic points are stored in them. CRYSn_L Of THE 

ELDER THINGS 

LlutR THING TECHNOLOGY 



~:~:2~ij:~'It~t~:"if'h'''d'''hi"''.a" 
ally created this dimension, bllllhere is no doubt that they active­
ly exploited it [\ connC{"ts places light years apart and is or was 
used by the elder things to traverse the universe. The eldt'T things 
created at least one portal 10 the Great While Space on Earth, deep 
in the mountains of China. 

i-Go 
ot only is mi-go technology advanced several hundred 
years beyond that of Earth, bUI they also are eager to 
use it; technology is I'ery much part of their daily life. 

The mi-g<I originally came to Earth to steal certain minerals they 
could nOI find on their own worlds. Thus, most technology that the 
mi-go havt brought to Earth relates to mining or 10 war. 

The mi-go also touch upon thl.'edges of the dark te<:hnology of 
the Outer Gods, ptrhaps more so than any othC'f Mythos race. They 
created Ghadamon, a larval Great Old One, from a S«d of 
Azathoth; they formed the Shining Trapaohedron, which has a 
peculiar pov.'er over an aspect of Nyarlathot~; and they con­
structed a network of magical gates which tie together many of 
their outposts. 

Mi-go advanced knowledge of medical and surgical tech­
niques must be noted. They are able to remo\'t! a human brain from 
I[S body and preserve it for thousands of years. lotally funclional. 
[n addition thty can create very authentic-looking biological 
automatons, and enga~ in many surgical techniques that humans 
would consider miraculous. 

Y:>io-M,,\or 
Indangeroussituations,mi-gotypical- , ____ :-_:-_ 
If don these webs of semi-luminous 
green slime. The harnesses provide 8 
points of armor against blows, Harne. 
electricity, elC .. bUI do not protect 
against impaling attacks. 

These bio-webs may be .... ,om by 
humans. but they do a point of dam­
age each lime they are taken off as 
they rip away hair and Hesh. A .... 'rb 
will slowly degrade because humans L-'iiiTRFoi--­
do not exude the proper nutrient 
solutions to care for it. Each time il is worn by a human, a web of 
annor decreases in protection by one point. 

Y:>rlliN C'1 r:N[.r 
Th~ shiny cyliJders are u~ to preserve exlracted brains. 
Lovecraft described Ihem as "a foot high and somewhat less in 

M, Go IECHNOlOLf 

cRAIN CYLINDER 

diameter, with thlff curious sockets 
set in an isosceles triangle O\-er the 
front conn'x surface.n Each cylinder 
is filled with a nutrirnt solution 
which sustains the brain within, and 
the inner surface of each cylinder is 
lined with a complex array of senso­
ry filaments which detect electrical 
activit)' within the captive brain, 
interpret it, and channel neural 
impulses to a complex microcomput­
er behind the sockets. It in turn sends 
impulses through the sockets into 

connected machines, or funnels input from those machines back 
to the brain via a network of electrode-s which directly stimulates 
the neurons in specific centrTS of the brain within. 

Three accessory machines-a taU rig witb twin lense-s mount­
ed on front, a box with vacuum tubes and a sounding board, and a 
small box with a metal disc on top-comprise the mi-go sensing 
apparatus. These machines, when connected to the proper sockets 
(an Idea or Spot Hidden roll allows an iO\'CStigator to deduce which 
connector ~ where), providr the brain with the faculties of 
sight. speWl, and hearing. The mi-go, not posses~ of human 
senses, haVf done- their best but in approximation. All visual input 
is grainy,oflow ge-neral resolution, and the- audio is flat, like that of 
a monaural phonograph. Speech, with all its nuances of inHection 
and emotion, is utterly lost on the fungi. The speech machine talks 
with a mechanical. monotone voice, devoid of emotion. When the 
sensory machines are disconnt'Cted or deactivated, the e-ncased 
brain falls into an semi-insane sleep state filled with strange 
dreams and hallucinations. 

Every game month a human in a brain cylinder must match 
Ir-.'T vs. PO\v'lf INT wins, the character loses 103 SAN. 

<ElITt~qullk, ~iNiN'<. (IOlIc~iN' 
A massive cJbe, twenty t on a SiMt.:~,sides art co\'Cred with 
small convu windows 0 a doudy, glass-like substance, spaced 
imgularly. \'/hen the device is activated it can be adjusted to pull a 
deeply buried stratum up through inttn'ening layers of rock_ The 
machine can reach down four to fin~: miles, and can affect an area 
up to one cubic mile in area al a lime. However, the machine has 
the unfortunate side effect of causing earthquakes .... 'hen it is used_ 

The size and depth of the area affect- r::::::::;;;C=~;:::-1 
ed are directly correlated to the mag­
nitude of the earthquake. For this rt'a­
son mi-go tend to use- such machines 
only in largely uninhabited areas, to 
avoid detection. A human unfamiliar 
with mi-go technology would be­
unlikely to be able to use the eanh­
quake mining machine, except per­
haps accidentally. 
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This weapon looks like a warty, doorknob-sized lump of black 
metal, covered in tiny wires. Mi-go fire this weapon by clutching it 

tightly and changing the electrical 
resistance of the lump. When activat­
ed, the "'eapon fires a bluish bolt of 
sparks doing 1D1O points of damage 
to the target. .... 'hen it hits, the electric 
jolt acts like a taser, causing violent 
muscle spasms which immobilize the 
victim for a number of rounds equal 
to the damage inflicted. FinaUy, the 
target must successfully match his or 
her hit points against the damage 
done on the Resistance Table, or the 
target dies of heart failure. Mi-go take 
normal rolled damage (surface burns 

to the carapace) from these weapons, but do not have electrical 
nervous systems, and are hence immune to other damage from 
electrical charges. 

To be ablr to fire this alien weapon, humans must realign the 
wires on the electric gun, a feat requiring two Ele<trical Repair 
rolls. So jury-rigged for human lise, the weapon fires uncertainly. 
Rolli D6 when attempting to fire: the weapon actually fires only on 
a result of 1-2. 

~
i5t ~TO!<ctOT 

cluster of twist d metal tubes projecting a cone of icy mist in a 
fat loud about ten feet across. The mist looks like thick white fog, 
and is intensely cold. The mist does r-------..., 
1010 points of damage per round of 
exposure, less one point if dressed in 
warm clothing or three points for 
thick, arctic clothing. Hiding inside a 
car affords four points of protection, 
but the mist freezes automobile 
engines, running or not, and they 
will not start or restart until they 
have warmed. The weapon's projec­
tion can be sustained-mi-go gen-
erally play mist over a target for sev- L M""IS" '··- PR""'O"J"E"C"T"O"R;-' 
eral rounds, ensuring the death of 
unprotected humans. 

An investigator can figure out how to use this weapon with a 
successful Idea roll. The base chance of the weapon is 25%. 
Because the mist travels much more slowl), than a bullet, invrsti­
gators who hal'e seen mist projectors in action and who have 
freedom of movement can dodge the slow-moving mist streams 
with a successful DEX x3 or INT x3 roll. The weapons carry 
enough charge for twenty shots, each potentially lasting an entire 
combat round. 

eNt ~eork 
any serpent people kingdoms were based on 
sorcery and alchemy, but then: is at least 
one-which originated deep below the Earth 

th and then migrated to Hyperborea- which raised science 
\0 ~ levels. It is believed that these serpent people v,oere at least 
as a need as the humans of the lale twentieth centur)" but in 
Ihe sci e of biology they excelled. 

nl people ofYoth were able to manipulate lifcrorms 
as they dest d. It is believed that both ghasts and voormis are 
their creations, each bred to carry out certain tasks for their 
ophidian mastrrs. Not only could the serpent people adjust the 
genetic structure of a crealure in its prenatal state, so it changed 
as it grew, but they also developed serums which could evoke the 
most remarkable transformations in fully grown specimens. 
Cloning and accelerated growth were also .... -ell within the serpent 
people's ability. 

Another particular area of serpent people interest was the cre­
ation of various poisons and toxins. Some killed, while others sim­
ply induced sleep. Some acted quickly, while others might take a 
century \0 take full effect. Some were blatantly obvious-so as to 
cause fear-while others were incredibly subtle. No other race has 
come close to approaching the level of knowledge of poisons 
enjoyed by the serpent people. 

The later Hyperborean civilization of the serpent people, 
which preserved many of the secrets ofYoth, feU almost a million 
years ago, and since then thr technology of the serpent people has 
almost utterly disappeared. Some modern serpent people strive to 
regain their lost technology, but they are few. 

C IIwtitro"iN 
A very rare POT 20 poison which causes a slow degeneration of the 
carotid arteries. [fthe imbiber fails his resistance roll agaiost the 
toxin, he is doomed. The toxin slowly eats al\l3y at the carotid arter­

') --.. 

, 
k-

CAROTID 10:r:.IN 

ies. In CON days the carotid arteries 
disintegrate, causing massive internal 
bleeding and almost instantaneous 
d~th. On a successful resistance roll 
the imbiber becomes extremely sick 
106 days after the toxin is adminis­
tered, as his body tries to fight it off. 
His STR and CON temporarily drop to 
3 and he will be confined to bed, 
utterly exhausted and hallucinating. 
No doctor will find evidence of dis­
ease. CON days after the toxin was 
administered the victim will begin to 

recover, regaining most of his vigor in 106 days, but permanentl), 
losing 1 STR and I CON from the ordeal. 
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'f>onV"NIlt!ON 5<TUn\ 
A colorlru serum with the fainttst taste of rasp!)(rries. No more 
than ten drops are requirtd for full effect Unless he succt'eds at a 
Luck roll the imbiber becomes very suggestible,blu only to serpent 
people. Something in their ~uliar smell or the sp«ific intonation 
of their voices is the key to ~ __________ ~ 
this suggestibility. The vic­
tim will do almost any­
thing for serpent people. 
short of endangtring his 
own lift or the lives of 
those he 1~ dearly. The 
serum metabolizes slowly. 

It lakes 1D1O+10 days for L_~D"OM~I~N~'~"T~I~O~N-S~E~R~U"M'---.J 
a victim 10 be free of its 
effects, provided he does not imbiIK- more in the meantime. 

f all the known alien races, the Yithians are the 
mosllrchnologically advancrd. However-per­
haps due 10 the Yithians' philosophical view of 

life-they are oddly reiuClanllO use their technology. They tend to 
be reactive, quickly and adeptly formulating new technology as it 
is required, but in general their curiosity does not drive them 
to\l'ard invention. 

Of particular note is the Yilhians' conquest of time-the rea­
son for their oong called the Great Race. They are the only techni­
cal race able to mO\'C up and down the time strum at will. 
Somehow they I'\'en avoid the hounds of lindalos, who pursue 
many others who tral'erse time and auract their attention. 
Although the Yithians' temporal abilities are largely mental, they 
ha\'e also inl'ented devices which affect the fourth dimension. 

1J0;tNiN9. G UN 
A ra~Yilhian w~pon, this device was created by the race shortly 
after their arrival on prehistoric Earth. Buih to combat the carniv­
orous flying polyps, it is a camera-shaped .... 'Capon that fires great 
gouts of electricity. Numerous varieties exis!. A common one con-

LIGHTNING GUN 

tains a pack of 32 charges, and takes I 
round \0 reload, Multiple charges can 
be fired at once, though each charge 
used above four at one time gives a 
5% cumulatil'e chance o(burning out 
the gun. Each charS'! does I DIO dam­
age. Base range is 100 yards. Each 
additional 100 yards decreases the 
chance to hit by 20 percentiles and 
decreases the damage roll result by 3. 
An illl'Clitigator can figure out how to 

VIIRIAN TEfHNOLOG\ 

use this weapon with a successful Idea roll. Base chance to fire a 
Lightning Gun is 30%. 

Other variants of the lightning gun have fixed-siu charges or 
affect only flesh. 

StNis cube 
These devices appear in a number of different shapes and sizes, but 
they all hal'e a single purpose: 10 slow the flow of time. Older cubes 
give ratios of I second internal time per thousand years eXlernal 
lime, but in the future the Yithians will advance this to I second 
internal time per million )Tars external time. The smallest stasis 
cubes were used 10 store books in Pnakotus. Larger stasis cubes 
hal'e been used to fling Yithians into the future. Almost all stasis 

cubes are simple in design. r--~"i:::::::::::----l 
made from metal or plastic 
with no sign of external cir-
cuitry.Most stasis cubes are 
deactivated by pushing a 
bullon or opening up the 

stasis cube, but some have I l_~~tf'-'r~ 
complicated panels allow-
ing the programming of set L __ ===--,== __ -' STI-.SIS CUBES 
periods o( stasis. These 
more complicated devices would likely be incomprehensible to 
someone who did not understand Yithian technology, but anyone 
could use {he simpler ones, perhaps even by accident. 

This device \I'as illl'Cnted by the Yithians to erase the memories of 
those entities they displace through time. It is a small,siim, mtan­
gular copper box covered with liny indentations. From one side of 
the box fi\'C flexible metal tubes e(tend, ending in inch-long metal 
needles. The needles are inserted into the victim's head, which 
takes five rounds. Once the device is activated, the victim is para­
lyzed unless he or she makes a successful POW (\ roll each round 
that the device is connected. 

Each round the machine erases up to a year's worth of memo­
ries or remO\'CS a point of INT, at the operator's discretion. These 
memories and thoughts are stored in the copper box. The erasure 
of memories is not always complete. ht'ry }'t'3r tht're is an It--.'T xl 
chanet that some memory returns in the form of dreams. The 
function of this device may also be ~ _______ ., 
rel'Crsed, feeding the stored memories 
to the original victim or alternatively 
to another entity entirely. The tabula 
rasa device is very complex, and can 
only be used by thost' fami liar with 
Yithian technology. 
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. ~~l:.::: ~S:m:~:~~:';~~~: hom,", wh' ,id 'h, !:e,~ ~:::~'''', wi,h,", 'h' "",fi, ,f fico, 'h, ,«hoo', 
Yithians in their travels through time. Made of bronU' and OO\1'red 8Y of the dtq> ones is almost unm:ognizable to humans. Beyond 

with intricate carvings, IhC'y stand basic Stone Auconstructs, most of the technology of the deep ones 
nearly a foot tall when assembled and is organic. It is believtd Ihallh~ discovered the first hints of thtir 
are surmounted by a red jewel. Each organic t«hnology when th~ first allied with the sOOggolhs and 
jewel is attuned to a spedfic Yithian. discovered how thOK creatures had been made by the elder things 
When power is swllChed on the ~'d and how they could be controlled. In 11K- modern world deep one 
begins 10 glow red. After a few min- cities are not as much constructed as grown. On occasion other 
utes contact is established with the useful toots are grown as well. Technology does not influence dt'tp 
faraway Yithian. A hologram is pro- one society nearly as much as it does humanity's, but it is still an 
jrcted. and the Yithian can see into the important force. 
time and space occupied by the 
machine and can communicate wit~t .-:-n:f 
those who have contacted it. A Yithian "11 N~.{'O 1"1 p5 
temporal communicator is easy to . he nlalicihLs flying ~Jlyps colonized Earth aeons ago, apparemly COMMUNICATOR 

use, provided that an investigator can after flying to Earth on their own power. The flying polyps did build 
determine which carving turns it on. great basalt dties-the very ones they were later sealed in-but 

there is no other evidrnce of their trchnology. We must assume it is 

onsiderably less is known about the trchnology of 
other Mythos races. Earthlings have seen less evi­
dence of it, thus in many cases it has heen 

assum these races are not trchnologically advanced. What 
follows are scant notes on three other races with notable technolo­
gies. 

at Irast at the lrvd of humanity's during the late Middle Ages. 

"INsects (Ton, 5~1I~~lIi 
\.(he technOloiy of the shan sMM most like that of the mi-go-it 
has been predominantly turned toward the dark science of the 
Outer Gods. They fly through space in great pyramidal space 
ships, and al the cemer of each of these craft is a nuclear reactor 
which is also AUlholh. Weaponry is a particular area of shan 
advancement. Their cruel nervewhip is just one of the many 
weapons they have designed. -~ 
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Ithough many of the Mien ra 
terrifying, they are nothing 

of the Cthulhu Mythos are 
efore tht might of the 

""p')~:;~::::~;!g;",,~ s-immense creatu s barely within our 
~ ,all the more horrifying for the fact that they 

not care about the fate of humanity. 

These descriptions are in the same format as the Creatures of 
the Mythos chaptl:'r (see pp. 148-175). Sp«ific notes are also includ~ on the cult of the 
god, where appropriate. 

01\55i(,'CAtiON5 or 1:>.i6'5 
The deities 1; the Mythos are bivided into several classifications. These categories are nol 
always consislant, but the following art the most frrquently used. 

It should also be not~ that many deities have avatars. These are specific forms, soml:'­
limes with specific attributes, that a portion of a god may appear in. Cults oftl:'n worship 
avatars of gods rathl:'r than the gods thl:'mstlve$. Nyarlathotl:'p is particularly well known for 
his thousand avatars (or masks). Though there are no avatars in this chapter, some appear 
in The CrI!ature Companion. 

ELDER GODS: these deities often seem uncaring of humanity, but sometimes are frit.'ndly 
toward it. They are often t.'nemit.'s of the Great Old Ones and Outer Gods, and may even be the 
inventors of the Elder Sign. Some elder gods are far-removed from Earth while others-such 
as Bast and Hypnos-ha~'e betn worshiped as mostly benevolent human deities. 

GREATOLDONES:thl:' malevoll:'nt dl:'ities of thl:' Mythos which are most frequl:'ntiy wor­
shiped by humans. Many participate in the affairs of humanity, always to the detriment of the 
species. A number of Great Old Ones are imprisoned on Earth, often beneath Elder Signs. 

OUTER GODS: thl:'greatest deities of the Mythos. They may be true gods or simply cosmic prin­
ciples. They are almost universally known and feared. Nyarlathotep is the messengtr and the 
soul of the Outer Gods, though what this entails is not I:'ntire!y known. 

OtrrER GoD 

He descried ... in tJre pool a groyi5Jr, horrid mass tJrIlt nearly cJroked it from rim to rim. Herr. it 
mmed, was tJre ultimate source of all mistreation and abomination. For the gray mass quobbtd 
and quivelTd, and swelled perpetually; and from it, in manifold [wion, wtre spawnell the 

ARHOTH 



/llUI/omies tll(ll Cll!pl I/II'(/), 011 fl'fry 

side tbrol/gll tile grollo, - Clark Ashton 
Smith, ~Thc Seven Gcascs." 

\ 

Manifest ly not nalive to Ihis planl'\, 
Abholh's protean form 3nd cynical mind imply 
relat ion to Tsmhoggua. The black caverns wherein 
it dwells and which it nevcr leaves may well be part of 
N'Kai, an underground world benr31h North 
Aml'r!ca. Some reports place these caverns di rectly 
ben~alh Iht' Nell' England village of Dllnwich. 

CULT: Abhoth has no known human worshipers. 
Underground horrors or Abhoth's own spawn 
worship it. 

OTIlER CHARACTERISTICS: obscene monsters con­
stantly form in the gray mass and cf3wl away from their 
parent.Abhoth's tentacles and limbs grasp many otfsprill£ 
and del'our them again , relurning them to the primal 
mass, but morc manage to escape. If someone nears AbhtJth, till' 
variOus monstrous spawn which continually detach from its body 
become mOTe and more numerous, and these may hnrry or attnd: 
investigators. Spawn of Abhoth 3re manifold and varied in appear­
ance; particuhrs are best leflto the keeper. Its spawn are no larger 
than SIZ 1 to 3D6, at least at first-afte r a rear or so of feeding and 
growing, a spawn may be any size. 

If a party is unfortunate enollgh to come llpon Abhoth itself, 
bubbling uncleanly in its pool of filth,Abhoth will put forth a prob­
ing hand or member which will lee! over the intruders, and then 
drop off and cmwl awa)'. The visitor willthcn either b.' se i7.cd and 
devoured by other appendages of Abhoth's or ignor~, at the keep­
er's option. Abhoth is known to speak telepathicall )' with intruders. 
but few hare returned from the meeting. 

ABHOTH, Source of Uncleanness 

STR40 CONlOO SlZ80 INTl3 

DEX I /l lO\'eO 

POW 50 

HP 90 

Damage Honus: varies by pseudopod, usually not more than + 1 D6 

Weapon: Appendage 60%, Grab and Absorb 

Armor: No weapon using kinetic force (an harm Abhoth permanently. 
Abhoth regenerates from all kinetic dam-

age m the flue or 20 pointS per mcl~e 
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1, 

round. Fire or magic will 
Gluse normal damage. If Abholh 

i~ rcdu(('d to 0 hit poilm;, it with· 
draws and sinks far al>':ly down into the 

carlh where it is inaccessible l\l 

further damage. II oo,e. toward th~ 
~urface after healing from its injurio:~. 

Spells: None, but it rna)' give M)meone th;tt 
it takes a r~nc)' to 0 por tion of il. own body. 

which could be used tn n~;\tt a creature identical to 
the spawn of Abhoth. 

Sani ty loss: seeing Abhoth costs I D3/1 D20 Sanit)' poinB. 

GREAT OLD ONE 

A dllrksollll! jorm, big as a croucilillg Illim Iml with !rlllg spider-like 
memhlm. .. He Sdw thllllllln,. 11'1/'; 1/ kiml of foce 011 tilt' squat (UOII 
bod)\ low down amid 111,> srlwlll-joilllcd h'gs. The joKe pured lip 
with II wcird expressioll of dOII/I/ .lIId inquiry: mill lerror cr(lwled 
tl/rough Ihe willS of Ihe b/Jld IlIlIIWllall I/S he IIII'I Ihe small, crafty 
eyes lilli/were r;r(it'll aboulwilh /l1lir.-Chtrk Ashton Smith. "The 
Sl'I'cn Gcases." 

Atlach·Nacha sllperficially resembles a huge and hideolls black 
hairy spider with a st range, re-mOldy hllman face and lillie red 
eyes rimmed with hair. II lil·<'s underground, ('temaJiy spinning a 
iantaStic web, bridging an unguessably di!ep chasm for unknown 
purposes. Old books cite the belief that whcn thc web is complet­
ed, th(' cnd of the world will come. In the rcmot~ past Atlach· 
Nacha's dwelling was faT benealh the continent of Hyperborea -
1110dl'rn Greenland. Now it may dwell beneath South America. 

CULT: Atlnch-NachJ is superstitiollsly beliel'ed to rule all spiders, 
perhaps because of its body filrm. It has no (ult among humans, 
but gil'es some sorcerers spells and POw. Sorcerers sometimes 
summon Atlach-Nacha I'ia various elder spells-a da ngemus 
appro~(h, however, for the spider-god hates leaving it5 eternal 
work of spin ning. Tbe children of ,\tlach-NachJ in the 
Dreaml;tnds~called the ll'ng Spiders-are known to worship 
Atlach-Nacha. 

ATTACKS do SPECiAL EFFECTS: Whll stumbles intn Atl3ch· 
Nacha's web is trapped. To escape, the vict im must match STR 
against the web's STR 30 on the Resistance Tuble. Friends rna)" add 
their strengths 10 pull fret' th,' I'ictim- roll aguinsl the total. In an 
hour or a day, Allach-Nacha appears to dispose ot the captil"e. 

The spider god ca n first fling more ~trands ol"er the vic tim 
and then bite. or it can bile at once. When it bites, it injects a par­
alyzing poison, leaving the I'ic tim incapahle of ac tion or defense. 
Allach-Nacha then Slicks the vic tim's bildy juices at Ihe rate of 
! 06 STR per combat round. If uncared -for. lhe husk soon dies. If 
rescued, the victim's STR returns at a ratc of J D4 points per game 
month of b('d·r~s t. During this time the rinim·$ hi t points ~an 
never excl'~d his or her Slit 

\l1.\fll \:\,11\ 



ATLACH-NACHA, the Spider God 

STR 30 CON 75 SIZ 25 

DEX25 

Damage Bonus: +206 

I , I 

INTI5 POW 30 

HP 50 

Weapons: Bite 60%. ~netrates any armor and injects POT 35 pam-
lyzing poison 

Cast Web 8O%.entanglement with STR 30 web 

Armor: 12 points of chitin and fur. If hit points reach uro, il flees 
across its complex wdJ to a secret lair where it heals. 

Spells: all Contact spdls. 

Sanity Loss: 1/1010 Sanity points to s« Atlach-Nacha 

OUTER GOD 

Tlrat Imt amorphous blight of nethermost confusioll which blm­
phemcs {md bubbles at the centre of ali infinity-tIlL boundless dae­
mall sultall Azathoth, whose name no lips dare speak uloud, and who 
gnall~ hungrily in inconctivable, unlighted chambers beyond time 
amidst the muJJlrd, maddening beatillg of Yile drur/U and the Ihin 
mOllolonous lI·hiM of accursed jlutes.-H. P.loo.-n:raft, ~ Drtam­
Quest of Unknown Kadath." 

Azathoth is the ruJer of the Outer Gods,and has existed since the 
beginning of the unirtrSe.1t dwells beyond normal space-time at the 
center of the universe, where its amorphous />.ZA THOm 
body writhes unceasingly to the monoto-

nous piping of a flute.l..esser gods -::l~=~~~~ dance mindlessly round Azathoth 
to the same music. Authoth is 
descnbed as both bl ind and idiot· 
ic, a ~monstrous nuclear chaos." 
The urges of Authoth are immedi­
ately fulfilled by Nyarlathotep. 

(' , 

CUU: Azathoth is little-worshi~,for thegod offers not even grat­
itude in return. Usually humans call upon Azathoth by acci&nt, 
and thereby unwittingly bring disaster and horror. Only the crimi­
nally insane would knowingly worship such a being. Nonetheless, 
such worshipers may have special insights into the nature of the 
universe, its origin. powers, and meaning, insights perhaps under­
standable only by other madmen. 

OTHER CHARA.CTERISTICS: Azathoth always manifests with a 
servitor Oautist to play its music, and 1010-1 Lesstr Other Gods. 
Summoners risk Azathoth striking out in irritation, the percentile 
chance equal to 100% minus ten percentiles for each Other God 
who arri\'ed, and minus another five percentiles for each magic 
point which the sorcerer expends to placate the god. The magic 
points sacrificed must be renewed each round. If Atathoth 
angers, it grows: on the first round that it attacks, it also burgeons 
out from its summoned confines, and its pseudopods have a 
reach of 50 yards. On the second combat round it has a reach of 
100 yards, the third round giving it 200 yards, and so on,doubling 
each round indefinitely. 

There is also a chance that Atathoth voluntarily <ic-parts if it 
becomes angered, equal to ten percentiles per round minus one 

percentile per lesser 
~:::::::", other god that arrived 

An area equal to 
its pseudopod radius is 

'<--"">- blasted by Aza­
thoth and to­

tally ruined, 
with cracud 
boulders, 

pools of al-
~~::kaline 

water, and 



dead splintered trees, but damage to in\'estigators is done by spe­
cific pseudopod. 

AUTHOTH, Seething Nuclear Chaos 
STR NIl. CON 300 SIZ varies INT 0 POW 100 

HP300 DEX NIl. Move 0 

Weapons: Pseudopod" 100% or Jess, damage D100 hit points + cor· 
roding the surface 

'As rht last aclioll ill a cammn round, rolllD6 10 learn rhe number of 
pseudopods wilh which Ala/holh lashes oulthal round and Ihe c/UlI1ces 
thor anyone is hil: 

1-=10096 J=:=JJ% 5=20% 
2 :5096 4::c25% 6= 16% 

IlIl't'5Iigalors cannol Dodge Ihese massil'e blflws. AI/ol allack 01 1I11/11i­

pit largets if desired. 
Armor: none, but at 0 hit points Azalholh is dispelled and not slain, 
and can return at full strength in 106 hours. It takes 306 damage 
from an Elder Sign, but destroys the Sign. 
Spells: oommands all the lesser Other Gods and much of the uni­
verse; fortunately it has 0 INT. 

Sanity Loss: 1 DW/l DlOO Sanity points to see Azathoth. 

ELDER GOD 

BeQllty-coolness-aloojness-philosophic repase-selfsufficien­
cy-tmtamed maslery-where else can we jiud Ihese Iltiugs with 
even half the perfection illld complelenfS5 tltal mark tlteir incama­
lion in the petrless and soflly gliding cat~-H. P. Loveaaft, ~Cats 

and Dogs." 

Lovecraft loved cats. It is proper that the Cat 
Goddess have a position of importance. She is rep­
resented as a cat or as a woman with a eat's head. 
In ancient Egypt she was often shown with a 
sistrum in her right hand, an aegis surmounted 

with a lion's head in her left hand, and a smaU 
bagslungover her left arm. She is also called 
Bastet or Ubasti. Bast may have dominion 
only over Earth and its dreamlands. for the 

cats of Saturn in the Dreamlands are inimical to 

CULr: the goddess of ancient Bubastis, in 
Egypt, Bast's cult eventually came to major 
Roman cities, including Pompeii. When she 
was actively worshiped, she was 

both" deity of the home 
and a lioness war 

goddess. Her worshipers always 
regarded her affectionately. Her cult seems 
not to hal'e survived among humans, except 
in the Dreamlands, but she may not care. All 
cats worship her in their savage hearts. 
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OTHER CHARACTERISTICS: like the other Elder Gods, Bast rarely 
takes action. If a person is rmarkably cruel to cats. she may act 
through her feline minions. If they cannot solve the difficulty she 
may come personally. She always appears with an entourage oflarge, 
sleek felines-mostly house cats, but including at least one lioness, 
tigress, or other big cal. 

ATTACKS & SPECIAL EFFECTS: If Bast must participate in a 
fight, she can transform one or both of her ddicatearms and hands 
into the tawny forelimbs of a lioness and swipe with them. Bast can 
both Claw and Bite in a round. Her attack penetrates armor with­
out diminishment of damage, and the dripping wounds do not heal 
until treated by magic or by a successful Medicine roll. 

BAST, Goddess of Cats 
STR 48 CON 25 SIZ 12 INT35 POW 30 

tiP 19 DEX45 APP21 Move 40 

Damage Bonus: +306 

Weapons: Claw lQO%,damagt IDS + JD6 
Bite 100%, damage ID 10 

Armor: nOTlC, but note spells entry below. 
Skills: Dodgt 100%, Hide 100%, Sneak 100%, Track 100%. 

Spells: her gent'Ta1 pDVo'ers include the fOllowing: 
(I) Commands all felines, anywhere in !he world. She can summon any 
number of cats, but they must travel normally to reach her. 
(2) Heals damage to herself or to a cal by apending one magk point 
per point of damage. 
(Jl Evades up to three attacks per round and stiU can Claw and Bite 
once each per round. 
Sanity Loss: no Sanity point cost to set' Bast. 

GREAT OLD ONE 

rhey worshiped a sea-green s/olle idol chiselled in Ille likelless of 
Bokrug, Ihe great waler-lizard; before which Ihey danced horribly 
whell the lIIoon was gibbous.-H. P. Lovecraft, ~The Doom That 
Came 10 Sarnath." 

Bokrug is a greeniSh-blue, iguana-like creature about twelve feet 
long. Itsscales are metallic in texture, and itseresglow bright yellow­
green. Feelers on its lower jaw replace the dewlap of a true iguana, 
and the spines along its back are razor-sharp. It has webbed feet and 
a tail flattened for swimming. Bokrug dwells near the ruins of 
Sarnath in the Dreamlands' Mnar, though legends claim it originally 
landed in the Middle East of the Waking World. 

CULr: one of the few Great Old Ones dwelling 
in the Dreamlands, its only worshipers 

were the flabby beings from Ib, who .... 'ere 
destroyed by the men of Sarnath. 
Bokrug now accepts propitiatory wor· 

ship by the folk of liarnek, who correctly 
credit him with the destruction of Sarnath. 

Bokrug's wrath may not descend for cen-

AST, BOKRUG 



tums. but his utterly destructive anger apunged mighty Sarnalh 
in a single night. 

OTHER CHARAITERISTlCS: if ever encountt'red, 0100 ghosts of 
Ib accompany Bokrug. 

AITACKS 6- SPECIAL EFFECTS: Bokrug attacks each round with 
one or both weapons. 

BOKRUG,Great Old One 

ST'JO 
DE,'(20 

CON6S 

Move 18 

Damage Bonus: +206 

SIZ 25 

Weapons: Rite· 8O'Ib. damagr JD6 + 206 

INTIO 

Tail Lash" 80'1&. damage 206 + db + grappk 

POWN 
HP 45 

'SUCUt(/illg, he call ktfp II grip and swil/law IIIIOlh" JD6 hil pomts 
tach 111m IIIllilthe target is s~·allowrd. 

• 'succeeding, the larget is boil/Iii and call fS{a~ol1ly with II RNistance 
Tub/, success ofSTR against STR. A[ll!rgrnppling, Bokrug rail hurl 
lIis victim UIO'IlY, bitt him, or simply hold him. 

Armor: 9 points of tough btad«! hide_ 

Spells: all COlllaCl spells plus Raise Ghost of Ib ( I D 10 ghosts per 
magic point), plus mainly minor speUs althe kttper's ortion. 

Sanity loss: 011 ~ Sanity points 10 stt Bokrug. 

GREAT OLD ONE 

The cars weTI' webbed and temadtJ, the trullk lerminaled in a 
huge flaring disk at leelSl a foot in diaml'ter .... /IS forelimbs 
M·eTl' hem slifJIy at Ihe elbow, alld its hands-it had 
human hamls-rrstcd palms upward on ils lap. lIs 
shoulders M'trt' broud and squart and its bream and 

cnormous stomach sloped outward, cushio"ilrg ~~;;;"' " 

Ihl' trunk.-Frank Belknap long, MThe Horror 
from the llills." 

Chaugnar Faugn squats in a cave in mountain· 
OlIsAsia,guardtd. day and night by subhuman thralls 
only vaguely manlike, woo hold rites so fOul that 
nooe dart descnbt them. Usually Claugnar Faugn 
mnains immobile on his pedestal, a grottsque 
statue. Legends say that one day the ~\Vhile 
Acolyte- \\ill come to bear Olaugnar to a new 
bod 

CULT: Chaugnar Faugn is primarily worshiped by the subhu­
man Tcho-Tcho people of the Tsang Plateau. In addition he has 
sca1tered cults among the humans of central Asia. Some of these 
have begun to spread, such as The Blood, which migrated to 
Montreal, Canada in the 18th century. 

OTHER CHARACTERISTICS: at night, Chaugnar Faugn may stir 
and hungrily feed on a sacrifice, or upon anyone at hand. Day or 
night, he may lurch from his pedestal 10 anoihilate unbelievers 
who enter his pre<incts. The disk-like snout at the end of his trunk 

is an organ which drains blood from a victim. laid on an open 
w(lund, thai wound nC\-'tr heals. 

A 5% chance exists that Chaugnar Faugn selS fr«" an excep­
tionally bra~ victim whose player's roleplaying has won the keep­
er's udmira\ion. If not hungry, the Great Old One may mrrdy maul 
a victim for I D6 hit points. 

The Great Old One may choose a human as a companion, and 
thereafter that mesmerized person loses I D10 Sanity points daily 
until mad. AI night Chaugnar Faugn lap; his snout-disk on his 
companion, incidentally inducing the captivc's nose and ears 
gradually 10 grow into caricatures of Chaugnar Faugn's. 
Psychically linktd. to thr companion, Chaugnar Faugn controls 
his or her will. If no other victim is handy, the elephantine god 
suckles from tht' companion, who lost's I CON each timr. 

ATTACKS 6- SPECIAL EFFECTS: if Chaugnar Faugn loses more 
than 90 hit points, he bemmes inert and lifeless. Depending on the 
alignment of the stars, he requires months, deatdcs, or centuries of 
rituals and sacrifices to br restored to life. 

CHAUGNAR FAUGN, Horror from the Hills 

STR65 

DEXJO 

CO~ ]40 

Movt70 

S]Z40 INT 25 pow 15 

liP 90 

Damage Bonus: +606. 
Weapons: Grapplc 80%, grapples first to hold immobllr for Bite 
Bite and I)min ]00%, lose] 06 hit points rach round. 
Psychic Stnding ]00%, the target dreams of Chaugnar Faugn and his 

greatness. If of a sensitive nature, the target may become 
obses5(d by th~ dreams. 

Heart Allack' JOO'lb, damage as ketper chOORs. 
Mesmerize SacrirlCt'" JOO%,causes targel to go to Chaugnar 

Faugn to a .... ait destruction. 
'to lI'am off Ihis aI/act, largtt mWf receil'f~ a result of 
CON x5 or 1m 011 0 1()(); surruding. fhe ron mwl sue­

{ttd a $fcond limt or largtl/oscr 106 hil poinu 
Illld fall unconscious. 

• '1M rarg<-I may break Iht Im,ret if rtCdving II 
resull of his or her pow xl or 1m Oil Dloo. 

Armor: no ordinary weapon or mechanical 
deviet does damage, defends against enchantn! 
impaling weapons with 10 points of super-dense 
hidr; resists C\~ the most powerful forces for 15 
minutes befort disincarnalion. 

Spells: Contact Chaugnar Faugn, CuTS(" of 
Chaugnar Faugn, Summon/Bind Brother of 

Chaugnar Faugn. othC"rs as the keeper desires. 

Sanity Loss: inert. he costs 011 06 Sanity points to 
see; animated and active, he costs! 04/2D6+ I Sanity points; seeing 
Chuugnar Faugn's mutated companion costs lfi D6 Sanity points. 

GREAT OLD ONE 

Bul el"('n Ihough 14't'!rad shielded out t)'tSo it was impossible not to sa 
tire greal amorphous sJr<lpes slreaming skyward from Ihis accursed 
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place, nor the equally grelll being hovering like a cloud of /ivingjire 
above the trus.-August Derleth, "The Dweller in Darkness:' 

Cthugha resembles an enormous burning mass continually 
varying in shape. It dwells at or near the star Fomalhaut, whence it 
may be called. [t is one of the most obscure and remote of all the 
Great Old Ones. 

eua: no cult appears to be connected with Cthugha, though scat­
tered tire cul ts to it ha~'e existed in the past, such as the church of 
Melkarth in ancient Rome. [t is served by entities known as fire 
vampires. In some books, the fire vampires are stated to be ruled 
by a being known as Fthagghua; perhaps this is just another way to 
spell Cthugha. 

OTHER CHARACTERISTICS: Cthugha has the telepathic abilities 
common to the Great Old Ones, but does not seem to communi­
cate with humans in any fash ion, and must be summoned to be 
dealt with. 

ATTACKS 6- SPECIAL EFFECTS: Automatic Scorch Attack. sum­
moned, Cthugha brings 0100 xlO flame vampires with it, which 
immediately begin to set the area alight. Cthugha itself floats 
above, scorching and burning the entire site. Ilumans in the 
area lose hit points to the heat, starting in the round 
after Cthugha comes. Each round the players must 

points are lost before CthlJgha is strlJck and, if the weapon is 
destroyed, Cthugha takes no damage. (2) Bullets and other projectiles 
do normal damage to CthlJgha, but only after 14 has been subtracted 
from the amount of damage actually done. A reslJlt ofO or less does 0 
damage to Cthugha. 

Spells: all spells concerning entities of flame and itself. 

Sanity Loss: 10111 020 Sanity points to s« Cthugha. 

GREAT Ow ONE 

A marlstc'/' of "agllely amhropoid outlille, bur with all octopus-like head 
whose fare!>"as 0 mass offeelers, a scaly, rubbery-Iookillg body, prmfi­
gious claws on hilld alld fore Jeel, and IOIlg. narrow wings behind. This 
thillg .. . was of a somewhat bloated corpu/enCl' . ... It lumbered slob­
bt.'l"illgly i/llo sighl alld gmpi7!gly squeezed itsgelatillous greell mllllt?/!­

sity through the blark doorway .... A mountai7! walked or stumbled.­
H. P. Lovecraft, "The Call ofCthulhu." 

Great Cthulhu's body form is not fixed. He can warp and mod­
ify it at will, extending new limbs, ret racting old ont's, greatly 
increasing his wings' area and reducing his body's size to enable 

flight, or etongating a single limb or tentacle to t'nable it ta 
writhe through yards of corridor. However, his overall 

attempt to roll CON xS or less on 0100. Upon 1i;,~i';,C.':;"':;::;: 
shape is tied to the form described. Thus he might 

expand or contract his wings, but would never 
completely absorb them. All of his forms are 
recognizable as caricatures of Cthulhu. 

failure, the investigator loses I hit point per 
round until death. The only way to survive is 
to flee the area, a roughly circular area with 
a diameter of 2010 x20 yards. Cthugha does 
not depart until that area has been thor­
oughly blasted and burned, unless first dis­
missed by means of a spell. 

Pseudopod Attark. Each round, Cthugha can 

Cthulhu dwdls in the corpse city ofb13ck 
R'lyeh, sunken deep bent'ath the surface of 
thl! Pacific. He is in a living death while there, 

btl! someday the city will rise and he will wake, 
freed to roven and slay across the world. In the 

form 1 D4 pseudopods from its formless mass with 
which to flail or squeeze individual targets. Each allackcan be 
upon a different target. 

C1'1::lUGH~. 

city are also entombed other members of Cthulhu's 
race. Cthulhu is evidently the high priest and ruler of 

them all, and is by far the most potent. 

Flame Burst Attack. It may belch forth fire instead of using 
pseudopods. A flame bust has a range of 1 SO y,mls and blankets 
the target site with fi re, incinerating an area 20 yards across. 
Players of all wi thin the area must roll their in,'estigators' CON 
against Cthugha's POW on the Resistance Table: a faili ng roll indi­
cates damage equal to Cthugha's POW.A success indicates hit poillt 
loss equal to half Cthugha's POW, a dubious benefit. Body armor is 
of no help agaillst this attack, but an intervening wall or embank­
ment would be. 

CTHUGHA, The Living Flame 
STR 80 CON t20 SIZ t40 

DEX21 MO'o'e 0 (aerial drift) 

Damage Bonus: 1306. 

[NT2S 

Weapons: Pst:udopod 40%, damage 106+ 1306 
Flame Burst 60%, special 

PQW42 

HP 130 

Armor: (I) Any attacking haod·ta-hand weapon magically takes 14 
points of damage in the round in which it strikes Cthugha. The hit 

186 

CULT: Cthulhu's cult is the most widespread and popular cult of the 
earthly Great Old Diles. This cult believes that CthulhlJ plunged from 
the stars with his kin and built a great prehistoric-city at R1yeh,Tuling 
the world. When the stars 
changed, their continent 
sank beoeath the sea, 
and the ci ty and its 
inhabitants fell into a 
death-sleep where they 
await their reawaken­
ing by members of 
Cthulhu's cult. When 
R'~"Ch rises abOl't' the 
waves, members of the 
cult will be required to come to it 
and open the vast black door behind 
which Cthulhu dreams, whereupon he will awaken and 
rise to revel across the world in wild abandon with the faithful. 
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· , 
Entire tribes are Ti"Corded as worshiping Ohulhu. Remote Inuits 

are mentioned. So are degenerate Louisiana swamp-folk. I Ie Set'ms 

10 be most worshiped among sea-folk, or beings that 
livt' o!.'ar the sea. He. is served by thc beings 
known as the deep ones as well as by thc 
oclopoid things known as the star-spawn 

Ohulhu. Cthulhus cult is prehistoric and of ~~~~~ 
Illany variants. and Cthulhu himself has ~ 
many names, most of which (an bt' traced 
back 10 their original form. Thus two of his 
names are T\llll and Thu Thu. 

OTHER CHARACTERlSTfCS: though in 
millennial ~1N:p, Cthulhu is known \0 send 
horrifying dreams to mortal men, which 

may have tipprd some people into madness. 

ATTACKS & SPECTAL EFFECTS: each round llJ3 im'cstigators arC 
scooped up in Cthulhu's flabby daws to die hideously. If Cthulhu 
were JUS! emerging from a vas! hole, or ifhe II'ne to stoop O\'er, the 
investigators might also be al\acked by Cthldhu's facialtcntacJes, 
which CJn grab four people per round and which can penetrate 
smalJ openings. 

At 0 hit points, Cthulhu bursts and dissolves into a disgusting. 
cloying greenish cloud, then immediately begins to reform. He 
needs I D I 0+ I 0 minutl's to r('gain full solidity and, when he does, 
he then ha~ a full 160 hi t points once again_ 

Cthulhu could Ify to grab 3 plane or similar object with his 
claws to keep it from hitting him . lfhe so tries, he is automati ­
cally successful. 

GREAT CTHULHU. Master of R'lyeh 

CON 110 SIZ 2JO INT 42 STR 140 

DEX21 Move 24 Stridt'120 SwimIJ6 Fly 

Damage Bonus: +2 1])6. 

Weapon: (bw IW/b, damage 106 + 21D6 
T~ntade 100%, damage 1106 

POW42 

HI'16O 

Armor: 21 points of trJnsdimensional muck and muscle; additi(lIlal -
1)"_ he regenerates 6 hit points per round. 

Spells: knol'l's hundreds of spells but not Summon/Bind Nightgaunt 
and Contact Nodens; he might impart C..ontact Deep Ones or Contact 
Cthulhu \'i~ terrifying dreams. 

Sanity loss: 1 D 1011 01 [10 Sanity points to see Cthulhll 

GREAT OLD ONE 

Tlu'Y $(/lV 111m il was a gigantic eye slaring dowlI althem. Arvulld the 
f')'I', the sky split: deep deJis opelled Ihrougil which darklless began to 
(IOU. a dllrk'1('$5 biarker thml the night, which crawled dOWl1 as a set 
vf slimy tell/ades, II/king 011 more form, more defilli/e shape ... some­
thing wa$ standing, uUlline" agaillst the blllck sky, somethillg which 
had tell/ades of dl!fknes5 and a greell-g/(}willg eye,-Eddy C. 
Berlin, "Darkness, I>ly Name Is." 

(Y\t(j!t.\. D.o\Ulrtlll 

" , 
Cyaegha is an enormous bbck mass with one huge spherical 

green eye. It is possible that Cyaegha's form is simply that of the huge 

C'it-.EG!-!~. eyt! surrounded by long tentacles, 

CULT: Cyaegha is worshiped by the resi­
dents of:l small village over its resting 

place in a remote part of western Ger­
man)'. The cult holds human s:1(ri ­

fice, bUI Cyaegha cares litlie for worship, 
onl)' for Ihe day of ils rdease_ 

ATTACK & SPEClAL EFFECTS: if 
freed, Cyaegha drifts over an area, sur­

~,"~)=""~ I'eying all below, randoml}' picking 
hllm3n targets to crush and squeeze 
I~ith its tentades, 

Attacking, Cyaegha deploys 1 DIO tenlades per round. 

CYAEGHA, Great Old One 

STR80 CON 120 SIZ200 

DEX 14 MOvc 1511ying 

Damage Bonus: +0. 

Weapon: Tentade 100%, damage 806. 

lNT 10 row 35 

HP 160 

Armor: IlOne. bUI takes minimum da!ll~gc from impaling wcapons. 
R!.'aching 0 hit points. Cj'3l-gha rctl'l.'atS underground. 

Spells: whatel'er Call/Dismiss or Coma't spells the keeper wishes. 

Sanity loss; 1 DlOll D 100 Sanity points to SCI' Cyaegha. 

OUTER GOD 

NOI silapeil'5S, bUlso complex Ihrll Ilze eye could recognize no describ­
able shape. There were hemispheres (llld shil/hlg meral, coupled by 
/ong plaslic rods. Tire rods were vf 1/ jla! gray (olor, sotha! he collid 
I/IJI make 011/ widell were nellfer; they merged into II j1a/mass from 
which prolmded individual cylinders, As he looked al ii, he had /I 
curious foelillg Ihat ql's gleamcd from be/wan Iliese rods: blllwher­
t'l'I.'r he glilllced at the (Ollslruffion, he saw ollly the spaces be/wl.'en 
tht'II1.-Ramsey Campbell, "The Render of the Veils." 

A strallge, geometric being, [Jaoloth does nOi appear to be par­
ticularly malign. It lives somrwhe)"t' beyolld our lmivl"rse, but may be 
SUrtlmonl>d il1lo it. 

CULT: Daoloth is currently worshiped on Yuggoth and other alien 
worlds. but seems 10 have lillie earthly cult. His astrologer-priests 
e'dO see the past and future. and perceive 
how objects extend into the last 
dimension. Th(1' gain th!.' POI'I'(.'f 
10 lral'd into other dim!.'llsions 
and to s!.'e oth!.'r types of real­
ity. Seeing DaolO1h is disas­
trous, for the human ere at­
tempts to follow the god's out-



line, and thaI speedily causes mndn<.'ss. Daoloth's few human 
cultists summon the god only in absolute blacknes~. 

CHARACTERISTiCS: the god's presrllcc causes disaster among 

humankind. If he is no! carefully hrld inside some magical barri­
er, his form expands and engulfs anyone nearbr. Those engulfed by 
Daoloth are im-mediately send to distant and dismal worlds or 
alternate dimensions, from which they rarely return. 

Daoloth moves unconventionally, either by cxp;mding his 
shape or by slipping through dimensions. lie expands at 8 meters 
radius per TOlmd, and can continue expanding to any size. 

DAOLQTH, The Render of the Veils 
STR N/A 

DEX 30 

CON tOO 

MoveS 

Damage Bonus: N/A. 

SIZ varies lNT SO POW 70 

UP 100 

Weapon: Engltif, automatic success, sends victim to other pliln~. 

Armor: anything suiking or penetrating Oaoloth i~ tran.,ported to 
another dimension, but any spell which the keeper thinks appropri­
ate might do harm to hit points. 

Spells: it might know any spell dealing with seeing or trul-eling to 
otha worlds, pbnes, and dimensions, and whatever other spells the 
keeper thinks appropriate. 

San it)" 1.0$s: I 01OI1DlOO Sanit)' points in the first rollnd the god is 
visible; in su"ecding rounds automatica lly lose 1 D 10 Sanity points 
while nearby. 

CEihort 
GREAT OLD ONE 

Ther/ mill!' pale Inol"ement ill Ihe well, ami £omfrhillg clambered lip 
jr{)/n fhe dark, a bloated blmlched oml slIpporred olllllyriad flesiliess 
legs. Eycs Jorllled ill tht, gclatillaU5 oml alld stared at hilll.~Ramsey 
Campbell, ~Before the Storm." 

Eihort is a monstrous being which li"es in a labyrinthine net· 
'fork of tunnels deep beneath England's Severn Valley. 

CULT: Eihort's only known cults are in the Severn Vallcy, particular­

ly in the cities of Brichester and Camside. Typically a group of 
dl'mentcd humans is led by a group of Eihort"s Brood, which hav{' 
formed themselves into the simulacrum of a human. 

ATTACKS 6- SPECIAL EFFECTS: Eihorf's Borgaill. Cornering a 
human victim, Eihort 

questions the captive, /:<~~:;;::::~~~ 
and if the captil'e ~ 
refus{'s Eihort, he 

smashes him 
or her dead . 

., 
Who{'vcr would survive must accept Eihort's Bargain, and accept 
impiantati011 of immalUre Brood into his or her body. Progressil'ely 

horrible and Sanity·wracking drt'ams begin, costing 104 Sanity 
points and adding I D3 Cthulhl! Mythos. affecting the victim in thl' 
coming months. The maturing Brood fight the Bargainer for con­

trol of his or her body. After D 100 months. the struggle cl imaxes as 
terrifying visions wrack Ihe Bargainer's brain, and at last the 
malure Brood split open the Bargainer's body and emerge from 
within and scuttle off. Thc Bargainer always dies. 

EihorT's 8rood. The)' are small, globular. white grub-like or spi­
der-like creatures, ('asily slnin. Their s)'st{'matic destruction risks 
Eihort's wrath. After their grisly birth. the Brood hide until the Great 

Old On{'s walk the Earth ag~in. Thl'n they willl11etamorphos~: into 
smaller versions of Eihnrt, and thereafter attend him. Brood are n01 

intelligent or aggr{'ssil'l', but thr)' can gna'" motionJess targets to the 
bone. In IOlD minutes <I group cao do I hit point damage to a 
defenseless target. 

EIHORT,God of the Labyrinth 
STR ~~ CON 110 SIZ 50 INT2S 

DEX 12 MoveSI] su rfacelburrowing 

Damage Bonus: -t-5D6. 

POW 30 

HP65 

Weapons: Bile 70%, damage 503 + paralytic poiwn POT 15 
Crush 85%, d~mage SD6 10 alJ in to-foot radius 

Armor: none. All physical attacks do minimum damage. 
Additionally, Eihort f<.'gencralcs J hit points per combat round. 
Brought to 0 hit points. his rem~ins ooze into the gmund and he 
regenerates 50me ..... her(· far within Ihe earth. 

Spells: Cloud Memory, all Contact Deity spells. Crrate Gu te, 
Summon/Bind Chthonian, Sllmmon/Bind GhOll1. 

Sanity 1.05-5: \ DM I 1)20 Sanity points to 5e~ Eihort. 

GRfAT OLD ONE 

Nothing I coliid say could C\'ell adwllbmll' till' loathsome. Imilv/)', 
IlOn·hulIIllII. exlm'glililrtic iwrror IIlId IlrItefiilncss mllilllll/llCmble 

cl' ii oj 111m forbiddl'lI Spllll'lI (lIb/ad; (/11105 lilld illimilllblc lIight.-
H. P. Lorecraf! and Ha'lel Heald, "Out of the Eons.~ 

Ghatanothoa is known to be exceedingly horrible, with myriad 

tl'ntades, maws, and sensory organs, with a definite dn'Jdful outline. 
In ancient /",-lu Ghatanothoa dll'elt in a burrow beneath a city origi· 
nally built by fungi from Yuggoth, though generally inhabited by 
primeval humans. Thl' burrow II"aS surmounted by a truncated vol­

canic cone. When IIlu sank, the god's home was overlaid by the waves 
and he WllS no longl'r frec. Sometimes tl'Clonic upheavals force 
Ghntanothoa's dwelling place to the surfacc, as if in horritic prepara­

tion for that awful dar when it will rise, along with R'I)"ch. to sink no 
more. Investigators might bewarl' any island betw~en Ncw Zraland 
and Chile that matches the description ofGhatanothoa's abode. 

CUI.T- Ghatanothoa is sometimes tied to lIoigor. At present. no 
human cultists are known for him. In ancient times. the priests or 
Mu unwillingly offered periodic human s;lcrificls to Ghatanolh03, 

['IIOKT "'u 1 Ii II \ 
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lest he rise from bisatinci volcano and work 
greater carnage. Certain fungi from 

YuSSOth also strved Ghatanothoa 

GHA'l'f-.NOreo~. 
Gla.aki currtntly dwtlls althe bollom of a lake 
in (he Sevtrn River Valley (in England) from 

whence it summons new cultists by a 
~dream·puUW -the sending of hypOO(ic 

drtams to potential initiates. Glaaki is 
in these ancienllimes. 

ATTACKS 6- SPECIAL EFFECTS: 
Curse of Ghatanorhoa. Anyone in 
\'isual proximity to a ptrfect imagr 
of Ghatanothoa ~i\'t'S Ihis CUI"$(. 

Each round that the image of 
GhatanOlhoa is present, the human 
\"itnesses must auempt CON 15 
rolls on 0100. Uron failure, the 
investigator loses IIJ6 Df..X, muscles 
stitTen, and creeping paralysis begins. If an im'estigator's DEX is 
brought to lero. complete immobilization occurs, a petrifaction 
process normally irreversible. 

In a few minutes, the victim's ncsh and sinews rapidly harden 
\0 the consistenC)' of leather and bone. The brain and olhC'T inler­
nal organs remain fresh and alive in this hard, immobile case, 
aware yel unDcar~bly imprisoned. Only the destruction of the 
brain can end the victim's suffering. The blind, numb victim loses 
I D6 Sanity points per day until reaching permanent madness or 
the forgiving releas«' of death. 

When he is atltssthan 0 hit points, the Gre.1I Old One's curS( 
is inoperative. Once rtgenerating to at least + I hit point, petrifac­
tion procffils normally. 

GHATANOTHOA, Lord of the Volcano 

SiR 90 CON 80 SIZ 140 INT 20 POw 35 
DEX 8 Movc9 HPltO 

Damage Bonus: N/"_ 

Weapon: Tentacle 80%. damage 706 

Armor: IO-point hide; rtgentrates an additiooal lO hit points pt'f round. 

Spell: knows all Summon/Rind spells, as .... 'CII as Contact spells for 
Great Old Ones, Chthonians. J)e.ep Ones, Flying Polyps, Ghouls, Star­
Spawn of Cthulhu. and Sund Dwellers. 

Sanity Loss: 101011 DIOO Sanity points to s~ Ghatanothoa. but 
that's the Jea~t of the investigator'S troubles. 

GREAr OLD ONE 

From Iln ol'flllxxly protnldtd countlm thm, poillttd spint'S of multi­
coIorrd m"luI; III tflr more rounded tml of tht om/II circular. thick­
lipped mOlllh fomlrd Ihe crnler of a spollgy face,from which rose IhTlY 
ydlow ryes on Ihi" stalL. Around Ik IIndersu/e of Ihe body were many 
"lIite pyrnmills, pmumubly used for /oromoliotl. The diameter 01 Ihe 
body must hal'!' b«n len f«t at ils kast wide _ . . /allg siulks lwerel 
twistiug OOOI't il .. , [thel sha~ lowmd, pulli"8 ami shaking with 
drolet/jng I'ibmlion .. II spille slijJtned lowom la victiml. 
-Ramsey Campbell, "The Inhabitant of the lake.~ 

GLAAKI 

wnk now, and without the strength 
drawn from the initiation process, it 

cannot send tht' dream-pull any 
distance. But whenever someone 

comes to live nearby it can S(nd 
the dreams, or it can dispatch 
servants of Glaaki to capture or 

guide new initiates. 

CUIJ": Glaaki heads a particularly loathsome cult in 
which most members art undead. On occasion living humans hal"C 
worshiped Glaaki but currently the area around his lake is deserted. 

ATTACKS & SPECIAL EFFECTS: The Dream-Pull. Glaaki mainly 
uses the dream-pull to draw victims to the lake for initiation. The 
target'S chance to be cwerwhelmed by the dream is equal to Glaaki's 
magic points minus the victim's magic points on DIOO. For each 
half-mi le of distance between the victim and Glaaki's lair, add I 
magic point to the victim's total for the effect of this calculation. 
Glaaki can try once per night, for as many nights as desired. 

For initiation, the novice stands on the lalre short while Glaaki 
rises from the deep. Glaaki drivrs one of its spines into the victim's 
chest and then, on the nm round, injects a fluid into the victim. 
Normally the spine 
kills the human vic­
tim. The spine detach­
es from Glaaki, and from 
it grow protrusions 
through the victim's 
body. When 
growth is com­
plete, in a nighl 
or two, the spine 
drops off, leaving 
a livid spot which does 
not bleed 3.lld from 
emanates a network of red lines. 
The victim is then an undead s1al't, a S(rvant of Glaaki. 

Conditions: if the damage from the spine fails to kill the target 
before the fluid is injected, the victim Decomes an undead horror, 
but is not subject to the will of Glaalci.lf possible Glaaki has its set· 
l'ants capture such an individual and hold him or her while it dri­
I'es in another spine to force proper servilulk. If the victim man­
ages to brtak off the spine during the round in which he or she is 
slabbed and before the fluid is inj«ltd, he or she dies anyway but 
does not Derome an undead slare of Glaaki. In tht rare instance 
thai the spint does nOI causeeoough damage to killthevicrim, and 
is broken off before Iht fluid is injected, the victim can remain a 
normal human being. Glaaki's undead slal'Cs may hold novices 
tightly to pre'o"l'ntlhem from breaking off spines prematurtly. 
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GLAAKI, the Inhabitant of the Lake 

STR 40 CON 60 S[Z 90 tNT 30 

DEX 10 Move 6 

Damage Bonus: N/A. 

Weapon: Spine 100%, damage 703 

POW2S 
HP75 

Armor: 40·poinl integument; each spine has 4 points of armor 
and 6 hit points. 
Spells: Glaaki knows most spells, and leaches many 10 his WOt· 
sbiper·sta\·es. 

Sanity Loss: I OJ/I 020 Sanity points In see Glaaki. 

HASt"r t~< U NSr;1:;l;f. 
GREAT OLD ONE 

Utterly alien landS('upe .... Foreground II deep lake. Ham In five 
minules the water brgan /0 ripple where somelhillg rost. Facing 
inward. A titanic aquatic being, tentacled. Dc/opoid, but far,far larg­
er-ten-twenly times larger Ihan the giant Octopus apa/lyon of 
the west coast. Whal was its /leek alO/Ie Msily fifteen rods ill diame­
ter. Could 110/ risk chl/nce of seeing its jilCe.-August Derleth, ~The 
Gable Window.n 

Hastur the Unspeakable d"''ells near the star Aldebaran in the 
constellation Taurus. He is connected wi th the mystic LakeofHali, the 
Yellow Sign, nnd Catoosa, as well as the things that dwell therrin. He 
In<l)' be connected in some way with thr pov.·er of Highl through 
space. His appearance is disputed. In a reponed instance of posses. 
sion by Hastur, a corpse took on a bloated scaly look, and the limbs 
became boneless and fluid. The things in the Lake of Hali look 
octopoid from a rear view and are related to HaslUr. They also hallt' 
unbearably horrible faces. Still, Hastur's appearance is largely up to 
the individual keeper. Hastu! is served well by the byakhee, an inter· 
stellar flying race. 

CULT: the cult of Hastur is moderately common on Earth, nnd the 
abominable Tcho·Teho peoples are reputedly among his wor' 
shipers, as are the Brothers of the Yellow Sign. Hastur's cult is par· 
ticularly loathsome, and 
is more widely known 
of than it is 
belonged 

refer to Hastur as He Who Is Not In Br Namro. This may be a mls 
apprehension, stemming from his title, "The Unspeakable.~ 

OTHER CHARACTERISTICS: HaSlut is summon able only al nighl 
When HaSlur is presenl each round three individuals within 2-
yards of the horror must suecessfu1!y Dodge or be grasped b 
Hastur and destroyed on the follow ing round, Hastur does not nor 
mally attack friends or worshipers. He must always leaw that por 
tion of the Earth where Aldebaran is below the horizon. 

HASTUR, He Who Is Not 10 Be Named 
CON 200 S[Z 100 STR 120 

DEX30 Move 20'SO firing 
Damage Bonus: + 1306. 

INT 15 

Weapons: Tentade'C]aw JOO%,damage death 
Armor: 3O·point thick, scaly, rubbery, and baggy hide. 

POW 35 

HP ISO 

Spell: Brew Space M/.'"dd,ail Call and Contact spells. Summon/Bind 
Byakhu, and others the ket-per finds appropriate. 

Sanity Loss: 1 DIO'lOIOO Sanity points to Set Hastur. 

Youl/g wilh the )'oulh Ihal is oU/side lime, 
and wilh a beauteous bearded fact, 
curved, smiling lips. Olympillll brow, 
alld riel/51! locks wllving I/Ild popp)'­
crowned.-H. P. lovecraft, 
~Hypnos." 

\\1:- also Jearn that his true form 
is as distorted and fearsome as the 
worst of nightmares. As the god of 
slet'P, his nature is tiro to the s!eep­
boundary between the waking world 
and the Dreamlands. and dreaming 

ELDER GOI 

sleepers tr.lvelthrough his dominion. H'iPNOS 

CULT: though Hypnos has on occasion visited the Waking World 
he has not had a known cult there since the tim. 

of the Greeks. In the Dreamlands Hypno 
is worshiped by certail 

;;",;~?~~.... nonhuman entilies. 

~~~~OTHER CIIARAC 
TER1STlCS: should ; 

dreamer o\'Crreaeh himsel 
or attract Hypnos' attention 

the god may transform the sleepe 
into a form more suitable to him. I 

transformed sleeper is altered as Hypno 

~~:::~:=:;:desires, though no characteristic can increas, 

~~~:~~~J~~~~R~~i~~~~~~~~~pabov,e SO. The victim's skills do no 
change, eKCept as a new shape pre 

... "" ... .,;Ol;i I'ents or promotes their use. Ne~ 

-19:-:0---- "" 
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D I I I , 
abilities may bt granted, or old abilities taken away. Generally the 
victim must m.,·ell with Uypnos rO~\'Cr, and nf'\'eI' returns to Earth. 

HYPNOS, Elder God, Lord of Sierp 

STRW 
DEX,. 

CON 100 SIZ 12 
APP 30 MoveS 

Damage Bonus: +1D4. 

INTSO POW 85 

HP56 

Weapon: Transform 1(lO%.damagt' is the transformation 
Armor: immune to everything which does nol simultaneously 
uist in the Dreamlands and the Waking \';~rld; thus is endan­
gered only by dreamers in their dreams, ilnd by deities. 

Spells: transformation ability. 
Sanity Loss: set'ing Hypnos' true form costs ID6f\ D20 Sanity 
points. 

GREAT OLD ONE 

The stars had bun blottetl out ... thegretlt cloud which had obscured 
the sky looked CllriOUS/y like the outlint of a great man. And ... where 
the top of the -,loud- must haw b«n, where the head of the thing 
should how 11«11, thm !I'm' two gl£amillg stars, I'uible de-spite the 
shadow. TWO gkumillg stars. burning bright-tiu ~! -August 
Derleth, -The Thing That WalW on the Wind." 

Ithaqua is reported from the Arctic and sub-Arctic, where ~'ative 
Americans encountered him. He is knOl'l'n 10 stalk the l'>"3Stes, track­
ingdown hapless tf1l\'e!trs and carrying thtm off. Such unfonunates 
are sometimes found alive, and they linger living for a whik, unable 
to explain what has h~ppened 10 them. Most are found dead Io'eeks 
or months later, buried part",-ay as if dropptd from a height, frozen 
solid in positions of great agony, and missing random Dody pans. 

CULT: hhaqua has ~ minimal cult, though many fe~r 
him in the far north. The inhabitants of 
Siberia and Alaska m~y 1t'~\"C sacrifices to 
keep the Wt'ndigo from haunting 
their camps, but org~nized ____ ~""l 
worship seems to De r~re. 
Ithaqua is more widely 
worshiped on the 
faraway world 
ofBoR'3. 

!THAQUJ.. 

ATTACKS 6 SPECIAl. EFFECTS: if Ithaquil is within a few dozen 
yards, he can uS(' mighty winds 10 attempt \0 whisk victims into 
the air. Playt'rs of thost altack«J Ihis Io'<ly must roll on the 
Resistan« Table, matching the investigator's STR against lthaqua's 
STR on the Resistance Table. Ifllhaqua is auackingSt'Vefal im'eSli~ 
gators, divide his STR among them. 

If within reach, Ithaqua may grab with one mighty claw per 
round. Anyone grabbed is automatically held as well, if Ithaqua 
desires. 

ITHAQUA, the Wind-WaLker, the Wendigo 

STR 50 CON 150 SIZ 100 INT 10 POW 35 

HP 125 DEX,. Movr 10 J 100 flying 

Damage Bonus: +806. 

Weapons: Wind Gust 100%, damage lift and drop' 
aaw 80%, damage 606 (damage ignores any armor) 
'/DIO xlO fter. Each /0 fcct dropped ff]UII/S 106 dal/wge. 

Armor: 10 points of skin and thick rime. 

Spells: All Call and Contact spells. 
Sanity Loss: I DIO/IDiOO Sanity points to 5e'C hhaqua; 1/1D6 Sanity 
points to hear the howl of the Wendigo on tilt North Wind. 

OlITER GODS 

To which detestablt pounding and pipmg donce sloll"ly, awkward~ 
and absurdly the gigantic Ultimatt gods, the blind, voiceltss, tent­
brous, mindless Other Gods whou soul and meswngtr is the 
Crawling Chaos NyarlothotqJ.-H. P. Lo\'«raft, -The Dream-Qut'St 
of Unknown Kadath.~ 

In addition to named gods who may attend Azatholh, there is a 
company of entitit's seemingly minor or less imponant. tht Lesser 

Other Gods. They numbtr among the btings known to 
dance for Azalhoth, as well ~s several olhers worshiped 

in various places. These spawn monstrous larvae 
which may grow into new gods. 

CULT: the lesstr Other Gods possess only small 
cullS, and the keeper should determine any namt's 
n~eded. Most are as mindless ~s their master, 

Azathoth, but they possess less power and are safer to 
approach. A lesser god may grant protection 10 wor­

shipers, or they may bt able to exploit the god by ~ting 
it to unwittingly complele tasks for them. 

OTHER CHARACTERISTICS: since lhese gods are 
at ltast a little different from ont another. vary 

their powers and attacks. In conjunction with 
their masters they might manifest much 

grtater pov.·er. Types other than the 
one described htre exist, some with INT, 

greater Silo and so forth. 
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LESSER OTHER GODS, Minor Deities 
cha r. rolls Ill'erages 

ST' 4D20 " CON 10100+20 70·71 

SIZ 11)100+50 100·101 

INT 0 G 

row IDIOO 50·51 

DEX 1010 ,., 
Av. Move 108·1 HP85·86 

Av. Damage Bonus: 806. 

Weapons: Smash 60%, damage equals db 

Armor: usually none, bUI 0 hil points merely dispels them. 

Spells: they are able to will S(rvants and slaves to aid them, and each 
has al least one servitor to fetch for it; they may be without formal 
spells, bring gods, since this might merely mean that they could use 
magic, but notte3ch il. 

Sanity Loss: 111 D20 Sanity points 10 S(e a lesser other god. 

ELDER GOD 

And Upoll dolphil/S'buch was balanced Il \'asl m!l1elale shell when!' 
in rode Ihe gre), alld awful form of primal Nadell!, Lord of the 
Gff!OI Abyss .... Thr!l1 hour), Nodell! reached forth a wizened hand 
and ilelped Oiney and his host il1lo Ihe Y"S( shl'lI. - H. P. 
lovccraft, "The Strange High House in the Mist." 

He usually takes the form of a normal human, gray·bearded 
and hoary. Nodens often rides in a chariot formed from a huge sea 
shell drawn by unearthly monsters or fantastic beings from earth­
ly legend. 

CULT: at times, Nodens is almost friendly to humankind. He has 
visited Earth on occasion, and is known to have aided some who 
were pursued or harassed by the Great Old Ones or Nyadathotep. 
Nodens has no cult on Earth. He is served by nightgaunts. 

A1TACKS 0- SPECIAL EFFECTS: Nodens never physically attacks a 
foe. Faced by a weak opponent, be summons nightgaunts in suffi· 
cient quantity 10 carry off the target. Facing a powerful foe, Nodens 
attempts to dismiss the enemy: in dismissing a foe. roll the foc's 
POW or less on 0100. With a success, the foe 
remains and Nodens voluntarily departs in 
order 10 avoid a struggle. If 

NODENS Nodens is forced to leare 
because of some such 
being's resisting his dis· 
missal, he has been known to 
take a favored human wi th him 
partway, left in some random loca­
tion. He is recorded as having 
taken a human on trips to the 
ouler reaches of the galaxy (and 
back again). 
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LESSER 
OTHER 

GOD 

NODENS, Lord of the Great Abyss 

STR42 

DEX21 

CON 45 

APr 2\ 

Damage Bonus: +306 

SIZ 15 

Move 12 

INT70 

Weapons: Staff' 100%, damage 406 + 306 
"slaff damuge ignom proltclil'C armor. 

POW 100 

HP 30 

Armnr: none to start, but may choose to add armor by spending I 
magic point per point of armor desired-this armor lasts until tilher 
moonset or sunrise. 

Spells: can call nightgaunls to his aid at tht' rate of IDIO nightgaunls 
per magic point expended; Nodens may summon other serl'ants at a 
rate of one per magic point expended: he heals himselfby expending 
a magic point per point of damage; keepers should add other spells 
as thought characteristic of this god. 

Sanity LoS5: no Sanity points loss for S(eing Nodens. 

OUTER GOD 

A lal/, slim figure wilh the yaung face of "II alllique pharaoh, gay 
with prismatic robes IlIId crowned wilh a pshem Ihal glowed wilh 
inhmnllight ... Ihe fascillarioll of a dark god or fallen archangel, 
"IIlI arDulld whose f)'es there illrkrd the langu.id sparkle of capricious 
Irumor.-H. P. Lorecraft, "The Dream·Quest of Uknown Kadath." 

Nyarlathotep is the messenger, heart, and soul of the Outer 
Gods. He is the only one to have a true personality, and he 
claims to ha\'e a thousand different forms. To him, causing mad· 
ness and insanity is more important and enjoyable than mere 
death or destruction. 

Only a few of Nyarlathotep's forms ha\·e been described. The 
Black Pharaoh is an Egyp!ian.looking human. The Bloody Tongue 
is an enormous monster with clawed appendages and 3 single long 
blood-Rod tentacle in place of a face. This tentacle stretches forward 

when the Thing howls al the moon. The Haunter of the Dark is 
black and winged, with a trilobed red eye, and cannot withstand 
light. The Blo~ted Woman is a mammoth woman whose body con· 
lIulses with numerous tentacles. The BeaSltakes the form of Egypt's 

NODfNS . N\'ARtATItOTEP 
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Sphinx, but its face is filled with stars. There is some' ~idtn«: that 
the Bl~ck Man of witch ceremonies is also a form of Nyarlathotep. 

CULT: Nyarlathotep is typically worshiped though one of his 
forms, or Masks. There are numerous such cults, spread across 

thl.' entire glODe. The Brotherhood of the Btack Pharaoh is cen­
tered in Cairo and has a powC'rful branch in London. The Cuil of 
the Bloody Tongue' is known in Kenya and New York. The Starry 
Wisdom Cull of Prol'idenc(' worships the Haunter of Ih(' Dark, as 
does the Cult of the Sand Bal in Australia. Other known cults 
include Shanghai's Order of the Bloated Woman and the glubal 
Brotherhood of the Beast. 

In addition tho~ worshiping the Outer Gods of len do so in 
hope of gathering Nyulalhotep'5 fa\'Or. R~rds 10 loyal slaves 
usually come' through the Crawling Chaos, as the other Outer 
Gods are too mindless to care. Nrarlalholep may gram wor­
shiptrs knowledge of a spell, impart somr drstructive fael or 
divisive religious belirf. or grant a servitor monster as an assis-

tant. NyarlathOlep's gifts always seem 10 
provoke turmoil among humanity. and 

are panicularly likely to bring suffrr­
ing and trrror to a gift's recipient. 

Besidrs servitors of Ihe Outer Gods, 
Nyarlathotep has special servants, includ­

ing the shantaks and hunting horrors. He 
may gift any type of creature to a WQl­

shiper ifhe deems it good. Such a bequest 
invol\'es 31 least the ptrmanent 
donation of POW or olher charac­
teristic to Nyarlatholep and the 

other Outer Gods. 

OTHER CIIARACTERISTICS: Nyarla­
tholep enacts the will of the Dult'!" Gods, 
and is accuratdy referred to as thtir soul. 

He always attempts to bring madness to 
humanity, and sevrral prophecies, 

including the stories ~The Crawling Chaos", 
~Nyarlathotcp", and the poem ~The Fungi from Yuggoth~ seem to 
slate Ihal somtday Nyarlathotep himself will destroy humanity and 
possibly the entire planet. Nyarlathotep is always a mocking figure, 
evidently amlemptuous of his masters. 

All inmcations to the Outer Gods include Nyarlathotep's name, 
possiblr recognizing him as their messenger. He is known and feared 
by all Mythos species, and he occasionaUy requires things of them. 

A1TACKS d- SPECIAL EFFECTS.: in human form NyarlatOOtep rnay 
try to corrupt or trick his foes by appearing as a friend, and is gener­
all)' muclant to reveal his supernatural pm-.'ers unless prrssed. 
Nyarlathotep usually reacts to challenges by summoning beings to 
carry off or otherwise dispose of foes. 

Nyarlalhotep can summon a member of any servitor or inde­
ptndent race in this book (plus more that are not), at the cost of I 
magic point per POW point the creature posse~. When in mon-

NVOGTHA 
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ster form, he tends to grasp his victims and then carry them off 
with him. 

When in human form, Nyarlalilolep can be slain by normal 
physical means. If so slain, afler collapsing the body begins [0 

quake and swell, bursting to relrase a huge clawed monster (or 
somc other monstrous form described previously). This unwd­
come colossus then rises from the split corpse and disappears into 
the sky without further molesting the killer. When in monster 
form, Nyurlatholep is difficult to slay, but slaying does dispel him. 

Nyarlathotep's clawed demon form changes coniinually,bul each 
round he will haw at least tWO claws capablr of attacking. 

NYARLATHOTEP. the Crawling Chaos 

char. human monJ/row 

STR " 80 

CON " 5<l 

51Z " 90 

INT 86 86 

POW 100 100 

DEX " " APP 18 
HP IS 70 

Mo~ " 16 

db +0 +\006 

Human Fighler: Any Weapon 100'tb, damage as J)(r weapon 

Monstrous Fighter: daw 85%, 101>6 + 1006 

Armor: none, but brought to 0 hit points, he collapses on [he ground, 
changes form (atwa}'S 10 a more monstrous one, which causes his 
viewers [0 lose Sani[y points). and Ihen flies inlo interstellar space. 

Spells: Nyarla[hotep knows aU Mythos spells; he can summon mon­
sters at the rate of 1 magic point J)(r pow poinllhe monster has; I\( 
may summon a shantak. hunting horror,or servi[Qf of [he OUler 
Gods al the COSI of a single magic point. 

Sanity Loss: no loss to see his human form; in many of his other 999 
forms, lD10ll DIOO to see N)"arla!ho!~p. 

GREAT Ow ONE 

An insidious odor began to penetratt the room. It was vaguely rrpti/· 
ian, musky. ami ,museating. The disk lifted inexorably. and a littlt 
finger of blacknru mpt out from belltath its tdge [camel a grrat 
wave of iridactnf blackness, ntithtr liquid liar solid, a frightful 
gelatinous mass.-Henry Kuttner, MThe Salem Horror." 

Nyogtha is a minor deity reporttd to inhabit underground cav· 
ems on Earth. It may be related to Cthulhu. Nyogtha resembles a 
blob of lil'ing darkness which may throw OU! black tentacles or 
pseudopods al will. 

CULT: Nyoglha has a few worshipe~ mostly witches and their ilk. 
II teaches them spells on occasion in return for sacrifices and POW. 
In the Dreamlands Nyogtha is worshiped by a band of ghouls. 
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Some ghouls in the Waking \\Urld may practice this worship as 
well 

ATTACKS 6- SPECIAL EFFECTS: unless dril"en off by appropriate 
spells, Nrogtha 
grabs and drags 
its victim off to un­
derground pits. If Nyogtha 
strikes for damage, each target 
within JO yards takes 
lDJO points of damage 
from numerous small 
wounds. 

NYOGTHA, The Thing That Should Not Be 

STR 85 CON 40 SIZ 80 INT 20 

DEX20 MOI't 10 

Damage Bonus: N/A. 

POW 28 

HP60 

Weapons: Tmlacle 1(lO'H"damage IDIO or entrap and grapple 

Armor: Nyogtha ignof"nlbe first 10 points of damagc Ttceived each 
round from aU sources; at 0 hit points. Nyugtha is dispelled and will 
leave. 

Spells: aU Cal! and Contact spells; Creat ... Gale. 

Sanity Loss: 106/11)20 Sanity points to see Nyogtha. 

GREAT OLD ONE 

It was a figure no larger than a you"gchild, but sere and shrivt1ed ru 
somf' mil/tllllial mummy./u hairless head, its unfealured face, borne 
01/ a Ileck of sktietolllhilllltsS, were lilled with a thOIlS4l11d reticulat­
ed wril1kif'S. The bod)' was Uke that oj some mOllstrous. withered 
abortiOll thaI had nf'l"('r drawlI brealh. The pip)' arms. elldillg ill 

bolly claws, wert outthrust as if allkylosed ill the posturt of all tler-
1101 dreadful gropillg.-Clark Ashton Smith, "'Treader of the Oust." 

Quachil Uttaus'two legs art drawn tightly together and are as 
immobile as his arms. lie i5 said to ~"('Il in a dark limbo beyond 
time and space. Mentioned only in the exceedingly 
rart Testamf'1I1 of UlTllamagos, Quachil UUaus is 
in tc:>resled in. attuned 10, and possibly influences 
time, death, and dc:>cay. 

CUII: Quachil UUaus has no known cult. though occasion­
ally wizards have called upon him to beg immortality. 

ATTACKS 6- SPECIAL EFFECTS: when Quachil Uttaus is 
called. a shaft of gray light appears from abOl't, focused on 
Quachil Uttaus' intended target the victim cannot tseape from 
this light. The god then swiftly. silently descends on the shaft of 
light, reaching towanf the targeL Unless summoned to grant 
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immonality, Quachil Uttaus' tOU(h causes near-instant aging and 
death, leaving a pile of dust (or a corpse. He then departs the way he 
came, his small footprints in the remains the only trace ofhis visit. 

QUACHIL UTTAUS, Treader of the Dust 

SfR 12 CON 20 SlZ6 INT 19 I'OW35 

DEX 3 Move special HI> 13 

Damage Bonus: N/A. 

Weapon: Toud! 100%, damage is instantaneous death. 
Almor: immune to aU physical and magical attacks; upon attack. 
weapons instantly age to dust and dissolution. 
Spells: as the keeper wishts. induding any which hal't to do with life. 
death, time. and aging. 

Sanity Loss: 106/1020 Sanity points to sec Quachil Ullaus. 

GREAT OLD ONE 

An almost globular torso, with six long, sinuous limbs ferminatillg III 

mb-like daW$. From tlte upper emf a subsidiary globe bulgrd forward 
bubbif'·like; its trwIIgle of thrtt sttJring, foiTy eftS. its pot-wIIg alld 
evidently flexiblt proboscu. alld a dislended lateral system analogous 
10 gills suggested that il was a head.-H. P.l..ol"ecraft, "The Horror in 
the Museum". 

This minor god ruled what is Alaska today, feeding on stringy 
hominids who ran squealing before his might. Perhaps as late as 
the last glacial cycle, Rhan· Tcgoth entered inlo a deep hibernation 
from which he would not or could not wake. Rediscovered by mod­
ern men. most mistake the unmoving god for a ghastly statue. 

CULTS: in ancient times Rhan·Tegoth was worshiped by a primiti\'t 
human people, perhaps of the Inuit. Since he has gone inlO hiberna­
tion. his cult has faded. The bestial gnoph-keh of the northern 
wastes may also have some relation with Rhan-TtgO(h. 

A1TACKS 6- SPECIAL EFFECTS: a fetid amphibian-like being, he 
requires blood sacrifices of at least $IZ 15 daily. To feed. he grasps a 
screaming victim and draws him or her into the mass of tentades. 
There the tentacles begin to drain the prey of blood, organic Ouids, 

and STR. I point per round. For t\'try 2 such points, increaK 
Rhan-Tegoth's CON by I, to a maximum of 160 CON. Excess 

points are lost. A victim who sU t"\'ives such an attack thereafter 
has hit points equal to half his or her CON. Unfed, 
Rhan· Tegoth loses 206CON each day until reaching 
6O,and then re-tntct$ semipermanent hibernation. 

A sacrifice fully drained by Rhan-Tegoth is left Oat­
lened and riddloo with hundreds of tiny punClurewounds. The 
blood and body fluids sucked 01.11. only the (fushoo shell of the 
corpse remains.~ingsuch a corpse costs 11106 Sanity points. 

RHAN-TEGOTH, Terror of the Hominids 

STR40 CO~6O" SIZ30 INTIS POW 35 

DEX 15 Move 10/14swim HP45 -

·bo5€ amoullt; illcrtastS as ht fords. 



their rnmions. 

Damage Bonus: +306. 

Weapons: Claw 80%. 
damage 1 D6 + 306 
Innumerable Tentacles 
101.)%, damage drain 1 

STR per round, plus 
103 acid damage per 
m,"" 

Armor: 10 points from 
thick, slime-covered skin 
and tentacles. Also regener­

ates 1 hit points per round. 

Spells: all, ucept those for the Outer Gods and 

Sanity Loss: 10811 OW Sanity points 10 se-e Rhan.T~th. 

OUTER GOD 

"14.' lil! Shub-Niggurath! The Blatk GOOf of Ihe Woods with Q 

ThoW4llld Youngr -H. P. Lovecraft, "The Whisperer in DarkntSS.~ 

Shub-Niggurath is never met personally in Lovecraft's stories, 
but is often referred to in rituals and spells. It has been guessed 
that she is a perverse fertility deity. 

In one 0( her few descriptions, Shub-Niggurath is said to be an 
enormous cloudy mass. This mass doobtJess boils and festers. [t is likt­
Iy that parts 0( the mist roalesa at timts, forming hnrrm:lous body 
pans, ropy black tenlades, slime-dripping mouths, or short writhing 
legs. tmding in black hooves which mayaa:oont iOr the titular reference 
to ~gO.1tn. \Vhen she arrives, she may bud off dark )UUng. 

is whippW to the goddess' body 10 be drained ofbody fluids by one 
of her many mouths, the bile permanently draining I D6 STR from 
the victim per round. 

While hcing drained. the victim is held absolutely helplessly, 
and may DOt cast spells, expend magic points, or perform any act 
whatSQe\'er except to writhe in pain and scream. 

In battle against more JKl'WCrful beings, Shub·Niggurath still 
attacks with one tentacle per opponent, but after a tentacle strikes 
it holds on, and a second tentade attads, and so on. Each addi­
tional successfulauack permits a new mouth to begin 10 drain her 
gigantic victim. 

Shub-Niggurath may trample beings of SIZ 60 or l6li. The 
trample aUack is effecti\'e against all such beings in her path, which 
averages 10-20 yards across. 

SHUB·NIGGURATH, The Black Goat of the Woods 
STR72 
DEX 28 

CON 170 

Move 15 

Damage Bonus: + II 06. 

SIZ 120 INT2t 

Weapons: Tentack l{l()%, damage automatic catch 
Trample 75%, damage] 1 D6 
Bite 100%, damage is I D6 STR dralfled per rouBd 

POW 70 

HP 145 

Armor: Shub-Niggurdth hu no armor, but her slimy mist body is 
immune to physical weapons. Magical weapons, or fire. dearicity,or 
similar enCTgi« damage her normally. Her ropy tentacles and gooey 
vapors can rtjoin,effeai\'dy allowing her to rtgeMf'dte points of 
damage. Each magic poinl she expends enabl« her to heal Z points of 
damage. 

Spells: Shub-Niggurath knows at minimum aU spells pertaining to the 
Outer Gods: she is known 10 have impanw Create Gate, Curse of 
Azathoth,and Voori.m Sign to favorites. 

Reant information suggests that her milk may havt rtmarkable Sanily Loss: 1010110100 Sanity points to s« Shub-Niggurath. 
properties. but ~ must establish this. 

CULT: I'o-or.;hiped extensively. she may have connections with %u[t~'eff 
druids and similar groups. Worshipers ofShub-NigguTll1h general-
ly form into gangs or congregations. as do Cthulhu's cultists. Her GREAT OLD ONE 

emissaries and stand-ins, the dark )'Oung, may represent the aid 
she grants worshipers. 

Summoned, Shub-Niggutath attacks nonworshiper5 present. 
She.> is often summoned specifically 10 

·fi Sh b N· h L_ SHllli-NlOOUIU.TM accept sacn ICes. u - Iggurat can "" 
dismissed by those who know her 
summoning spell, 
and it is possible to 
hurt her enough 
make her leave. 

ATTACKS 6> SPECIAL 
EFFECTS: Shub-
Niggurath has 
douns of tentacles, 
but only one can 
allack a givtn vidim in 3 
mund. With a successful catch, the investigator 

A gftllt grny thing a mile long chllll/ing lind exuding slrungcllcids ... 
charging Ihrough the depths of Ilrl' rarlh IIf a fantrulic speed, in a 
dftlldfUl fury . .. melling basallic rocks like bulta unda a blow­
torrh.-Brian Lumley. The Burrowm Benralh. 

He is pre-eminent among the chthonians and appartntly is the 
largest and most evil of his kind. According to legends he once 

was imprisoned beneath G'harnc, but is now free 10 wander the 
Earth with his kin. 

CUU: chthonians, Shuddc M'dl among them. are not much wor­
shiped by humans now, though druids are rumored 10 have Ikme so 
in the past and rtmll30t Stont Age tn'bes may continue the prattict. 
Perhaps the races that built G'harne did so to honor Shudde M'dI. 

AtTACKS 0- SPECIAL EFFECTS: by himself, Shudde forell can 
cause a local earthquake of shocking intensity. In conjunction with 
other chthonians, he can create \-ery strong earthquak« of region­
al size. strong enough to topple buildings or destroy bridges, 
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c ff 
"""'''"_ SHUDDE M' ELL with bat-like tars and fur. His mouth is wide and his eyes always 

... "'''''I11 ........ __ 3re half-dosed, as if sleepy. II is also said that he can freely chan~ 

.. his shape. 

[f Shudde M'ell attacks dirutly, a YlISI hole opens up, accompa­
nied by a terrible chanting noise and slobbering, sucking sounds. 
Everything o\'er Ihe hole, which is alleast IDIO+ 10 yards across, is 
sucked in and destroyed. Chthonians Ihen pour out of the hole and 
attack survivors. 

SHUDDE M'ELL, the Burrower Beneath 

STR90 CON SO SIZ 120 INT20 POW 35 

HP 100 IJEX 15 Move 8/8 burrowing 

Damage 80nus:+1206. 

Weapons: Tentacle 100%, damage 6D6 + 1 D6 CON drain 
Crush 9()CIb, damage 12D6 to all within 12 prds radius 

Armor: 8-point skin; rtgm!."rates 5 hit points per round. 

Spells; knQOl's all spells the kcq>er finds appropriate; has taught 
many concerning the Great Old Ones and servitor races. 

Sanity Loss: 103/1020 Sanity points to S« Shudde ~l'elJ. 

GREAT OLD ONE 

He discerned in II dark recess the lorn/1m bulking of a (otlfhalll 

mass. And the mllSs stirred a /illieat his approach, Qnd plll/ortil with 
infinite slollrfulness a hug,. and load·shopl'd head. And the htad 
optnet/ its tyeJ wry slowly, as ifhalj awake/led from silimber, so Ihal 

CULT: Tsathoggua was worshi~d by serpent people and the furry 
subhuman voormis in ancient times, and by sorcerers and wiz­

ards in laIn-limes. He has gi\"en magic sales and sptlls 10 the.­
faithful in the past. He is .sen'ed by a race of entities 
known, for lack of a better name.', as the formless spawn. 

They dwell in N'Kai and in his tt'mples. 

OTHER CHARACTERISTICS: if Tsathoggua is enCOlin­
lered, he has a SO'Iftchance of being hungry, or the keeper may pre­
fer to ask for a luck roll from the investigator who enters first If 
Tsathoggua is not hungry, he ignores the investigators and pre­
tends to be asleep. 

A'ITACKS & SPECIAL EFFECTS: if hungry, Tsathoggua grabs an 
investigator and pulls the victim to him: in each following round 
the chara(1tT losn one point from each characteristic until they 
are gont or until Tsathoggua is dril't'n off. The victim will be in 
great agony, with acid burns, viuiol running through his veins, 
body punctures everywhere, etc. In this case, a full month of hos­
pital care restores one point to each characteristic. 

TSATHOGGUA, the Sleeper of N'kai 

STR 50 CON 120 SIZ 30 INT JO 

IJEX 27 M~24 

Damage Bonus: +406. 

Weapons: Tentacle 100%, damage Grapple 

POW 35 

liP 75 

Characteristics Drain 100%, damage 1 point per characteristic per 
round 

Armor: regenerates 30 hit points per round from .... 'Quods and punc­
tures, but firr,electricit)·, and other such forces have normal effects 
on tht monstrous god. 

Spells: broad magical powers, as befits a Grral Old One; he is rroJrd­
ed as hal'ing laught Creatt Gale and various Summon/Bind spells to 
humans. 

Sanity Loss: 011 DID Sanity points to set' Tsathoggua. 

they M't'rt visible as two siilS Of·~-lr-fP'--ff 
oozing phosphor in Iht black U l"vc~1\ 
browless fact.-Clark Ashton (. 

OlIfER GOD Smith, ~The Seven Geases.~ 

He dwells in the black gulf 
ofN'Kai, where he first arrived 
on Earth from Salurn. He is 

one of the less makvolenl 
~ing5 of Ihe Cthulhu 

Mythos, though still 
terribl!.". Tsathoggua 

is usually repre· 
sented as having a 

fat furry body 
and a toad-

lik!." head 

A br/ching col!mll1 of sick gfw1ish flllll1l! ... spouting yoictmicall)' 
from dl!plhs profound and inconcl'imbll', casling no shill/Oil'S as 
hl'a/lhy flame should, and roating the nitrous S/OIII' with a nasly, 
~'tnomous l'trdigris. For i" a1/ that sttthing (ombustion no warmth 
lay, but only the clamminess of death alld corruption.-H, p. 

LO\'tCrafl, "The Festival." 

At the court of Azathoth it is a bla1.inggreen ball of f1ame,danc­
ing with brethrtn Outer Gods before the Daemon Sultan. Called to 
our world, it assumes a gaseous form, penetrates the planet 10 the 
core, then erupts from below as a pillar of flame. [I cannot move 
from where it emerges. 
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CULT: A few pockets of cubists worship this obscurt entity, gener­
aUy in subterranean lemples,and especially during equinoxes. sol­
stices, and important conjunctions. Tul1..5Cha thrives on dealh,cor­
Tuption, and decay. 

TULZSCHA, Outer God, The Green Flame 
STR 60 CON 36 SIZ 78 I?-.'T 15 

DEX 12 Move 0 on surface 

Damage Bonus: as energy, no' applicable. 

Weapon: Flame Gout 80%, damage special ' 
• Effrcril't III 50 i"t Qf Irs5; J allo(k per fOund. The gout 

of gllin firtbo.lls may be dodgtd. With a succt$sful 
IIl/(uk,lhe f<lrget agn ZDlO )'tQN, The target nnds 
CON xS and POW xS rolls On Dl00, with Iht lOUtS 
txpftS,Yd as 1/1 D6 CO.'l am/III D6 PO"~ mprcliyt. 
!y. A stcond POII':c5 roll is ntwm'l, as well,failing 
iI, rot/ID6: /-1 == lose J STR; J·4:: /OSI' 1 DE>:: 5-6 
- IDS~ 1 APP. 

Armor: nont, but immune 10 impaling weapons and 10 
heat, cold, acid, and electricity. E.xplosiI"CS and aU othtr 
ph)'sical allw do minimum d~magt. Magic affects it 
normally. but Tuu.scha can onl)' b( dri\'tll a .... "y b)' 
reaching 0 hit points. 
Spells: all ill the Greater Gr;mo;re. alld as the keeper 
wishes. 

Sanity loss: 103/1020 Sanity points to set' TulzsdIa. 

POW 15 

HP 57 

OUTER GOD 

Tlrm, ill lire gffl)' begilmilrg of Ear/h. the jlJl'mless //lass lira! was 
Ubbo-54llhla reposed amid Ihe slimeamllhe mpors. Headlm wi/how 
orgum or members, il sloughed off from its oozy sidts, ii, a slow. (f!(IU­

less M'tll't, the amotbic forms that 11m the arrhetypt:s of tarthly lift. 
IAbout ill thl'ff'lay lhe mighly fIIblt/j of star-quarried Slone that wtn' 

writ with the inconce;mble k'isdom of the pmmllldanegods.-dark 
Ashton Smith, "Ubbo-Sathla.~ 

-

This god dwells in a cold, dllnk cavern, and never leavts its lair 
unless called or dislurbed. The grotto can be entered through deep 
fissures in the Antarctic icc or Ihrough secret entrances (rom the 
Cold Waste of the Dreamlands. Other routes may exist. 

UURO-\\THl-\ 

, , 
CULT: Ubbo-Sathla has no human cult, although the mi-go and 
other alien races may worship it. The Book of Eibon and the 
Nerrol/ornicol/ mention this god. 

OTHER CHARAaERlSTICS: The Unbegotten Source may hal'(' 
spawned Itit prototypes of all earthly life, an idea also whispered of 
lIbout ttlt elder things. It was from Ubbo-Sathla's lissuo that the elder 
things created their dread shoggoths. Within the grotto 0( Ubbo-

Sath13,5e\'t'ral tablets of star-wrought stone rest,said tueonlain great 
knowled~ lIOO secrets of the Elder Gods. These taDlels, the Elder 
Keys. rtmllin an enigma Seddng these tablets, evm the mosl ptl""eT'­

ful sorcerers have failed to rt'turn. 

ATTACKS 6 SPECIAL EFFECTS: an observer sm hundreds of 
pseudopods forming, flailing about. grtlsping prey. and being 
absorbed back into the body mass at all times. Remaining Il1()I'e than 
a few minut~ in the~:s prtSeIKf iMUttS lhat one or moll' im'eSl:i­
gators will be attacked. Each pseudopod has a reach of 100 yards. Any 
spot touched by Ubbo-Sathla is left devoid oflife. 

Spawn (If UbOO-&ulrla. It oonlinually produc~ I DIO offspring 
per round, some of which it eats and others which escape. Those sur­
viving fulfill e\'ery whim and urge of their primal, mindless sire. 
Genc:>raIly enrountered only in Ubbo-Sathla's primal grotto. no rwo 
spawn are exactly alike'. All prcfc:>r surprise attacks from ambush: 
SOIllc altack .... ·ilh sticky filaments. some with pseudopods, SOIllc with 
gelatinous tentades,and so on. Whatever the attack, a success drtlws 

the targel into the spawn's body, where it is digested at the rate of 
I D6 hit points pcr round. Once swallO'o'o't'd, no aClion is possible, 

though friends may attempt to free the victim. 

UBBO-SATHLA, The Unbegotten Source 
CON 200 S[Z 200 INT 0 POW 75 

Mave 0 H P 200 

Damage Bonus: N/A. 

Weapon: Pstudopod 90%, damage grasp and absorb. 
Armor: r~gener.l.les 25 hit points pu round. Immune 10 impet, pro­
jectile.and cutting \Oo't'apons; fire, spells. and enchanted weapons do 
nonnal damagt.loses 306 HP to an Elder Sign, but destTO)s it. 
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Rtadaing 0 hil poinlS, W god Sttps back into ilS cave'rn or a fissure. 
and rtgC'ne'rates fully. 
Skills: Gtntrat~ Spawn lOOlfJ. 

Spells: none, but Ubbo-Salhla a>ntrols its spawn at any reason­
able' distance. 
Sanity Loss: 108/5010 Sanity poinls 10 su Ubbo­
Sathla. 

SPAWN of Ubbo-Sathla, Greater Servitor Race 

clwr. roll oWfIlgrs 

srR 106106010+6 34 1039 

CON 306+. 16-17 

SIZ 106106010+10 341041 

INT w. 0 

POW 306 10-1 I 

DEX 406 14 

Move 1010+3 HP 19-20 

Av. Damage Bonus: + I 1)4 to +406. 

W~pon: Swallow Anack (various) 7S%, I D6 per round when s\\-al-
10 .. ", 

Armor: immLine to blows and cuts; fire. magic, and tnchanted 
w~apons hann them normally. 
Spells: none. 
Skills: Sneak 90%. 

Sanity Loss: III D8 Sanity points to see a spawn of Ubbo-Salhla. 

Y'3o loNl\c 
GREAT OLD ONE 

He saw why me shadow on the frosted pane )'tSttrday had bfel1 head­
Ins, IJl1d he smamed. A.s the desk M'IU thrust a.side by the towmllg 
lIaW figurt, all whose .surfoct still hUllg fIlg5 of the fW'eed suit. StruClS 
last thought MW an unbe/in-ing conviction that this was haPfWning 
because he had read the Rc:>velations . , . butlxfore he could SCTtQm out 
hjj protest hjj breath WIJS cut off. as the hands descendtd 011 his face 
mId the wet red mouths o~'led ill Iheir palms.-Ramsey Campbell, 
~CoId Print." 

Y'golonac is delineated in the Re~'flalioIlS ofGloaki. an arcane 
book-It is a bloated. glowing figure who dwells underground in a 
\"aSt ruin behind a wall or bricks. This prison may be near the 
Se\'C'I'n Valley city of Brichester, for it is known to frequent that 
place. Y'golonac is known to come when ilS name is read or spoken 
while evil is present It is a minor god, but malignant. 

CULT- Y'golonac has little cult, but strives mightily after more WQr­
ship, entrapping those who are subtly evil to be his priests, 
Y'Golonilc's ootion of evil seems to be a shallow one, however, 

OTHER CHARACTERISTICS: Y'golonac may appear to be a nOf­
mal, somewhat neurotic and flabby human. When he manages to 
contact a person that is deba~ in "ii, the victim is possessttl and 
absorbed by the deity. and thereafter his shape can change at will 
from the form of the possessed individual to Y'golonac's true 
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fOrm-glowing. headless. nak«land huge, with wet mouths open­
ing in the palms of the hands, 

Y'GOLONf>,C ATTACKS 6- SPECIAL EFFECTS: 
to fight off a psychic attack. 
the targer's plarer must roll 
his investigator's POW x5 or 
less on 0100 each round to 

avoid being overcome. Once 
o\'ercome, the investigator loses I 
and I pow each round until 

Y'golonac is forced away or until his soul 
and mind are destroyoo. and rrplactd 
with Y'golonacs-and Y'golonac 
departs only if he loses all his hit 
points. Y'golonac normally attacks 

people who have become aware of 
\!:~:;;;';;.l~ him. usually through reading at 

least a page of the Rt!I'tlalions o/Gllloki. Y'golonac is clevt'r at 
getting persons to read passages from that horrid book without 
knowing they han' done so. 

In combat against mort than one enemy, Y'goIonac uses his 
mouths to devour and destroy foes, Damage done by the mouths 
does not heal naturally. and INT and pow loss is permanent, since 
the suppurating wounds ne\'er close. 

y 'GQLONAC, Great Old One 

STR 25 CON 125 SIZ 25 

OEX14 Move JO 

Damage Bonus: N/A. 

INT30 POW2S 

HP 75 

Weapons: Touch 1000,lose J INT & I POW each round 
Devour 100%, damage I D4 non-healing damage 

Armor: none. 
Spells: Summon/Bind and Contact spells, and whatever else the 
~r thinks appropriate. 
Sanity Loss: 1/1020 Sanity points to witness human to 
Y'golonac transformation; I/IDJO+ I to see Y'golonac. 

OUTER GOD 

Thm, about Ihe pubiltillg black body of lht Ancient Ot/t, hugely 
wit/ged reptilian matures without facts clutlm:d and clutched aI a 
multilude of blackly wrilhing, ptlU/ulous brl'asts! [Thl.' eyesl mol'td 
quickly, illdl'fJl!lldellfly-siidillg with vile Vi5Cosil)' 01'(1' the whole rot­
len su.rface o/Yibb- 'fill/$ plilpy, giislellillg head!-Brian Lumley, "The 
Horror at Oakdeenl.'." 

This horrible dl.'ity sees all time and space as it slowly rotates 
in the cenler of its clearing in the Jungle of Kled, in Earth's 
Dreamlands. Beneath ils billowing cloak are a multitude of night­
gaunts, suckling and dutching at Yibb-Tstll's brl'aslS. 

CULT: in ancient times Yibb·Tstll was worshiped as the god 
Yibb. but now he has no known cult. Yihb-Tslil is often 

\'GOlONAC, YIBB-TSTlL 



D I 

approached b)' individuals-most often sorcrrers-who either 
crave the use of Yibb· T5111'5 servitors, the nightgaums, or ask 
for his beneficent touch. 

OTHER CHARACTERISTICS: Yibb-Tstll's blood, known as The 
Black by sorcerers, can he summoned and can lake inocpt'ndent 
action. appearing as soft dark Ilakes thaI adhe~ In the body of a 
target, accumulate in great mass, and sOQn suffocate him or her; 

use the ruleshook drowning rules. Then The Black 
dissipates, laking the victim's soul back to Yibb· 

ISIII. large quantities of running water dispel 
Thl' Black. 

ATTACKS 6- SPECIAL EFFECTS: 
Ylbh-Tstll's lOuch commonly COIUS­

es a drru.lic 10M" one of the keep­
er's choice-perhaps the 

immediate loss of all Sanity 
points or a quid: death from 

fearful convulsions,or perhaps 
running fon.'ard to suckle from 
the thing ~(ore being ripped 10 

shreds. Changes might be physi­
YlB8- TSTLL cal. Sometimes are they beneficiaL 

YIBB-TSTLL, Ihe Patient One 

STR40 CON 48 SIZSl 

DEX 16 MO\'r 0 

Damage Bonus: +51>6. 

INT60 POW 65 

HP50 

Weapon: Touch 100%, damage is a drdstic loss chosen by keeper 
Blood 100%, damage is suffocation 

Armor: l2.point doak, and rtgtnerates 5 hit point.s per round. loss 
or all hit point.s dispels Yibb-T5tll, but he can soon reform or reap­
pear somewhere dsc. 

Spells: all Contact spells, Call Yibb- T5111, Contact Yibb-Tstll, Summon 
Thr Black, Summonf8ind NightSilunt,others desired. 

Sanity Loss: I D6!1 020 Sanity points to see Yibb-istll. 

GREAT OLD ONE 

The half-hllmarl fa/lltr of serpents . . . /he .... ~::S9i~~ 
make-god of thl! ce/JIml pluins tribes- ,~~~~ 
pn.>sllmnhly tiJl' primal sourrt of the 
more sOUl/If,ly Quetznlcontl or 
Kukuunn-was a/I odJ, ha/fanlhro­
{hImorphi{" dey;l. - H. II: Un"tCr.lft and 
Zealia Bishop, "The CurS(! ofYig.~ 

Vig is nfvcr clearly described, but 
may look like a scaly strong man with a 
serpent-likc head or a normal head. lie 
may be accompanied by mobs or snakes. 
lie seems to bt- mainly a North American 

, I G 

deily. The notorious ~curst ofVig" consislS of madness and mal­
formed children. 

CULT: Yig is recorded as being worshiped by Plains tribt-s and 
voodoo doctors, and may be somehow connected to 
Quttzalcoatl. He is also worshiped by the serpent people and 
their kin. WOf5hipers gain some immunity from poisonous 
snakes, the ability to talk to snakes, and ~ome arcane rituals and 
spells. If someone txposes cult secrets or does harm to the cult, 
Yig sends a sacred snake to kill the offender. 

AITACKS 6- SPECIAL EFFECTS: a manifeslation of Vig would be 
signaled largely or entirely by a carpet of serpents-ralllers in 
North America, puff adden. or cobras el~here. 

In hand·to·hand combat, the hand orVig grasps. nOI punches, 
doing crushing damage 10 an arm or leg. In the next combat 
round, Vig draws the victim to him on a successful STR against 
STR Resistance Table roll and bites him. 

A sacred snake of Vig is alwa)"S a very large individual of a 
species native to the area wh"'rt manifested, with a white crtS(ent 
on the top of its head. In North America, usually such a snake 
would be an ",normous tom rauler, al leasl 5·6 futlong. The snake 
appears so swiftly that tht> victim is always startled and automati· 
cally hit unless he or ~he can react swiftly (the pla~r must roll 
DEX or INT x5 (IT less). On subsequent rounds, the im'e5ligatoT 
must successfully Dodge 10 avoid being bitten by the snake, which 
\\'ill pursue and conlmue to allack unless it is killtd. No anti-venin 
can sal'e someone biuen by a sacrtd snake of Vig-binen, he or 
she always dies after a few minutes of agony. 

YIG, Father of Serpents 

STR 30 CON t20 SIZ 20 

DEX 18 MoW' 10 

Damage Bonu.s:+206. 

INT20 POW 28 

HP70 

Wl:'dpons: Hand Grasp 9C/'lb,damage 206 no damage bonus 
Bite- 95'lb,damage 108 + instant tkath on pelletrallon 

Armor: 6-point scales. Impaling weapons do damage only on an 
impaling roll, then doing normal damage and ignoring armor; all)' 
other hit by an impaling weapon bounces off. Hand-to-hand atla(ks 
do normal dama~, and Yig's armor pmltct5 normally, but any object 
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pmetrating rig's scaJy armor takes 306 points of damage from the 
di~integrating eift'CtS ofYig's venomous blood. 

SpeUs: has alJ the usual Summon/8ind and Cootact speIls,and is more 
willing than most deit~ to impart them; he is particularly expert with 
chthonians; keepers should add other spells as desired. 

Sanity Loss: 01108 Sanity poinu to see Yig. 

OurER GOD 

Grrat globes of fight mOJSing ttrllurds th~ optI'Iillg ... th~ brraking 
apart of the fI~DTtJt globts. Dnd Ih~ protoplasmic flesh that fto'lt'fd 
blackly oufM,wd fO join togtther and form that ddritch, hideous horror 
from aUla spact ... whose mtuk w/u u. 
congeries of iridescent globes 
... who froths as primal 
slime in IIUe/tar chaos for­
tver beyond tlu IItther­
most outposts of spact QJld 
timd-August Derleth, ~Tht 
Lurker at the Threshold" 

Yog-Sothoth dwdls in the interstices 
I>etwren the planes which compost the 
unn·erst. Tht-re it manifests a5 a con­
glomeration of iridescent globes which 
are always shifting, flowing into one 
another and breaking. This conglom­
eration is large in silt, but variable, so 
that at one time it mayappeartobe 100 
)'3I'ds across and at another time half 
a milt or more. Connections betwten 
Yog-Sothoth's appearance and sightings 
of so-caIItd flying saucers are obvious. 

CULT: Yog-Sothoth is preeminently the dei ty of wrcerers and wiz­
ards. He grants them the powtr to travel between the planes, or the 
po'oI'er to set' into other planes I'ia a piece of magic glass or the like. 
Yog·Sothoth may also give its sla\'es the ability to command vari­
ous monsters from distant worlds. 

Prolonged of Life1. Yog-Sothoth wishes to enter this plane to feast 
on tht life it contains, but only can do so at certain times. 

Yog-Sothoth can fly through our atmosphere at speeds of hun­
dreds or thousands of miles per hour. 

Yog-Sothoth can transport ont character per round anywhert 
in the universe or anywhere in time hy touching him. If the investi­
gator is not willing to be thus transpOrted, his player may success­
fully resist by rolling investigator POW x] or less on DlOO. 

ATTACKS 0- SPECIAL EFFECTS: each combat round, Yog-Sothoth 
may touch one character with its slimy sphtres. and that character 

immtdiattly loses 1D6 CON. This damage is per­

DEX I 

manent and will nOI heal nonnaUy.lt 
lakes the fonn of corrosion, with­

ering,or corruption of the body part 
touched, and may also involve an APP loss 

for the victim. Alternatively, Yog­
Smhoth may llnteash bolts of sill-cry 

fluid or fire (at a cost of 106 
magic points) which can reach 
O\'tr half a mile, and destroy any 
normal objects slrud:: -kno.:king 

down aircraft, and slaying or stun· 
ning any or all humans failing to 

Dodge or jump out of the way. A gout 
of energy covers an area about 5 yards 

across with its effect. 

YOG-SOTHOTH. the AII-In-One 
STR NIA CON 400 
row 100 

MIM.' tOO 

SIZ Y.lries lNT 40 

HP"'" 
Damage Bonus: NIA. 

....'eapons: Sphere Touch 1M, damage I D6 permanent CON 
Sih-er Bolt 8O'!b, damage death in 5-yard diamettr 

Armor: none, but only magical weapons can damage Yog-Sotholh. 

Spells: as many as he wants. 

Sanity Loss: t 01011 DIOO Sanity points to set' it in sphere mode. No 
oosllo see Tawil at'Umr form. 

[n rt1um for these gifts. worshipers open the way forYog-Sothoth --;:::f 
to travel from his usual domains 10 Earth, to ravage and plunder. ~~I\ T 

As Tawil at'Umr, all those wishing to tra\-d to distant times and 
places may saftly deal with him. This form seems to be the least 
malignant way in which to meet him but el'l:n then there is always a 
danger that Tawil at'Umr will remove its veil and cause utter mad­
ness and destruction to those dealing with it. 

OTHER CHARACTERISTICS: Yog·Sothoth holds thl.' po ..... er to lrav­
el within the planes to reach any other time or space. Yog-Sothoth 
itself is coterminous with all time and space. Because of this, Yog­
Sothoth has heen called the Key and the Gate. In Yog·Sothoth'$ 
a5pecl as Opener of the Way, it is recorded a5 Umr at'Tawillthe cor­
rect Arabic form would be Tawil at'Umr, which means the 
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GREAT OLD ONE 

nre thing that crorlched in the weird gn-en Ihrsk MJS a IWillg mass of 
s/rut/l/erillg horror. a glrll5tly mountain of St'llSGJe, qU(I.'fring jl/!$h, 
w/rose temades,Jar-Jlwrg in thr Ililll fCl/rhes of the subterrarrearr C/w­
ern. emitled II strange humming SQIIII/1, while from the depths of rhe 
creallirrs bodycllf//I'a wt'ird 11/111 horrifiC rllilialioll. -August Derleth, 
~The Lair of the Star-Spawn.~ 

Zhar d ..... ells in a dead city, buritd under the Plateau of Sung or 
Tsang in Uina. There are t ..... o equally litanic monsten here. 
Possibly Zhaf possesses two bodies,(onnl"Cttd by long expanses of 
tentacles. The naml.' Iloigor is persi~ttntly a5socialed with thOlt of 
Zhar, and this second mammoth may be named Uoigor Ido nOl 



confuS( with the astral race of the SlIme name), or the lloigor 
may simply be tied to Zhar as worshipers or nploiters. 

CULT: the Tcho-lcho pwple inhabit the Plateau of Sung (among 
other places), and are known to worship Zhar. 

ATTACKS & SPECIAL EFFECTS: approached or disturbed, 
Zhar attacks by grasping with a tentade. Anyone grasped 
completely disintegrates on the next round. leaving behind 
only unliving,inorganic objects. The tentacles reach at least 30 yards. 
Each round, Zhar may anack with one tentack for each target. 

ZHAR, the Twin Obscenity 

STR 100 CON tOO SIZ tOO 

OEX JO Move 20 / 50 flying 

Damage Bonus: + I t06. 

INT JO POW 28 

HP 100 

Weapons: Tentacle lOO%,damagt is death in second round 

Armor: 22·point blubbery flesh. 

Spells: as the kttper wishes, 
including Summon/Bind 
Byak~ and Call Hastur. 

Sanity loss: 10611020 
Sanity points to stt Zhar. 

GREAT OLD ONE 

A body shaped like a broad-based, truncated (Dill'. A j/tlt, blllllt. 
wedge-shaped, mgl/ely reptilian head SlIflnOI/IIt! this ronical torso, 
alld the head is aimosl entirely hidden behind swirling tresses. This 
hair, or beard and mane, consists of thickly can'td and roiling ropes, 
/ike serptnls or 1I'0rms .... nlrollgh this rrpllisive Medllsa-malle of 
ropy tendrils, two fierce, serpellt-like eyes glare ill II horrible illter-

mil/glil/g of cold, 
il/humall mockery 

and ~'hat I call only 
describe as glootillg 

mel/act.-Lin 

"-"1tIl ... ..- Carter, 
·Zoth-

Ommog." 

It has a cone· 
sha~ body with a 

lizard-like 
head. From 

neck project four thick 
pseudo-pods resembling starfish arms, 

one on each side of the body. loth-Ommog is evidently buried 
underneath the Pacific in the corpse-city of R'1~h. 

CULT: loth-Ommog has no acti\'e cult among humans. Some dtep 
onts may worship this malign entity. Zoth·Ommog can manifest 
itself through one of the many statues of itself scaliI'm! apparent· 
ly randomly around the world. 

ATTACKS 0- SPECIAL EFFECTS: generally it assaults any human 
on sight, attacking either with one of its gigantic pseudopods or 
a bile. 

ZOTH-OMMOG, Great Old One 

STR40 CON 120 SIZ60 

OEXI2 Move 50 

Damage Bonus: +SD6. 

INT20 !'OWlS 

HP90 

Weapons: Tentacle 9OIIIt,damage Grapple-on next round sqUMe 

for 506 damage' 
Bjte9Mbd~mage 106 + 3 

Armor: 10'pointthick, blubbery hide; regenerates 3 hit points ptr 
combat round. 

Spdls: all Call and Contact spells. plus any that the keeper finds 
appropnat(. . 

Sanity loss: 10611020 Sanity points to see Zoth.Qmmog.·~ 
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N5te:r5 
NAtu"f ANfrUjNAtUTAf,Nhh-.., ;;;:tufto k"j' iN 

CONfT'''t'No ANlconf"'\'Nti~' ct~u~u ~~o,_ 
01 all encounters, even deadly ones, need be with the 
Mythos. Here are included mammals, birds, insects, swim­
ming things, and legendary supernatural entities of this 

planet. 

More such btings certainly can be devised, and those presented 
here can easily bt modified to represent another species. For instanct, a 
keeper may wanl a Kodiak bear or a polar bear instead of the common 

black bear preSt'nted here. In that case add 106-30610 the STR, CON, and SIZ of the animal. 
Also increase the damage bonus, to rdlttt the damage that a bigger. stronger, tougher paw 
swipe from a bear \\'QuId do. 

Only supernatural creatures cost Sanity points to 5«.10 the following slats, the abstnceof 
the Sanity Loss entry means that no Sanity point loss occurs in normal conn«tion with the 
animaL Sanity point losses for ghosts and wraiths ... ary with their loathsomeness and how well 
~ inspire terror. 

D AT5, Large, Pferopus gould;;, et aL E\'en the giant fruit bat of Central America con­
gregatts in dozens or hundreds. The smaller bats common to the United States gather 

in enormous cavern-baStd flocks of up to 50,000 indi ... iduals. Bats .... "rldwide are under severe 
en ... ironmental attack from humans. 

BATS, LARGE 

char. rolls avtroges 

ST. 21" 5 

CON 206 7 

SIZ 2.,.. 5 

POW 206 7 

DEX 106+18 21·22 

Mm'e 1 f 12 flying HP6 
A .... Damage Bonus; NfA. 

Weapon: Bite ~ damage I D2 

OBCATS, Felix rufus. The bobcat is the most com-

Skills: Echo-locate Prey 75Cji" Spot Hidden 75%. y;" ",m "d "mpm" dim"" "","wid,_ 

mon Jaq,oe cal of North America,and is notoriously bad-tempered. It is found in moun­
tains and woods everywhere on the continent, especially along walerct)urses.A bobcal attacks 
with both claws and its bite each combat round. If both claws hil, the animal hangs on,oonlin­
uing 10 bite, and may rip with its hind claws. 

BAT, BOB['~T 



BOBCATS 

char. rolls avemges 

STR 206 7 

CON 306 IO-1l 

SIZ ID. 2·3 
POW 206 7 

DEX 206+12 19 

MO\'t 12 

Av. Damage Bonus: -I 06. 

Weapons: Bite 10'lb,damagt I [)4 

daw4O%,damage lD3 +db 
Rip 8O'lb.damage 203 + db 
Skills: Climb ~, Hide 80%, 
Sneak 9OI!IJ. 

Habitat: Nonh America. 

12..... LACK BEARS, Ursus 
1...) americallus. By far the most common type of bear in 
North Amn-ica. It is the only bear likely to be met in the ~stern 
United States. [t can attack twice in a round, using either t\\'o sep­
anile claw attacks or a bite plus one claw attack. 

BLACK BEARS 

char. rolls 

STR 306+10 

COS 206,;\ 

51l 306+10 
POW 306 

DEX 3136 
M~16 

Av. Damage Bonus: +206. 

W~pons: Bite 25f1b, 
damage 1010 

al'('tagN 

20·21 

13 

20·21 

10·11 

lO·tl 

HP 17 

da ..... 4O%,damagt' 106 +db 
Slap 25%, damage equals db 

Armor: J-point fur and gristle. 

Skills: dimb .3{)%, listen 7S%. Scent Prc.--y 
70%. 

Habitat: southern Canada to soutiltrn 
Mroro. 

BLACK &E?R 

"t2-. UNYIPS, Greater Independent 
1...) Race. The err is rhe size of a mails head, alld is as inhumall 
as rlwr of a squid, great Q/ld Sfld and lime/I'SS.-love, "Old Fello ..... 
That Bunyip." 

A creature from the myths of native Australians. It's something 
like a crorodile, and something like an enormous seal. The eyes are 
glowing coals, and tht hide is an unwholesome and unnatural com· 
bination of fur, sealt'. and ft'ather. Swimming, its powerful nippers 
come into play. Walking, the hind legs allo ..... it to stand ert(t, tower­
ing twdve ftet or more. The hunting cry is the only sound made, as 
dire and deso]alt' as death, or a 5a\'age, roaring paean of hale, rage, 
and hunger.1k bunyip has Iongdaws.and hugs its prey to death. It 

prefers tilling women to men. II is found in ponds and spring-fed 

1'00". 

BUNYIPS 

char: rolls alTTQgt1 

ST" 10D6+10 4S 

CON 406+12 " 51l 1006+10 4S 

INT 206+12 19 

POW 10136 35 

DEX 306+6 16-17 

MO\'t 10116 walk/swim HP 36 

Av. Damage Bonus: +506. 

Weapons: Bite 65f1b, damage I D I 0 
Claw 65%, damage is Grapple in 

first round and then 506 + db 
in s«ond round. 

Can Bitt' ond Claw once tach per 
round. Tht only NCape i5 10 
ovtrromt 0 bunyip~ STR wilh 
STR on Iht RNisl<lnU Tobit. 

Armor: 10-point hide. 

Spell: a bunyip can al will miS<' and lower the water level of ils pool 
or billabong. 

Skill5: Sense Life 951j6;,Swim Quielly 95%. 

Sanity loss: 1/1010 Sanity points to s« a bunyip; IIlD3 Sanity 
points 10 hear its call. 

-Q.... USH PIG5,Potamochoerus porr:us. Thesecommon African 
1...) animals live in dense forests and tra\'el in small herds of 
about twenty individuals. They are nol domesticated. Their numbers 
ha\'t increased lately because the number of leopards has decreasal. 

BUSH PIGS 

char. ml" D> 

STR 206+4 " CON 2[)6+6 13 

SIZ 206+4 " POW 206 7 

DEX 206 7 
Move 10 HP 12 

Av. Damage Bonus: none. 

Weapon: Gore 30%, damage I D8 + db 

Armor: J·point hair, hide, and musch~. 

Skills: Scent Enemy 50%. 

r.
. . Africa, south of the Sahara. 

APE BUFFAWES,Syncrrus CRfJtT. They Iravel in large 
herds, sometim~ of several hundred individuals, but 

also a mel in smaller groups. The cape buffalo is the largest rep­
resentative of this geographically divl'rse species. It is notoriously 
irrilable and aggressive, and of len is hdd 10 ~Ihe most dangerous 
largt animal in Africa. 
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CAPE BUFFALOES 

char. rol" 0\'. 

STR 406+20 34 

CON 306+10 2<>-21 

51Z 406+20 " POW 206 7 

DEX 206 7 

Mcr.'e 12 HP 27-28 

Av. Damage Bonus: + 3D6. 

Weapon: Chargt 3O'JtI,damage 2D6 + db 

Armor: 5-point hide and muscle. 

Skills: Sant Enemy 65%. 

C~.PE BUt'rALO 

C
frica, plains and open fortSt south of the Sahara. 

ONDORS, Vultur gryplws. The statistics do as well for 
a giant eagle or any other large bird. The condor's wing­

spread averages about nine feet. Only the largest birds will attack 
humans, though vultures will attack helpless prey of any sort. All 
birds have the special ability to cut an attacker's chana to hit in 
half while they are Dying. 

Larger birds live in the higher hills and mountains, which offer 
safe m.·sting sites and reliable updraHs for soaring. They perch 
among pinnacles or on rocky ledges, or even in trees that have 

grown close enough 10 support the considerable 
..... eight of up to a half-dozen large birds and 

their nest. The range of such birds is 
effectively the western hemi­

sphere, but no reason 
exists that a ke~per 

cannot say~A giant bird 
is diving at youn any-

where this side of Antarctica, 
where the giant birds only 

walk. 

ANDEAN CONDORS, or any 

(har. 

STR 

CON 

SIZ 

roll, 

306+12 

J06 
3D6+6 

206+6 

206+12 

Move 5/12 flying 

giant bird 

al\'rnge:s 

22·23 

10-11 

16-17 

13 

I' 
HP 1)·14 

Av, Damage Bonus: + 106. 

Weapon: Bite 45%, damage I D8 
daw 45,*,.damage 1 D6 + db 

Armor: 2-point feathers. 

Skills: Spot Hidden 90%. 

Habitat: North and SoUlh America. 

C ROCODlLES,Crotodylus lIi/oli(us. This is the Nilecl"OC­
odile, now rare in the lowtt Nil~ but still found in antral 

Africa, Madagascar, tropical Asia, and northern and western 

Australia. Where there is waler Ihere may be crocodiles. (roes eat 
anything they can catch, and come in great numbers to a kill to feed 
communally. Usually they will nol attack a boat. Similar 
slats may ~ used for any Crorotlilia, including alli­
gators, caimans, and gavials-alllong-snout­
ed, lizard-like, and carnivorous. 

NILECROCOOILES 

char. roI" al'ffllgts 

STR 4D6+12 26 

co~ 306+8 18-19 

SIZ 406+12 26 

POW J06 10-11 

DEX 206 23 

Move 6/8 swimming HP 22-23 

Av. Damage Bonus +206. 

Weapon: Bite 5O'9b.damage !DIO + db 

Armor: 5-point hide. 

Skills: Glidt Stealthily Through Water 75%, Hide 6Q'Jt), Sneak 50%. 'F)' ,mp;a, ",.joogl' mmh" ~,Idw;d,. 

OGs, ORDINARY. Canis fami/iariJ. Our domestic friends 
are notable among animals for oo'Otion and aifedion 10 

their human maslers. As hunters, they prefl.'r 10 gather in packs of 
108+3 animals minimum. 

DOG. ORDINARY 

char. roll, l1I'E'ragtJ 

STR 206 7 

CON 306 10-11 

SIZ 106+1 '·S 
POW 206 7 

DEX 21)6+6 13 

MOI'e 12 HP7-8 

Av.Damage Bonus-ID4. 

Weapon: Bit~ 3O'Ib, damage 106 

Skills: Listen 75~,Sctnt Something Interesting 90'1&. 
Habitat: wherel'er humans lil'e. 

'E" LEPHANTS, AFRICAN, LoxodOllta africalla 
Everyone knows about elephants. Investigators shouk 

be safe enough unless !hey 100 closely approach a herd, art sur­
pri~ by a rogue. or run afoul of a protective parent. This species u 
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larger (a\'t'raging ~ix tons in weight) and mort feisty than its Asian 
cousin. 

An elephant can anack once per melee round. If the trunk 
grapples a target, the victim escares by successfully matching his 
or her STR against half the elephant's STR on the Resistance Table. 
The trunk don negligible damage, but each round following a suc· 
cessful grapple the victim can be hit by anP.1' 
attacks with a 99IIb chance for success. ;\ 

AFRICAN ELEPHANTS 

char. rolls averages 

srR 606+34 55 

CON 306+16 26-27 

51Z 606+42 63 

POW 206+6 13 

DEX 3D6 10-11 

Movt'1O HP 45 

Av. Damage Bonus: +606. 

Weapon: Trunk 5(1%, damage Grapple 
Rear & Plunge 25%, damage 806 + db 
Trample 5O%,damage 406 + db 

ELEPl'!f>.NT 

Tusk Gore 25%, damage 606 + db 

Armor: 8·point skin. 

Skills: listen 80%, Scent Something Interesting 95%. 

Habitat: Central Africa; a smaller cousin sp«ies lives in tropical 
Ai 

~ HOSTS. Each ghost should j)( crafted by the keeper to 
'---:lfit the circumstances of the adventure. Ghosts generally 
posse.o>s only INT and POW, appearing as dim, misty forms. They 
haunt specific locations, or sometimes specific obje<ts such as a 

-~-

ship or automobile. 

GhoSlS mayor may nOI be 
vulnerable to magic. Some ghOStS 
may may not be exorcisable. Ghosts 

especially seem to haunt loca-
tions in order to communi-

J 
cate the awfulness whICh 

prompted their formatIOn 
Sometimes a ghost gives dues or 
instructions which, if carried 
out, let the anxious shade dis-

:(

' solve and find peace. Though all 
ghosts are terrifying, some are more 
loathsome than others: a I D8 Sanity 
point loss is the maximum loss. 

For a ghost's attack, match its POW against target POW on the 
Resistance Table. As this haplK'ns, the ghost may be glimpsed as 
clawing at, em'eloping, or otherwise physically auacking the target. 

If the ghOSI OI'Crcomes the target's POW,th(' character loses I D3 
POW. If the character can m'crcom(' the ghost, he or she causes it to 
lose I D3 POw. The characteristic lost is forfeit. Ghosts of great 
~trength may drain 106 POW or more from a victim in a single 
combat mund, but such potent entities still lose only 103 POW if 

Gnosl GORILLA, HORSE 

mlercome by the victim in a particular round. Compare with the 
Wraith, below. 

Individually crafted ghosts are good sources of spooky scenar­
ios. Entirecampaigns can hfde\'Oted 10 th(' study of and exorcism of 
ghosts. Books to read as sources for ideas about ghostS include The 
Haunting of Hill House (both (h(' nmod and the film, in fact) by 
Shirley Jadson, The Shilling by Stephen King, any of William Hope 
Hodgson's ghost stories (particularly the Carnadci-Ghost Finder 
taies),and th(' ghost stories of M. R.James. Henry James contnbutes 
a whole volum(' of ghost stories in his Col/teted ' ~l1rks, and Rudyard 
Kipling set some excellent lal('5 of ghosts in England and in India. 
like the ghosts they portray, some of these books may prove difficult 

G
o old of, but larger public libraries should have them. 

ORILLAS, Goriffa gorilla. These creatures do have the 
strength to rip apart human beings, bUI we have come to 

un er:; and that they are shy and gentle, and nearly extinct. 

If prodded into violence, a gorilla can bite and attack with both 
hands in one round. If the gorilla successfully attacks with both 
hands, it grapples its foe, doing the goril-
la's damage bonus in damage to 
the victim in each successiw 
round until the victim breaks 
the gorilla'S grasp via a SU(­

cessful STR against STR 
match on the Resist-
ance Table. With a 
second success­
ful Grapple, any 
victim's hand­
to-hand 
weapon is 
immobilized. 

GORILLAS 
(har. rolls 

ST' 406+12 

CON 306 

SIZ 206+12 

INT 106+1 

POW 306 

DEX 306 

Mo\'t' 8 

Av. Damage Bonus: +206. 

awragts 

16 

10·1\ 

" ,-s 
10-\1 

10-11 

HPl5 

Weapons: Bile 45,,",damage 106 + db 
Hand 45,,". damage I D6 + db 

Armor: 2-poinlskin. 

Skills: Browse For Food 5CY/Ii, Hid(' 75%. 

R
ita ' mountains of Central Africa. 

ORSES. Equus caballus. Horsesoffer many advantages to 
those who know their ways. For role-playing, divide them 

into riding horses, draught horses.and donkeys and mules. 
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Use of the riding horse is cover«! by the Ride skill. Single rid­
ers and small groups can easily rover forty mites in a day. given 
plenty 0( water and fodde r such as oalS and other grains. Riding 
horses may spar with othrr horses. but they do not fight unlrss 
cornered. Even cavalry-trained horses are trained merely to stay 
their ground and oonlrollheir nn-vousness. Nearly all hofS($ will 
panic at the prestm:1.' of some 5uJl(rnatural thing. 

Draught horses are the largest ofhorses. usually broken to ride 
but not much actually ridden. To hitch them 10 wagons, a Dri\'t 
Horses or similar roll might be asked. Saddles and girths large 
enough for them may not exist; bareback riding could be done at a 
IS perctnlile penalty to the Ride skill. 

Donkeys and mules mostly 
carry burdens, not riders,or 
draw wagonll or caris. 
Stereotypically, they ignore 
commands when it pleases 
them, even brutal ones. 

Among all horses, the 
tendency concerning 
bloody events, gunfire, 
monsters, angry crowds, 
and so on will be a sen· 
sible one, to flee. 

RIDING HORSES 
(har. "'. ST. 306+18 

CON 206+6 

SIZ 406+12 

POW 306 

DEX 306 

Movt 12 

awmga 

28-29 

13 

26 

10-11 

10-11 

HP 20 

Av. Damage Bonus: +206. 

Weapons: Bite 05%, damage 1010 
Kick 05%, damage 1D8 + db 
Rear/Plunge 05%, damage 208 + db 
Tramplt" 25%,damage 206 + db 
"hors4' mUll ~ lrointd fur /hu Ullock. 

Armor: I point of muscle. 

Skills: Dodgt 45%, Hide 25%. 

Habitat: grasslands and hl,h d=,,, • ..,,h,',, 1,"",,", are. 

DHOLE 

WILD DOGS 

sis. This is no $upn-natur· 
al monster. The wild 

dog of India livrs mainly 
in dense forests and is sometimes 

quite vicious. They travd in packs of 
up to a dozen individuals, all good 
enough hunters that they sometimes 

bring down water buffaloes. 

~7f: " 
WILD DOGS 

(har. rolls ,~'" 
STR 106+1 '-5 
CON 31)6 10·11 

51Z 11)6 3-4 

POW 106 .. 9·10 

DEX 206+6 13 

Move 15 HP7·8 

Av. Damage Bonus: ·1 06. 

Weapon: Bite 05%, damage 106 

Skills: Listen 4~, Track 80%. 1"": ","""' .«n of ","I~I "d Soulh A,I, 
IONS, POllthero leo. The most 
famous of all the wild cats, lions 

travel in prides of a dozen or so ani· 
mals, and hunt cooperatively. The 
male lions of southern Africa have 
denstr and blacker manes than 
those further north. 

A lion can make one claw 
attack and one bite attack each 
combat round, Ifboth attacks hit, the 
lion hangs on, continues to bite the 

neck in order to close off the air supply, 
and may rake with its hind claw~. 

LIONS 

char. m," al'f'mgrs 

STR 2D6+12 19 

CON 306 10·11 

SIZ 306+6 16·17 

POW 206+6 13 

DEX 206+12 19 

Move 10 HP 13·14 

Av. Damage Bonus: +206. 

Weapons: Bite40%,damagc 1010 
Oall' 60%, damage 106 + db 
Ripping 80%. damagt 206 + db 
Armor: 2.point skin. 

Skills: Organiud Hunt 25%, Track 25%. 

Ller. 

OUNTAIN LIONS, Panthera cOllcolor. A wide.rang­
ing predator averaging six feet in length. It is smaller, 

S TI-Iegged, and less social compared to its African cousin. The 
lain lion rarely attacks adult humans, but children ,",'Guld be 

fair g e.ln the 19805 and J990s it became a protected species in 
the Uni Stales, where its numbers ha\'e greatly increased. 

In attacking, it attaches with both d311'S and bites each round. 
Ifboth claws hit, the animal hangs on, biting or choking the target, 
and may rake with its hind daws. 
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MOUNTAIN LIONS, Pumas, Cougars 

char. rol/s a\'emges 

STO 306+6 16-17 

CON 306 10-11 

51Z 206+8 15 

POW 306 10-11 

DEX 206+12 19 

Mow 12 HP IJ 

Av. Damage Bonus: +1 04. LION 

Wnpons: Bite 3(1%, damage iDIO 
Claw 50%, damage I D6 + db 
Rake 80%, dama~ 206 + db 

Armor: I-point fur. 

Skills: Qimb ~ Hide 809b, Jump ~ Sneak 90%. 

UMMJES. These undead beings are similar to intelli­
gent zombies. Some cults keql mummies in their tem­

p s as guardians. Like zombies, mummies must be hacked apart 
be they cease action. Contrary to popular belief, many mum­
mies ck bandage wrappings and can mm't' relatively swiftly. 
Mumm s cannot naturally regenerate magic points. 

A mummy has double ils human STR, 1.5 limes its original 
CON,and two-thirds of original DEX. 

B«ause of the bitumen and bandages frequently used to pre­
serve them, fire is particularly eift(tive against Egyptian mummies: 
damage is nonnal, but the flames are more difficult to extinguish 
because of the bitumen in the wrappings. 

MUMMIES,Average 
char: roll, averages 

5TR 306" 20-22 

CON 306xLS 15-17 

51Z 206+6 13 

INT 306 10-11 

POW 106+12 15-16 

DEX 206 7 

Move 6 

Av. Damage Bonus: + I 04. 

Weapon: Fist 7~,damage 106 + db 
Grapple 25%, damage special 

Armor: 2-point skin; impaling weapons art 
useless unlm sevtTing a limb, head, etc. 

Skills: Mo\'t' Quietly 50%. Stalk 40%. 

55: 11108 Sanity points to Set a mummy. 

YTHONS, Python reticula/us. In folk lales, pythons have 
the ability to charm prey,causing a target to stand unresist-

until anackrd, but im't'Sligators should mainly worry about 
being crushed and swallowed. A sum'ssful 0100 roll of OEX x3 or 
less frees one investigator arm. From the victim's point of view, 
treat the Crush attack as a Grapple which does damage each round 
it succeeds. As the keeper sees fil, the victim's player also might 

need 10 roll CON 
x5 or less on 
1Jl00. or the 
in\'esligator falls 
unconscious. 

, 

Once stilled, the 
victim,ofSIZ up to 
that of the 
snake, is swal-
lowed dead or 
unconscious. If not dead when 

PYTHON 

swallowed, death follows quickly from suffocation. 

PYTHONS, or other Giant Snake 

char. roll. Q~'tfQglS 

STO 306+12 22-23 

CON 206+6 13 

51Z SIl6 17-18 

POW 306 10-11 

OF-X 206+6 13 

Mm'e6 HP 15-16 

Av. Damage Bonus: + 106. 

Weapons: S ... -al1ow automatic. damage- suffocation and dige"$tion 
Crush 4O%,damagt 106 +db 

Armor: 2-point glistening skin. 

Skills: Move Quietly 90%, Hide in Cover 75%. 

Habitat: tropical forests. 

~ AT PACKS, Raf/us norytgicus. 

J ~ividual ralS are not wor-
thy opponents, but an infesta- "",....~t;Ib. 

tion of rats can be daunting. 
Assume ten rats per pack, and 
per round damage of ID3 hit 
points. Choose the number 
of rat packs in the 
attack, multiply that 
number by 5. and use 
the product of these 
numbers as the percentage 
chance of the packs to allack successfully. A successful attack 
by an investigator kilts one rat and chases away the rest of that pack, 
lowering the general eift(tiveness of the rat pack attacks. Rat packs 
exist only for the purposes of gaming. 

~ HINDS, Diceras bicam;s. The two· horned animal 
J ~cribed here is the irascible black rhino of Africa. This 
animal is aggressive. and may charge for no apparent reason. 
The larger while rhino is more placid and much less likdy to 
charge. A typical black rhino is about twelve feet long and five 
feet high at the shoulder. 

[n order to use the Charge auack. a rhino mUSt be able to charge 
for at least ten yards. A rhino allacks once per round. and does not 
hesitate 10 smite the car or truck as \\-dl as the passenger. 
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BLACK RHINOS 

char. roll, averages 

SfR 6[)6+20 41 

CON 4[)6+6 20 

SIZ 606+20 41 

POW lDO I(l.JJ 

DEX 206 7 

MOl't 15 HP3] 

Av. Damage Honus: +406. 

Weapons: Bite 2S%,damagc tOtO 
Chargt SO%,darn-

age 1010 + 
db 

Trample 7S'fI'I, 
damage: 
3D1O+dh 
against 
down«l rO( 

Armor: IO-point hKk. 

Skills: Be Annoyed 7~, 
Seenl Danger 60060. 
Habitat: sub-Saharan Africa, 
along with the white rhino; cousin 

, ff , 
l , 

S
ics li\~ in India and [ndooesia. 

KELETONS, HUMAN. Animated skeletons are encountered 
in a few mooievaJ legends. and rather more frequently in 

mOdern stories and especially in modern films. 

Dried bones are fairly brittle, and snap and splinll.'T I.'asily from 
a heavy blow, but no area of a skeleton is more vulnerable than any 
other. To simulate this, ignore impales, critical hits, and so on. Any 
blow striking a skeleton has a chanc( of destroying it equal to or less 
than the dama8( dor!(' x4, as roIkd on 0100. For example, if an ax( 
hit a sledeton and did 8 points dama8(.thm would ~ a 32% chanre 
of destroying the skeleton by shattering it. Unless the skel(1on shat­
ters. it remains totally undamaged. 

Secondly, hallie the chance to hit with an impaling weapon, 
sinc( much of the target is simply air. 

Animated skd(tons traditionally use weapons rather than 
striking blows directly, perhaps because they shatter so tully. 
Equip as desi red, typically small dub or sword at a skill 
perrentage of DEX xl 

No good explana­
tion txplanation 
uists for the 
continu(d 
mobility of the 
bon(s onc( 
muscles, ten­
dons, and 
I i g a -
ments 
ha\"( rot­
ted away. 
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HUMAN SKELETONS 

char. rolls Ill'froglS 

STR lO6 10-11 

CON NIA 
SIZ 206+6 Il 

INT lO6 10-11 

POW I 

DS' lO6 lG-11 

Move 1 HP NIA 

Av. Damage Bonus: none. 
Weapon: any hand·to·hand "'eapon VEX xJ%- chance, damage nor­
mal + db 

Skil ls: Clatter Ominously 45%. Rise Unexpectedly6O'llt. 
Habitat: ruins, tombs.treasurt chests. dungeons. SOTCtrefS' keeps. 

5
ity Loss: 011 D6 Sanity points fO set an animated. skeleton. 

QUIDS, GIANT, Teuthoidea archi- r---'l' 
teuthis. The allerage silt of the " 

species is a body about twe!\"( fttt]ong, 
with tentacles up to an additional sixty 
feet in length. The statistics I?fl~t a 
squid of this size. To make a whale­
battler. add I D6 of SIZ and STR for 
ellery two feet of increased span 
from tentacle tip to tip. 

The beak and eight tentacles 
can attack simultaneously at up to 
eight differenltargets. The first ten­
tacle sirikinga foe hangs on; when a 5«-

ond conn('(ts, the two constrict the target, and 
each does its damage each round. 

GIANT SQUIDS 

char. roll, '=gN 
STR 606 21 

CON 206+6 IJ 

SIZ 606 21 

POW lD6 10-11 

DEX 206+12 I9 

Mo ... e4/lO swimming HP Ii 

A .... Damage Bonus: +206. 

Weal'Ons: Beak 45%,damage lDlO + CON"" POT 
poison 
Tentacle 45%, damage 106 + db of constriction 
Armor: 2-point hide. 

Skills: Hidt in Cover 70%. 

Habitat: lkep oceans. preferably cool polar 

IGERS, Pallthera tigris. The 
largest of all felines, ligers 

are notorious man-killers in 
India, whtre villages 
unwisely intrude into dimin-

TIGER 
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ishing ranges. Tigers are solitary hunters. A tiger can attack with 
both claws and one bite each combat round. If both attacks hit. 
the tiger hangs on, continues \0 bile or choke, and may rakt with 
its hind legs. 

BENGAL TIGERS 
cltar. roll, averages 

STR 306+12 22-23 

CON 306 10-11 

srz ]06+6 16-17 

POW 306 10-11 

DEX 206+12 i9 

MO'o'c 10 HP 13-14 

Av. Damage Bonus: + I 06. 

Weapons: Bitc45%,damage 1010 
Claw 70%, damagt ID8 + db 
Ripping 80%, damage 208 + db 

Armor: 2-point skin. 

Skills: Hide in r 8O'!b, Mov(' Quietly 759&. Track SO'ffI. 

AMPIRES. Every player will be interested in matching wits 
with these blood-suckers, but stories about vampires and 

their powers so conflict and contradict that the individual keeper 
must determine which vampire facts are true in play, and which are 
merely legendary. Here are somt 
options. 

V~.MplRE 

• A vampire casts no reflection. 

• A vampire may have to return to soil in which it originally was 
buried in order to pass the daylight hours. 

• The third bite from a vampire causes a character to die, and 
then to become one of the undead. 

• A vampire bas no special powers in daylight, and may be unable 
to more abroad, or ht unable to fI1Q\'t from its coffin. 

• In Catholic cultures, the cross gires prOlection from a vampire, 
at least for a whiJe,aoo holy water touching the thing sears and 
scalds its flesh. 

• A vampire nel'er drinks ... wine. 

A Yampire can change into smoke. mist, a wolf, or a oot at will. If 
smoke or mist, it drifts at the rateof one yard I combat round. 

\AMPIRL WAS P 

,. 

Once physical attacks bal'e exceeded its hit points, the vampire 
turns into smoke or mist at the end of the combat round, tht'reafter 
regenerating hit points at the rate of I point prr round. However, if 
the vampire's hit points have been reduced exactly to :zero, its head 
has been hit: the vampire falls and cannot transform into smokt'. 
Then a stake driven through its hean kills it forever. 

VAM PIRES 

char. roI" al'tTa~ 

STR 30612 2(}"12 

CON 206+6 13 

SIZ 306 lOot I 

INT 206+6 13 

POW 206+6 13 

DEX 306 1(}..11 

MOI'C species rate +2 HP 12 

Av. lJamage Bonus: +1/)6. 

Weapons: Bite" 50%, damage 104 first round + blood drain thert-
after 

aaw" 5M&,damage 104 + db 
Gaze"', match POWs on Resistance Table 

'Jf a vampirr's Bitt aI/ark does damage, maintninilrg the Hite StiJId 
an)' mistance from the target, and drains 1/)6 STR (blood) from the 
yictim roch round twafl"-

"tt7th a successful magiC point againsl magic point roll on tM 
Rrsistanre Table, the lau(h af a vampirt drains ID3 magic poillls from 
Ihe I'ietim. /ransferring themta the l'fImpire. ntis happens each com­
bal raund. Each succmful roll drains allother IDJ magic pointJ. Magic 
poinls w acquirrd YIlnish after the YIlmpirri POII' in hours. The victim 
can rrgt'nrrart the magic points normallr 

• "Ifthr Roistance Tablt roIlsuccuds (m,lIch POII' against POll'), the 
target is alwa)'s h),pnotized, and ran be mllde to follow simple instruc· 
tions. Jfthtse imtructions art' sdfddtructiyt, at the start of a ralmd 
the targtts pill)," mo)' rolllNT x5 or INSta $nap out ofi/. 

Armor: can reform after hit points are exc«'ded. 

Skills: Human Psychology 6Q11&,$cent Blood 75"'. 

Habitat: wherel't'T innocence is undefended. 

Sallity Loss: 01104 Sanity points to be attacked; 
III D3 to witness a transformation. Vampirt5 of 
human ap e cost flO Sanity points 
to set. 

Swarms. Such a doud of 
stinger-equipped flying 
insects attacks for 206 
combat rounds before 
halting pursuit. Unless 
the victims are completely 
o:wered (as with ~lting or 

W?SP 

by hting enclosed in an auto or by dil'ing underwater) there is no 
protection against them.An inl'tstigator who is stungextensiI'Cly and 
whose player fails a CON x5 roll on 0100 may experience profound 
immune system shock. faU seriously ill.and (rarely) die. 
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The Africanized bees presently colonizing the Americas art more 
intent in their pursuit than are honey bees or wasps, attacking for up 
to 306 minutes. Being seriously stung by these so-called killer bets 
occasionally results in death, since the attacks are comparatively 
unrelenting a often more numerous. Each minute of such attack 
might cos s much as I D6 hit points. 

EREWOLVES, Humanoid or Full Wolf. As the first sort, 
a normal human is curs«! and occasionally thereafter 

turns into a monster, half human and half beast, classically al the 
full moon. This unfortunate may be unaware of his curse or may 
detest his fate. The s«ond sort may fully transform into a wolf,glo­
ries in his transformations. and has moll' control 0Vff thr meta­
morphoses than the first. RaYnlOUS and S3Yl1ge attacks, much like 
the classical mad dog or the rabid human, art typical of boI:h. The 
mass of the individual does not changf,e\'en though the shape does. 

Both types apparently propagate by transmitting a transfor­
mational agent through the saliva while biting; thus even an 
unsuccessful attack is pt>rilous. 

In bestial form the were\o1llf is notoriously resistant to injury, 
regenerating I hit point every combat round. Scars and welts of 
such damage may remain after the ravener reassumes human 
form. Such healing is weakening, often forcing the shape·changer 
to spend days in bed. Wrrewolves are immune to most weapons, 
but they can De damaged or killed by fire or by silver weapons that 
impale. (Its fu r ~ afire, the werewolf loses hit points faster than it 
can regrneratd 

Silver, the lunar mrtal, is poisonous to the .... "eTewolf. To dettr­
mine damage, match the damage 
done by the silver 
.... "t'apon against the 
werewolf's 
CON on the 
Resistance 
Table. [f 
o v e r­

come, 
, h , 
were-
w 0 I f 
dies. If 
nO( Q\~­

come, the 
we rewolf 
takes half the 
rolled damage and 
may not regenerate hit 
poinl5 so IOSI. 

l'iERE'nOLf 

As humans, werewolves are outwardly normal, and have nor· 
mal human characteristics. The Man-beast and Giant Wolf forms 
below share common attacks, armor, etc. The keeper mayor may 
not charge a Sanity loss for the .... 1llf form; if there is a Sanity loss, 
gi\"e the CrtaluTe glowing eyes and other supernatural attributes to 
account for the perception in the mind of the character. 
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WEREWOLV ES, Man·beast Humanoid Form 

char. rolls ,~'" 
ST' '06 21 

CON 206+6 13 

51l lD6 10-11 

INT 1])4+2 '-5 
POW 206+6 13 

DEX 206+6 13 

Move 12 HP 12 

Av. Dama~ Bonus: +ID4 or +106. 

WEREWOLVES, Giant Wolf Form 

char. "'" alwag6 

ST' '06 21 

CON 206+6 13 

51l 306+ID3 12-13 

INT 104+2 '-5 
POW 206+6 13 

DEX 206+6 13 

Move 13 HP 12-13 

Av. Damage Bonus: + 106. 

Wea!'Ons: Werewolf Bite 30%, damage I D8 + db 
[nfect99%, if target's skin broken by Bite, the victim transforms into 

a .... "ert"'<l1llf at the next full moon 

Armor: while in .... olf Of man-Ix-ast form.l.point hide plUli rtgcnc:ra­
tion of I hit point per round. 

Skills: Hide 60%, Track by Sme1l9OlllJ. 

Sanity L055: 01 1 D8 Sanity points to $(t a \'leTe1<!1l1f. O{lD3to $(t one 
change shape . 

OLVES. They may hunt in packs when dogging herds of 
elk or caribou; they as often hunt singly or in famil)' pair. 

ings. Wohn are normally shy, and verified attacks on healthy 
humans art said to be rare or nonexistent. 

WOLVES 

char. rol. "''''<'' 
ill 1ll6+' Il 

CO~ lll6 10-11 

5Il 2D6+1 • 
POW lll6 10-11 

DEX 206+6 Il 

Maven HP9-IO 

Av. Dama~ Bonus: none. 

Weapon: Bite lmiI, damage I D8 

Armor: I-point fur. 

Skills: Spot Hidden 60%, Track by 
Sme118O%. 

Habitat: approJ.imately the same 
ranges as larger cold and temperate 
dimate rumin~nts and herbh-ores. 

WERIWOLf, WOLt 



RAITIIS. This kind of wrathful, potent ghost seems to be 
created by o\'trwheJming feelings of frustration and hate 

at the time of death. 

Like ghosts, wraiths rna)' haunt or guard specific locations,and 
like them have only INT and POW as characteristics. Each one 

should be carefully hand-crafted, always 

~WRm" -~ 
/ru~, t~ , 

, 
l 

have some point of unique inter­
est, and rardy should ha\'t 

POW of less than 13. Their 
INT may vary widely. 

Sanity loss to see a 
wraith is alleasl 1/1D8 

Sanity points. 

Wraiths live on the ethe­
real plane, and this 

gives them special 
po ..... ers and vulnera· 

bilities. They are vulnerable to magic. Their POW acts like CON in 
dealing with magical auack. Some wraiths therefore have magic 
points, and if one loses all its magic points, it dissolves and cannot 
reform for at least a week. Others will not be able to reform al all,or 
be able to only at the cost of considerable Power. Others 
have no magic points, only POW, and in losing all POW 
are dispelled forever. No wraith negotiates, nor ~ one 
ever r!"Veal its secrets. Leave that for ghosts. 

No mailer how the .... ·raith is configured, the 
attack procedure is the same. First, match the 
wraith's POW against the target's CON on the 
Resistance Table. If the targetlosa, he or she 
loses ID6-1 (0·5) points from STR. INT,or 
CON (from which depends upon the motive 
of the wraith).A victim reduced to tero in one of 
these characteristics either dies, is ~-ridden,or is a 
vegetable until the characteristic can be raised. These 
attacks may continue 3tthe same level of damage until 
the target has lost all points in the characteristic, or 
until he or she manages to flee the room or other 
specific location. 

If the target successfull)' resists. the wraith loses 
thai amount of POW or magic poinls. If all magic 
points are lost, the thing is dispelled, perhaps perma­
nently at the will of the keeper. A wraith never recov­
ers lost characteristic points. 

T 

aMBlES. Though t\'tryone knows what film zombies are. 
like, not many stories have been written about lhese things. 

bi are almost immune 10 ",-eapons which impak (induding 
fimr ), although such "''tapons "'ill further dama~ the zombie's 
appearance. Any hit by an impaling weapon does 1 poinl damage to 
the creatures hit points. All other "''eapons do only half the damage 
rolled A zombie literally must be hacktd apart before it ceases to act 
Setting one aflame also stems to be efl'ec1ivt. 

The spell creating the zombie supplies the point of POW moti­
vating it. Each spell-caster directs whaT he or she creates: zombies 
hove no wills of their own. 

As the keeper wishes, a few spells and substances may deacti· 
vate these things. According to voodoo tradition, zombies could be 
destroyed by feeding them salt; their makers would first sew shut 
their mouths to guard against this. In addition to the voodoo tradi· 
tion, we note also the notion in the Cthulhu Mythos of Resurrecting 
Ihe dead (which, though, seem mostly in control of their faculties), 
and the new rationales that weird sdence or vile pollution might 
31so create zombie·like things. 

Since Night of the Living Dead, zombies are more eager to eat 
than to threattm by the 19805 zombies were synonymous with the 
idea of cannibalism. The 1943 film Ilia/ked wah lllombie remains 
the most evocativt and interesting depiction of this terror. 

ZOMBIES 

rnafflcteristics rol/s al'frages 

ST' 306xl.5 15-17 

CON 306~L5 15-17 

SIZ 206+6 13 

row I I 

DEX 206 7 

Move 6 HP 14-15 

Av. Damage Bonus: +104. 

Weapon: Bite 30%, damage I D3 
Large Club 25%. damage 108 + 1 + db 
Armor: none. bUI impaling weapons do I poinl of damag(, and 
aU others do half rolled damage. 

ZOMBIE 

Skills: Obey Command 9'19Eo or Pursue Human Flesh 99%. 

Habitat: wherever crealed. 

Sanity Loss: III D8 Sanity points 10 see a rombie. -t;.. 



or "fecte{'T'''Nt At;", C~MACt'" (<o"\Lr<C<A~" t A fe, 
r (or New k~rrr /lNiAS TtfOUTC(J" I\NicUTiosi6cf or 1\ • 

NOMINAL ages for these characters are those given or 
implied in the stories in which they appear. Some of the 
skills are inlended as roleplaying nOles for whomc\'cr lIseS 

them as non-player characters, and do 001 exist anywhere else. 

Individuals who have other than zero damage bonuses are indicat­
ed by +db, not amount, to make dear the difference between "'capon 

w, •• , .,hd damage bonus. 

RMITAGE, Dr. Henry. In the end the Ihm men from 

\..Adlh,m--o,ld. white-beardtd Dr. Armitugt, stocky, iron­

grey Professor Ricl', and Icon, youngish Dr. Morgan-ascended tire 
mounlaill a/one.-H .P: Lm-e<:raft, "The Dunwich Horror." 

After the library watchdog killed Wilbur Whateley while 
Whalder was attempting to steal the N«fOnomicon, Armitage 
learned some of the book's st(rets. Accompanied by Rice and 
Morgan,Armitage traveled to Dunwich and there met and (with 
the aid of strange magicks) defeated Wilbur WhIteley's terrible 
twin, tllt Son ofYog-Sothoth. 

Dr. HENRY ARMITAGE,Age 73,Man of Leiters and 
Librarian 
STR II 

OEXIO 

CON 8 

APP IJ 

Damage Bonus: none. 

Weapons: none. 

SIZ 12 

EDU 24 

[NT 18 

SAN 55 

POW 16 

HPIO 

Skills: Cryptography 75%, Cthulhu Mythos 18%, French 80%. 
German 7()'1t" Greek 68%, History 65~, Latin 75%, Library Use 

C
· ture 75'!b,Occult 25~ Persuade 759b. Psychology 48%. 

ARTER, Randolph. He kllew Dilly Ihat he wishl'd 10 
cross 'he barri" 10 'Ire ulllrammeiled /al/d o/his dreams 

(llld the gulfs where ail dillll'llsiolJS dissoh-e in Ihe absolulc.-H. P: 
lo\"t'craft, ~Through the Gates of the Sil\'('r Kty.~ 

He is ~ central character in StVI'raI Lo\'t(raft tales. Of inde· 
pendent m~ns, Carter studied and wrote, and served with the 
French Foreign Legion during the Great War, but found no lasting 
satisfaction in the illusions of the waking world. Like Odysseus,he 
"'"as a man nt\'er at a loss, and thereupon journeyed elsewhere. He 

ARMITACil, CARTl.R 
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disappored from Arkham, rtlUmN and reporled an astounding 
journey 10 a few fri(nds. then disa~red again, pc'rhaps fOtl.'Vl'r. 

RANDOLPH CARTER, Age 55 When Last Disappeared 

STR 15 CON 17 SIZ 15 INT 18 POW 19 

DEX 14 A!'!' 15 EDUlI SAN SO 
Damage Bonus:+JI)4. 

Weapons:.45 Rt\'Olwr 60%, damay 1010 + 2 
Scimitar 75%, damage ID8+1 + db 

liP 16 

Skills: Appreciat( Ecc(ntric Artists <I~Archarology 14%, Chints( 
25"".CoIonial Architttturt 59'ib, Cmiit Rating 6QfIt,Cthulhu Mythos 
1()Q6,1ka1 With I'ublishers 1591>, Drtam lort 7~. Drtaming 6~ 
English 9()CI&, Frc:nrn5""', History 48%, libf1lry l]s( 55%. In.,, Old 
Books 79%, Military Tactics )5%, Navigate 65%, Perwade 55%, 
Philosophy 88%, Psychology 70%. Ride Unusual Mount 45%, Speak 
Cat )5%. Speak 7.oog 20%. Yaddithian lort 77%. 

C
5: large sil\'l'r key, Hyperborean scroll. 

URWEN, Joseph. 11le sub-
jm [of lilt> painting[ was a 1---:::;:;;;::::::-, 

sparr, well-shaped man _. _ with a thin, 
calm, undistinguished face which 
Sl'tmed sommaII' filmiliar to both Ward 
alld the tmist.-H. P. In.·eaaft, "'The 
Case of Charles Dexter Ward." 

Dtad al the hands of his 18th­
century neighbors, the sorcerer 
Cun"en left clues and magical sugges­
tions which led great-greal-great­
grandson Charles Dexter Ward 10 res­
urrtcl his ancestor. Returned 10 life, '-t1;t;C~~ 
Curwen soon found Ward ·too squea-

mish-,and slew him. Curwen in turn was rtlurned to blue dust in 
1928, when Dr. Marinus Bicknell Willet, realizing that Curwen had 
taken 'A'ard's place, reversed Curwen's Resurrection spell. 

JOSEPH CURWEN, Appears as Age 26, Cruel Sorcerer 

STR 12 CON 1<1 SIZ JO INT 19 POW 20 

DEX 14 AI']) II EDU 21 SAN 0 HI' 12 

Damage Bonus: none. 

Weapons: Dagger )5'110, damage 1 D4 
Rindock Pistol 7oq&, damage I D6 + I 
Spells: Enmant PalOting,Journey to the Oliltr Side, Resurrection, 
Steal tife. Yoi«' of Ra, \'oorim Sign. 

Skills: ACCOUnting 15l1li, Alchemy ~ Anthropology 3Q%,A!;lrology 
55%, Bargain 80'1&, Blackmail 80'1&, Chemistry 10%. Conceal 60%. 
Credit Rating (as WJrd) 70%, Cthulhu Mythos 29%, Fast TJlk 6~%. 
Greek 45%, Hl.'bre'", 48%, Hide 45%, History 67%, Interrogate 75%, 
lack Mercy 90%, latin 53%, library Use 5~%, Occult 50%, Persuade 
~armacy 20%. Psychology 70%, Sneak )5%, Torture 75~. 

J::JE LA POER. The Last. The mlS cot/tinued their riot, slam­
ptding wilh such force and disrinclntSJ Ihat I could filially 

assign 10 their motions a definite directiot/. Th~ rrrotum ... M'tre 
rngageJ in ot/e stuprndolls migration from inco"uivable heights to 

some depth (o"reimbiy, or inconceiv­
ably, below.-H. P. lovecraft, "The 
Rats in the WJlls." 

Rt'lurning 10 his ancient family 
seal, the narrator unwittingly awakens 
the horr ible taint in his blood. The last 
de la Poer, never gi\'l'11 a first name but 
reassuming the ancient form of his 
family name, deYOlves from relired 
businessman to blood-hungry mad· 
man. The rats in the walls of Exham 
Priory, migrating hungrily to the hor­
rible caverns below and with whidl he 
maintains a horrifying rapport, lead 

de la Poer 10 murder and insanity. 

DE LA POER,About Age 65, Last of the Line 

STR 11 CON 11 SIZ II INT 15 POW 14 

DEX 12 APP 10 EDU 16 SAN 0 HPII 
Damage Bonus: none. 

Weapon: Hysterically Oaw & Chew )5%,damage 104 

Skills: Accounting 4S%. Bargain 7O%.Credii RatlOg 75%, Hear Rats 
85%, History 40%, Listen <10%, local Tales 55~, I.ovt' Cats 90%. Make 
Profits 85%, Psychology 40%, Spol 
~55%. 

J:::.)ERBY, Edward Pickman. 
Blond alld blue-eyed, he had 

the fmh complexion of a child,- and his 
attempls 10 mist Q mllu51ache M'f'J't' dis­
cernible only with difficulty. His voice 
M'as soft and light, and his pampered, 
unb:erejyd lifo gaY(' him a jUVf!m1e 
chubbilltSJ falh,r thall the paunchi­
ness of prrmal1lre middle age. He M'as 
of good height, al1ll his handsome face 
would have made him a 110table gal· 
lam had not his shyness held 10 seclu· 
S;OIl alld hookishl/ess.-H. P. IovC'crafl, ~The Thing on the 
Doon;lep.~ 

Weak-wiliN and drttrny. Derb)' "-as an easy target for Asenalh 
\''aile, who married him planning 10 exchange minds with him. 
Inside the shell of Asenalh lurked the mind of sorcttef Ephraim 
Waite, her father. But Derby took revenge from within the, P""'''' 
menage when he rose from the dead, quickening for a W" 'i1;]"",, 
being in-stalled in Asenath's putrescent remains by the sorcerer. 

EDWARD PICKMAN DERBY. Age 38, Poet and Dilettante 

STR II CON 10 SIZ 12 INT 16 POW 8 

DEXtl API']) EDUI6 SAN 15 HPII 
Damage Bonus: +0. 

Weapons: none 

Skills: Amid Responsibility )5%, Craft Poem 85%.Crtdit Rating 7)%, 
Cthulhu Mythos )3'1&. Debate literature 60%. Dri\'C' Automobile- 0%, 
History 45'1b, Imagine 90%. Know Arkham 95%, libf1lry U.)t 65%. 
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Away From R£oalily 4()Qb. 

EGRASSE, Inspector. It mWI 

be /111/1 Impector 
illarrha~­

. On the contrary. his wish for 
mlighlt'llmrnr was prompted by purdy 
professiol/al (ol/sidem/jolls. Thl! stat­
Ul'lle ••• htuf bten captumf some months 
«jON in I~ wooded swamps . .. so sin­
gular alld hll/rolls 11m!' the ,iln COllnect­

/!it Ihlll til .. police could no/ bUI n'wise 

thllt Ihf!)' had stumbled 011 a dark 
elllt.-H. P. Lovecrnft, "The Call of 

Cthulhu.~ 

Legrasse's men broke up a large cultist gathering south of 
Ntw Orleans. His subsequl.'nl interrogations best summarize the 
goals of thost who worship the Grral Old Ones. 

,OHN RAYMOND LEGRASSE,Age 40, Police [nspeclor 
STRI2 CON 14 SIZI] INT14 POW IS 

DEX 13 APP II EDU 17 SAN 70 HP 13 

Damage Bonus: none. 

Weapons: .38 Revah,tr 45%, damage 1010 

Skill5: Climb 35%, Cl't'(!il Rating 3O%,Clhulhu Mythos lilt!, Dodge 
34111&, English 7211b. French 44l1li, Grill SusptcI8S'IiJ, History 27'11;., law 
35%, Library Use 319b, listen 110%, Oratory 15%, j)(rsist 70'1&, 
Photography 22%, Psychology 70%, 
Ride 45%, Snm 39%, Spanish IS%, 
jII''t!i'' 'tin 59'1b, Track 40%. 

ALONE, Thomas F. In 
yorllir hI' had ftlt Iht hid-

beauty alld mlai)' of Ihings. and 
d ban a poel; hUI powrty and 

50rT0 1111 exilt had /limed his gau 
in dark llirtclions, (md he. had 
Ihrilled al Iht imputations of evil in 
the. world around.-tL p, Lo..-e(fa{t, 
-The Horror at Red Hook.~ 

Malone is described as "large, 
robust, normal·featured, and capa­
ble-looking." A graduate of Dublin University, he was as "'ell 

equipped fur the supernatural as any detective has a right to be, 
and yet he was uverwhe!med immediately. 

THOMAS F. MALONE, Age 42, Police Detective 
STR 14 CON 15 S[Z 15 [NT 15 POW [4 

OEX 11 APP 11 El)U 16 SAN sa HP 15 

Damage Bonus: + 1 04. 

Weapons: Fist/Pundl6511Jb. damage 103 + db 
Nightstick 33%.damage [06 + db 
.38 Revolver 70%, damage t 010 

Skills: Bargain 65%,Oimb 551111,Credit Rating 3511&, Dodgt 36%. DriVl' 
Automobile 3~ Fast Talk 7~ Greek 10Gb, Htbrew II%, History 30%. 

Jump~, Know New \brio: SIJ'Nts 85%.lalin 38%, law 4O'ItI, library 
Use 5~,lJsttn 55%, OcruIt 16%. Ptrsuadt 2O'!i, Psychology fiOCIII, 

,."'\r~' Throw 45%. 

ASON, Keziah. Dirt 
Keziah, he rrflertl'd, might 

hild /'Xctllent Tl'{JSon5 for/iYing in 
a ro n with pffuliar angks;for was il 
1I0t I ugh certain angles Ihal she 
claimed (I have gone outside the 
boundaries of Ihe world of space Wf 

knowi'-H. P.lOvt'Craft,"The Dll'ams 
in the Witch Hou5e.~ 

A woman of admitted evil in the 
era of the witch trials, Keziah Mason 
escaped retribution by fll.'fing to 
another dimension. Her anchor in this 
space-time appears to ha\"e been her Arkham home, known in later 
unturies as lhe Witd! House. There "\titer Gilman studitd her 
reappearances and infiuenc($, and thrll' Brown Jenkin gnawrd oul 
Gilman's heart. 

KEZIAH MASON, Immortal Witch 
::'1'R 14 CON 15 SIZ 10 

OEX 14 APP8 ElJU 25 

Damage Bonus: +1 04. 

[NT21 

SANO 

Weapons: Butcher Knife 65%, damage 1 D6 + db 

POwn 
III' 13 

Spells: Contact Nyarlathotep" . Create Gate' . , Dread CurS( of 
A13thoth. Enchant Pipes, Shrivelling, Summon/Bind Hunting Horror, 
Summon/Bind Strvitor of the Outer Gods, \'oorish Sign. 

"This spmaJ malion is smilingly alll·m and "'ithaut cost of magic 
points,' the jJrm colllactrd is l/ral of the Black Man. 

'"The wirch !ras a sprrial grasp ojCreme Gale, lind seems 10 bt ubiI' 10 
drug yicrims illlo OIh,., spurt-rimes aglllnsr lireir will. 

Skills: Astronomy 35%, Cthulhu Mythos 81' Estimate Gate BMD. FaJ.t 
Talk 70%, Hide 65%, History 40%, Kidnap 65%, 0cruIt 65'11,Organize 
Cult 80%, Persuade 85%, Pharmacy i'O%, Poisons 70%, Psychology 
50%. Sneak 30'11>. 

Sanity Loss: 011 D4 Sanity points to s« KC'ziah Mason. 

BROWN JENKIN, Keziah's Immortal Rat-Thing Familiar 
STR 3 CON 5 SIZ 3 INT 14 POW 12 

DEX 18 ' EDU3 SAN 0 
MO\'e9 HP4 

'/ras four tillY hmlllJri hlll1ds in pIlla oj 
pall·s. 

Damage Bonus: -1 D6. 

Weapon: Bite 80%, damage 1 D2 

Skills: Gnaw 65%. Hide 85%. Listen 
70%, Scuttle 75%. 

Sanity loss: 011 D4 Sanity points to 

f:
'"~"""' 

ICKMAN, Richard Upton. [Ht'[ 
lI'as 9rewing whal lrappe,15 10 

t se stolen babes-how Ihl')' groll' 
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up-alld I/lIm I begall 10 s« a hit/rom rclationship in the factS of tlte 
hW1I/1I! lind /lonhuma/! figurt$. He was. ill all his gmdatioll5 of morbid­
ity iwtW1!e1! the ftwtkl)' 11011·hwnall alld lite degmdtdly hllman, /!Slab­
lishing a sardonic litlktlgt QJlJ n'OlUllOIL The dog-things *m dn'tloptd 
from lIIortals!-H. P. i..oYemft, "Pickman's Model:' 

The force of Pickman's canvases apparently depended as much 
upon the depiction of human hypocrisy 115 upon revealing the 
physical evolution of human into ghoul. 

RICHARD U. PICKMAN, Age 43.ArliSI of the Macabre 

STR 13 CON 17 SIZ 12 INT 18 POW 18 

DEX 18 APP II EDU 16 SAN 15 HP 15 

Damage Bonus: +104. 

Weapon: A5 ~voh"er 55l1li, damage 1010 + 2 

Skills: An (Oil Painting) 90%, Brush Technique 96~ Colonial 
Archill'Cture 30IIII, Cthulhu Mythos 12%, Fast Talk 55%. Jump SO%, 
Latin 25%, Morbid Renderings 99%, Photography 25%, Psychology 

SON OF YOG·SOTHOTH. /I was 
mostly a kind offorre that does­

lI't beloug ill ollr part of spare; a killd 
of force that acts 01111 grows and shapes 
itsdf by othl!r laws than thow of Ollr 
sort of Natuff'.-H. P. lovrcraft, "The 
Dunwich Horror.n 

This is Wilbur Whateley's fraternal 
twin, ~""ho looked more like his father" 
than W-dbur did: -red ~ an' crinkly 
albino hair, and no chin, like the 
Whateleys .... It was a octopus, a spider 
kind 0' thing, but they was a haff-
shaped man's face on top of it, an' it look«llike wizard Whatcley's, 
only it was yards an' rards acrost.~ It was invisibk and could bt Stt1l 

only with the aid of the Powder of Ibn-Ghazi. 

SON OFYOG·SOTHOTH, Age 15 

STR 35 

DF.x 21 

Damage Bonus: +2D6. 

S[Z5Q INT21 POW 24 
HP ., 

Weapon: Grasp and Suck 1()()Qb, damage 1 D6 hit points lost to crush­
ing every round, plus loss of 1 DJO hit paims of blood drain evtry 
round after the first. 

Armor: none, but cannot bt harmn! by physical weapons. 
Enchantn! ",'eapons do minimum dama~. The creature is suscepti­
ble to magic. [t is invisible except ""hen fttding. 

Spells: Call Yog-Sothoth, Death Spell, Implant Fear, Stop Heart, 
Voorish Sign. 

Sanity La 

1081301 
en invisibk, Ifl08 Sanity points; ""hen \'isibk 

ity points; conceivably pla)'ers may need to roll twice. 

AITE, Ascnath. Sire )1"1/5 dark, smallish, and l't'ry good­
looking exupl jar o~'ITf>rofllberrml eyes; bill somelhillg ill 

her i.'XpreSSilJII alitnllled txtrt:me/y stll5;til't ptople .... Dlle of the 
Itrll5l11outh \\'tJiles. and dark legends ha\'t rluslered Jar gel/emliom 

abolll crumbling. hlllfdeserted 
I/lIIsmouth and ils people.-H. P. 
Lov«raft, "The Thing on the 
Doorstep.~ 

To presen'e himself, sorcerer 
Ephraim Waite transferred his mind 
into that of his daughter, Asenath, but 
that effected he still desired the male 
brain's ·unique and far-reaching 005-

mic powers." Fearing for his life, 
Edward Derby murdered Asenath, but 

Ephraim ensorceled Dtrby from Lw.:Ii' ... s.:iiiii¥.-' 
~)'tlnd the gr.tI1'. 

ASENATH WAITE,Age About 23lsouUmind of Ephraim 
Waile) 

STR 12 

DEX IJ 

CON 14 

APP t3 

Damage Bonus: none. 

SIZ JO 

EDU 23 

Weapons: Fist/Punch 6()%, damage I DJ 
Head Bult 50%, damage 104 
Grapple 3S%,damagc special 
Dagger 45%, damage 1 D4 + Z 

INT 18 

SA;o;'O 

POW 18 

HP 12 

Spells: Alter Weather, Curst of Azathoth, Mind Exchange, Mists 0( 

R'lyeh, Witber Limb,and any si,; Call and Contact spells. 

Skills: Arabic 60%, Cthulhu Mythos 72%, Dri\"r Automobile 70%, 
Library Use ,Occult 55%, Swim 
85%. 

ESr, Dr. Herberl. l\est was 
then a small, slender. specta­

dl'd youfh with dl'limle foawres,yellow 
hair, pale blue eyes. ami a soft voice .. 
Ol/Iy all occasional flash of a cold blue 
i)'t .. ·Itold J of the hartkniltg atld grow­
ing fanaticism af his rnamrter under 
the pressurt: of !tis terrible im'eStiga­
tians.-H. P. lovecraft, ~Herbert 

Wcst - Reanimator.H 

WCSt obsessively reanimated 
dead tissue for some twenty years,but 
with no thorough-going success. Some of his partial successe~ at 
last hunted him down and slew him. 

Dr. HERBERT WEST, M.D .• At Age 3{), Experimenter 

STR II CON 13 SIZ9 INT 18 POW 18 

DEX 15 APP 12 EDU 23 SAN 10 HP II 

Damage Bonus: none. 

Weapons: Scalpel 9O%,damage 104 
Hrpodermic Syringe SO"b, damage ntgligible" 
"impale mult rnlm ~ilal organ or relcases POT 16 poi50lI. 

Skills: Anatomy 80%, Bargain 75%, Chemistry 65%. Credit Rating 
40%, Dodge 55%, Electrical Repair 55%, Fast Talk 50%, First Aid 
65%, Hidt 40%, Library Use~, listen 5'h1, Makt Plausible Excu$C 
6(\111), Mechanical Repair 4511D, Medicine 79%. Pharmacy 60%. 
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Photography 20%, Select ~st Nervous S 
Hidden 10%, Track ]8%. 

c -rr 
55%.Sneak 39%, Spot 

HATELEY. Noah 
("Wizard"). (He arrangedJ 

all the rolling ancient books alld pam 
afbooks which during his own day hlld 
been heaJXd promiscuously in odd (()T­

Ilers of the mrious room$. "/ made some 

~ of'nn,~ In! would SIll as he tried /0 
mrnd u 10m bll/(k·/errer page .. . "bul 
Ihe boy is ftlfen /0 make better lise of 
'tm:-H. P. Lovecraft, ~The Dunwich 
Horror." 

~nly intelligent, the self·tutored 
\II?1-. TELEY, NO?.H sorcerer promoted the impregnation 

of his wife by Yog-Sothoth. She subse­
quently bore fraternal twins, Wilbur and the Son of Yog·Sothoth. 
who carried on Noah's work. 

WIZARD (Noah) WHATELEY. Age 72, Sorcerer 

STR 10 

DEX' 

CON II 

APP8 
Damage Bonus: none. 

51Z 12 

EDU 7 

Weapon; Staff 80%, damage I D8 + 1 

INT 18 

SANO 

PaWl) 
liP 12 

Spells: Alter Wfather,Augur, Blight/Bless Crop. Call Horned Man', 
Call 'I'iJg-Sothoth, CausefCuI'C Bl indness, Contact Nyarlathotep, Death 
SpelJ, Dread Curse of Azath01h, Evil E~, Implant Fear, lamefHeal 
Animal. Shrivelling. Stop Hearl. Summon/Bind Byakhcc, 
Summon/Bind Slar Vampire, Voorish Sign, Warding. 

'A summary of this spell exi$lS in Return 10 Dunwich. 

Skills: Cthulhu Mylhos 22%, Drive r---::=:;;:;:::--i 
Sleigh 65%. First Aid 25%. History 
15%. Librar se 100,Occult 25%. 
Ptrsuade %. 

HATELEY, Wilbur. Though 
he sha",!/ his mother's, and 

grandfather's chinlessness. his firm and 
prtrodously sIraptd /lOSt united wilh 
the t:XpITSSioll of his laTge, dark, a/nwsl 
Lalin eyes to giw him un air of quasi­
III/llithood and well-nigh pretematuml 
inlelligence.-H. p, Lovecraft, "The 
Dunwich Horror; ViMA "ELEY, WILbUR 

Whateley and his ghastly twin intended 10 open the way forYog­

Sothoth and other gods. but Wilbur, the human-looking twin. was 

mauled to death in the Miskatonic University library by a .... atchdog. 

Wilbur had broktn in at night to steal ~ Nwrmomicon. This 

episode alened Dr. Armitage to ttH- dangtr f:acing mankind. 

WILBUR WHATELEY, age 15, Eager Pupil 

SfR 17 CON 18 SIZ21 INT21 

DEX 14 APP 7 EDU 15 SAN 0 

Damage Bonus: + 1 06, 

Weapons: Fist/Punch 65%. damage 103 + db 
Kick 45%. damage 104 + db 
Head Butt 55%. damage 104 + db 
.45 RtvOh-er ~,damagt IDlO + 2 

POW 20 

HPlO 

Spells: Augur, Blight/Bless Crop. Call 'Os-Sothoth,CauseICure 
Blindness, Contact Ny~rlathotcp. Create Gate, Death Spell, Evil E~, 
Implant Fr:ar, lamefHeal Animal, Po-;.'der of Ibn-Ghali. Stop Heart, 
Summon/Bind Byakhct.Summon/Bind Star Vampire, Voorish Sign, 
Warding. Witht1" Limb. 

Skills: Aklo 65%. Arabic 25%,Astronomy 25"'. Oimb 65%, Cthulhu 
Mythos 38%, Dodge 55%, Drive Wagon 55%, English 75%, Greek 
45%, Hide 55'*, History 35%. Jump 65%, Latin 65%, library Use 
25"'. Listen 90%. Occult 45%. Psrchology 45%. Sneak 45i11o. Spot 
Hidden 7596. 

Sanity loss: mctting the clothed Wilbur costs 011 Sanity points; 
meeting Wilbur naked costs 11108 Sanity points since his body is 

~
" "d ,Ii". 

ANN, Erich_ He *'Qj a small.ltan, INIII person, with lhabby 
dotlres. blue eyes.grolesque, sntyr-like face, and nearly bald 

he .. t P. Lovecraft. "The Music of Erich Zann." 

An unnamed but inhumanly-great musician, perhaps an 

Outer God, pursued the man. Poor Zann died of fear and kept on 

playing. 

ZANN, ERICH, About Age 60, Violis t 

STR 14 CON 10 SIZ 9 

OEX 18 APP9 

Dama~ Bonus: none. 

Weapon: none. 

EDU 10 

INT 14 

SAN 15 

POW'1J 

HPIO 

Skills: Know Music 93%, Listm9O%, Play Viol 99IltI.Spot Hidden 0%. 
\\Tile French 11%. Write German 63%, Write Music 99%. 1£ 
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l~orre 
)j;;ff~~.\~. l""r' aectNiON ANtrfA'1" [;~n\"1 5cou"r61f.'DlV<T< Nx!h, 

re I'IfvCNtUl't5 IN rlNt 5fJ(f OT NOW MTe liNt cometA C. 

recursor Mythos tales by ChamDefS,Machcn,anJ Blackwood 
art some five generations since publication. lowcraft (dl 
silent more than sixty years ago. Since then ha\"e come new 

of ,",'Ords, among them the writers and keepers of Call of 
Cthulhu adventures. These Jailer have created much, induding here 
more than Iwo hundred spells for uS(' in the game. Spells make interest­
ing browsing and can become useful models for kCl.'per projects. These 

have been evaluated in play many times. 
As always, keepers art nOI obliged to rtcognizeanyensorcelment or incantation which has 

nOI b«ome manifest in the course of play. Spells 3rt a province of the keeper. not the players. 
Most spells are intended 10 De cast by evildoers.cultists, and madmen. 

A handful of spells are the product of independent magical tradition-human tribal 
knowledge, the arcana of the Serpent People, the fathomless rationality of the Great Race, indi­
vidual research, etc. A few spells have no Sanity point cost. 

Spells are arranged in a single alphabetical list. Cross-references indicate a couple of spell 
name changes. 

Fi\"e types of spells-CaIVDismiss Deity, Conlact, Contact Deity, Enchantment, and 
Summon/Bind Servitor-form sub-classes which include 5n"tral or many spells. The ratio­
nales for some of these spells have been regularized for this edition. Enchantments include 
what were known as ~artifacts" -permanent enchantments for which no spell of creation is 
known. The four that exist in this grimoire (Glass from leng, Lamp of Alhazred, Plulonian 
Drug, Shining Trapezohedron) are mentioned under Enchantments, but are alphabetized 
individually in the general spell list. 

!~:E?f:..~E'" m""""'"" m"""'" '"Y ""h" ","d;,~". r..'E' ,ro"P' m,y "" '''' 
spell to achieve great mt'teorological t'fft'Cts. The keeper establishes the base conditions. Every ten 
magic points sacrificed effects one level of change (Si'<' further below). Tht' caster rna)' expend as 
many magic points as he or silt' is able, as can any participant who knows the spell. Those igno­
rant of the spell can contribute 1 magi<: point only. 

Casting the spell costs every participant 1 current Sanity point, and requires a song-like 
chant to be utterN for IhRt minutes per level of weather changt. The efft'Ctive radius of tht' 
baSt' spell is 11'.'0 miles; this area can be widened for a cost of ten magic points for each addi­
tional mile. The change in the weather lasts thirty minutes for every ten magic points of the 
total contributed, but violent weather such as a tornado lasts a much shorter lime. 

Five weather components can be changed, in varying levels of effect. One level costs 10 
magic points to change: thus to change the two levels from partly cloudy to heavy clouds takes 
20 magic points to change. For snow to fall, the tnnperature must be 30" F or lowt'r,otherwise 
the precipitation is rain, not snow. 

ALTFR WrATHER 



Cloud COWf Lewis: (I) clear, (2) foggy, (3) partly cloudy, (4) 
cloudy, (5) heavy clouds. 

Willd Direction Le\'els, Ihe eight compass points: (I) north, (2) 
northeast, (3) east, (4) southeast, (5) south, (6) southwest, (7) 
west, (8) northwest 

W;lId Spud Lewis: (I) calm, (2) breezy, (3) gusty, (4) strong 
steady wind, (5) gale, (6) local hurricane, (7) tornado. 

Temperature Levels: one level raises or lowers the temperature in 
the area of effect by fi~'e deg~ Fahrenheit. 

Prrcipiltlrion Lnd5: (I) dry, (2) driuJe or mist, (3) rain [snowl, 
(4) hail [snow], (5) heavy rain [heavy snow], (6) thunderstorm 
[blizzard1, 

(Other spells no doubt supplied the pri(Sls with means for seeing. 
touching, and so on.) 

The priests of Nephren-Ka could not transplant themseh~s 
into other people. With transplant technology.today's sorcerer can. 
Even while disembodied, the caster is able \0 sense where the other 
parts are, and subtly guide the bodies to .... 'aro each other. Whtn 111'0 
bOOies are as close as a block or two, the caster regains full con­
sciousntSS, with access to all memories, knowledge, and spells. The 
caster also takes command of these proximal bodies, and they all 
!>tcomc of one mind. POW is his or her own, but the magic points 
are the sum of those he or she controls as well as owns. His or her 
own magic lHlinls regeneratt, bUllhe rest are one-time use only, 
and only as long as the' caster maintains sway. 

ATTR ACT FISH: a fisherman's aid, to be cast O\'l;'r salt or fresh 
water. The cost is 2 magic points and no Sanity. Bait must be 

APPOIrrION KA: the casler can place a portion of his life essence, placed in the water and a simple sing·song chant utmed for two 

or ka, into one or ntore of his vital organs. This r-:;";=~~_~:---l minutes. In 1 D6 minutes, Dloo local fish CQn-
done, the wi1.3rd can then remove the enchanted I gregate in the area. 
organ from his or heT Dody. The organ continues to 

AUGUR: grants portents of the future if the cast· 
li\'e and sustain the caSler's idffitity. Having one's 

er is clever enough to underSland them. Augur 
own insides remO\'ed costs 2D 10 SAN and the per· 

costs 4 magic points and 102 SAN tocast.Media 
mancnlloss of I POW pt'I' organ removed 

varies, from animal entrails to tea leaves to the 
This spell was first used by followers of the 

casting of stalks. The chance of understanding 
Dark Pharaoh, Nephren·Ka, who would remove 
,,',,] oro,n, ,nd ]--" 'h' ,w, ' 0_' ] an augury is equal to or less than the augurer's 

'1:> uu. m yin .... Ie paces. 
This would make the caster virtually impossible row xS. A portent may be "ague, subtle,dream· 
to kin, if not for the spell's one weakness. The like, or in a cryptic \'trse; if the future were easy 
brain is the 5CJ! of the spell's power and, as such, 10 know, everyone would know it. 
could not be remO\'Cd. If the brain was destroyed. tht- other organs 
would lose their magical properties and the caster ,,'Ould die. 

AWAKE ABHOTH: this spell wakens the sleqJing god Ab·hmh to 
begin the great feast for which it wailS and hungers, The spell costs 
12 magic points, I D10+2 Sanity points, and long rituals that prove 
the caster's faithfulness to the god. 

BAIT HUMANS: causes the imagt of a fabulously large and beau­
tifully cut diamond to float in the air before the target. The spell 
costs thecast~ 1 magic point per casting, lasts for five minutes,and 
can be repeated indefinitely. AppraximJte rilngt' of the spell is one 
mile. As a larget approaches the illusion, the diamond recedes at 
approximately the same speed, in the direction the casler wills, pre· 
sumably to where the hungry chthonian waits. As in sport fishing, 
the target decides whether or not to take the bait. Only chthonians 
have thisspell.A variation, Bait Sand Dwellers,exchanges tht- image 
of a floating diamond for that of a tender human haunch, dripping 
flesh blood, 

BALK BROOD: calls forth the Brood of Eihort from a victim. The 
spell requires three rounds to intone and costs 103 Sanity points 
per participant. The caster and other people who know the spell 
can expend as many magic points as desired.. Those ,,·ho touch 
the caster while the spell is intoned can add I magic point per 
person, though the Sanity cost remains at ID3 points each. 
learning the spell requires a roll of INT x2 or less on 0100 and 
IS·INT days of study. 

Using the Resistance Table, match the total of the magic points 
expended against the number of days elapsed since the injection of 
the Brood. If ttlt spell succeeds, the Brood infesting the victim 
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promptly GlSCIdc out of the victim's orifices, cosling him or her 103 
Sanity points for pain and embarra5sml'nl. 

The vic tim also loses ! hit point for each dar of infestation. The 
infestation may already have caused the victim great harm, which 
thei r presence keeps from being obvious. Removing the Brood 
actually may kjll the vic tim, but he or she is doomed in an)' G1.SC. 

At o;'ach (asling of this spell. the partkipants risk the appear· 
ance of Eihort: the chance accumulates al 10 percentiles per cast. 
Eihort will attack the caster first. 

The targt15 known haunts. its last known location, or its point of 
cnrr)' into this dimension are all suitable sites, The spell casters 
must divide their numbers: one th ird rema in outside a prolec tive 
cirde and the resl stand \"ilhin. 

Using a mixture (If ground silicon dioxide, lime,or magnesium 
silic:n(', combinffi with dried and ground hrnmlne or garlic. the 
largt'T group of spell casters inS€:ribes a circle on the ground 
around them, one largr enough 10 accommodate the group as well 
as leaving room for a fi re in the ct'nter.A.~ lhl' circle is madt'", the 

BA NEFUL DUST OF HERMES TRISM£GISl'US: similar In the casters must recil<: 3 complica\t'd I'crse. Then more of the corn-
Dust of Suleiman, ilonly aile-CIS creatures of nont rrrestr ial origin pound is used [0 trace a series of complicated s)'mbols, accompa-

Ilh I ] d h ] h] I fG I k
· d nied at all times by the chanting of verses read aloud or declaimed 

:I excu es umans,<rcpones,g ouS,5crVan so aa'l,san 
from memor)'. 

dwellers. serpent pt'Ople, and chioonians, but not lIying polyps, 
The spell C"o\stcrs outside the circle then trace a second larger 

dder thin<J~. mi·",' ~tar·spawn "f (lh"lh"." ,h~~'h<J. ], ro<l< ","' ... " ~ v.... -N)'" ~ " " circle of the compound, surrounding all. The casters in the ccntral 
~ magic points and no Sanitr to cast the creation speU; thereafter circle place their ptrsunal sigils (a sigil can be a hand\~rincn sig-
3nrO!le may Lise tbe gold-colored dust crcall-d. On!r Ih ... most ti?ar- n;llurc,I!T something equally characteristic) at evenlr spaced inter. 

sO l11e entit ies c!llUin lic to fight after an ,lppl ica- '--:;;;~~=~~-l \'"0115 around the inside perimcter of the inner ci r-
tion of this pow(.'rfu] dust. I de. As the sigil is placed, that participant must 

To appl)" the dust r~qui rcs that the target he speak his or her name aloud to the heavens. 
within reasonable Throw range. With a sU(CI:'ssful These personal sigils must remain in pla(e until 
Throw roll, [he dust bums the extraterrestrial Ihe ritual is (omplcted. The prott'(th'e circle5 
crc,llurl' for 206 PQints of damage. Armor does complete, the casters in the inner drcle build a 
not protect ag~inst tht' dust. Each successful ritual fire upon a gratf suspemll-d two to six 
Throll' of the dust does the same dam<lse. If ill(hcs above the ground. The fire must be of 
Thro"'ll and missed, thl' nimbus of the dust still modl' rate size, with plainly visible name. As the 
does 1 hit point of damage. The Cre:ltuTe e5(apes ritual fire is lit. all ClIstl'rs repeat ret another 
damage only if till' Throw roll is fumbled. complicated I,(,rsl'. Th(' fire must burn steadily 

The dust's effects are horrible, and 005t sensi- L....:==-____ -==-_-' from this Time until the sigil is uul'rlyconsumed. 
tive obsen'ers 0/103 Sanity points to see. The cre~turc Ilin(hl's [(the fi re Dags or dies, the banishment fails, so the inner circle also 
and fla ils, and sometimes 5(reams.its body smokt"s aod bllrlls as if Illust (Llntain plenty of fuel. 
eml'n by powerflll acid. Once the fire is burning steadily, the casters wi thin The inner d r· 

Thl' formula for the dust requi res common (hcmkals and de throw locks of thlir own hair and nail clippings into the Dames, 
ingredient5 in a proportion of combined wrighl about equal to 1\\"0 acrompanied by more chanting. As the smoke rises from the d ip-
!)()unds. 1w\) ouncts of this concoction is enough for ont'" dose. pings, the ca5tm within tht'" inner circle place the sigil of the intend-
Sixtttn doses would Ix made each time the formula is foIlO\\·cd. A cd targt·t on the fire SO that it is clearly visible to al l the spell casters, 
su.:crssful Chemistry or Pharmacr roll is required for a batch to and it must remain visible until ullrny consumed. At that point the 
work; the keeper should makr this roll, for thc cast~ r should have image of the thing to be banished apprars, h()\\'ls in fiery agony, and 
TW idea if a batch will be effec tive. graduaJl)' rctllrns to its own plane of existen~e. As it burns, the cast-

BANISHMENT OF YOE fTAD: it sends home most trans-d imen. ers within the circle repeat a final verse, then remain silent until the 
sional human or human.like intelligences that are under their own fi re di~, ao additional 3010 gamr minutes. The caSTers then may 
volit ion. It i~ Mt effl'Cti\"(' against servitors, hirelings, thralls, or an)' destroy tho;' circles and freely move about. 

creature wmmandcd by another intelligence. Correctl)' performed, BAT FORM: lets the caster assume the form and capabili ties of a 
the banishmem is permanent and irrevocablr. Each hanishment is fl)'ing fox, while retaining his or her intelligence and intentions. 
of an individual. not of a class. The spt'll cOSts 12 magic points to cast; assuming the form of a bat 

At least three people mllst participate in the spell. All p3 rt ici. costs I DR Sani ty points. The spell must be cast while the sun is 
pants must know the spell . More par ticipants add to the cffe-(Iive- down, and its effects last onl)' unt il the sun riscs. Capabil ities of u 
ness. The total number of participaots must bo;' divisible by three. bal includr those of flight and of acute hearing. 
Each participant donatrs 104+3 magic poims and lo~ ID·' 
Slmity points. Learning this spell requires Iwell"e hours of lime, a BfCOME SPECTRAL HUNTER: turns the target into a monster 
roll of INT x~ or less, and 103 Sanit), points. which can attack while invisible. The spell requi res 2 POW from the 

This banishment I,'orks by destroying wi th ri tual fla ntes a caster (who also may hI.' the r~ipient) . a small specially made fig-
sigil represent ing the targe t. The ta rget's personal sigil is h~ st, but ur ine, the blood of sc\'Cr~ 1 animals, and the loss of all Sanity points 
a substitute (all be prcpartd according to a formula descrioed by the target of the spell. The targel must be a knowledgeable vol-
with the spell. unteer. If the castcr is not also the recipient, he or she loses 3D6 

The spell must be performed in the open air in the middle of Sanity points in performing the ritual. The target transforms inlo a 
Ihe night, ideally in a place of power lIssociated with the subj('ct. spectral hunter, a hideou5 humanoid described in the core supple-

R(IO.\l1 'trt(rR\( UtNrlR 



men! Tlrr (.n-atlll"l' Complmioll. The nell' 5p«tral hunter is psychi- on its inner surface. lbe castrr must also carve a circular talisman 
call)' linked to the figurine which holds ils soul. If this figurine i~ into the surface of the area whl.'re the spell is 10 be (ast. Six candles 
destroyed. the spe-ctral hunler is injure'<! or killed. 3f(' placed and lit clockwise around this talisman. Ooe(' the candl .. s 

are lit, thr casler may not leal't' the ciTdc. or hr or she mllst repeat 
BIND ENEMY: either by physic-d! mtack or magical allack. the spdl the ceremony from the beginning. 
renders the target unable to harm the caster for the next Sl'l'l'll At least six drops of uncoagut.1ted human blood must be addnl to 
days. A variable number of magic points arc sacrificed into a small the bowl. To target an individuul, phlce some of his or her body hair, 
effigy of the targf."t, and then Ill~tched ag~inst the targe-t's pm" on finge-rnail clippings. pt'rsonal possessions,dc .. in the bowl. 1I10r(' than 
thl" Resistance Table. If the target wins, the spell fails. No Sanity one person may be targetNl ut 3 time. Incantations must be .:hank'l.l 
points are l"xpendt'd. It takes about a day to gather the matf."rials. without interruption foran hour.lf all goes well,lhf."lxMI bridlygloll'S 
construct the effigy, and cham the ritual that seals the magic points and the spell bo.'gins its work. 
into the effigy. After the spell is cast, the targeted loup-garou expenences 

The f."ffig}· must (Ontain a few hairs or nail clippings from the growing fears and desires based on the need of its animal side. For 
target, or something else of a personal n3tlJll". The spell is broken if instance, if the loup-garou is half mountain lion, then while on the 
the c3sler atl3cks the t3rget or if the effigy is destroyrd. human side the loup-garou ~comes increasingly aloof. predatory, 

and territorial with rivals. The affe.:ted loup-garou loses no Sanity 
BIND LOUP-GAROU (Cage of Kind): removes a \,·cre·Crt:llUre'S unlt'SS it understands what has h:lppened to it; thell the Sanit)' loss 
desire to control his or her shapl'-chnnging.quick- , _____ -,-____ ---, • 1 DJ+1 'AN ~,d',' "",'1 "0\\' d .' , 1m ~ r" d,l r ~II~ 

Iy condemning him or her to thl.' life of whatc.'l'er passed. Then it loses all remaining SAN 3nd as a 
animal the character's animal alternate is. Bind L 1 ' lIuman is pt'fm3nent y lOsanC'. 
Loup-Garou needs 14 maSic points per targeted 
loup-garou.lt ronsumes lDHanit), points percer. BIND SOUL: allov.·s the caster to imprison a 
emony, no matter how man)' loujls-garous all" human soul and thereby (Ontrol Of murder [he 
involvN. A loup.gamu so bound sheds its human body from which th.· soul came. (ost 10 ~-ast the 

r s",,11 is 10 rna,;, points and J Sanity ...... inl<. The 
side in a number 0 &lOll.' days equal to its POw. r- r- ~ 

caster must be able 10 find the soul before it can 
Once the spell is cast, the tars.:t loup-garou 

steadily loses his or her ability to choose when to be imprisoned; see Snare Dreamer tor onc IVa)' 
sh:lpe-change. ;"\ore and mOI\' he or she becomC's to achieve that. See Compel Flesh for a way to 
the animal alternate wh~n primal emotions such conlrollhe body. 
as rage, fear, lust, or hunger become strong. The shape-change is The caster must defeatlhe target soul by matching POW vs. 
more and more triggered, and not a choice. The effecl strengthens POw on the Resistance Table. If the soul is trapped, the victim's 
owr timC'. After 112 POW days, the targel spends half its time in its body begins to die, at the rale of 2 CON per day. When CON reach-
animal form. After POW dars, the human side is utterly un3ttracl;W es U'ro, the bod)' dies and the soul is released. If the soul is nol 
and looious. The loup-garou then li\'~ out the remainder of its life trapped, the magic points and Samty points are lost without effect. 
as an animal in the lI'ild. A special \-essel for the soul must hare been pll"paroo. That rit -

To perform this spell , th( caster nt'Cds a bow[ of solid silver or ualtakes three days. Anything that can be dosed (a jar,a box. a bot-
gold. The bowl must be inscribed with the incantations of the spell tIe, etc) will do as a \'essel. The soul can be released br opening or 

breaking the I'essel, if the vessel can be found. The powder of [bn­
Ghazi and similar mugic (an trace the link between body and ~oul: 
the location of the Ye"srl can be calculated by triangulation or by 
expending considerable powder and simply following thl' spider­
web·like link left tangible by the powder. 

BLACK BINDING: offers a war 10 creat( an ordinary zombie, at a 
cost of 16 magic points and I D6 Sanity points. A ritual liquid must 
be poured ol'er a corpse. or into the graIl' in which a corpse lies. The 
keeper determines the ingrl'tiients of the liquid: at least ooe part 
should be difiicult 10 obt3in legally. The corpse is left to mature. At 
IhC'end of a week, the caSler comes to the grJIX'and intones the Black 
Binding. At the end of the half-hour ritual. the corpse claws its way 
from the grove. and thereafter does tht' caster's will. A zombie m,lde 
this war continu~ to Ttlt after it has risen. A replacement must he 
crtated periodically. 

BLESS BLADE: mates a blade capable of damaging or killing 
enlities which cannot be harmed by ordioary weapons. Requires 
the blood sacrifice of an animal of at least SIZ 10, a poill! of POW, 
and I D4 Sanity points from the Cll"ator, Thl.' blade of the knife must 
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beo; an elemental mctal such as iron or silver. The blade may be of 
~ny size. but brger bbdes do greater damage; S\.'e the weapons 
table (p. 58) for samplc d~mage$.lf the blade is broken. melted. or 
olhwvise damagcd. i tl~rmanent ly loses this abi lit y. but it will not 
be harmed in attacks against supernatural entities. 

BUGHT I BLESS CROP: as the caster chooses, the spell cause:; 
one acre of \'cgl1atioolo wither and die slowl),. as if parched, or to 
blossom and grOl~ \,'ith I'igor. The spell in either \'e/"Sion costs 6 
magic points and as Blight Crop an add it ional I D6 SAN to cas!. 
"Blooding" the caSler (slriking the face hard enollgh to draw 
bloodl breaks thl' spell. 

BODY WARPING OF GORGOROTH: allows thl' caster to change 
his or her ph)'sical form. The caster must inl'oke 1':rarlatholep and 
repeat the phrasts of the spell for 106+4 minults II'hilt expending 
6 m(lgic points and ~n additional magic point for each point ofSIZ 
to bt· gainl'd or lost in the body warping. This spell also costs 206 
Sanit)' points anJ I point of POW each time cast. Onl)' one al ter· 
ation per casting is possible, and the effect is permanent until the 
spdl is recast to (hanst back again. This spell cannot be cast on 
another being. 

The sorcerer can change to any shape and appearance. though 
retaining person~1 :lbilitic$. The form must he fleshly, thought it 
can appl'ar to be of stone. wood. a rug, ~ tc. Once changed into a 
nell' shape, the ca~ter has the mobility 0; th:l t shape. The caster's 
STR, CO~. lNT, POW, and DEX never change. If emulating a per­
son. the S(lrcerer's API' bt'COmes that of the individual emulated. 
The casler can lake on only the form of what he knows. 

BREATH OF TlfE DEEP: his or her lungs fill wit h sea waler, 
dnJlI'ning the wrgcl. The (aster must be able to see the t'lTge\. After 
mentally intoning thl' spell for a round. the caster sacri ficl'"s 8 
magic roints and lIJ6 Sanit),. Match POWs on the Resistance 
Table. If the caster wins. consult the drowning rules in the Game 
S~'Slem chapter. DlOO rolls begin at CON xS, then COX x4. etc., and 
thl' target must make them for 106 rounds. Each missed CON roll 
cost~ the target I D8 hi t points. 

BREW DREAM DRUG: creates a drug which fac ilitates group cntT)' 
into a world of dream. Lasting the spell and making the drug takes 
aoout lIve hours and costs 4 magic points and 2 Sanity points to 
cast. After the first, each additional draught made at the same lime 
COStS one additional magic point-tO make five draughts. for 
instance, would COSt a total of 8 magic poillls and 2 Sanil)' points. 

The drinker of a draught falls asleep vcry quickly, for ahollt 
fonr hOUTS. The subject iI'{' length of the dream may be long or 
shorl, and memories of the dream may be distorted. All who drink 
of the same drug together are together in the dream. By the origin 
and proportion of the ingredients (and by arrangtment wi th thl' 
keeper), the caster may guide dream entry intn a specific area cor' 
rdJti\"C to the Waking World, such as a spedfic city or to some spe' 
ciill plncl' or other diml'nsion. 

A large number of herbs arc required, some commonp!.:!ce. 
others mp;tical and difficult to find. Th~ rcsult is a thin bro .... ·n liq­
uid. A mild narcotic effect relaxes the drinkl'T and inclin('s him or 
her tOIl'ard dreams. 

BREI\! SPACE·MEAD: tllI'Omlrrfull)' goldFII/iqllid, wl!in! hI.' krpr 
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in a carafe in his dl'sk alld Jerl'l'd in liny &Igian liqul'llf glasst'S ill 
5/uh small amOl//lts lirlll il 5«lIIl'd fUlil1' ll't!lI /0 raise il /0 0111'5 

lips-alld yet its bol/quet and its lasle . . . outdid eWlI Ihe olrlest 
Clrianti alld Ihe Ixst Cira/eau lql/em 10 sl/ch all extelJlIlralto mell­
lioll them ill Ihe same hrerlllr was to do illjuslice 10 Ih.· profl'ssor's 
brew. Fiery though it was, it Iradthe (lddrtjOllal effect of tlwking m~ 
drowsy . . . . - August Derleth, "The House on Curwen Street.~ 

This spell creates a magical drink that allows a human to 
withstand journt'ys through the vacuum and vicissi tudes of 
space. For all such journrys, thr rffectiwnl'SS of space-mead also 
requires thr expenditurr of an equal number of magic points and 
currrni Sanity poinls,each equal to the log to base 10 of the jou r­
ney's distance in light )"t'ars (see the Space-Mead Effecri\'eness 
Table on p.220). 

5a1'l'd. On the next visit to the Dreamlands no sign of the sicknt'SS 
exists. Thi5 spell mlly bt! casl Dilly illihe [)n>all1/alllfs. 

CALI. / DlSMISS ARWASSA: can bring Arwassa on the first night 
of the new moon. Costs the caster and other participants 3 varying 
amount of magic poinls to Call, and the caster loses lDl0 Sanit)' 
points. The arrival of the deity wil t cost more Sanity point5. 

Appearing, the fearsome Arll'ilssa must he fed 100 SIZ or more 
of lil'ing cr~a t ures, including :11 least one human being. Since 
Arw;J.ssa's worshipers always provide sufficient fodd;:T, what would 
happrn if thl.'y fuil is unknown. Arlvassa is one of many little­
known Greal Old Ones. Stats for ArII"assa appear in the CrratlHl! 

Companion. to appear soon. 

CALL / DlSMISS AZATHOTII: calling this god is extremely dan­
gerous. The spell costs the caster and other participants a varying 
amount of magic points. and the caster loses 1010 Sanity points. 
The arrival of the deity will cost more Sanity points, and has the 

Brewing the drink and taking the journey reprl'Senl stparate 
stages for the caster/user. Different types of space-mead exist, each 
wi th the same t'ffeets but all of them requiring 

,-------------, potential to fry the planet. The spell can bt' ca.'a diffmnt ingredit'nts. 
Brewing space-mead n-quires five spl'cia] 

ingredients 10 be chosen by the kl'fper. and 
rtquires at least a week of brewing lime. Once the 
mead is foaming and bubbling. the castt'r must 
sacrifice 20 magic points per clost inlo the brew. 
These magic poims rna)' bt' sacrificed over sever­
alar many days; the more points, the more doSt'S. 
Each dose allows a pt'rson to withstand one jour· 
ney through spacl' of varying distanc ... ,md lime. 

Once the space· mead has been enchanted, 
the traveler must find " mount: among others, the spl:lI 
Summon/Bind B),akhtt can provide an interstellar stel:d. The tl':l1'­
dl'f thl'n drinks a dose (presumably bringinga n:turn dose along), 
climbs on and commands the mount. and the journt'), begins. 

While in space, the traveler is in ml'nta] and physical stasis, 
nearly insensible to surroundings. Uj>On arrival al the d('5tination, 
the effects of the brew ooncludt'. 

BRiNG HABOOB (SlIndslorm): thl: caster foCtlses strong swirling 
winds. In a dt'seTl or among coastal dunes. this product'S a sand­
storm. The cost I)f thl: spell is 20 magic points, itt3ke~ an hour to 
cast, and also requires 104 Sanit}' points. 

This I'cry cost-effectil'e spell producl's a whirling storm rough­
ly 20 milt'S across with winds :lI'l'raging 30 mph and gusts of 
roughly twicl' that. Se-e Ahl'r Weather for a more S)'Stt'maric spell of 
grealer extreml's. 

BRING PESrILfNCE: Dmlln/IllII/5. This foul spell infests ils vic­
tims with dreadful diseases. Casting thl.' spell costs 10 magic points 
and IDIO Sanity points. The target must be touchl.'d by Ihe caSler 
and the target can res ist the spdl by matching POW again5t the 
caster's POW A bit of d;,'cared human flesh is required as a mater­
ial component. 

Thl.' first symptoms of the disease show up in 1010 munds. 
S),mptoms of tht' illness vary, bUI its game effect is always thl.' daily 
loss of IOJ CON unlil the victim is cured or dead. Victims also suf­
f\'r a dailycumuilltiw S-poimloss from each skill. Th(' l'iClim maybe 
cum! with a successful Medicine mil, and cured dreamers regenff­
ate all lost CON points in 206 hours. 

Should an infwed dreamer wake bt-fore perishing, hI' or she is 

only at night. outdoors, but no other spt'cial 
preparations are needed. 

CALL / DISMISS THE BEAST: this Call Deit), 
spell summons a gigantic monster (Abu Hoi is 
one name for it). Casting the spell costs the cast­
er and other participants a varying amount of 
magic points, and the caster also loses 1010 
Sanity points. The arrival of the deity will cost 
more Sanity points. The spell may bt' cast only at 

one special site on Earth. This spot is /10/ given ht're, for the pro­
tWion of thost' who have not }"i:t playrd through thl: 011)' of rill.' 
Be/lSI campaign. 

CA LI. f DI$MISS CTHUGIIA: brings Cthughato the name held by 
the caster. The spell costs thr castrf and othrr participants a I'ar)'­
ing amount oi magic points, and thr Ulster loses 1010 Sanity 
points. The arrival of the deity will cost more Sanity points. As the 
c~s ler inlone~ the spell, he or she mOl'l'slhe flame, usually a lorch. 
The spell can be successfully cast only on dear nights wh(.""11 
Fomalhaut dears the horizon. September 10 November are the best 
nights for Fomalhaut in North I\mt-rica. 

CALL f DlSJ\flSS HASTUR: calls the deity to nine large blOt"ks of 
~tone in a V-pallern.alw<lrs 3 sign of cult activity. The spell costs the 
caster and other participants a I"arying amount of magic points, and 
the caster loses 1010 Sanll)' points. Thr arrival of thl' deity will cost 
more Sanity poims. Each of the stone blocks needs a I"oluml' of ninl' 
or more cubic yuds. 

The spell can be cast only on clear nights when Aldt'baran is 
~bol'e tht' horizon (roughly October to ~Ia rch). Each byakhee pre­
sent during Call/Dismiss Hastur adds 10 percent ill'S to thl' ~hunce 
for success. 

If a point of POW Il;\s bren s.1cr ificed into each hlock, so that 
all are enchanted, the stone V adds 30 petc('ntill'S \0 the chance to 
Summon/Bind B)'akhee. 

CAU / DISMISS ITHAQUA: focuses the attention of Ithaqua. bUI 
Ihe presence of the Grl'Jt Old One mar be noticed onl), as a whirl­
wind or ic), wind. The spell cost5 Ihe caster and other participants 
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a var),ingamounl of magic points, and the caSler loses ID10 Sanit), 
points. The arrival of the deily will cost more Sanity points. The: 
spell must be cast on an enormous mound of snow. OrdinariII'. the 
spell can only be prrformcd in Ihe far north of the I,'orld. whCll 
temperatures art belov,· freezing. It is possible that lthaqua might 
be im'Oked from any high, snowy mountain. 

CA LL I DISM ISS NYOGTfIA: im'okes the favor of Nyogtha. who 
then appears. The spell C05tS the caster and other participants a 
varying amount uf magic points. and the caster loses 1 DID S~nity 
puints. The arril';ll of the deity will cost more Sanity points. The 
,aster must perform the spell ritual at the entranet' to any cavern 
e\'enlUally connecting to thl' cave wherein Nrostha d,,·ells. 

CA LL FISH: see ATTRACT FISH 

CALl. POWER OF NYA MB E: see POWER OF NYAMBE 

CANDLE COMMUNICATION: allows two se ntient beings to com· 
municate magically by \'Oicl' at a distance, without ot her appa.Jt us. 
This requires tl\'O casters, and costs each 5 magic points and 1 
Sanity poinl.At a pre·arranged time,each participant lights a can· 
dIe and speaks the I~ords of the spell over and over until the other's 
IIQice call be heard. This spell works clearly at up to Wn miles; for 
each additional hundred miles or fractiM thereof, the spell COSts 
an addi tional magic point and is 10% lesslikel)' to be understood. 
Maximum range is one thousand miles. A b[own·uut candle flame 
breaks communication. Tht: spell can br reeJst by both parlirs. 

CAST OUT DEVil: frees the target of possession by alien enlities. 
This elaborate spell takes a full day to cast. requiring many com-

CA LL I DISMISS SKINI.ESS ONE: Brothers of the Skin. Calls the 
Skinless One to ils ass('mb!t:d wlt. The spe-Il (()sts the caster, 
priests, and other participants n varying amount 

, __________ -, pOllents of African tribal magic. It costs no 
of magic points, and the caSler loses I D 10 Sanity 
points. The arril'al of the deity costs more Sanity 
points. Calling the Skinless One is a dangerous 
task, even for a cultist. 

At least one freshly flayed corpse must be 
offered, and rach such cadaver increases th l.' 
chance the Skinless One appi."ars by one per· 
centile. If the DIOO roll fails, perhaps because I)f 
a 00 resull, the Skinless One may 51 ill material· 
ize to colle.:t the sacrifices, but takl.' that numbl.'r 
again from among the worshipers prestnt. The 
Skinless One is an avatar of Nyarlathotep; stats for it are in the 
CfI'arure Compmrion. 

CAl. I, I DISMISS SIIUB·NIGGURATH: calls Shub·Niggumth 10 a 
consecrated stone altar. The spt'll costs tht' ('Jster and olht'r partido 
pants a varying amount of magic points, and the castt'r loses 1010 
Sanity points. The arrival of tht' OOt)' costs mon' Sanity poinls. This 
cult altar must be set in dank wilderness. and the spell must be C.tSl 
from the altar. Call1Oismiss Shub--Nig8urath may br cast only at the 
dark of tht' moon. 

The altar is consecrated by bathing the stone in blood, to the 
amount of200 SIZ or more. Ea,h Call of the dark goddess requires 
fresh blood across the altar.A blooded altar in the amOllnt of 40 SIZ 
or more adds 20 perttntill's to the marKt' to Call Shub·Niggurath, 
and each dark )'Oung p~nt adds another 10 perc(,"nt iles. 

CA LL I DISMISS YOG·SOTHOTH: calls Yog·Sotholh to a specially 
constructed stonc tower. The tower must b .. in an ope-n area, and 
the sky must be cloudless. The spell costs the cast!,' r and other par· 
ticipants a varying amount of magic points, and th .. caSler loses 
I D 10 Sanity points. The arrival of the deity will cost more Sanity 
points. The stone tower must be at kast ten yards high. Each lime 
the spell is cast, the cultists must designat !.' a hUlllan sacrifice ior 
the god's taking. This need be no more than an invitation-ges­
turing toward a nearby village, for instance, from whi'h Yog· 
50thoth then selects a victim. 

At thl.' cult's option, thl' stone tower may be enchanted, lowering 
the magic points nl't'ded for a successful cast of the spell. Each point 
of POW in the lo,,'er pe-rmanent ly improws the total chancl.' of cast· 
ing ei ther Call Of Dismiss from il by S percentiles. 

Sanity points. After a contribulion of 10 magic 
points to energizc the spell , match the pow of 
the aorcist against the POW of the foe possess· 
ing the victim. Willing aSSistants who also know 
the spe-ll may add half of their POW (round frn,· 
tions dO"'n) to the effurl. ;tlld this spell is seldom 
~lIeltlpll'd \~it hou t SIKh help. It might be used 
against many foes-to help a person posst'SStd 
by Y'golon .. ,. pe- rhaps, or by a mind from the 
Great Race of Yith. 

CAST OUT SIIAN: expe!s a shan (insect from Shaggai) from any 
lil'ing hosl standing I~ithin a flre ·foot·wide ~ntagram drawn wilh 
the herb arnica. The caster perform~ a ritll;!1 which takes one hour 
and costs 10 magic points, as ,,'ell as 1 POW from the caster and 
each vic tim. (Thl.' casler could pt'rform it on himseli or herseli for 
2 POW.) After the ceremon)', the pentagl1lm is proof against a new 
shan intrusion for the nl'x t tw<'l\'e hours. The spell does not destrt)y 
the shan, but has that effect if performed in direct sunl ight. 

CAUSE I CURE BLINDNESS: the target suffas complete and per· 
manent blindness, as if b)' a sirokl'. The same spell can rt'verse 
blindnl.'ss if the eres and optic nerves af(' essemially in tact. The 
spe-II costs 8 magic points (or either l'Crsion, and an addit ional 206 
Sanity points for Cause Blindness. A dar of ritllal and a successful 
POW \'s. POW match on the Resistance Table are also needed. 

CAUSE DISEASE: amicts the target victim with a feverish illness 
res~mbling cholera, malaria, pneumonia. etc. The caster Inay invest 
35 many magic points as he or she can; mah:h them against the. tar· 
get's POW on the Resistance Table.Casting time is fiw game rounds. 
If the target wins, there is no !.'ffee!. 

[f the caster wins, s),mptoms such as high (en'r, nausea, vom· 
iting, dehrdl1ltion, and loss of concent ra tion follow. The victim 
losl's 206 STR. CON, and DEX (roll scparately for each), at the 
rate of one point daily for each. If the victim survil'es, he or she 
r~'gains these points. [f any of thc characteristics reach zero, the 
victim dies. 

To caSI thl.'spell, tht'attackerobtains $Oml' personal item of the 
target, especially something that has touched the mouth. Thl.' 
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objecl is buried in a d«p hole with shreds of poisonous plants or 
bamboo. The hole is filled and 3 specially can-t'd slOne place on 
top. A short chant follows, and the spell is cast. 

Bed rest is Ihe /Jnl)' trealment that seems 10 maintain clarity of 
mind. Only cUf3tive magic truly hdps. Retrieving the burird objt'Ct 
breaks the spell,otht'rwisr the spl'll runs its COUTse. 

CHANT OF 1"1101'11: mar increase the caster's chance 10 .~ Ive a par­
ticular intcllwuaJ problem. Tocast it Tl'quires 30 minutes of lime and 
1 D4 Sanit}' points. for C\'try magic pain! spent in th(' chant,thl' cast­
er adds 1 percrntiles 10 his or her chance to gain knowledge, learn a 
spell , translate a passage, deduce Inc meaning of a symbol, etc. If the 
user's chance is less than 10%, the Chant ofThoth cannot help; thus 
for it to aid in translat ing a paSSll!,'f in Latin, the caster must kIlO\'.' at 
leasl Lat in 10%. 

Enchanting Ihe ston~s in th is case requires the prt'\'ious sacrifice 
of 4 magic points inln ~a(h , 

Breaching the cirdr requires a successful resistance struggle 
matching the character's POW against the magical STR of thr cirdc 
(equal to the POW of the caster). Anyone who touches the cir<"le but 
fails the POW struggle I'omits for the tll'xt five minut('s. (Jr until he ur 
she relreats at least 100 )'3rds nw:ly. lf anyone suw.'Ssfully breache ~ 

the cirde, the spell col lapses. 

CLOAK OF FIRE: at the cost of great pain to the caSU.'r, this spell 
increases the caster's movement and augments his or her combat 
defense. Cloak of Fire (osts 12 magic points and llllO Sanity to 
cast. Only the cast~r can bent'fit from the spel l. It takes OIll' round 
to cast, and ils effe..: t lasts 4D~ rounds. Vie'wing the Cloak in action 
costs If 1 D3 Sanity points. 

The spell wreathes the caster in weaving, glinering points of 
light, each spark dragging a Illminous lrail and fl ickering while-

, __________ -, hot. Sealed within Ihe Cloak, the caster rises sel'-

eral inches off thc noor so that his feet no longer 
lOuch. Non/,'theless, body movements are precise. 
Th{' nimbus of the Cloak is agonizing, cosling 
I D6 Sanit)' points to feel during the firsl casi. No 
hit points are lost because of the pain, hm.·{'I'er, 
and if the caster has nlll lOu.:hed anyone, the 
pain stops when the spell does. 

CHARM ANIMAL: causes the largel animal to treat Iht' caster as a 
friend. The spell COSIS I mngic point for evt'ry SIZ 
point of the animal, and lasts for 2,j hours. When it 
expires. the animal remembers nothing of its pre­
\'ioos friendliness. No communicalion occurs. The 
ani llkl l friend cannol be usoo to run errands or 
engage in combat, but all will sh3re their .... ·;mnth 
during slt't'p,and a predator will shar~ some of the 
game that it has killoo. 

CHIME OF TflCHAPTL: wilh it. the caster C"Jn 
enchant a small bell or chime maUl' of a pure 
metal such as gold or iron. Sih'er giws the best 
lone. Th~ ritual takt'S six hours, and costs 106 Sanity points and 
tht' sacrifice of 2 POW. For each 100 feet above sea It'vel.tht' effec­
ti\'t'ness of the crealed chime increases by one percentile: made at 
5500 feet, a chimt' lI'{)rKs 55% of the time it is rung. Additionally, 
the caster must enactlhe Unspeakable Promise (in this chapter), 
imperiling his or her S3nilY and lif .... 

The result ing chime defends against many spells which require 
song or music insl ruments in their casting-Free 11aSlur, Song of 
Hastur, Dampen light, and Soul Singing are fou r examp1l's. Rung 
softly,lhe chime 3bsorbs the spell or spells if a DIOO roll cq1l31s or is 
less than the chime's pcn:entile rating. As the liJiml' absorbs magic, 
ils metal takes on a peculiar sheen and the chime's tone alters in lim­
bre.Once il has absorbcJ a spell, the chime retains the spell's essenc~ 
for 21)6 minutes. 

During that intt'rval, if the holder of tht' chimt' rings illoudly, 
the spdl energy in it is released violently back at the caster .... ·ho 
sang the spell, cosling the target lO6 hit points for each 2 magic 
points or poinl of POW the chi me absorbed. A larget's blood 1't'S­
sels crupi, and he or she bleeds from ever)' pore. With the loss of 
more than half his or her total hit points, the eyeballs bllrst, inflict­
ing total blindness. Using Ihe chime in this fashion (OSIS riO magic 
points and no Sanity pnints. Wilnessing the rcne.:tion of spell ener­
gy mal' (Ost Sanity. 

CIRCLE OF NAUSEA: creates a rowerful prolective circle 
around the caster thai will cause nausea and pain in anyone 
approaching it. Creating the circle costs 4 magic poi nts, 1 points 
ofSan;IY, and 5 ga me minutes. The caster must inscribe a circle 
on the ground, then fortifr the ci rcle with fou r enchanted 
stones- one at each of the four ca rdinal points of tht' com pass. 

CII\t'lIOI 

While the spell is in effw,double the c;lster's 
I-.-!OV and DEX. Dfcrcase all chances for attack 
against the caSler by 20 percentiles. All weapon 
attacks do minimum damage. Anrone attacking 

with r-istlPunch, Kick, etc, suffers exactly the damage done to thl' 
caster. 

If the caster touches someone, treat it 3S 3 Fis t/Punch allack 
doing I D8 hit points of damage: each time Ihis happt'ns, the caSl­
er also suffers half of thai rolled damage (round dOl''Il) as his or 
her skin and flesh flash away tu fed the doak's magical surface, 
Thus il is possible that this spdl could luwer the caster's hit points 
to zero, and cause dl'alh . 

CLOUD MEMORY: blocks the target's ability tn remember con­
sciously a particular even!. The spell costs 1 D6 magic poinls and 
lDl SanilY points. The spell takes effect immedia1e1 y. The caster 
must be able 10 see Ihe target, and the targetillust be ablt' 10 receive 
the cast('r's instructions. If the caster's magic poinls nl'erCl1me the 
target's on the Resistance Table, the target's mind is menta lly 
blocked with respt'(t 10 one specified incident. If Iht' incident ",<IS 
terrifying, the I'ict im may there3flcr still haw nightmares I'aguely 
relating to il. lf lhe spell fails, thee\"t'nl in question becomes I'ivid in 
the target's mind. 

The caster musl know the specific evenl 10 be blocked. The 
caster carmot command something vague like "Forget whal you 
did yesterday." Instead, he or she must citt' a (crtain ev~nl, such a$ 
~Forget you were aSiiilultcd br a monster." This spell (annot block 
knowlt'dge of spells or 01 the Cthulhu Mythos unless the knowl­
edge.> is firmly tit'd to a sp&ilic el'ent, nor cOIn it undo a Sanil)' loss, 
or undo insanity, 

CWTCII OF NYOG1"HA: a hideous allack spoell costing 11>20 
Sanity points. The caster must spend 1 magic point to Slart Ihe 
spell, and Ihe targel must b~ within a cOIII'ersalional distan("e.lf the 
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caster overcomes the target's magic points wilh his or ht'T own on 
the Resistance Table, the target feels as though a large hand i~ 

cTu.;hing his or her heart. and loses I DJ hit points for each combat 
round that the spell is in effect While under such attack, the target 
is tenlpurarily paralyzed, as though having 3 h{'Jrt attack. [n the 
round that the targl.'l 's hit poiOls fall to zero or Il.'ss, the target's 
chest ruptures and bursts, and the targcfs smoking ~n appears 
in the hand of the caster. 

Each round the spell lasts, the caster mUSt spend magic points 
equal to \I~icc the number of hit points in damage ilCl ually donI.'. 
The cas t~r must concentrate on the spell each round that it is to 
remain in effect, and the caster must overcome the large,'s magic 
roints eaeh round that he or she conct'nlr:II{'5. If the caSler is dis­
tDeled or if the target succl.'Ssfully rt'sisls, the spell ends. Any dam­
age already done rt'mains. 

COMMAND ANIMAL SPELLS: causes a specific animal or 

The ghost summoned by this spell responds to quest ions 
about el·t'nts oC{ll rT ing while tile spiritl il'ed. Each qUl.'stion costs 
the caster one magic point and another Resis tance Table strug· 
gle. whl.'n the spirit is victorious, or when a game hOllr dapses, 
it departs. 

COMMAND SHARK I PORPOISE: for commining a human sacri­
fice 10 the gods of tht' sea. The spells originated in the South 
Pacific. Each casling costs I magic point; for tach addit ional point. 
th(' chane(' of successfully bringing the creatu re rises by ten I'l.'r­
cl.'mi[es. The spell lIlU ~t be cast OVCT sa lt water. To bring a shark. 
splash blood into the st'a; for a porpoise. drop in smalllil"e fish. The 
crealutt' follows tht shouted commands of the caster. With a suc­
cessfu[ luck roll. a second shark or porpoise accompanies the one 
called for, but the u'(ond one is not subject 10 magical control. 

insect to swarm to obey a specific command. r----------, 
COMPEL FLESH: 3 person becomes a living zombie, capable only 

of foll owing simple, understandable, spoken 
instructions. Compel F[esh costs 3 Sanity points 
and S magic poinls tQ cast plus ao additional 
magic poinl for l'wry ten gamt' rounds that Ihe 
spt.-I[ is to remain in effect. 

Published spells include ones for Drivl.'r Ant 
Column, Green Mamba, leopard, aod Spider 
Monkey. Though (3ch such spell must be 
learned separaldy, alt require I magic point 
e~ch and no Sanity points. The command is 
answered naturally (the animal or insects moy­
ing by natural means 10 th ... caster). One does 
not want to call on 50101.' sort of creature which 
must lake months to reach the caster. 

First the soul of the target must be bound; 
see Hind Soul abol'e. Then tht caster can usc this 
spe!l to torec the body of the targl.'t to perform 
a(tions. The body will follow instructions until a 
task is completed, or the body is killed, or Ihe 
spell ends. 

Command spdl~ for an)' natural animal may L _____ --'~ ___ ...J 
CONJURE GLASS OF MORTl.AN: creates 3 way 

to I'iew scenes from the past. Costs the caster I D8 Sanity points 
and each viewer I D6 Sanity points, plus any Sanity loss for what is 
viewed. A crystal bait and an enchanted brazier are required as 
welt. l et the light fro m a candle shine through th(" crystal balt onlo 
slllQke from the bDzier: a vision forms. Tht' caster expends 6 
magic poinls per spell al1empt, with a chance for success e-qualt6 
his or her Clhulhu Mythos skill. The Voorish Sign can help, 

exist. known by witch doctors or shamans 
somewhere. 

Reaching the caster, the crt'atuft is able to comprehend and 
perform a command appropriate to it. To instrucl a snake to "ny to 
Ml.'xico~ has no meaning to it, and the ord~'r to "bite Jonathan 
Kingst...y" baAlI.'S a tarantula, since il has no l'lily to idenlif}' Ih ... tar­
gel. On the other hand, the command to~bite alt humans in fron! 
of rou~ could be allempted by a creature of minimal intelligence. 

COMMAND VI/OL E: the spell must be ch~nted togelh~'r by a brge 
group of peup[e, each of whom must know the spdl, though not 
necessarily the intent. Each contributes I magic point to the sum­
moning. The chant lI.'ader loses I D6 magic points and I DJ Sanity 
points. The chant lasts hours, until the dholt' appears. 

The chanll(ader can allempl to OI'Crcome the magic points of 
the summoned dho[e wi th his own and, if successful, he commands 
the dholl.' when it appears. It remains controlled until the caSler frees 
it, ~'ither voluntarily or b)' losing his concentration. falling asleep, 
elc.. and at Iha! point it disappears. Jf the command roll fails, thl' 
doole attempts 10 eat ev~'r}"One, then di.s.1ppears.At present this spell 
does not exist in any t:lrthly writing. 

CO,ItMAND GHOST: compels a ghoslto coml' forth to answer specif. 
ic qut'Stions. Casting lil t spel[ costs 10 magic poinls and IOJ Sanity 
poi nts. The casting must be per/Qrmt'{i al night. A mJmmar~ blood is 
poured upon the STJl"e or ashes of the dead person whom the casta 
"'ishl'S to lllll tact. The spirit I"ill refuse to re-enter this world, so thl' 
caster must Ol"CrCOllle ils magic points with his 01" her own on the 
Resistaoce Table,forcing it 10 appear. Sanity loss for viewing tht' ghost 
varies "'ith the ghost, ,,'hich appears in ils form at death. 

The I' ision is of the past. Unless the vision comes under the 
slI"ny of a Great Old One (20% chance), the .~ctne viewed is of the 
caster's choice. A Great Old One might cause visions to appl.'ar that 
were pert inent 10 itself or some artifact, instead of what was 
ciesirl'd by Ihe caster. 

CONSUME LIKENESS: the caster can assumt' the living likeness 
of a person fresh ly dead, as seen by eye, vidt'o camera, X-ra)", etc. 
The l' iClim may be no mort' than J SIZ points different from the 
caster. For thl.' next few days the caster consumes the victim and 
works thl.' spell, cxpending to magic poinls every six hours, and 
permanently sacrificing I POW point. The ca51t'r could consume 
sel'crallikenessts, and thereb}' take on several guises. When a vic­
tim is consumed, the ("",1s,er loses 1020 Sanit), ()Oints. This spl'1l is 
known by many serpent people. 

Onee the spell is comple.c, the caster takes on the appearana' 
of !he victim at will , for as long as desired. The sh,ldo'" of the (ast­
er remains as original. Simi[arl y, the caster's skills and memories 
remain intact-the victim's are foregone. 

Upon losing one or more hit points. the caster must rever' 10 

original fonn and rest 103 hours. To go from an assumed form 10 

'he original form takes 20 seconds. The original form must be 
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Il.'Wr\ed to be-foil.' another form can be assumed. To go from the­
original 10 an assumed form takes t D3 minutes. 

CONTACT CHTHONlAN: the spdl COSt5 5 magic points to caSt, 
and I [)3 Sanity points. Unles~ there are no chthonians nearhy, il 
succeeds automatically. The spell must be c~st at a location which 
has known recent earthquakes, such as at G'harne in West Africa, 
or where hot spots and volcanoes offer relatively quick transport 
fmm the deep interior of the planet to the outer edge of the geo­
logic crus\. 

CONTACT DEEP ONE: tht' spdl costs 3 magic points to cast, and 
103 Sanity points. Unless then' are no deep ones nearby, the 
chanting succeeds automatically. This spell should he cast at the 

edge of a salt-water ocean or sea. 10 work best. it should be cast 
near a deep one cit)', such as the waters off innsmouth, 
Massachusetts. Part of the ritual consiSlS of throwing specially 
inscribed stones into the \I'3ter. 

CONTACT DEITY I ... 

. . . CHAUGNAR FAUGN: opens communication with Chaugnar 
Faugn. fur each attempt. the C"Jster must sacrifire I PoW and I D6 
Sanit)' points. Thechanceof ~IlCcess l'Quals half of POW xS (round 
up). On second and later tries, sacrifice the same amount and ron­
tinue to dem:ase the luck roIl lhmhold to reflect the chang.:s in 
PO\\', but hall'\.' the Luck roll only on the first cast. With a success.. 
the deity sends the caster \'isions or nightmart-s which inform the 
dreamer of the god's d~ires, or lets him or her knoll' if a petition 
[0 the 1,'0<1 is to be f~vurdbly anslI'cred or rer,'Ctoo . 

. , , CTHULIIU: opens tU1l11llunicatiOn with Cthulhu. For ea,h 
attempt, the caster must sncrifice ! POW and \[16 Sanit), points. 
The chance of success equals half of PO\V xS (round up). On second 
and later tries,sacrifice the samc amount and continue [0 ck.'Crease 
the Luck roD threshold to rt>fjrct the changes in POW, bot halve the 
Luck roll on1ron the lirst east. Cthulhu typicaHy responds at night, 
during the caster's drroms.. By dreams and nightmares he iniorms 
his foUowers of his desires . 

... EIHORT: little resembles other Contact Deity spells. F.ihort's 
Bargainers sacrifice I magic point instead of I POW in casting 
it. The god automatically appears in dream form if the 
Bargainer is distant, and in person if within a fcw hundred 
yards. In impart ing this spell into lhe Bargniner'5 brain. F.ihort 
extracts I POW in compensation . 

.. , WA: l'cJodoo.Opt-ns communiC:lIion \~ith a specified loa. This 
spell mar beeast 1»' olle pe~ or a group,ns Ihl."" mambo prefers. 
fur each attempt, there is a sacrifice of 1 POW, the first time 1»' the 
caster, and of I D6 5.lnity points from tht· participants. The chance 
of success l'Quals half the cast .. r's POW x5 (round up). On second 
(md later tries. sacrifice the same ;mlOunt and continue to 

drcrease the Luck roll threshold to reflect the changes in POW. but 
h311'(' the Luck roll only on the fi~t roSI. 

A particular loa must be chosen. Typically the (I.""remony 
im'Oll"l'S a Sfllall congregation of ~ipm dancing to drum. The 
p;!rti.:ular Ioo's symbol (IV-Ii) must be inscribed in the floor of the 
hllll1fOr [place 0{ \\-orship]. Offers are made, and a summons Sling 
b)' those present. On .second and lilter tries. a Ti\!lOOm pt'rson among 
the congregation is chosen by Ihe 10.1\0 lose ! PO\V.A random 11)6 

PJrticip~nts each lose a S.,nity point. Again the chance of success 
equals the caster's present POW xS or less on DIOO. 

If the result is a succeSS. the sollght-for loa possesses someone 
other than thecaster. Tho,' host's INT and pow are replaced by those 
of the loa,aoo the loa's \vice t'I1'tCf"8CS from the host's mouth. The \0.1 
mar be q~ioned politely or asUd for advice .or m~' {'\'l'n agl\'e to 
increase a sllppliront's chance to complete a particular task. 
Communication skill rolls ma}, be(alled for. TheceremonyOl"cr, the 
possession ends. P-J)'mem is 1101 normally a((l"pttd fur ~lIstjng 
Conlact Loa-one must be invited to haw it rost for him or her. 



· .. NODfNS: opens communication with 1'\ooens. For l'ach 
aUi'mpt, the caster must sacrifice 1 POW and 106 Sanity points. 
Tht- chanct"of success equals half of PO\I/ x5 ~ round up). On seamd 
and later tril.'S,sacrifke Ihc same amount and continue to dt'l:rt3se 
the Luck roll threshold to ~Ilecllhe chan!;l-'S in POW, Imt halve Ihi' 
Luck mil onl)· on the fi rst ~JSI. The Cont"ct spell for Nodens can be 
cast onl), from a remote, unJX'Opk-d place such as th(' cdgeof a sea· 
di tllf.latcr, Nodens contacts the C3Slt'r, it will be when he or she is 
alone,and in a similar in3cCdI>ibie place. 

... N)'ARLATHOTEP: opens communication with :-.!rarl;uhOl.ep. 
hlf each attempt, the caster muS! sacrifICe I POW and I D6 Sanil}' 
points. The chance of success equals half of pow :6 (round up). On 
se.."OI1d and latt"f tries, sacrifice the same amount and continue to 
do;'crrase the luck roll thfl'Shold to relk.'Cl the changes in pow; blil 
hah"t the Luck roll only onthl.' first cast. This spell can be caSI from 
anywhere. as befits this omnipresl'n t god, but 
NrarlathOlep appears only m mt'CI ings of wor­
shipers, Of when IK.."",' priests of thl.' Outer Gods 
arcanotnlal 

... SKINLESS ONE: Brothrn of dlt' Skill. To con· 
!Jet tho: Skin1cssOne,anal'iltarofNyarlathOlep.l 
POWaod I DIOSanit)' points must be sa.;:rifta'd, 
Tht' chance of SUCQ'S:l cquals half of pow x5 
(round up). On serond and later tries, sacrifice 
the Silme amount and cont inue to d~rease the 
Luck roll threshold to rcflecllhe changes in POw. 
but hah~ thl.' Luck roll only on thi: first l'aSI. 

A freshl), skinned COlllSi' must Ix> available. The Skinless Of)(' 
manifests in this corpse and, before thl.'corpse liquefies and (,\';1pO­
Tiltes. answers up to thra" questions.. Sanit), loss tOr I'iewing this is 
1/ 11>10 SAI"\. Seeing tht' Skinless One costs 1010/1 DlOO SAN . 

. .. TSATHOGGUA: opros communK."1llion with Tsalhoggua. !-or 
l.';I(h <lltt'mpt, thl.' Ca.Sl~r must sacriticl.' I II()W and lD6 Sanit)' 
points. The chance of success equals half of POW x5 (round up).On 
SCI."Ond and later tries. sacrifice the ~ame :lmoulll and contimll.' h) 

decrease tht' Luck roIllhreshold to reflt'(t the changes in POW, but 
hah· .. the Luck roll (1Il1}' on Ihe tirst (asl. Tsat~ua may appear in 
spirit fornI, as a hazy and transluccnt projection of his real self. to 
\\ilich norma! Sanity Iossrs apply. He usually I'lsits only iflnecast­
l'r is alonl.'. He speaks audib~' to thecasll'f . 

. . . Y'GOLONAC: oprns communication wilh Y'goIonac. For each 
atl<'mpt, tht' caster must sacrifice I pow and I D6 Sanity points. 
Thechall("Cof SllCcessequals half of POW x5 (round up).On seamd 
and latef Irks.sacrifice Ihe same amoum and (onlinnt' to dccreasc 
thl' Luck roll thrt'Shold to reflcct t h~ changes in POW, but halve the 
Luck roll only on the first cast. This god responds b)' atll'mpting to I 
convcr\ thl.' castl.'f to its worship. If the dl.'it}' feels that the caster 
would b< an unsuitablr priest, il will psychically anad: him or hcr, 
aod Iry to eat the soul and mind. If the caSlt"f might be suirabll.', 
r 'golonac tries to possess a friend, who (controlled) approaches the 
castl.'r to tempt him or ht"f inloscn·ice. 

CONTACT El.DER THING: the spell costs 3 magic points to caSl, 
and I IH Sanity points. Unless there afl.' no cider things nl.'arby, the 
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chanting SlIcceroS automatically. TIll' 1110S1 likdy l(J(ation~ arc 
along tht' S(luthern part of tht' Mid-Atlantic Ridge, ur over the gl'O­
logical trenches nt'arcst Antarctica. 

CONTttCT FLYING POO'P: the SI>e1l co:.ts 9 1lI.lgic points to cast, 
and 103 S:l lli ty points. Unless therl.' ~re no n)'ing pol)'ps nearb)', it 
sllcce~ds automatically. FI)'ing ]>ol)'ps occur only in their rare 
umlf.'rgrollnd ci ties, the largest of which is benc;nh the Cit)' in till' 
S,lIlds. in the westt'rn Austmlian desrrt. There th~ ca~tn ~hould 
first open a communication shaft (or thl.'ir egre~~ . 

CONTACT FORMLESS SPAWN: the spell COSIS 3 magic points III 
cast, and IOj Sanity poims. Unless Ihere are no forml('55 spal.'n 
nearby. it succttds automatically. Thl.' Oesl place to cast this ~pell is 
111 a templl.' ofTs<lthoggu3 whose altar slmue o(Tsalhoggua is still 
presenl, or at <I spot ncar an opening into the black abyss of N'Kai, 
some\~here n~a r Binger, Oklahoma. Possibly other places in ,,·cst­

ern or midwl.'stern North America offer entry 
and exit points. Onl' such cal'ern reputedl)' exists 
near Ounwkh. Massa~husellS. 

CONTACT GHOUL: Ihe spell costs 8 magic points 
to cast, and lD3 Sanit)' points. Uruo.'loS there are no 
ghouls nrarbj', it succeeds automali(3I1): Gholiis 
arl' found wherever targl.' concentrations of 
humans are. especially Ill.'ar graveyards Jnd 
crypls. PIJces of burial 1Il0re than a C~ntufr old 
are propitious lo~alinns for this ~l'ell. Moonlit 
nights are best. 

CONncr GNOPH-KfH: this ~pelltJkes (i mJgi( points and liB 
Sanily ),oints. Unlt-ss thert aft"' no gnllph·keh nearb)". it succerds 
alltom31ically. Gnoph-keh 3ft"' usuallr round III Grt'('nland or othl.'r 
frozen "";l~te~ near the North Polf.'. Thl'rt' il \\1Irks automaticallr 



Th .. spell must hl' 3ugm .. ntcd with 3 successful Sing roll , and 
before doing so the caster must build a small effigy of the beaSt 
from icc and snolV. 

CONTACT HOUND OF TrNVALOS: The spell costs 7 magic points 
to C3st,and I D3 Sanity points. If a houlld of Tindal os is summoned, 
it will come automatically. There is no known way to bargain with a 
hound ot' Tindalos, whose motivf for moving through tht, timt' 
stream is simple hunger. 

CONTA.CT HUMA.N: Mi-c;o. \'lith this spell, mi-go mt'ntally com ­
mand and inform their human servants. The spell costS 3 magic 
points 10 cast, and no Sanity points, It effects a telepathic link to 
a human "'ho has in the past fallt'n under mt-go hypnosis. The 
contactee can rt'spond, ask questions, t'te. Each 5 rounds of con­
tacl after the first round costs the human I Sanity point. 

If the Bargain roll result \~as OI..{)S, the servitor also imparts 3 

spell directly into the c3ster's brain, costing the caster 108 SAN 
and 1010 rounds of disorientation. The servitor chooses thc spdl. 

Its services rendered, thl.' servitor rna)' linger and play its 
unearlhly pipes while colors flash across its body and its tentades 
writhe, or it may dissol\'{' and return 10 some galactic arm or 5t(·[­
lar nursery and resume its previo lls nctivity, 

Hearing its insane and lnrsm{'ril.ing pipes costs 1/1 D4 SAN 
and thereafter haunts every singer or instrumentalist who was pre­
senl.lbey becomt indifferent 10 earthly scales, and mOre and mure 
fed compelled to perform in the cosmic scales revealed to them. 

CONTACT SPIRITS OF TilE DEAD: I'oodoo. Many versions of 
this spell exist. The spell costS 3 magic points to the castl'r and I UJ 

Sanity points to each attendet'. A tent of white sheets is erel·ted 
ncar a riveT and jugs full uf thr smarn's "''3ter are placed in$ide. 

CONTACT MI-GO: the spe ll costs 8 magic points Songs .lfC sung, and d"nces danced. An entreaty is made for the 
tocast,aod 103Sanilypoints,Unlcssthereareno ,--------''-----::., dead to appear, Add up all the magic points, 
mi-go nearby, it succeeds autom:lIically. The spell multiply the sum by five, and let the caster's 
must Or caSt at the baSt' or th~ top of a high pla)1c'r try to roll 0 [{Xl under that result. With a 
mountain in a range known 10 bt mined or visit- success, thl.' voices of the dead emerge from th(.' 
ed by the mi·go. Among such ranges are the '\'3\(.'r jugs. On .. m~y hear them and discuss or 
Appalachians. Andes, and Himalayas, and som.. question thl.'m by pUlling one's head in th .. ten!. 
peaks in (tntr,d Arriel. As with loos, politl'ness and communication 

CONT,t[T RAT-THING: the spell costs 2 magic 
points :;lnd ID3 Sanity points, To bring forth a 

skills are helpful. Remember that th .. dead most­
ly know only what they knew in life, and that 
~ome hare not realized that thcy arc dead. 

foul rat·thing, it must be c3Sl at or near a site L ___ "::::"==-,=-==--' 
infested by rat-things. A populatiun of these evil creatures report - CONTACT STAR-SPAWN OF CTlIULHU: the spell costs 6 magic 
edly exists in Yorkshire, England. Another report of similar cr~a- points to cast, and I OJ Sanity points. Unless there are no represen· 
tures comes from Massachu5C1tS. tatives nearby, it SU((l't'dS aulomaticall)'. It should be caSt at th~ 

CONTACT SAND-DWELLER: the spell costs 3 magic poinls to 
cast, and iDJ Sanity ('IOints. Unless there are no sand-dwellcrs 
nearby, it succeeds automatically. The spell must be cast in a suit­
able desert, such as in the Sahara, Ihe southwestern United Slates, 
Saudi Arabia, or central Australia. 

CONTACT SERVITOR OF 1'IIJ:: OUTER GODS: tht spell costs I~ 
magic points and I DJ Sanity points to C3S1. A successful luck rol! 
establishes that a srrvitor is within the Milky Way galaxy when the 
spell is cas1.lf no servitor is \~ ithin that range, the magic points are 
los\. The spell may be cast repeatedly. The appeamnce of a servitor 
cosls 1/1 Dto Sanity points to see. 

Stars must be visible to Ihe caster. He or she aHempts to visu­
al ile A1athoth's Ineffable Heart (reputedly a spheroidal symhol of 
meditation but aClUaUy o( unknown shape) that pulses and shi nes 
like liquid flame. The servitor manifests within 106+4 rouods,and 
expects a blood sacrifice. Jf the nominated sacrifice is inadequate, 
the servitor dcvours the caster. If thl' servitor accepts thc sacrifice, 
it agrecs to perform one quick task for the caster. 

With a successful Bargain roll, the servitor also deigns to 
ans','er onc respectful question about Mighty Azathoth, thc court 
at the center of the universe,or an Outer God. The answer adds t 03 
Cthulhu Mylhos to the questioner's total, but the an~wer is mean· 
ingless to onlookers. 

ocean shore, perhaps nl'ar a deep one outpoSt, or else near a spot 
where star-spawn may sleep. The spell works well in Polynesia. 
along the Massachusetts COlIst, and abc".!.' R'1)'dl. 

CONTACT YITHlA N: this spell does not reach forward or bJck­
ward in time. It COStS 4 magic points and I SJnity point to cast. If a 
Yi thian mind occupies 3 subj('(t within one hundred miles of the 
c~s t er at the time tht: spell is cast, the Yithian notices the appe~ l 

and may respond if curious, fearful, or alarmed, !f the caster has 
nothing interesting to say or offer, then tbe Great Race scholar 
ignores later queries, or perhaps destroys Ihe caster as a likely ~t 
or nuisance. 

CONTROL SKIN: Brolhm oj tht Skin. For purposes of disguise, 
the caster may meld, bend, and al ler Ihe skin of one geneml body 
area ~r casting. Thl' spdl COSIS 5 magic points and t D6 Sanity to 
cast, and then the caster must oyercome the target's m~gic points 
on the Resistance Tabk unless the target is willing. A spell for a sin­
gle bod)' area would take abollt thirty minutes to prepare and 
enact. The effecl lasts 15 minutt'S to an hour. f'Or permanent 
change, I POW per general body area is also nceded.A second (ast­
ing of Control Skin can undo the change, of course. 

General Dody areas are head, 10rSd, right arm,left arm, right leg 
and left leg. For 30 magic ('IOints, the enlin.' body can be changed, 
with a corrC5ponding cost of 606 Sa nil}'. 
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CREATE BAD-CORPSE DUST: creates a barrier "'hich zombies 
canllOt cross, at a cost of 1 magic points and no Sanity points. TIlis 
powder requiTl"s the intt'stines of a zombie, an ounce of tlesh from 
the dust-maker (which he must bite out of himself). and the dried 
and powdered Oowers of a rare jungle liana. The whole is carefully 
dried, pounded togt'ther, and chanted over for Sfllfral hours, then 
pourfd in the d(Sired trail or line, chantoo OI'fr, and the magic 
points sacrificed. TIle dust ~omes a magical invisible wall "'hich 
zombies cannot cross. This barril'r remains until the dust is 
washed or blown away. One such creation of the dust results in 
enough to form a burrier about 30 yards long. 

CREATE BARRIER OF NAACH-TITH: this barrier provides both 
phrsiGiI and magical defense. Each participant in this spell loses 
1010 Sanity points and a l'3riablt' number of magic points. Each 
magic point expended in the creation gh'es the barrier I D6 points of 
STR. The spell takes I game minute to cast (during which time all 
magic points to lx, used must be expended) and the resulting barri­
er lasls I D4+4 hours. Anyone wno knows tilt spdl rna)' participate 
in the casting and contribute magic points to the barrier. 

TIle barrier isspherical in shape, and about 100 )'3rds in diam· 
rter. It Gin be ca~t around the user, to prot",t him or her from 
harm, or it can be cast so as to fnglobr a monster or enemy. Any 
creature bisected by the barrier's boundary upon its creation is 
unharmed and thru~t outside the barrier. Anything trapped with­
in the barrier can get out only by beating dOl,'n the barrier \I'ith a 
successful STR against STR roll on the Resistance Table (multiple 
emrapped victims GlnOOI combine STR to escape). A bullrt or 
missile can cross the barrier if the rollrd damage 10 the barrier 
overcomt's the barrids STR on the Resistance Table. If penetrating 
the b,\rrier. the object does the damage rolled, ~s if the barrier did 
not exist and the barrier is destrored. 

A written copy of the spell is known to be in a great haunted 
librar), on a plant! orbiting the star Celaeno, one of the Pleiades. 

CREATE CURSE WHISTLE: makes magiGiI musical pipes from 
owl bones. The creator must expend 256 magic points o\'er the 
course of the night of the first full moon followi ng the summer sol­
stice. Creation COSIS no Sanity points. 

The creator must he an Algonquian Indian shaman. He may be 
assisted in the magic-point expenditure by other shamans who 
know thisspcll. The finishoo whistle can he used to cast the spells of 
Soul Singing and I)ipes of ~ladnC5S. 

CREATE FErCH STICK: makes a spear·like weapon which can 
damage or kill extraplanar monsters. To muke a fetch st ick. the sor· 
cerer tirst obtains:l bamboo staff and attaches a sharpened iron 
point to one end. Over the course of the next year, the sorcerer then 
sacrificfS tll'O humans and 2 POW to thr fetch stick and attaches 
[he second skull to the stick. This proc(Ss should cost at least 20 

~nity points, and the kreper should describe it 3S gruesomely as 
possible. The resul! is used as a magic spear. but creatures resistant 
to impaling resist it normal I)'. An impaling blow from a fetch stick 
instantly destrors a zombie or other animated corpse. 

CREATE GATE: Tlrt' id!'" of a IKlllellhtU wallld optl1 01/ som!' 
rrmolr world impresst/I Eiboll as being mllier fillliastir, 1I0t 10 sa)' 
f{/rfrlclrrd.~Clark Ashton Smith, "TIle Door to Saturn.H 
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This important spt'll allows the user to step between othrf magic points, and Sanity points. This is a fare and powerful 
lands, dimensions, or worlds. A Galc connects 10 a sioglt' other enchanlmtlll. The caSler must gather logether personal dfeelS, 
location. Cru tion of a Galc requires the permanent expenditure of hair, nail cl ippings. etc., and place them \~ilhin a small leather or 
pow, in a sacrifice equal to the log to baSt" 10 of the distance the cloth bag. The caster then spends one or s~:\'eral dar.; in dose ron, 
Gate conn~IS in miles. A Gale may lake many forms, common lac\ wilh the hag. ("leh dar uller;ng ritual chants while expending 
ones being indicated by a I"allem of paintC'd lines on a floor or a a chosen number of magic poims. 
peculiar arrangement of stones in a ~dd, Using [he Gate costs a The subsequent Tate of aging depends on the days spent in 
number of magic points equal to the POW originally used to makt- creating the Self-ward. [f3 days. 3 magic points per day art" spent. 
the Gate. Each trip through a Gate costs I Sanit), point. and the caster ther .. after ages one r .. ar for ewr)' thret'.lf 6 days. 6 

l.acking enough magic points for a trip, the !tel'per might rule magic points per day are spent. and the caster thereaftl'T ages ont 
that a traveler stays on this side, but unconscious and drained of rear for c\'ery six, and so on, On the final dJy of tht' ritua l. the 
magic points, or that the im'estigator might complete the trip but llser nmst endo,,' the bag with POW points equ~1 to the number 
arrive unconscious. drained of magic points, and having sacrificed of days sprnl ((rating the Self-Ward, and J 06 Sanity points for 
I POW for the fare. Return trips through a Gate alw:lYs cost thr every point of POW. 
same as the in it ia l journt'y. Besidl's the benefit of longer life, the wud-bag if held or worn 

The far end of the Gate resembles the initial end. Ordinarily, ddlects damagt. equal tn the number of POW points sacrificed in 
anyone or anything can mOl'e through a Gate, thor,g_h_" _"_,,c ,:,,:,,_, _ _ ,=,=,"=tc;",Sc;tc'c"ct'1ht' bag is nl]l in the possession of the c~s tcr but has 
been bui lt so that a certain word or grstuTt' is not been destroyed, he or she receil'es half of 
ll('edl'd to activate the portal. Gate arc also known such prote. tion (round up fractions). 
that change those Ivho pass through, to aid sur- If the bag is de~tm)' .. d or emplird, ur the 
vival on an alien ,,"Odd. There may also be Gates caster is killt'd, this spell is brokrn.lf the spdl is 
capablc of more than one dest ination. broken, thl;' caster rapidly ages until physical age 

CREATE MISTOFR ELEH: causes a dense misl agrers with ch ronological age. He or she also 
10 appear in an egg.shaped \'Glume 10 110 xiS loses a numocr of CON points equal 10 the POW 
fet'\, directly in fronl of the caster. The spell placed in the Self-y,"~ rd. 

requires 2 magi~ points and no Sanity points. CREATE TIM E GATE: opcns a timt' gate til the 
The long axis of the cloud is always at right future or \0 the past. Tilt' spell resembles the 
angles to the dir«tion in which th.-caster faces. Creale Gate spell, but costs POW for the number 
The sprll obscu res 1'15ioli for 106+4 gamt' rounds, then evapo' of rnrs tr3\"ded, rather than the number of miJe.o;. Use tht' nearh), 
ratrs without trace, Gatt' Creation I Tra\-el Co$ts Tablr, and substitute dist/lNet ill years 

CREATE SCRYING WINDOW: makes a magic window which 
looks into thr past Using it costs the vit'wer 103 Sanity points per 
session, as well as incidental Sanity losses for I'it'wing particular 
monsters. 

To make a scryi ng window, ~nchant a c~nt ral drar I'!rwing 
glass with In points of POW, When the glass is enchanted, it must 
be keyed to a spt'cific time in [he past. an assessment relative to the 
datc thl' glass is made. As a key. one COlLld say, "800 rl'ars pasf', but 
not " 1125 S.c." After the central glass is enchanwd and keyed. 98 
I)ieces of expensive colored glass must be cnchunted. requiring 1 

magic point each, and fitted carefully into a geo!llt'tric mosaic with 
the clear I'iewing glass 3t the center. When finished, the central 
glass shows the site a l which it is plared (though at tht' appropri llt .. 
time in th ~ past), The viewing site may be changed by expending 1 
magic point and fj,'e game minutt's of concentration per 100 miles 
or fraction therrof moved, 

The glass has an ob"ious limitation: a given sct'ne can be 
viewt'd onC{'. for time pllSSt's on both sidl'S of the glass, and the 
glass must be tont'd to a spot ",here things actually haPPtn. 

The scrying "'indow has an inht'rt"nt danger. An)' being I'iewed 
has a chaner equal to its POW minus 20 or less on 0100 (0 realize 
that it is being obsern-d, It could then cast a spelllhrough th .. win­
dow, including a Summon or Call spell which could manifl'St a moll­
ster on the obserl'l'r's side of thl' window. 

CREATE SELF· WARD: 510"'5 the advance of age as well as pro· 
tecting its user fmrn physical damagt'. at a I'ariable cost of POW, 

[111 t R f: -\ l r 'I ~ ... 

fnr dis//wct' ill miles. The spell only yields a time approximate to that 
d~ired. though oncr such a Gat(' is created tht' exact lntl' rw.l 
between "now~ and ~then" remai ns the samt'.;':o wri tten ,'{'rsion uf 
this spell exists. 

CREATE WINDOW: a 11;rsioll of a Gatl' which is krpl open entire· 
Iy by the will (minimum I'DW 25) of a god or great sorcerer. ~ Ild 

operated by him, her. or it. In this versiun, the energizing magk 
points come froillthe (kity or SOTCt'rer, not from those who aCl lml­
Iy use the window- the personal POW of the tr,weler does not 
limit the distanc .. traveled hy the Llser. As the creator ,~ish{'s. no 
sign or symbol lle<essarily marks the exit or cnlr.rner, which rna)' 

npen and dose at the creator's will. A Window may be one-way or 
t""O-way, as the caster wishes. 

CREATE l OMBI: IbOOoo. The target is brought to near death bya 
par.rIYling powder made partly of blo"'fish innards and Jlkaloids. 
(Costs for this are found in the lasl paragr.rph.) This POT 25 poi­
son must be inhaled. The target then falls into a derp trance indis­
tinguishable fmm death. Horribly. the target is still conscious, hut 
incopable of mOI't'ment. 

The victim is put in a coffin and buried alive in the cemetery. So 
thaI he or she may breathe,a small tube ..:onOlX"ts tht' coffin to tht' sur­
faC\'. During this time, the target's player must succeed with a Sanity 
roll everYlhrct' game hours, or lose 11)6 SAN. If the target goes insanr 
dllring this period. he or she embraces thl' wi ll of thl' bokor, or sor· 
cert"r,gratcfulthat thr tmor of the grave h,ls bt'ell dispelled. 
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Thret' nights laler, the bokor comes 10 Ihl' gran' site 10 caSI 

Cl't'~le Zombi. The spell (OS\S 10 magic points and 4 S<lnity poims. 
If the bokor pt'rc('iw's menial resistance from the larget, the caster 
may then match pow vs. POW on the Resistance Tahle 10 overcome 
the \ViI! of Ih(' target. Whcthcr the target is insanr or still sane, suc­
cess \~ith the spell drains awny all hUI I POW. If the spdJ fails, the 
bukor may ~imply COIW up the br('athing holl- and I('ave Ihe victim 
10 suffocate. 

CREATE ZO.\1BIE:anOlher way [0 create zombies. Tht' spt'JI requiri.'S 
a human corpse which retains sufficient flesh 10 allow mobility after 
act ivation. Tht' caSler puts an ounce of his or her cy,,'n blood in ItIt' 
mouth of the corpse. then kisses the lips of 11K- corpse aad"bn::athes 
pan of 11K- St'lf" into the body. One point of \-'OW is lost, a gift 10 the 
corpse, and the cast .. r lw;es 1010 Sanity points. Ii the spell succeeds, 
th(' ClIster may give the romhir simple commands which it "'ill carry 
out. Should thecaster die, the wmbie becomes inaclil'l'and rolsall'(IY. 
Other than the caster's Po\\~ the IllllTlbcr of zom­
bies that can be created is unlimited. 

ParI of the inv()(ation refers collectively to 
the Outer Gods-every caster knows such enti­
ties exist, though no names art used. These wm­
bies are those from the Beasts and Monsters 
chapter (p. 211), useful indefinitely. 

CURSE OF CHAUGNAR FA UGN: eventually 
.:Juses the target to be devoured by Chaugnar 
Fangn. Casting thl' spell requires a tiny fragment 
of nesh from the target as a focu~ and twelw 
hours or chanting per Il'eek. Tht' caster Ollist be a s,,'orn "'orshiper 
of this Great Old One. The spell costs the caster I magic point per 
game hour of chanting. Each tweh"r hours of chanting cost lOJ 

Sanity points. The target is affwtd hy thl' spell regardless of dis­
lance, and success is Jutomalic. 

That night and for the nights thereafter, thr victim's dreams fill 
witlt horrible I'isions sent by Chaugnar Faugn. Soon he or she suf­
f ... rs from tmn.:e states in 1I'hich physical allempts are made to 
reach thl' god and be accepted as a living sacrifice. These trances 
[xcomc longer and more frequent until the victim succeeds. That 
interval might nt' the victim's POW in days, but strong-willed indi­
viduals may fight off the effects fur I)OW x2 or even POW x3 days, 
35thI' ke ... per chooses, Eren-tunny the \'ictim is devoured. Tht'n the 
nesh frJgment possessed by the caSter instantly rolS, demonstrat­
ing that the spell need rominut no longer. 

CURSE OF DA RKNESS: forces 3 being from another plane or 
dimension to return whence it ClIme. The spell costs 106 Sanit y 
points to C3St, and a l"3riable amuunt of POW ,\ group surrounds 
the pt'rson who casts the spt'll. All must knOl~ the spell, and all 
chant it for at least two I)r three minutes. Each participant must 
s,1( rifict' 1 POW, t'xcept that th(" cast("r may cOlltributr none or as 
mall)' as wished. For each VOW point saaifked, the chance of suc­
cess rises by 10 percentiles. Th<'" entity has no chance to resist or 
evade the spdl once il is begun. To bt'l'flixti\·t, the being's name 
must be known, ,IT it fillst han: bern s~n by on<'" of the circle or 
the caster. The alien must be nearby, withio a couple of miles. 

CURSE OF THE RAT-THING: a parlkularly horribl .. spell th~t, 

wlt/.""n cast upon a corps/."" d/.""ad within 24 hours, causes the target's 
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spiritual essrnce 10 senle into the newly crrated body of a rat­
th ing. Thisspell costs I DIO San it)' points and 20 magic points, plus 
I POW, and to (ast it is dire and ungodly- not lhe sort of thing to 
do 10 a friend. 

The disint<'"grating corpse fo rms the substance of the rat.thing. 
Tht' rat-thing's face closely r/.""scmbles a malevolent wrsion of thl' 
victim's own face.As the ket'per wishes, being reborn as a ral-thi ng 
may cost one's total Sanity, and ~rhaps force full·ncdged mem­
bership in the <'"viI species. 

CURSE OF THE PUTRID HUSK: Brothers of the Skill. A sanit )" 
attacking illusion. Cost to cast the spdl is 5 magic points and 10 
Sanity points; tilt> victim's Sanity loss is I DIO points, 

Thl' vict im percei\"es that his or her skin is I'isiblr rotting and 
corrupting. The outward appearnnce seems to deteriorate swifll)". 
so that great rents and tears occur through which internal organs 
bt'gin to tumble out. Thereupon the victim faints and awakens in a 

few minutes whole and normal. Thl' spell takes 
effect or is blockt'd hy matching INT l·s.INT on 
the Resistance Table; subtract" INT from the 
target at night, when he or she is slttping. The 
enlire cycle of effect takes about twenty minutes, 
including the faint. 

This curse 5[k'1I takes an hour to prepare and 
cast. The target must be known to the caSler,and 
tht caster must hal'e as a foclLs some personal 
objt'CI belonging to th~ targt'\. The experience of 
the spell is devastating, but c.>3ch succ<'"ssfui ses­
sion of l'sychoanalysis (the analyst gets a DlOO 

roll equal to or less than his or her o,,'n Psychoanalysis skill) can 
help tht victim come to terms "'ith these inexplicable dreams and 
hallucinati()os, and restore half of each such San it )' loss. Psychiatric 
drugs do li llie to compensate for such an attack. 

CURSE OF TlfE STONE: causes horrible hallu.:;nalions in the 
mind of the target. The spt'll TC<juim two rounds to cast and COStS 
1010 Sanity points and 9 magic points, The caster must overcome 
the target's magic puints with his or her own on Ihe Resistanc(' 
llbl/."" r)r the spell fails. An enson:clled stone tablet is also needed; 
une cmtld he enchanted fo r the purposes of this spell by chiseling 
a sigil in1u a small stone slab and sacrificing" magic points. 

Either the caster or the target of tht' spell must hold the tabltt. 
The t31£t't must be visible. The spell being cast. the targN is 
instanl ly owrwhelmed ",ith dreadful hallucinations, Io.~es JD4 
Sanity points. and continues to be blinded and misled b)' these 
phantoms each round until hisor her playcrcan roll the charaC1C('S 
POW or less on Dloo. Recovering, tht targl.'t continues to be 
plaguN b)' nightmares costing one Sanity point each night. To life 
the curse the victim needs ingenuity: killing the caster would be 
heinous and 111ayhe in/.""ffl.'ctil'e. 

DAMPEN LIGHT: music from enchanted pipes or a !llle creates a 
zone of darkness. The caster must be able 10 play tbe pan pipes or 
IJute, and the instrument itself must be alread), enchanted. Casting 
the spell rt'quires music from the pipes or nUll.', sacrifice of I or 
more magic points, and IDJ SanilY points. Each magic point 
tx~nded givt's the loor of darkn('Ss l yard more of radius, cen­
tered 011 the musician and moving with him or her. The music 
must be "Iared continuousl)' for tht' s[X'lI's duration. The effect 
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takes place three rounds aft .. r tht' music begins. All the lighl 
around the caster is drainrd away, blinding l"\'t'ryone nearby 

including Ihe Cisler. 

DEATH SPELL: cauSf:S the bewiklerrd victim 10 burst into flJOlt". 
II costs 24 magic points and 3010 Sanity points. The target must bt 
within ten yards of the Glster, l..tlO must OI,(,TCOml' the largt't's 

magic SKJinis with his or her own during each round oi concentra­
tion. After II)) rounds of concentration, the victim's skin forms 
large blisters and he or she loses I D3 hit points. In thl' nexl round, 
Ihe victim loses I D6 more hit points. On the third round, the victim 
bursts into flanu.'s,losing 1 0 10 hit points then and cadi round thl.'rt'­
afler. The w.'nch of burning hair and /ll'sh is overwhelming. It is 
impossible to render aid, since the horrified victim burns from the 
inside out. 

DeFLECT HARM: allows the caster to negate varioos ph)'~ical 

macks. The spell CoS1.~ I magic point and 1 

Sanity point. The caster invokes the names of the 
Ollter Gods, then stretches ('UI a hand t()ward an 
attacker. Until dropping the hund, the ca,ter may 
denect sucussi"e allacks by expending magic 
points equal to the rollrd damage fur each attack. 
If an allack would hal'r missrd, 110 magic points 
are ex)X'ndi.-d. Upon dropping of the hand, the 
spell ends. 

The spell rna)' be rt'C"dSl. The caster may 
<kneel any numDl'r of atta.:ks until out of magic 
points. He or she rna)' choose which auacks to denect and from 
which attacks to take damage, but must choose before knowing 
what the damage will be. Lacking the magic points to stop a par­
ticular attack, the spell ends. and the blow or missile hilS or miss­
es as it would in ordinary circumstances. 

DETeCT ENCIIA NTM ENT: allows the C"dster todelecl the balt"ful 
glow of curses, Evil E)'es, and other harmful enchantments thaI 
h,we been cast on humans, animals, or crops. It costs 6 magic 
points bot no Sanity points. 

DETRA NSFERENCE: 8rotllas of Ille Ski". This spell reverses 
TraJisfer Body Part (see later in Ihis list).lt costs 10 magic points 
and 2 POW 10 cast. It lakes five rounds to complete. Match the casl­
er's magic points against those of Ihe target's on the Resistance 
Table. If the caster succe-e<is, ,hen the borrwcd organs and mem­
bers appear in the caster's hands, sodden and rolling. Bereft of 
something I'ital, the target dies quickly. 

The spell costs no $;Jnil r unless il succeeds, in which case the 
TOiling parts appear in the caSler's hands. Thai costs 1010 Sanity 
points unless the caster has had medical experience, or experience 
as a bu[(her. 

DOMINATE: bends the will of the target to the caMrr's will. 
Dominate COStS 1 magic point and 1 Sanity point. Match caSler and 
target I)DW on the Resistance Table: with a success, the target 
obl'YS the commands of the caster until the next combal roond 
oonclude$. 

The spell affeCl~ one individual al a lime,and has a maximum 
runge of 10 yards. Obl'iously the command or rommallds must be 
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intelligible to the larget, and the spell may be broken if a command 
con'radi~1 s the target's basic nature. Dominate can be cast and 
recast liS many times as the caster fi nds possible, allowing a target 
to be controlled without interrUplion for several minutes. Each cast 
of the spell has the same costs and limits. Recasting is almost 
irulantaneous: Dominate can be cast once per round 

DREAD CURSE OF AZATI/OTH: can drain POW from victim. It 

COS1S<l magic points and 106 Sanity points tocast. By repeating Ihe 
secret Name ("Ir AZ.llhoth, one can generate respect and fear in any 
being com'rrsam with thl' Mythos, for 10 know the Name implies 
that onr knows th~ staet Last Syllable. Said alone, the Last Syllable 
ma), bl;' di rec ted against :I for. Mutch magic points on the 
Resistancr Table. With a success, the til rgcIloses 1 D3 POW. 

DREAM VISION: Cil Lises the caster or a chosen target to experi­
ence a dream portending something about the future. Thl' spell 

costs 3 magic points to c:lsth may cost San it)' as 
well, depending on the content of the dremn. 

DUST OF SULEIMAN: this gray-green powder 
has thr ability \0 harm unnatural beings rrom 
other planes. The powder requirf'S the dust from 
an Eg)'ptian mumm)' al least Z,OOO rears old,and 
each soch mummy suffices for !hrt."'C doses of the 
magic dust. Also required are frankincense, 501-

fur, and saltpeter. An incantation must be said 
OI1:r the dust while it is beingsrrinkled. NoSanity 
points are needrd to make or use this dust. 

Sprinkled 011:r an other-plane being, the entity loses 1020 hit 
points per dose. It takrs one round to apply a dose. The poll'dcr 
works only on beings for which a SummoJl/Bind or Call spell rxists 
in Ihis grimoire. Thus the powder would harm a nighlgaunt, a 
byakhee,or Azu thoth, but is useless againsla shoggolh, Cthulhu,or 
a sand-dweller. 

EIBON'S WHEEL 01-' MIST: ('vokes iI whirling cylinder within 
which one or more persons can hide from selecI Mytho.o; creatures. 
Each foot of height for the cylinder costs 1 magic point. The spell 
cost.~ ()I"II)' I Sanity point. 

A sm:ll1 bronze disk etched with a strange symbol resembling 
II Ihree-Iegged swastika is needed. The caSler lays the disk on the 
noor, stands atop iI, intones the words of the spcll, and expends the 
IOagic points and S3nilY point. This generates a 5-foot-diameter 
whl'eI or spinning blue mist around the caster. Et'erything '""ilhin 
the wheeling cylinder of mist is totally obscured. Thrdesired wheel 
lakes I D3 minutes to form completel)',and lasts for 1020+ 10 min­
otes, then diS5olves. 

The mist hides people from creatures summon('d hy 
Nyarlathott'p or in the name of Nrdrlalhotl.'p, Such a cn:ature acts 
as if the mist and those obscured by it are not present. The creature 
will not movr through tht' wheel's position, even b)' accidcnl.lf the 
wheel blocks a p;!th, the creature stops wht'rt' it isor goes backward 
without knowing why. The whed only 3ffe..:ts his summoned min­
ions, nl.'l'er Nprlathotep. 

As many people 3S can crowd into the mist can be obsmred by 
Ihe whed, but if one's fw, h('ad, etc, stick out then the illusion is 
roined. To hide a group of normnl·height investigators, 7 m;,gic 
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points are needrd, unless players specilically indicate that they aTt 
crouching, bending, elC. 

Cr~alurl's present before the wheel of mist is cast,or crealllres 
called up b)' power oth~r Ihan that of N),arlathotep. can see the 
II"h~eI and mow into it. The whcel can be stepped out of. but this 
rLlins the ilhlsion if the stepper is spotted, as docs passing any­
thing through th~ mist, stich as ,I bullet or n sword. Anything 
passing from the outside ot the wheel to the inside immediately 
givn away the illusion. Once the cre,llUre's attention is caught, 
and it realizes that an illusion might be in progress, the protec­
tion of the spell is losl. 

ELDER SIGN: Its dl'wraliclII ... II"IIS, ralher. illlhl' rough mape of II 
5/1". ill ,hl' ((IIII'T of .... /Ii(h Iha€' apptarrd 10 In- II carinullfe of 1/ 

single giant 1')"1': bill il lI~IS /101 all qt, rather a brokm lazellge ill 
5/tilPI' with ref/ail! lillt's SIIgg<'slil'l! of jill/lies or perhaps a soli/aTY 

pillllr ofj/!IIIIj'.-August Derleth and H. P. LOlwraft, ~The Lurker 
.11 th~ Threshol d~. 

Tht' spdl activates a previously drawn Elder 
Sign. Each active Elder Sign takt'~ 3 sacrifice of 2 
POW to create, but COStS no Sanity points. An 
F.ldtr Sign may be formed into a leaden stal. 
GlT\"ed in ruck, forged in stte!' etc. Wht'n made 
actin' besidt' an opening or Gatt', il makes that 
path unusahle to minions of tht' Grtat Old Ones 
~nd Outer Gods.as "'dl as to those greatt'r beings 
themselves. Without the spell, the symbol itself 
m~ans nOlhing .md has no effect 

The writings of certain scribes 'lpn rt , the 
Elder Sign is worthless in personal defense if the monster or min­
ion can t'vade the Sign-worn around the neck, for instance, an 
Elder Sign might prott'Ct a (,'\v square incht's of flt'sh but the rt'st of 
the "'earer's body would be completel), vulnt'rable, 

ENCHANT BOOK: aids in summoning star \'3mpires by enchant· 
ing an)" book in which is inscribt'd the words of the spell 
Summon/Bind Slar Vampire. The book's ink must contain tht 
ichor of a star vampire. The caster sacrifices a varying nmount I)f 
POW an(] loses 1 D~ Sanily points, and meditates for three days. 
I:ur ea~h point of POW given to the book, 3dd 10 percent iles to Ihe 
caSler's chance of success lI"ith Summon/Bond Stnr Vampire. 

ENCI/A NT BRAZIER: allow~ the casting of Conjure Glass Of 
~Iortlan, this slep cosling I (K)int of POW and I D4 Sanity points. 
On the night of a full moon betll1,.~n tht' fall equinox and the win­
ta solstice, the castt'r must sacrifice a small animal while intoning 
a formula and pt'rforming certain gestures. The chostn brazia is 
~o.1ked in the animal's blood, and sprinkled with a handful of gold 
dust, plalinum powder, or fixed mercury granult's. The enchanter 
must then burn a piece of wood at least 500 years nld. holding Iht' 
brazier in its smokt'. Upnn completion. the brazitr is enchanted 
and ready to use. 

ENCHA NT CANE: creates an artifact which drains POW points I 

fmm \'iclims and stores tht'm ,IS magic points usablt' by the owntr. 
Cast ing the spdl and creating the cane requirt's a 1I·et'k'S \,·ork. a 
human sacrifice.6 points of Pow, and I D6 Sanit)' points. Each use 
of the cane costs I D3 Sanity points.Any inOexible objC(\ might be 
u~ed, but a cane is typical. 
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When anyone but the cane's Cft'alor touches the enruantrd 
object for moT(' than 30 St'"(onds,he or she loses a point of POW,and 
tht object accumulates a magic point. The person losing tht' POW 
immediattly fetls suspic.ious and profoundly uneas)'. The objt'CI 
usuall), is held against a victim I~ho is held b)' force un li l POW is 
drained 311':1)' completely, and the w ul Slicked into the t'nchant.:d 
object When a magic point from tIll' object is uSl·d in cast ing a 
spell. it is gone permanentl), and a point of flOW may be drained 
from (I victim to repl.1ce il. 

ENCI/ANT CANDLE: leer/ao. Requires ,I day·kmg ritual. grJnts a 
,·aril")' of permanent etTects, and costs the caster", magic poilUS 
but no Sanit)'. Tht' supplicant must sacrifice' I POW and ID4 Sanit), 
points b)' reciting ctrtain words. and mayor may not be told what 
thns~ words caust' to hnppen. 

The supplicant's (ingnnail clippings or hair saaps must be 
mixed intI) the wax when thc candlt- i~ made. as Illust droplets 

of his or her blood, ami the event th .. · suppli· 
cant wishl>.~ to intluence mliSI be II'riltl'll on 
Iht' side. As the candle burns, the supplica nt 
must p~rform a perlint'nt activity-tht' skill 
to be imprOl·ed. ricturing in mind the person 
from I,·hum he or she st'ek) undying love. Jnd 
so forth. 

ENCHIINT DOLL; \O(1c/oo. Requires J tl"o-da)" 
ritual, causes pam and harm to th~ target. and 
cOSts I POW 3nd 1114 Sanity points each fn)11l 
caster and supplicant. Tht' suppllc~nt need ,)11ly 

he present f(lr the last hour of the rilll:!!. The dol l is soaked in an 
elixir wlli(h includ<.'s human blood, alld tht'n;t lock of the largt't's 
pubic hair i, affixed 10 the doll. When tht' doll is stJbbed, the targt't 
receil't's 3 l·arres(K)nding ex .. :ruciating pain. or \·ertigo, 03USt'"J. 
impotence. tIc. Roll 0100 against CO~ to avoid hah·ing physical 
skills during tht'St' attacks. 



ENCHANT GATE BOXES: allows l'll'ltion of Iwin magical boxfS 
which, open, thert'by form the IWO ends of a magical Gale. Going 
through a gatr box COSts exactly the same magic points and Sanity 
points as going through a norm31 G3te.and the transil procedure is 
the same. 

First, two idenlical wooden boxes muSI be made tQ onv desired 
SIZ. The boxes should be open only at one end. Then the ~ecessarr 
ritual, consisting of placing one's hands on the boXfS and conceiving 
certain hyperdimensionallincs and angles in onr's mind for about 
fiw hours, must be performed. I POW is sacri ficed at this lime. Then 
thr boxes automatiC"dlly drain m3gic poillts e-qual 10 half of the 
makers POW each day, until th(}' hm' absorbed magic points t'qual 
tll thrir total SIZ :<100. (If the maker has odd-numbered POW, lhe 
boxes take an extra magic poim daily.) I SAN is lost for n1.'rr full 
wet'k of magic point drain. Once the nt'Ces.sary magic points have 
been taken, the boxes ~come operative. 

ENCHANTGRIS-GRf$: Voodoo. Requires a long 
ri1Ual, grants a vtlriety of permanent enhance­
ments. II costs the casler 3 magic points, and 
from the newowm~r of !he'bag I POW,ID4Sanity 
points, alld a \';Iriablr Ilumber of magic points. A 
small animal must bt sacrificed. A magical aura 
produced by items in the small drawstring bag 
improves \Jne aspect of Ihe wearer's life,specified 
before the creation of the b3g-incre3 ~i ng by five 
percentiles a particular skill , for example, for 
e3ch magic point the owner illvcsts in the bag. 

ENCHANT Fl.ESH: IJrotl!1'rS of tilt Skin. A spell known onl)' tu one 
man. It allows the caSler 10 presem: and ensorcell SIZ point of the 
skin and nesh of a victim. After u day of preparation, the spell takes 
fil't minutes to cast and costs the user I POW and ) IH Sanity 
points. The flesh must be cut a\\'lly \\'jth an enchanted knife \~hile 
the blood nOli'S, and immediately Ihereafter the s('t'll must be alst 
llpon the flesh. 

Tbe SIZ point of flesh is now immune to damage from lire, 
electricity, s!rangul~ t ion , blunt weapons, impaling weapons 
(except for gUllS, which do minimum damage), and so forth. 
Enchanted weapons and magic do normal damage. Further, the 
flesh wi!] age inSlead of tht' caster, adding a rear to the caster's life. 
By adding new flesh yearly, the caster gains an inddinite extension 
ofHfe. 

If Graft Flesh is usC'd, lhe' flesh lasts fom"l'r. Otherwise the 
e:nchan!ed flesh 135tS only for a numbtr of weeks e-qual to the caSl­
er's POW )(2. After that it loses its magical properties and goes thr 
way of all flesh. 

Thai number of flesh blocks equal to a person's SIZ can com­
pletrly armor him or her. The resulting lumps and scars are 
impressive. Sec alsn Graft flesh. 

ENCHA NT JU-JU: l'oodou. Requires day-long preparation and ril­
ual to consecrate a ward defending against black magic. A sacrifice 
of I POW and 104 Sanity points is needed, as wel l as tbe S3crifice 
of a chicken with black feathl'rs, to gi"e notice to the spirit5. When 
created, a ju-ju will bt shunned by evil deni7.cns of the \'00000 
world. sorcerers included. This ward can be anything the' suppli-

cant wants. The ju·ju may be worn to protec! a person, or placed 
O\1'f a doorway or window to protC'C1 a home. 

ENCHA NT KNfFE: the enchanted knife increases the SllCCess 

chance for other spells. 111" caster sacrifices a point of POW and 
104 Sanity points. The spell "ncha!lIs a knife or dagger made of u 

pure metal such as gold or imn. With th r kllife blade a diagram is 
drawn on a 031 surface; Ihen The blade is used to kill an animal of 
alleast SIZ 4. The crealurr's blood is then Iraced out 10 follow the 
lines of the drawn diagmm, and The rnchantment is complete. 

Such a knife is suitable for use in casting Summon 
Dimensional Shambler. Each eXIra point of POW placed into il 
adds 10 percentiles to the chance for success in casting Ihm sprll . 
If this knife is used to sla)" the small animal for Enchant Bra2ier, the 
brazier so made 3dds 10 percent iles 10 the .:hance for surcessfull}' 
cast ing Conjure Glass of Mortlan. 

ENCUANT LA NCE: does 1010 damage to any 
creature, 31ld can impale all)" .:reatUfe. including 
ones normall}' resistant to impaling weapons. 
Thr spell requires I POW, a week's lrork, 10-1 
Sani ty points, and a bellows-dril"en fire bot 
enough to melt steel. The lance must Ix made' 
out of pure melal of some kind, and alieasl once 
the Illt'"fal must be quenched in nlood. The user 
net"ds good STR and DEX to wield the lance. 10 
make a bnce properly rl"quires an appropriate 
Craft roll. 

ENCHANT PIPES: augments the chance for success in casting 
particular srells. The spell enchants 3 sel of pan pipes or a flutt,. 
The instrumell1 must be 3t least 90% me!aJ.An hour-long ritual of 
conce'ntration and incantation must be performed ol'tr the musi­
cal instrument, dorillg "'hich I D6 ~nity points are sacrificed by 
the caSlcr, who must also sacri fice POW into Ihe instrument. For 
each point of POW sacrificed, the musical instrument must stet'p 
in fresh warm blood for t"'O hours. A new animal, of at least c~t or 
rahbit s ize, lllust be slaughtered for each poinl of PO\'/. For each 
point of POW il contains. the finished instrument adds 10 per­
centiles to the suCC\!Ss chance of Summon/Bind Servitor of the 
Outer Gods, and other spells requ ir ing the use of pipes or flutes 10 

cast. 

ENCHANT SACRIFICIAL DAGGER: to acti\'ale, Ilt'rform Ihis 
spell o',rr al1ame-shaped dagger. The dagger must then be used to 
kill a living being of al Ie'ast20 POWSimultancously, the enchanlrT 
sacrifices 6 points of his or her own Power. From then on, when the. 
dagger is used properly to sacrifi~1! chosen victims in the presence 
of Nprlathotep, the POW of the I'ictim Ilows into the daggl'r, and 
from the dagger the POW can be sent to any con\"~ni"nt storage 
site-the caster, perhaps, or an inallimate object. 

ENCHANT SPEAR: creates a spear which always hits lhe targel if 
!he targrt is within range. The weupoll must bt a wooden spear with 
a point made from bird bone. The caster loses 4 PO\\', and I D4 
Sanity points. Thr spear mllst be decoTllted wilh fe'a thers from at 
lcast 30 different spe.:iC'S of birds, tach plucked from a living bird. If 
3 fealher is lost in uSt', a Ilew onr must be oblained. To make the 
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spear, the caSler must perform a ritual with the chosen spear on the 
spring equinox for t\,'U consecutive years. At the end of the second 
ritual, the spear must be used to kill something. It is then enchanted. 
It always hits "'hen thrown, but is otherwise an ordinary weapon. It 
does 1 Dl0 damage, impales, and acts as a magical weapon against a 
i\-Iy thos creature lllliess the creature is resistant to impaling 
weapons. 

ENCHA NT S1'ONE TABLET: this tablet must be made from black 
stone taken from the sunkell cit ), of R'lyeh. It must be carefully 
etched Ol'er a period of several weeks, and the caster mllst put 2 
POW into it. Both a deep one and a human must be sacri ficed to the 
tablet without shedding blood (usually by strangling or smother­
ing). The casler loses I D8 Sanity points and daily must place 1 m'(gic 
point inw the stone. \'Ihm finished, the stone is enchanted. 

Anyone owning this stone has nightmares of alien vistas and 
dimly-pt'rceived o07.ing mas.-;es, all against a back­

ph)"sical assault or some si milarly shocking event. If the caster fails 
to overcome Ihe target, he or she may try the spell the follOl~ing 
round. 

EVIL EYE: causes a victim to suffer from bad luck. The spell costs 
10 magic points and 104 Sanity points to cast. The ta rget must be 
within sight of the caster. The victim will not necessarily Sl'nse th~ 
Evil Eye, but feels an odd chill or unease \,·hcn the Ev il Eye is cast. 

The victim's chance for a Luck roll is halved. His or her chance 
for a DF.X roll is halved. His or her guns jam on every roll of 75% 
or higher. The chances for Summon I Bind spells are halved. The 
effects continue until sunrise, \lntil the caster removes the spell, 
until the caster is found and blooded (hit hard enough to bleed),or 
lInti! the victim dies. 

EXILE EIHORT: forces EihoTt, a Gn.:Jt Old One, 10 remain in his 
English labrrillth for a year and a day. learning th~ spell r~l1i res a 

ground of shifting colors and forms. Far-off slith- r-----------, 
roll of INT x2 or less on DIOO and 25-INT d.IYs oi 
stud y. The spell requi res 3 rounds to intont and 
costs 104 Sanity points per participant. The caster 
and othl'r people who know the spell ca n c](pend 
as many magic points ~s desired. Additional par­
ticipants who touch the caster can add I magic 
point per person, though the Sanity cost per rar­
ticipant remains 1 D4. Using th~ Resistance Thble. 
match the total against Eihon's POW 30. They'll 
netxl at least POW 21 to have a 5% chance. 

ering and gurgling is heard. [f the stone's possessor 
destroys it , the effeCl~ of the dreams intensify, with 
the same resu lt as if the spell Curse of thr Stolle 
had been cast UpOll the o\\'ner (except that he does 
not fa ll prey to instant hallucinations). The tablet 
also can be used in the spe ll Curse of the Stone. 

[f the tablet is tossed into the sea, it contacts 
(but docs not bind) 108 deep ones. They return 
the tablet to the pt'rson who threw it away, per­
haps sending the target ol"er the edge of insanity. 
The time it takes them to bring back the tablet depends on the dis­
tance from the thrown tablet to the nearest deep one cit),. The 
dreams stop while the deep ones possess the tablet. If the thrower 
is very far inland, 10(;,1 w llists may do the job. 

ENCHANT WA NGA: Voodoo. Requires a three-hour ritual daily 
(or eight dars. It causes harm or bad luck to the wearer, and costs 
3 magic points aod 103 Sanity points from the caster and I POW 
and 104 Sanity points from the supplicant. A II"Imga is an object 
"mounted" by evil spirits, causing illness or bad luck while 
touched br thr target. Often a personal object belonging to the 
targellVill be spirited away to be turned into a lI"(wgll-frequent­
lya r("lsary or a crucifix. The vic ti m's illness or bad luck (-20 per­
centiles for all skill rolls and Luck rolls) lasts untillhe lI'(wga is 
identified and destroyed, 

ENCHANT WHISTLE: augments the caster's chance to 
Summon/Hind Byakhcc. The spell enchants a whistle, which must be 
an alloy of silver and iron meteorite_ PO\V is sacrifi ced 10 the whistle 
in a da),-Iong ceremony, and a rooster also must be sacrificed. The 
ritual costs the caster I D4 Sanity points. For each point of POW Sil(­

rificed to the whistle, add 10 pen:entilrs to the chance of sum::ssful­
ly castingSummon/Bind B),akhee. 

ENTHRALL VICTIM: entrances the target. The spell COStS the 
caster 106 Sanity points and 2 magic points. The caster m(lst bl' 
ablt' to speak calm I)' with the target before the spell can take effect. 
After a round or so of talking, the caster matches his magic points 
against th~ target's on the Resistancr Table. [f overcome, the vict im 
stands struck, numb and dumb, until relieved from the tran~e by 
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EXTEND: grants immortality to the caster. It 
COStS 3 POW, 306 S~n jt y points, and 100 magic points. During the 
spell the caster boilds a great fire and su mmons an ancient n~me­

less being which costs 1 D6/1 020 SAN to see. The ritual then cre­
ates a pact between the caster and the being, in which th" being 
ages instead of the caster. [f the caster dies somehow·, the being 
replaces the caster on Earth, wh ile the caster's corpse is magically 
sent to the dimension from which th(' being came. 

ErE OF UGHT AND DARKNESS: weakens many M)'thos agenLS 
and SCTvunts. This powerful spell requires very large saaifices 01 
POW, but of varying amount fo r each time the spell is cast. 

A great sigil of the E)'e is worked into a hard natural substance 
such as granite, and then placed on 3 high place in the area to be 
\,·arded. The Eye must be created in the afternoon before the foil 
moon rises. At moonrise, the blood of an innQ(ent (thut is, some­
one without Cthulhu Mythos knOl~ledge) must be used to fill the 
pupil of the Eye once per hour ulltil the moon sets. Thus only a few 
ollnces of olood are needed. 

A number of particip'Hlt5 1ll1lSt chant together as the first 
blood is given, repeating aloud 'II-Inll, 51HllII, le-yn, 5(1-lIIa and su 
oalil! the moon sets. When lhe moon next rises, the pupil of the 
Ere is activated and begins to glow. Once activa ted, the s),mbol dis­
apprars within the substance into whkh it has been chiseled or 
inscribed, and cannot then be removed by physical or ord in;ny 
magi" ll agent or spell . When nearby, those \"ho created it (a nd onl), 
the)') always can see the dim nimbus emanate from the Eye. 

The ward requires 100 POW from the people chanting for the 
spt'lI, not necessaril), given with their knowledge. Each hour of the 
chant, the Eye randoml), leeches ID4 POW from each chnnter until 

fl' LIGHT 2J5 



exactly 100 POW or slightly more have been absorbed. A chardc!er 
losing all Power dropsclead. if 100 POW or more is not a(cumulat· 
ed before In<lonset,theaclivalion of the- \\'ard fails,alllCt'ched Power 
is lost, and the procedure must be st:mctl again from scratch if the 
lvard is to be created. 

An Eye of Light And Darkness is powaful. It weakens agents, 
monsters, and minions of the Oute-T Gods and Great Old Onl'S who 
enter the area il protects, damaging them at the rate of 1 magic 
point per hour. If such a servant remains within the Ere's effect 
until its magic points reach O. it disintegrates. Contact, Call, and 
Summon/Bind spells may not bo:.' Cdst \\'i thi n the reach of tho:.' E)'e. 

The effect of the Ere extends in a IO·mile radius from it, but it 
does not penetrate more than 20 feet of rock or metaL If placed on 
a mountainside, for instance, the Eye would protect only that side 
of the mountain. 

To destroy an Ere requires a spelll1niql1e to that Eye, the char­
acteristics of which may take- rears to deduce. 

points of armor against nonmagical allacks. This protection wears 
off as it blocks damage. If a character had 12 points of Flesh Ward 
as armor, and was hit for 8 points of damage. his Flesh Ward would 
be rl'(illced to" points, but he or she would take no damage. The 
spdltakcs fil'\.' rounds to cast, and lasts 2,1 hours or until the pro· 
tettion is used up. Once cast, Ihe spe ll rna)' not be reinfiJrced with 
further magic points. nor recast until tht" old spell's protection hJS 
been used up. 

FOOD OF LIFE: cruell), and unnaturallr extends the life span of an 
individual (ultis t. The spell COSIS 10 magic points and J D8+ 1 Sanity 
[Xlints to cast. An unholy feast of several da),s' duration is key to the 
rituaL The cultist cannibal ~dds one month of lift for ever)' SIZ point 
of human ncsh therein consumoo. 

FREE HASTUR: in conjunction with the nine stone monoliths 
requirctl for the Call Ha,tur spelJ, this chant permits Hastur to enter 

EYES OF TIlE ZOMBIE: allows the caster to take 
direct control of a specially prepared zombie, and 
thereafter to perceive events frum the zombie's 
viewpoint unti l the spell expi res. Each cast costs 3 
magic points and 15 Sanity points, and is effec­
tive for 1 D3 months. 

r------------, and to remain freely wi thin the area bounded by 

The eyes of the zombie are remOl'ed and 
placed in a special ch~mical bath. The caster's 
eyes arc similarly removed as part of thc ritual. 
and stored away for safety. Then the zombie's e)'Cs 
are inserted into the castd~ empty sockets. ilnd a 
short phrase mllrmured. Then the caster can move, perc;>il'e. and 
react as thougb actually in the zombie body. 

R('placing the ereballs requires a similar spell cast. 

FIND GATE: makes apparent to the caster an)' Gate 10 or from 
another world or plane. if it is within the casters vision. The spell 
COSIS 1 magic poiol ilnd I D3 S,lllity points. This spell locates: it does 
nOI cmpol'w anrone to open, dose. create, or pass through an)' Gate. 

FIST OF YOG·SOTHOTH: hits the target Wilh an invisible blow of 
varying intensity. This spell (QS\S a varying ilmount of magic poinls 
as well as JD6 Sanity points. The caster must be ,lble to SCl' the tar­
ge\. The spell takes effect instantaneollsl),. It affects a single target. 

Each magic point included in the spell yields I D6 STR of force. 
For ncry 30 feet of distance Ihat the caster stands from the target, 
the STR of the blow decreases by 1 D6. 

When the target is stmek, match the rolled STR of lhe blow 
against the target's CON+STR on the Resistance lable. If the blow 
OV(fcomes the target, then the target is knocked unconscious. 
Whether or not the target is left unconscious, the target ah"J)'s is 
pushed away from the caster for J distanc(' in feet equal to the 
rolled STR of the blow minus the target's SIlo 

The spell can be used against the STR o( inanimate objects 
such as doors or w311s. Results rna)' be obvious, but sometimes 
kl'cpers will hal'<' to determine these cases, perhaps by the rl'sult 
ac tually rolled. 

FLESH IVA RD: grants protection against physical attack. The spell 
costs 104 Sanit ), points and a var)'ing amount of magic points. 
Each magic point spent gives the caster (or Ihe chost'n larget) 106 
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the monoliths. Only the leader of the chant needs 
to knOl~ the chant. El'eryone else invoked in the 
chant loses 1 POW. For el'e-ry 10 such poims sac· 
rilice-d, I-POW·worth of Hastur or his creatures 
gain access to Earth. Thus 350 chanters would be­
needed to bring Hastur. and 210 chanters Ill't'ded 
to bring the average star·spawn of Cthulhu. 

Once Ilastur can freely remain, he need not 
return to the sky at sunrise and can remain 
act iw all rear round. ~Iastur·conllected spells 
arc usable dar or night within the bounded 

region. That region may be millions of square miles. 

GLASS FROM LENG: II great rormd willdow of 11 lIlaSI nlrious 
dOW/I'd glass. of whicl! !Wilbur! said ollly Ihm IllI'lIS /I work oj grl'llI 
a11liquil); which he had discol't'red ami IIcquired ill Ihe ((Jurse of his 
Irm'ds in Mia. He rtfan:d to ilill 0111' lime liS "Ih~ glassfwlIl Li'lIg" 
IIlId (II I1Im/ha as "possibly HYlUleall ill origin", lIeilher of whit'll 
enlightcned me illlhe sligh/est.-August Derleth 311d H. P. Lovecraft, 
~The Gable Window.~ 

An enchantment. This magical glass allows the possessor to 
see in it random I'isions of other places. The previous Ol,'ncr ,,'ould 
inscribe a pentagram in red chalk (presumably for protection), 
recite a brief verse,and then the glass would show a scene of beings 
from the Cthulhu Mrthos. Unfortunawly, such beings could also 
see th rough the glass to the user's side. 

GRAFT FLESH: Brothers of thc Skill. Allows the (aster to graft 
enchanted flesh to his or her bod)', and haw the Ilesh and its 
armoring effects last forever. Tht' spdl co~ts 10 magic points and 
206 Sanity points to cast. The lengtlly ritual involves hours (If 
chaming and prayer to Nyarlathotep or another significant Mythos 
d~i t y. The castcr must also remal'c from his or her own botly it (or· 
responding area of t1esh (costing ID4 hit points and lD6 Sanit)' 
points) before the enchanted flesh can be' Grafted. After the spdl 
has been completed, the properties of enchanted flesh are immOOi· 
atel), al'ailable. See the spe-ll Enchant Flesh. 

GRASP OF CTHULHU: immobilizes one or mon.' targets wilh 
crushing prl'ssure. te-mporarll), robbing STR as well, Thl' charm 
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costs 106 magic pOints per game minutr. and J D6 Sanity points 
for the ca5t.h can be extended for as many minutes as tht, GISler's 
magic points can bu)' without additional Sanity point COSt, but the 
casler must concentrate on the spell during thaI lime. ThC' spell's 
range is ten yards. Cast, the spell's cHeet begins immediutdy. and 
can affect more than one person at a lime, but each additional tar­
get COStS im addit ional2D6 magic poirlls per game minute. 

Resolve this spell on the Resistance Table, separntcl)' matching 
the POW of the caster against the row of each target. If the caSler 
\,-ins, the victim feds great pressure and is unahle to move, as 
though wrdPped by the mighty tentacles of Great Cthulhu. If Ihere 
:m multiple targets. one target may be attacked successfully while 
:molher target fends off Ihe attack. Por each minute the spell lasts, 
the target temporarily loses IDIO .'iTR points. If the t:lrget'S STR 
drops to ~cro or kss, he or she falls unconscious. 

GRAY BrNDrNG: a way to form :In uncontrolled zombie. A rilllal 
liquid must be poured over a corpse. The keeper 
detl'rmines the ingredients of the liquid. At least 
one part is costly or iltcga1.lmmediately after, the 
caster intones the spell. spending S magic points 
and 106 Sanity points. The ritual takes five min­
Illes, after which the corpse rouses. It is nearl), 
mindless, and is not under the control of its cre­
ator. The thing continues to rot after its creation, 
and so eventually decays into incapacity. The 
risen corpse is othl'n"ise identical to the zombie 
unp,21L 

HA NDS OF COLUBRA: turns the hands of the caster inln the 
foreparts of venomous snakes. The spell costs 12 magic points and 
I [) 10 Sanity points. It can be used only on the caster. and takes a 
fuJI round to cast. The effect lasts 103+3 combat rounds. The 
transtorllled snakes can bite targets up to 8 feel distant. Each snake 
has the caster's DEX x5 chance to hit, each bite does I DJ damage 
by itself. and each hit injects a venom of pOlen')' equal to the cur­
rent magic point total of the caster. MalCh the potency of the 
,'enom against the target's CON on the Resistance Table. If the 
"cnnl\l attack sllcceoos, the victim loses III I 0 hit points per rollnd 
IIntil the hit points lost equal the venom's potency. At th:1I point the 
pOison is neutralized and does no further damage, but a second 
bite starts a second, new attack. Sanity loss is Of l 06 for witnessing 
the lise of Hands of Colubra. 

HEAL: maximizes the healing rate possible: with it tht· natural rale 
is 3 hit points per week, with First Aid it can bl' 6 hi t points the first 
week. and with Medicine it can be 9 hit points the first wl't'k. The 
spell costs 3 magic points and no Sanit), points. It takes 25 game 
rounds to cast. The recipient must be touched by the casteT or the 
spell cannot take effect. and the spell mllSt be reapplied each week 
to have effect for that week. 

HEALING: after 2D6 game rounds, it C~n immcdiatdy heal 206 hit 
poinls lost to injury. disease, or poison. Ignore hit points restored 
in excess of normal. The spell cannot bring back the dead to life_ 
Each cast costs 12 magic points and 1 Sallity point. 
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HEA RT'S COURAGE: a protective spdl against th05t' ,~ho kno',' 
spells of any sorLIt costs 1 POW ;lOd 4 San it)' points tocast, Those 
kno"'ing no spdls are unaffwed. The caster mllst be a worshiper 
of Chaugnar Faugn, though the god may haH' other names than 
that. The caster carves certain runes into the wall or floor of the 
area to be protected, Ihen prays to Chaugnar Faugn and sacrifices 
POw. From time to time, such a ward may need a new sacrifice of 
POW, but there is no automatic expiration. 

When a target nears the runes, he or she must intone the god's 
name to be let past. Failing that, the target's player may attempt 
POW x3 or less on 0100. With a Sllccess, the investigator keeps on 
walking and the spell has no effect. 

Wi th a failure. the target finds himself or herself paralped and 
frozen In place. The body otherwise functions normally. The target 
can speak and see. With a rt'Suit of 96·()(). the target falls before 
going rigid_ 

If left at the wardi ng runes or carried past 
them, paralysis continues indefinitely, and the 
target may die in two or three days. If carried 
back away from the runes, the paralysis ends 
after the target's POW in gam~ rounds. A charac­
ter ,,'ho was froun by the ward can attempt to 
pass it again after his or her POW in game 
rounds has passed. 

IDENTIFY SPIRIT: Ihis spell CTotateS a magical 
powder which temporarily exposes any alien 
entit), inhabiting the target's mind or body. 
Making it costs 12 magic points and 2 Sanity 

points. An)'One can use this powder. When sprinkled over a human 
and a word of power is spoken, Ihe powder then reveals the possess­
ing entit)' for J game round. 

The powder requires glass groul1d from a mirror at least 100 
rears old. :l handful of gold dust, and ""0 special ingredients of the 
keeper's choice. The caster then meditates for a day and a night in a 
silent cave or Other lightlcss plaet'. Once his or her mind is dear, the 
caster combines the ingredients, adds the blood of a mammal, sac­
rifices 12 magic points and 2 Sanity points, and lItters a short incan­
tation. If th(' vessel's contents burst into ilame, the spell has succeed­
ed. If not. the magic points arl' lost, and the ritual may be begun 
anc','. The chance for success is the caster's POW x5 or less. rolloo on 
0100. The result is a fine gra)'-blue powder as soft as fresh wood ash. 
II keeps indefinitely. 

A pinch or two is enough. Sprinkled, blown, or thrown over a 
possible victim, thl' form of any existing forcign cnlity becomes 
visible as a life-size shadow ~uperimposed over the host; the shad­
ow vanishes at the end of the game round. Sanity losses are half 
normal, since only a shadow is revealed. 

Y'golon,tc, a Great Race member. or an insect from Shaggai 
,,'ould be rew:lled. Serpent pl'Ople IIsing Cast Illusion "'ould not be 
rel'l'a!ed by this spell. nor would people of ghoulish tend i'llC)'. nor 
vampires or shape-changers. A wraith would be revealed. 

IMPECCABLE TlfROW: reciting a short verse allows th~ castt'r to 
throw objects and have them land exactly wher~ he or she desires, 
for a period of the caster's POW in game rounds. The spell costs 3 
magic points and I hit point (for the effoft), but no Sanity is losl. 
The spelJ guides a th rown object to a trajectory that will hit the tar-
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get. The spell will adjust aim, but there must be sufficil'nl force in 
the throw. 

IMPLANT FEA R: grips the target wilh .,oul-chilling dread. It (OSIS 
the casler 12 magic poinls and ][)6 Sanity points. The sudden 
unnl'fl'ing costs the target 0/1 [)6 Sanity points and causes him or 
her to stop work or end concentration. 

IMPLA NT SUGGESTION: Dreamlallds. This rare spell of compul­
sion is efkclj\"c only against creaturt'S wilh somt human blood in 
thcm-Lengites, deep ont hybrids, ghoul changelings, Little 
People, etc. Magic point and Sanity poim costs for the spell vary. 
The range is to yards or less, and the target must be able [0 hear 
and understand the casler. The caster needs two rounds 10 intone 
tht' spell and to relate the suggestion \0 the target. When the spell 
is cast, the caster must overcome the target's POW I\'ith his or hl'T 
own on the Resistance Table; extreme suggestions involving death 
or grrat harm require a second successful 
Res istance Table roll jost before the suggestion is 
implemented, 

The cost for the spell I'aries with the sugges· 
tion. For ordinary unthreatening suggestions 
(drop your sword, hand over your mlmey and 
leave, etc.), the cost is 5 magic points and ID3 
Sanity points. Riskier suggrstions, but not onrs 
antithetical to th~ target (go !O Inquanok, set fire 
to a building, etc.). cost 10 magic points and 203 
Sanity. D,mgerotls or suicidal suggestions (kill a 
companion. kidnap King Kurancs, etc.) cost IS 
303+1 Sanity. 

IMPRISON MIND: destroys the ability llf on entit)' to move magi· 
cally or naturally from mind to mind, possess other bcings,or Ic,IVe 
in any other wa)' the hodr in \\'hich it is currently. The cost per par· 
tieipant is 10 magic points and [06 Sanity points. 

The spell may be cast by an individual or a group. Once cast, 
match the l<lstcrl POW against the target 's on the Resistance table. 
(The target is ah ... 'ays tbl' possessing mind.) If the target is over· 
come, it is forcwr trapped in its current bod)'. If used against a 
Great Old aIle, Ollter God, Elder God, or avatar, the speH traps the 
heing for only lOO-POW minutes. Y'golonac, for exa mple, would be 
trapped for 72 minutes. 

JOURNEY TO THE OTHER SIDE: self-entranced, the caster sends 
his or her spirit to another plane as desired,conceivably even tn the 
location of a (thulhu M)'thos deity. This spell costs 15 magic points 
to cast, and a day·long ritual to aehie\·e. The Irance lasts 1D6+3 
game hours. Unknown but possibly large Sanity losses resu lt from 
the partiClllar experiences. 

KEENNESS OF TWO ALIKE: to alevd which seems appmprial~ to 

the keeper, this spell heightens mental daritr, concentrati,)n, and 
retention fora period of I 04+4 hours. It requires 111'0 casters of blood 
relation. Costs (0 each caster ar~ 4 magic points and 0/1 Sanity point. 
Conclusions understood or perceived during the spell's effect are 
remembered when the spell ends, though the derivations of such 
conclusions mOl)' bccoml' mysterious. 

E~ch casting tukes one hour. The spell may be recast when a 
casting concludes. Two casters must participate following an elab· 

( 

orale ritual. one necessarily blood·incestuous. One caster receives 
the temporary intellectual enhancement, nominally l'quivalent to 
an extra 6 INT. Ritual and spell are from left-hand or blaek Tantra, 
and arc not i\ly thos-connected. 

LAME I HEAL ANIMAL: causes one animal, usually a f~rm animal 
like a horse_ or cow, to suffer painful intlmnmation of its tendons 
and ligaments or 10 become extraordinarily healthy and vigorous. 
as the caster chooses. The spell costs 4 magic points for eithcr ver­
sion, and! 04 Sanity points to cast Lame Animal. 

LAMP OF ALHAZRED: The lamp of AI/wzred WIl5 !lIl11slml in il5 

appearance. II was mealll for hI/millS oil, alld seemed 10 be of gold. 
II/llld Ihe shape of II >1111111 oblollg pOi. II'llh a handle cllm:d lip /wm 
Olle side, m/d 11 SpOli1 for wirk alld jJame 011 Ihe Oilier. /I1II11Y (llrioll.( 

drawings dccoraled ii, loge/her wilh Imlfrs oml pielllres arranged 
i/l/o words ill a lallguage lIIifamiliar.~August Derleth and II. P. 

LOl'ecraft . "The Lamp of Alhazred." 
An enchantment. When lit. this lamp gives 

fnrth vapor~ that sends the minds oi those who 
inhale the vapors into ecstasies of vision. Th~s(' 
revelations are of the strange and \"cird land­
scapes of M),thos places ;Ind dimensions. ilnd 
tbe ways of the entities there. [f this lamp was 
actually used b)' al-Hazred, the author of the AI 
,Izif, some of the breadth of his knowledge 
would be explained. 

I,EVlTATE: Cil li ses the caster or a chosell target 
to Iloat slowly through the air. Levitate requires J 

magic point per srz of the thing levitated, and I D6 Sanity points. 
The caster mllst be able to see the levitation. The effect lasts sever­
al minutes. The spelllcvitJtes the target 3-5 feet off the ground or 
floor. If falling (rom a height, the target falls in sloll' motion and 
halts several feet off the ground. Each extra magic point expended 
after the spell is cast allows the user to move the tilTget one yard 
horizontally or vertically. (If the target is a lil'ing being who is 
unwilling to be levitated, the caster must first overcome the target's 
magic points with his or her 01"11 . ) 

The target floats as the caster wills. helpless to Stop moving 
exccpt by grabbing 3 tree limb or similar brace. [n Ihat case match 
target STR against the caSler's magic poinls (both in the spelJ and 
those still unexpended). [f the target wins, the spell is broken. The 
larget falls, of COUTse. 

LOOK TO THE FUTURE: hurls a willing target a varying number 
of rears into the future. After a group chant tor a game hour, all par­
ticipants in the cer~ll1ony lose I POW each, excepl the caster of the 
spell, who loses 2D6 Sanity points instead. 

Upon completion of the chant, the choscn \'Olu!1leer (who lleed 
not himself chant) is Ihen physically hurled into the future. One 
year passes for each point of POW expended during the ceremony. 
The spell is imprecise: subtract! D! 0 year~ from the desired target 
date. If the result i, a trip into the past instead, the target disap· 
pears from existence (one preferabl), wants at least eleven contrib­
lItors of POW therefore). After a number of game hours elapse 
equal to the volunteer's POW, he or she snaps bad; to the present. 
To wilnesses, the volunteer disappears. then reappears a round or 
\1\'0 later. 

lJ6 IMPlANt rr\R LOll '" T U T H r l it Ttl( f 



Depending on what it achieves, this spell can provoke impor­
t~nt hi~torical paradoxes, In keeping with the tradition of the 
Cthulhu lI-lythos, iI major paradox should lead swiftly, gr imly. and 
imnh'diately to the madness ;Jnd dealh of the person initialing it. 
This powerful spell is known by Nyarlathotep. who m~y or m;IY not 
teach it to a worshiper. 

MELT FLESH: BWlller> ofrhe Skin. It heats dead tlesh to its meh· 
ing point in one round, rt'l."juiri ng I magic point to melt 3 srz of 
tlesh. This takes 5 rounds and costs 104 Sanity points In cast. If 
used on animate tlesh, the cost changes, to I POW per 3 Silo and 
the attacker and target magic points first must be matched on the 
Resistance Tilble. Seeing human tlesh meh off human bones cosg 
I/ID6Sanity. 

MENTA L SUGGESTION: causes the target to be controlled by the 
caSkr for one rourld, and to do exactl), what is commanded. The 
spell costs g magic points and I D8 Sanit), points, 
and takes J rounds to cast. The sorcerer can cast 
it on an)' target \'isible to the unaidrd e),e. Match 
the caster's magi( points against the target's on 
the Resistance Table. Success is total, and can 
include the command to attempt suicide or m3ke 
a murderous assault on a friend. The spell can be 
recast, as the sorcerer is able. 

MESMERIZE: the user can command any being 
with hllman blood in its vtins. The caster loses 
1 D6 Sanity points. but no magic points, and !\lust 
h3\'e at least 50% Occult and 50% Cthulhu t.lythos, The spell takes 
a DEX rank to cast. 

Match caster and target POW on the Resistance Table. If suc­
cessful, the target stOps and accepts comma nds spoken b)' the 
caster, The target muSI be close ~nough 10 see the caster's eyes, 
which serm 10 glow \~hile the spell operates. Mesmerization lasts 
for 5 rounds for each point of INT the casler possesses. If the INT 
of the target is higher than that of lhe caster. a successful POW ,'s. 
PO\\' Resistallcc Table roll must be made ncr}' 10 rounds, Uf the 
spell is broken. 

A single target is uffccted. The victim's physical action skills are 
halved. The victim carries out all that is commanded by the caster. 
e\'en to self-destruction. The spell also I,'orks againstl1lodern ser­
pent folk and deep ones who have interbred with humans, but 
doesn't work on nonhuman emities such as shantaks or dimen­
sional sham biers. 

All-GO II YPNOSIS: Mi-Go. B}' int roducing ultrahigh and ultralow 
frequency tones into its buzzing, the mi-go can put one or manr 
humans listening to it into a trance state, An invcstigator within 
forty feet of:l hU7.zing mi·go must r~ceive a successful ResiSTance 
Table rol l of POW V5. !'OW or become incapable of action. 
Thoughts and wmmands can then be given to a specific human 
"ia the Contact Human spell. 

MINDBLAST: the viclim of this spell loses 5 Sanity points and 
goes temporarily insane for at least one hour. The spell costs the 
caster I D3 Sanity points and 10 magic points. Tu succeed. the casl­
er must successfull), match magic points with the target on the 
Resistance Table. The targ~t is affected for lDIO xlO game hours, 
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after which he or she recovers. The concept of the insane insight 
would not appl)' to this induced temporary insanit)·. 

MIND EXCHANGE: allOl~s the casler to trade minds ",ith ;lnoth~r 
individu,IL The caster loses 10J San it)' points and must expend 
magic points equal to the target's POW the first time the spell is 
cast. Thereafter. the cost goes down I magic point per casting until 
it reaches 1, lI'here it remains. The San it)' point rost does not 
decrease, 

The larget must know th .. srelkaster and love Ilr strongly 
favor him or her. If thaI affection is somehow lost before the spdl's 
COSI is red lKed to I, the exchange can no longer occur. Fresh aftec­
tion renews th~ chance. Tht' target loses Sanity points upon finding 
arriving in another's body, III DJ Sanity points at minimum. 
Temporary insanit), is a possible reaction. 

This spell can be cast at an)' range. The caster must overwme 
the target's magic points with his or her own each time the spell is 

cast, until the COSt for casting the spell has been 
reduced 10 1, when he or she no longer nerds h) 
do so and can transfer at will, using only a strong 
mental effort. The spell caster run not initially 
stay more than a fell' minutes inside the target's 
bod)', but progressil'eiy is able to longer und 
longer. Once the cost for transfer is 1 magic point, 
he or she can sta),there indefinitely. 

MIND TRA NSFER: al1ol,'s the caster perma­
nently to tr~de minds \~ith thl'taTgrt, perhaps to 
;lIlain longer life at the targds exp~ns~ . The spdl 

requires 10 magic points to cast, and also takes a successful magic­
points match on the Resistance Table. With SIKcess, the cast~r loses 
I 010 S~nity points, and the victim loses 1020 Sanity points. 

If the exchange fai ls, the caster must immrdiately cast the spell 
again (Ios~ 10 more magic points) or his or her soul dissipates into 
demit)'. Running out of magic points has the same r~s\llt. Once the 
transfer i~ begun, it cannot bl' broken off. 

MIRROR OF TtlRKH UN ATEP: as harassment or warning, the 
casler is able to project his image onto the surface of a mirror or 
mirroring surface that is being gazed into b)' the caster's illlended 
vict im. This spell costs 5 magic points and I Sanit)' point. Th~ vic­
tilll can be anywhrre on Earth, 

The castrr needs;\ mirror large enough to see his or her head 
und neck. Gazing within it and keeping an image of the target in 
mind, he or she Ullers the short incantation, makes the sacrifice of 
Sanil)' and magic points, and waits. When the target louks inlo a 
darkened window. a mirror, or any other mirroring surface. an 
image of the cast('r begins III form. If the caster lires before the tar­
get looks into a mirror, that loss of attention breaks the spell. 

Sometimes the mirror image of the raster is lookillg dif('ct ly into 
the eyes of the victim. At other times the caster is seen standing 
dircctly behind the "ictil1l in the rencction.lf the victim "'ears g1Jss­
cs, images reneC\('d from Ihe lenses rna)' even be resoked. Words and 
short phrases which the target can hear can Ix uttered by the caster. 
The caster can see through his or her mirror as well, and sec the tar­
gel and the target's surroundings. 

NIGHTMARE: causes the target to experience a horrible night­
marl"awake screaming, and lose I DJ Sanity points. The spell costs 



8 magic points and I Sanity point to cast. It affects a single sleep­
ing individual, whose l1allle must be known \0 [hI." caster. The spell 
can lak", t'free! at any range. The shaken vic tim 3\~akes in a cold 
sweat, but cannot remember the contents of the dream unless ben­
efiting from a successful Psychoanalysis roll. The dream's contenl is 
chosen by the keeper. not the caster, and must be clusely related to 
the life and habits oflhe castt'T. 

PA RTiNG SANDS: ancient Egrptian sorcery used to part llonlil'ing 
obstacles (walls, doors. rivers, and so forth). The spell costs 2 magic 
points and O/lD4 SAN to casi. Ordinar), degal sand is enchanted. 
For each point of SIZ above the first two points, the spelJ costs an 
additional magic point. Onr could use this spell to parllhe Red Sea, 
but that would take a lot of magic points. To apply, spread a line of 
sand in the direction desirW.and sacrifi,'e the necessary points. The 
way that opens is wide enough and tall enough for men and horses. 
The spell takes about ten rounds to complete. 

PERFECTlON: giren the permission of a god, tbe 
caster may conl'ert points of POlI'er into puints of 
other characteristics with this spell. either for the 
caster or for his or her designated target. The god 
designates any costs involved-usually nne for 
one in characteristic points. There is no Sanity 
charge per sr, bUI contact with an Outer God or 
Great Old One is necessary, so the Sanit}' loss 
involved may be substantial. 

PIPES OF MADNESS: drives hearers insane. 
This spell must be cast with the enchanted owl-bone pipes m3dc 
by the ritual in the spell Create Curse Whist le. The caster plays a 
specific weird melody on the pipts and expends 5 magic points 
ever), 5 rounds of playing. It costs 106 Sanit}' points to cast the 
spell. 

Call for Sanity rolls for all within earshot. Whoever receives a 
failure loses 5 Sanity points and immediately goes temporarily 
insane: roll on the longer duration table. With a successful Sanity 
roll, the listener loses I D3 Sanit), points and ordinarii), docs not go 
insane. Repeat the Sanity rolls every:; rounds that the pipes are 
played and heard. 

PWTONlAN DRUG: "f Iwl'/! here fil'e pellets of tilt' drug LillO. Tt h'/Ij 

llsed by the Cilinese philosopher /,/10 Tze. and while ullder its il/jlrl­
cllec he visiollcd Tao. 'filO is Ihe //1O$t mysterious fone inlhe world; it 
surrounds ami permdes alllhings"- Frank Belknap Long, "The 
Hounds of Tindal os:' 

An enchantment. This drug has Ihe ability to send the user's 
mind back in time. [n the story, il sometimes sent back users 50 far 
that they encountered Ihe hounds of Tindalos, entities capable of 
traveling up and down time via its"corners."The hounds art' attract­
ed by such intmsion and soon appear 10 devour the interloper. The 
drug can appear in liquid or tablet form. 

POSE MUNDANE (MASK): the spell makes a creature or objl'Ct total1), 
unremarkable in the minds of I'iewers. The aster must sacrifice magic 
points equal to the srz of the mature or objt.'Ct, plus one magic point per 
round tu maintain the effect.An inanimateobjt:(t can be masked inde(­
illit~ly by the sacrifice instead of I POW dllring the casling. 

, , 
People fail to notice the strange appearance, though frequenl 

contact with the m3skw item aUows a person to perceive that some­
thing abont the object or creature is l"er}' unusual. 

POWDER OF fBN-GHAl f: Those without the telescope saw only all 
irrs/(/nts flash of grey c/lJlld-a cloud about Ihe size of a modemrel), 
large bl/ilding-nmr r/!e lOp of tht' mOl/lllain Curtis. who hdd lire 
imlrumenl. dropped il with II piercing shriek il1lo the III/ki f-deep 
mild of Ihe mad. He reeled, lind would haw crumpled 10 tire grmmd 
/rad /101 I\\'o or three otllers seized awl s/i'lldied him. 1111 he could do 
WIIS lIIoanllllifilliwdihl),.-H. P. LOl'ecraft, "The \)ullwich Horror." 

The spell makes visible magicall}' invisible things by blo\\'ing 
the pOI"der against the invisible thing. TIle powder must b~ com­
pounded carefully, according tu exacting instruction., and invokes 
three special ingredi~nts and the sacrifice of 1 magic poilll per dose. 
A dose is one application of the powder. The kL't.'per determines Ihe 
special ingredients. The ~Mder is eilher blown (rom a tube or 

thrown over the target. The thing which is dllsted 
stays visible for no moll' than ten heartbeats. 

That which could be made visible includes 
the magical lines extending from a plJce enchant­
ed for the Calling of a lIt}' thos deity. the aura 
around a Gate, and 3 normally inl'isible Cll'atnre 
such as a star vampire. Using the powder costs no 
Sanity points, but seeing what it exposes may. 

POWER DRAIN: drains magic points from the 
larget. The spell costs lDR Sanity poillts. ,\lmch 
the caster's magic points against the target's. If the 

caster wins, thell the targctlosC5 lD6 magic poinls, and the caster 
gains them. If the caster fails to o\'ercom(' the target. the caster loses 
6 magic points to the target. 

POIVER OF NYAMBE: grants the caster additional magic points 
perhaps useful in an emergency. The caster periorms a rimal 
which requires m~n)' components of African tribal magic. and sac­
rifices I poinl of POW but no Sanity points. In return, the caster 
receives 2D6 extra magic points usable for an}' purpose. These 
points do not regenerale, and the POW does nnt return. 

PRlNN'S CRUX ANSATA: the spell creates an ankh which can tem­
porarily or permanently banish individual Mythos creatures. The 
mst of enchantment is 51'OIV and I D6 Sanit)'. Th~ object must be an 
ankh (looped cross) made of an un~lloycd metal-pure copper, 
iron, siil'er, gold. or lead would be the easiest metals to find and to 

form. For 20-INT days the caster performs episodic rites and sacri­
fices,and then sacrifices 5 POW and I D6 San it}' to enchant the ankh. 
It is ready to use. 

To combat the Mythos, the ca.ter intones a chant for three 
rounds, and expends any number of magic points to be matched 
against those of the target on the Rcsistann: Tobie. Cumpanions to 
the caster may contribute I magic point each; in token of the 5 POW, 
the caster adds 5 free m~gic points as well. 

All)' person who knows the chant may wield the ankh and 
attempt to banish a creature, but docs not get Ihe 5-m'lgic-point 
bonus granted to the original caster. If Ihe ankh-wielder and com~ 
pan ions overcome the creature, it i~ dispelJed to its home plane. If 
they fail to dispel thc thing, it attacks the ankh-wielder first before 
turning its attention to others present. 
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RAISE NIGHT FOG:draws up adense ground f(lg from a bud)' of 
water. Casting it costs 3 magic poims and IlJ2 Sanil), poinls. The 
ritual takes abolli lwent)' game- rounds to comple-te- and involves 
a bowl or cup for water, filled from the body of water "'hne the 
fog is to form.ttw!1 blowing softly across the- surface of the con­
tainer. The fog forms suddenly; if there is wind, it drifts I"ith the 
wind. The spell can br cast only at night. The fog dissipates with 
the rising sun . 

REACH: allows the .:aster to reach through intervening surfaces and 
volumes, to the physical extent of his or her arms or tentacles, and 
adjust th ings, implant new elements, or withdraw existing ones. Cost 
oi the spell varies: match the number of magic points sacrificed 
against the STR of the surface or surfaces to be passed through. The 
spell ;\lso costs 5 points of Sanity. 

RED SIG N OF SHUDDE M'ELL: causes one or several victims to 
die horribly. This spell takes 1 combat round. 3 
magi.: pointS"lnd lD8 Sanity points to casl. When 
formed correct ly, a dull red symbol glows in the 
air as the caster's finger describes it. The sign's 
makvolent cffects manifest the round after its 
creation. Once formed, the sign must be main­
tained by wllcentT3tion, and the expenditure of 3 
more magic points each additional round. 

Ail lhose within 10 )'<lrds of the sign lose lD3 
bit points per round as their bodies quake and 
spasm,and their internal organs and blood vessels 
.:onl'ulse. Those further than 10 yards but nearer than 30 yards los~ 
one hit p()int each rmmd. Those further than 30 yards take no dam­
age.1t is possible to escape the sign's eHeet b)' crall'ling behind a wall 
or other opaque barrier. The caster must stand nexllo the sign and 
.:o!)centratl'. The caster loses I hit point each round becallse of 
proximity. 

REMORTIFICATlON: torces the appearance of the ghost of one 
whom the caster h:ts personally killed. The spell takes I round to 
Last. and costs ID6+1 Sanity points. The spir it re-enacts move· 
ments made just before its death. The spiri t is immaterial. Ohjects 
pas~ righ t through it. It cannot physically harm anyone or ,Iny­
thing,but may (ost Sanity to see. 

RESUH.RECTlON: ffe /urned from Ihe illscripliOilS 10 filte III(' mom 
wilh ils biZl/rre com""/5, lind saw Ihlll t/ll' kylix Oil/he floor, in w/lirh 
Ihe olllillO/15 efflorcscent pOlI'da had laill, was givingfortll a doud of 
Illicl.;, greenish-blllck I'apour of surprising I'oilmlt' and opacily.-I!. 
1'. LMccraft, ~The Case of Charles Dexter \If.Jrd.'' 

The spell reduces a corpse to its essential salts and compounds, 
a bluish-gray powder, or reverses the process to yield ultimately the 
form and soul of thc deceased. A complete corpse is necessary. 
Either version of this rarc. misleadingly named spell costs the cast· 
er 3 magic points and I D 10 Sanity points, for casting it is an unholy 
thing to do. Being Resurrected in this manner costs the victim 1020 
Sanil ), points. 

If only part of the ;lshy powder is available for the spell, the 
sorcerer gets "on lie the liveliest awfullness" from what's then 
made flesh. But the successfully resurrected need not be all in 
one piece-as long as the coffin is intact and sufficient care is 

taken to saapi.' together all the fragments and dust wi thin, the 
spell succreds. 

Reciting the spell backward returns the resurreck'(\ entity to 
dust. It can be retained or thrown away. In this process. the caster 
matches magic points against thr resurrectl'd's on the Resistancr 
tlblc. If th~ caster wins, the victim returns to dust. If the victim 
wins. it may try to prevent the casti.""r from rec iting the spell again. 
Reciting the spelJ backward taki.""S tll"O munds. In "The Case of 
Charles Dexter Ward", many of those ri.""surrected I,·ere interogated 
and tortured to rel'eal secrets of the past. 

RIVER GOD'S CURSE: Dreamillllds. This spell can bl' cast only by 
the River God Oukranos,after the targcl has earned his enmity. A 
devastating thirst plagues the target. In the Dreamlands, this curse 
takes effect ever)' I D3 days and lasts for I D3 hours. In the Waking 
World, the afflicted cannot drink enough water e\'er to slake thirst. 
The targctlnscs I CON daily, until death occurs or until he or she 

returns to the Dreamlands and fullilis sante 
obligation. Once the Ril·er God is satisfied, the 
cursed recover I point of lost CON per week. 

SEA L OF ISIS: protects inanimate objects 
against magical attack within a 5O·foot cuhe. 
This warding spell requires 1 hour, 1 Sanit)' 
point, and 3S many magic points as the caster 
think;; useful. Spdls cast at items in the warded 
area are resisted hy the magic points S3.::rificed 
to the warding. Match the points on the 
Resistance Table. Seal of Isis dors not defend 

pL'Qple, and is not a physical barrier against intruders. 

SEEK IIEART: quickens and implants the wil1l1'ithin a corpse to 
pursue and acquire a fresh heart to replace the one that has been 
taki.""n from it.A cast of the spell cOSts six Sanity points and 8 magic 
points. The caster must be within a hundred yards of the corpse, 
and must be able to sec the corpse to activate it. 

When the spell is cast, the corpse searches for the first human 
target it can find. It allack;;, striving to rip open tht' victim's belly 
and reach up and scoop out the victim's living heart. Insertion of 
the living hear! within the attacker fulfills the seeking corpse, 
which enjoys a few Oeeting game rounds of ecstasy. Shortly there­
after, the seeker collapses and begins to decay. It has been drawing 
upon latent energies in existing cells and muscles; once those ener­
gies hove been drained. dissolution of the corpse is speedy. 

The effect of the spell lasts for the corpse's former STR plus 
CON plus POW, in minutes. If by that amount of time the corpse 
has not taken a nt'l~ heart, it emits profound lamentations, faUs to 
ear!h,and putrefies. Seek Heart can be cast only upon a corpse. and 
then only once. 

Each cast of the spell requires a relatil'ely fresh corpse,one with­
out significant putrefaction. The blood of the corpse must bedrained, 
and the corpse's heart somehow remorro. Preparation of thl' corpse 
and the casting of the spell take 1 OJ hours. 

SEKHMENKENHEP'S !VOROS: the caster creates an intense bond 
I"ith a large group of listeners. The spell costs 3 magic points and I D6 
Sanity points to cast, and an additional 3 magic points sacrificed at 
the end of each ten game minutes that the spell lasts. The caster then 
nUlst speak extemporancousl)' and seemingly from the heart, and 
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maintain the audience's atrention. Each len minutes thl'refore the 
caster also needs a successful communication roll as the keeper 
thinks appropriate (Bargain, Crt'dit Rating. Fast Talk,or Persuade),or 
tht' speech ends indccisil't']y and in confusion. At the end of a sue· 
ccssful spcrch, the 3udiencr believes what has been said for 103 days. 

SEND DREAMtNG: can br cast only til/ring the dark of the 
moon, and only by ont' who posst'sses ,\ lcheringa Dream Lore. 
The caster sacrifices I POW into a fire. The fire burns yellow,then 
white. then blue as the night wears on. The caster then entrances 
himself and sends Dreamtime visions to Ihe sleeping target, 
plunging that person's imagination into the Dreamlime without 
preparation or knowledg~ . 

If the dream is horrifying, the larget can wake with a successful 
INT xl roll as it begins, or by a successful POW x I rollalthc end of 
each hour.A dream costs caster and target alike 106 Sanity points, 
and lasI5 for six hours. Once such a dream is 
ImJcf\\'ay, the target cannot be awakened by 
someone else. The same dream might be sent to 
two targets in one night for t"'ice the cost of one. 

SEND DR EAMS: subjects the target to dreams 
specified by the caster. The spl'l l costs a varying 
number of magic points, and I D3 Sanity points. 
The caslt'r must use a special bowl made of "the 
copper from above", an alien metal. Such a bowl is 
etched with certain runes, and filled with specified 
herbs and a dram of blood from the c3ster. The 
herbs are set afire. As weird greenish smoke rises, 
the caster concentrates and casts magic points into the spell. The 
magic points energizing the spell 3rc malched against the magic 
points of the target, and a Resistance Table rol l determines the win· 
ner. The spdllasls t\\'o minutes for el-wy magic point pul in to it. 

The target must be asleep and within 20 miles of the caster. 
The dreams may be anything the caster desires, but one llsllal use 
of the spell is to send visions of Mythos entities to lower the Sanity 
of Ihe large\. Sanity losses from such visions arc one· tenlh normal 
(round up fractions) . A dream·vision of Azathoth, for inslance, 
COSts I Sanit y point if the Sanity roll succeeded, and I DIO Sanity 
points if it faiIrd . The caster cannot send a vision of any enlity 
whom he or she has nol seen. The spell cannoltransmit orders or 
wishes, nor hypnotize the dre"mer, who kno"'s onl)' that he or she 
is having strange dreams. 

SENDING OF THE DEAD: I'oodao. Causes significant harm or 
death to the targe\. It costs 10 magic points and 1 D6 Sanily points 
from the caster and supplicant. The caster uses Conlact Loa for 
Baron Samedi, who demands that the supplicant bring specific 
symbols to his ve·),e at midnight, as well as several handsful of 
earth. There the caster performs the spell. The supplicant must 
now lay the earth where the target will walk on it. When the victim 
does, the dead enter his or her bod)'. Match the caster's ]lOW 
agaillst the victim's POw. If the caster wins, roll J D8: 

1·4 Victim immedimel)'loses 1 Dl0 SAN. 
5·7 ]IJness costs victim 1 D6STR and lD61Jl~ 
8 Victim falls into a coma and dies in 1 D6 day. 

unless the dead arc expelled. 

( , 
..,.. 
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SENSE LIFE: allows the caster to detect the general nature of life 
in a particular area. Casting this spell costs 1 magic point and I 
Sanity point. The ta rget is an area equivalent 10 an average house. 
It must be with in sight of the caster. The spell allows the cas1t>r to 
distinguish species (such as a dog or a person), but not to recog· 
nize speciiic individuals. 

SHINING TRA PEZOflEDRON: [it "'aSlll lwllr~' blllCk, wl·jlrilll· 
cd polylledron willi /lliwy irregrtlur jim slirfaces; either a ray 
remarkable crystal of som~ sorl, or lin artificial olijl!cl of Cllfl'/!d IIml 

highly polished milreml mailer. II did 1r01iorlel! lilt' bmlmn of Ihe 
box, bill was held ~lIspellded by !l1elll1S of II meral balUl IIrolll1d ils 
(elller, witll seven qlleerly·designed slIpporls exlmdillg horitoll/lll1y 
w lI/lgles of the box~ inlier wall ll ear 1111' lOp .. . ' expoSl'd, {Blakel 
could SCIZIWIy tear his eyes from it, mill as he looked III ils glistening 
Sl4ffllce~ he almos/ fimcied it was trrrnsp!lfem, witlt ira/fjorlllcd 

WI/rids of wOllder wililill.-II. P. LOl'ecraft, "The 
Haunter of the Dark." 

An enchantment. In the sto ry, Robert BI~ke 
finds a peculiar metal box in which is mounted 3 
stone abO l!! four inches thick. It rewards or 
damns those. who look into it wit h visions of 
other "'orlds and dimensions-thus the stone 
shines with the interior light of things not of our 
world. The notes of a previous investigator refer 
10 it as the Shining Trapezohcdron, the ctlrrect 
description of the crystal line form. When the box 
is closed, a hideous ava tar of Nyarlathotcp 

comes, but one "'hich either will 110t or dJres not enter e\'en the 
pail' ci rcles of light cast by street lamps. 

The SlOne exercises great cOlllmand OI'er humilll psyches. 
Getting rid of it proves too much for poor Blake, who perishes 
when the eleclric lights of Pro\lidence fail during a thunderstorm 
and the ava tar emnges. 

SIiRIVELLlNG: a powl'rflll spell oi attack. Casting it costs a vari· 
able number of magic points and half that many Sanity points 
(round up any fraction). It takes two rounds to intone. To succeed, 
the caster must then use the Resistance '[able 10 overcome the tar· 
get's magic points with the remainder of his or her 011'11. [i success· 
ful, the spe ll blasts and blackens the target-subtract! hit point 
from the target for each magic point invested in the spell. 

SIREN'S SONG: the caster sings the spell , wh ich if successfu lc3us, 
es the target to heJie\le thatlhe caster is all that his or hl'r heart 
desires. The spell takes two rounds to casl. Cast ing the spell costs 1 
magic point and 5 San ilY points. The spell lasts for 4Dl0 hours. The 
target may resist POW vs. POW on the Resistance Table and, if the 
target su(ceeds, the spell has no effect. Siren's Song affec ts as many 
people as can hear it. 

SKIN OF TilE SEDEFKAR: Brorllm ofrhe Skill. Magically defends 
the caster. Casting the spell costs 10 magic points and lD3 Sanity 
points. For twenty·fonr hours, the caster is protected against all 
kinetic al1acks by tcn points of invisible magical armor. However, 
each attack reduces the stopping power of that armor by 1 hit 
point: e.g., after two bullets hi!, the spell StopS only the first 8 hit 
points of damage from the third, and only the first 7 fro m the 
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fourth. Casting the spell takes approximatdy one uninterrupted 
hour of time. 

, " , 

lUTe of the soul is automatic. Thereafter the victim's soul can lH= 
called forth by the caSler ,,-jIb a few simple words. 

The summoned soul takes the physical form it possessed in 
SNARE DREAMER: allows [hI.' caster 10 attract a particular soul if life. induding clothes and accessories like rings or watches. The 
il is currently Out of body. The spell takes twenty minutes 10 cast, spirit can be questioned or called upon 10 perform lasks, hUI if it 
nod costs 8 magic points and 1 Sanity point. The caster and 13rgtl refuses or is hosli le, the caster nreds a successful POW vs. POW roll 
must be within fil'!' miles of e3ch olhcr,and thttarget's plarer may on the nesistance Table ('0 compel il. A fa il ing roll frees the. soul, 
~llempt a POW vs. POW match on the RrsiSlanct Table to escape. which quickly disappears. 
With a fJiln re, the soul is drawn into the prrs<"nce of the caster and Summoned, the soul remains apparent for the caster's POW in 
is subject 10 such spells as Bind Soul. If the soul evades capture, it rounds, and may be summoned again following the same interval. 

wanders off 10 participat<" in more drrams. The dreamer sees the SPECTRA L RAZOR: creates tht erre<t of an invisible blade which 
caster and location, though he or she may not rerognize the loca~ can be used to cut and slash viClims. This immaterial weapon can 
lion, and remembers this as a particularl)' \'iv id dream. be used at a range in yards equal to tht caster's POW xl. Damage is 

SONG OF IIA STUR: a magical aUack, the song is a wailing ululation 106 per round. The spell takes 2 rounds to caSt and cnsts 2 Sanity 
cO~ting the caster I D4 Sanit)' points and I [)4 magic points each points and 2 magic points. For each addi tional round of effect, tht' 
round it is performed. Roll moo l'qual to or less than POW + DEX caster must pay another 2 magic points. 
Xl in order to sing pmperly the alien melody. r------=:----, A Spectral Razor target must be visible. If 

The target must be visible to the castl'r. concealed or half hidden behind obstades or 
Though everyone can hear the song. the spell obstructions. the damage is done to intervcning 
affecls only the person chosen as largtl. This objects until the kteper beliews enough damage 
spell will not ""(Irk except at night. and only if tht has been done Ihat the target is visible and vul-
star Aldebaran is visible. ncrable. 

Successfully cast. this spdl Gluses the skin STEAL LIFE: drains life from a \'ictim to make 
and f1tsh of the chosen victim to bubble and fes- the cash.' r younger. This cruel spell COStS 8 magic 
ler into pestilent blobs, costing tht target ID6 hit points and 1 D20 Sanit}' points. To cast the spell, 
points per round. After every two rounds, scar- the target must be wi thin sight and hearing 01" the 
ring reduces the vic tim's AP? by I D6.Aftcr ever)' l_-=='---____ ='-----' sorcerer, who must overcome the tar8<"'t's magic 
fo ur rounds, internal ruptures lower the.- vic tim's points in a match with his or her own on the Resistance Table. With 
CON by 106. When the victim's hit points or CON reach O. the bod)' 

a success, the targ<"'t begins to age and decay while yet alin', the 
swells up, then bursts with a sichni ng pop as steamy gort spills 
onto the floor. innate life and vitality draining into the sorcerer. Each combat 

The song can be ustddefensi\"Clpo guard against another cast- round after the spell is cast, the target loses I point each of STR, 
er of this spell . Successful opposing casting.~ neutralize each other. CON, DEX. POW, and AP P. For each point of characterist.ic drained 

from tht target, tht caster beromes a \\·eek younger. For example, if 
SOUL EXTRACTION: l'cwdoo. Allows a person's soul 10 be hidden, the spdl were cast upon a nilldom dercliCl who had 8 points in 
for purposes of protecting it, often within a clay pol. T~ c1aboratt e3ch characteristic, the caster would hcmme 40 (8 times 5) "'eeks 
ceremony costs 8 magic points to the caster. The target then lives a younger. ~ leanwhile, the target withers, turns gray, and flakes al .... ay. 
relatively normal life, 311d benefits from a Luck mil's chance of At tht end of the spell , the ta rget has hccome a horrid dry husk 
defeating any voodoo spell cast against him or her. If an enemy \~ h ich CO~ t s 0/lD6 Sanity points JUSt to see. 

gains control of the soul's container, spells may be cast directly at If Ih'" 'p,11 ., ""1"<1"" '" "·"'I"f '" foil moo" '" """ I "" ~... .. ..te"" ", 
it, wi th the dfect that each spell does malimum damage. does not gain the benefits of restored yuuth, hut the victim still dies. 

SOUL SINGING: causes the larget to stt and heaT onl)' what the 
caster desires. The spell costs the caster 8 magic points and I D4 
Sanity points. Tht casttr also must play the enchanted bone pipes 
(s« Creale Curse Whistle). The spcll takes effect when the caster's 
magic points overcome the target'S on the Resistance Table. 

Soul Singing is aimed at a single vict im who, seeing what 
the piper wishes him to, is led entranced to some doom or 
des truct ion. The spell affects one target. Others present ca nnot 
hear the tune unless their playt'rs succttd in DIOO rolls of POW 
l) or less. Then they hear a faint, nondi rectional piping of 
strange melodies. 

SOUL-TRAP: 3110"'5 the caster to trap the soul of a victim within 
a specially prepaTt<! talisman. Creating the talisman costs the caSl­
er 1 POW and ID4SAN points. Tht \'ictim must be "·earing it at his 
or hl'T timt of death.or the spdl fai ls. If wearing the talisman,cap-

If the caster is slain before the victim dies, the spell cancels and the 
\'ictim's lost charaCleristic points return to him or her. 

STOP HEA RT: causes the targe.-t to lose 406 hi t points to a sudden 
massive heart attack. The spell costs 14 magic points and 206 
Sanity 10 casl. An involred ritual occupies the caster for the day 
before the spell is cast. Once the ritual is read)', the casting takes 
only a round. though the target must be wi lhin sight of the caster. 
A POW vs. POW match on the Resistance Table lllust be won,Or the 
heart attack docs not occur. 

SUMMON I BIND 8A KA; Voodoo. The bllka or evil spirit may 
grant a cerlain wish if the price is right. As with OIh('r Summon f 
Bind Servitor spells, the caster must contributt I magic point for 
each ten percentiles toward the. chance for a successful spell , and 
both Glster and client must sacrifice ID3 Sanily points. 
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Negotiations with a Imkl1 are llsually trkky; only a successful 
Bargain roll cremes payment terms that both parties undl'rstand 
and actually agree to. With a successful casting, hO\\"l'l'cr, the b(!k(! 
fulfills the wish within I D6 dar~ and then retllms to the supplicant 
to exact pa~'mellt. 

is always a fai lure. Each cast COSTS 103 S~nity points, and also 
requires expend it lire of I magic point for ('wry srz pointllf the 
chosen fossil.AI! children of l\t lach-Nacha ha\'~ statistics half those 
of Atlach-Nacha. plus or minus 1 D6, including mOI'emt'nt rate and 
Sanity loss. 

SUMMON / BIND CHILD OF YIG: brings forth one ofYiS's special 
snakes. M<lgic point cost varies; for each magic point sacrificed, 
increase the chance for a successful cast by ]0 percentiles; a result 
of 96·00 is ah,'ays a failu re. Each cast of this spl'll also costs I D3 
Sanity points. Su mmon/Bind Child of rig call be cast only in an 
area where Vig's ,\'orship is str<.lIlg, or where it has been strong 
within the InSt few hundred )'ears. Vig's special snake appears 
coiled around the caster's leg. The first time this happens costs an 
addi tional lil D4 Sanity points fi)r surprise and dismay. 

SUMMON I BIND BROTHER OF CHAUGNAR FAUGN: diminutive 
versions of Ch:lugn:lr Faugn slumber in vaults of the Pyrenees, to 
Jwakc when Chaugnar Faugn once more strides the Earth. Each 
magic point allotted to the spell increases the chance of success by 
10%; a result of 96·00 is always a failure . Casting the spell costs 10 
magic points, plus anything lost for the creature or creatures sum· 
moned. The), are linked telepathically with their lord, who may 
choose to summon them when he wishes, or who can imparl this 
right to favored humans. Brothers have statistics roughly half those 
of Chaugnar Faugn,Jnd the i\-IOl'e entr)" is also less,S/ll walk/fl)'. For 
greater Brothers, the Sanit)' loss is ID3/1 08. For r _____ ::-_' _'U_A_' ,'_'_O_N_I_B_IND DARK YOUNG: brings present a single dark 

)llung. The magic point cost I'aries; for each 
lesser Brothrrs, the Sanity loss is 1/104. 

magic point sacrificed. increase the chance for a 
SUMMON / BIND BYAKH/:."E: a whistle must be succ~ssful cast b)' to percentiles; a result of 96-
blown during the chant. Magic point cost varies; 00 is alwJys a failure. Each cast of this spell also 
for each magic point sacrificed. increase the costS 11)3 S.mity points. A beast of at least SIZ 8 
chance for a succ<"ssful cast by 10 percentiles; a must be sacrificed Tht' summoner needs a knife 
result of 96-00 is alll'a)"-> a failure. The spell also to make certain riwal cuts in dispatching the 
costs ID3 Sanity points 1Cl cast. This spdl is victim. Clst this spdl outdoors, in a wood, dur-
active onl}' on nights I\'hen :\ldebaran is above ing The dark of tht' moon. A dark young will stalk 
the horizon (October through iI'larch are the be~t out of the shadows 'lfter the summoning. 
months). The summoned b)'akh~e wi ll flap down L _____ --= ____ _ 

SUlHMON I BIND DIMENSIONAL SHAM­
BLER: a single dimensional shambler gradually assembles itsel f 
out of thin air. The mugic point cost I"aries: for each magic point 
sacrificed, increase the chane<.' tor a successful cast br 10 per­
centill'S; a r('Sult of 96·00 is alwars a failure . Each cast of this spell 
also costs I D3 Sanit )' points. The spell requires a dagger made from 
any pure metal such as copper or iron. Alloys such as brass will not 
work. If 1he dagger is enchanted, the chance for suw~ss also rises by 
10 percent iles per point of POW in the dagger. This spdl rna)' be 
cast day or night. One authorit), has writ ten that shamblers are 
more casil )' confused in bright sunlight. 

out of the sky, still icy from space. 
If the whistle is enchanted, each point of POW in its enchant­

ment adds 10 percentiles to tht' chance for success. Such a I"histle 
rna)' be us~d again and again. 

SUMMON / BIND CHILD OF ATLACH-NACHA: rel'ivifies a fossil 
spider form. Useful only on certain rocks in the Andaman Islands, 
this spell calis up and brings to life one of many fossil spiders in 
the rocks, which will then carry out one attack as commanded. 
[I'lagic point COSt varies; for cach magic point sacriticed. increase 
the chance for a successful cast by 10 percentiles; a resu lt of 96-00 

SUMMON / BIND FIRE VAMPIRE: (JUSt's one fi re vampire to 
S\\'oop down from the sky like 3 skittering star. The magic pOin1 
cost varies; for each magic point sacrificed. inae;lse the chance 
for a successful cast by 10 percentiles; a result of 96-00 is always 
a fa ilure. Each cast of this spell also costs I D3 Sanity points. A 
bonfire or other source oi flame is required. Th~ spell ma), be cast 
onl), at night when the star Fomalhaut is abol'e thl' horizon 
(September through November are lhe best times in moderately 
northern latitlld~s). 

SUMMON I BIND HUNTING HORROR: a si ngle horror appears 
head-first. as though entering through a hole in the air. Thl' magic 
point cost I'aries: for each magic point sacrificed, increase the 
chance for a successful casl by 10 percentiles; a result of 96·00 is 
always a fai ltl TC. Each cast of this spell also costs 1 D3 Sanit), points. 
This spell mar be cast only at night in the open air. The blood sac­
rifice of a semient being is needed. The caster does not perform the 
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sacrifice himself-Ihe hunting horror stllf'S the sacrifice "'htn il 
arrives. If no alternate sacrifia has bft>n prepared, it takes the (3SI­

er and vanishes. 

SUMMON I BIND NIGHTGAUNT: a nearly ~ilent swoosh of air 
cumes, then the single ghasll)' form of the blank-faced flying ser­
V3nt of Nodens appears. The magic point cost varies; for each 

milgic point sacrificC'd, increase the chance for a successful cast by 
10 percentiles; a result of96-00 is 311'-3)'S 3 failure. Each cast of this 
spdl also costs IOJ Sanity points. '10 summon, a Slone emblazoned 
wilh the cryplic Elder Sign must ~ present, bUI the stollt' itself 
n.:eel not be star-shapN. The spd! can be cast only al night when 
there is no moon. 

SUMMON/ BIND SERVITOR of the OUTER GODS: a single servi­
tor arrives amid haullIing e.::hoes of insane piping. The magic point 
cost varies; for each three magic p<lims sacrificed, increase the 
chmlCe for U sllccessful cast by 10 percentiles: a resuh of %·00 is 
11111'3)'5 a failure. Spell co~ts art: tripled beGll1se of the great power of 
these beings. Each cast of this spell also costs 3D3 Silnity points. A 
flute is also needeJ to cast this spell; if the flutc is enchanted, it 
increases the chance for the spell's success br iO percentiles pt'I" 

point of POW within the flute. Cullists cast this spell anywhert' and 
at any time- that i~ especially unhaIlOl,oed-t),pical nights would be­
Midsummer's he, ~larday, Halloween, and Walpurgis Night. 

SUMMON I BIND STA R VAMPIRE: curious rustling sounds are 
heard once this invisible thing lurks n!,';lr. The magic point cost 
varies: for each magic puint sacrificed, increase- the chance for a 
successful cast br 10 percentiles; a Tl'Sllh of96-00 is always a fail­
ure. Each cast of this spell also costs I D3 Sanit}' points. The cast­
er also needs a book in which are wrillen or inscribed the words 
of the spell. If the book is enchanted, the chance for success is 
increased by JO percentiles per point of POW within the book. 
This spdl (an be cast only at night under a cloudless sky. The I 
crtature is inl'isible save when its veins fill with blood from some I 
visible creature. 

SUMMON EFFIGY OF HATE: the ritual f(lr this spell takes eight I 
hours to pt'rfonn and can 0111)' be cast at night. It requir!,'s 12 magic 
puint5 and 3 points of POW, the latter Ilstlall), donated by an 
ll11willing slave or Glpti\"e. The caSler mUSt suppl)' the magk points 
but the spell allows for the POW to be drawn from a designated vk­
tim, Successfullr summoned. the Effigy inhabits a tall "';1T totem 
~p«ially constructed for this purpose. 

On'r the following two nights the E.ffigy emerges illlo our 
world, each night drawing thrt.'(' points of POW from the designat. 
ed I'ictim. Once the Effig)" has full), coaJesc!,'d. it begins to go about 
fulfilling the caster's deepest desire. 

SUMMON PLAGUE: Dremlliullds. Causes disease· Infested rats 
and inse(1s to swarm over an area. biting and Slinging lil'!,'stock 
and humans, spreading a terrible plague. If bitten or SlUng, a 
l'i(lim automatically contracts the plague. its first symptoms 
;lpptaring in I D3 dars. The first day of illness sees the loss of 
11>5 CON, followed b)' further losses of 1Il-l CON e\"err day 
until the victim dies or is cured. All skills drop by ten per­
centiles dail),. 
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An infected dreamer may be cured with a successful ~kdicjnt' 
roll, regenerating all 10s\ CON ol'<.'rnighl. Ahhough surviving the 
plague makes onc immune 10 further infections of the same dis­
ease, the spell produces a different disease with every use, render­
ing immunity to this magic unlikely. 

The first disease-carrying rats and insects appear in 2DIU 
minutes, followed by additional hordes ovcr the next 2D to hours. 
The first day the affected area ha s a diameter of one mile, Ihis area 
increasing by an additional mile until the plJgl1~ is somchoN ban­
ished. Summoned plagucs are not contagious; the disease can only 
be (ransmiued by the bitt of an insect or other animal. If an infect­
ed dreamer wakes before dying he is cured and shows no symp­
toms of the disease 00 his next visiT to the Dreamlands. 

This summoned plague may be banished by successfully cast­
ing the spell in reverse.! lowcH'r, anyone already infecled muSI still 
be cured with MediCine or face a lingrring death. Casting the spell 
costs 10 magic points and 2DlO SaniTy poims. Bits of rolling mam­

chameleon saliva. Donor, receiver, and caster are surrounded by a 
group who link hallds and sing an ancient poem; the 63 magic 
points arc drawn irom IhrlU in equal or nearly equal amounts_ This 
kecps both parties alive during the transfer. 

Using the paste, the caster druws the symbol of the organ to be 
transferred on the respeCTive areas of the participants. After an hour 
of mediation and visualization, the ca~ter delves his hands into the 
donor bod)' where the symbol is. Pinching off major col"l11cctions, The 
organ is lifted out and placed on a ci rcular stone lable. The process is 
repeaTed for the rccipient,and then the parts are installed in Iheir new 
bodies and sewn into place. 

UNMASK DEMON: it destroys any magical disguise used by a tar­
get. and costs a variable number of magic points and no Sanity 
points. The spell n::quires the participation oi a group of at least 
three people who chant clearly and rh),thmicaUy I~hile their bder 
breaks a raw unfertilized egg on which has been drawn an image of 

ma! flesh and human feel's are required for suc- ,..-----------­ the target. To succeed. the casters must overcome 
the target's POW with their own combined magic 
~)oints . Each participant may contribute as many 
as half his magic points 10 the spell. Sanity may 
be lost when the target's true form is revealed. 

cessful casting_ 

SUMMON THRAJ.L OF CHAUGNAR FAUGN: 
thralls are creatures of their creator, and only 
Chaugnar Faugn can bind or command them, but 
.m)"onr can summon them. for each cast, 106+1 UNSPEAKABLE PROMISE: estahlishes a bind-
thralls appear, each costing the caSler 1 D1 magic ing oath made to He Who Is No! To Be Named. 
points and 0/1 01 Sanity points. and costs the caster 2[)8 Sanity points. In return, 

Thralls can be summoned only in an Hastur grants th~ caster some benefit~a plausi-
underground room or chamber without \~in - ble gift would bc an imponant ancient tome such 
dows or other close connect ion to the sllrface. L.:"'--'--_________ as the R'lyeh Text or the ),carly award of 3 POW for 
Thc summoner squats naked upon the dirt or floor, concentrates the rest of the recipient's life. Additionally, howel'er. there is a non-
on an image of Chaugnar Faugn, and chants and drums until cumltlative chance of 2% per year that thl' castn transforms into a 
self-entranced. In the caster's mind, Chaugnar Faugn may deign gruesome humanoid monster totally under Haslur's 511';.]y, one 
to appear. If it docs, the vision of it speaks and roars, ~To my which the keeper may create afresh or dra\,· statistics from (hI' 
greater glory!~ Unspeakable Possessor, in the Crcawrt' Compa/lioll. 

TR,1NSFER BODY PART; Brothers of the Skill. Allows the willflll 
substi tution of another hand, arm, etc. Casting the spell costs I 
POW, JD!O magic points, and 1 DIO Sanity points. If the donor is 
already dead, the transfer costs 2 POW. More complicated trans~ 
fers COSt more: the most expensive is 100 magic points for 
Transfer Head. 

PreparaTion for the spell takes about an hour, induding the erc­
ation of the magical thread thaI provides the inilial connection of 
body In pan. plus the transfer t3king game minutes eqoal to The 
magic points required. Since the procedure is ofTen dllmsy, the 
caster oSlla!!y Transfers the part to a second Brother. The Brothers 
look for particularly prize pieces of anatomy~an athletc's legs. a 
boxer's fists. and so on, 

To return to an original body part, see the similar spell 
Detransference. 

TRANSFER ORGAN: Brothers of the Skill. Replaces a human internal 
organ with its match from another human. Hearts cannot be moved 
or tradcd. The spell OOStS 63 magic points and I POW. Donor and 
receiver each lose 108 Sanity points. One of the participants can be 
the caster. 

The donor mllst be alive. The donor's agreement is nOI needed 
for the effect of lhe spell. 

A paste is made of blood from both participants, mixed with 

VANISH: causes the caster to disappear in a puff of smoke, to reap­
pear instantly in a location beside a previousl), prepared box. The 
box takes 2 POW to prepare. Each cast the spell takes about twO sec­
onds, and costs 5 magic poinls and I Sanity point. 

The location is defined by creating 11 charm made of a box con­
taining components of the caster's body such as hair, leeth, or nails. 
The box is magically prepared, taking about a day, and the POW 
must be sacrificed. Then the Vanish spdl may be cast any number 
of times. If the box is destroyed, or opened and its contents scat­
tered. the POW points are lost. Thl- box must be remade before the 
spell can work again. 

The location of the box might be as far as several humlred miles 
di~tant. More Than one box might be prepared at the same time_ 

VIEII' GATE: cast at a suspectrd Galc.this spell allows the caster and 
companions to see ""hat, if an),thing. is on the other side of the Gate 
without going through it. The cost varies with the number of magic 
points needed to activate the Gate. It alwa)'s costs! magic point and 
I Sanity point to cast the spell. Viewing is a variable cost. one tenth 
orthe Gate cost (round up fraCTions). Thus a Gate COSTing 7 magic 
points to pass through reqllires 2 magic points and 2 Sanity points to 
vicw through. The vitw 1351S !D6+ I rounds. Tht' spell may be cast as 
often as the caster's magic points and Sanity points allow. 

, ,- M 'I """ 1 If R , l 1. 'r I \\ {,.\ 1 I 



, , 

If there is something horrific to see, 3dditiOJlai Sanit)' charges 
are in line. for each viewer. If important \0 play. virwers may 
at tempt appropriate skill rolls to lea rn where or whm or what 
they UTe viewing. 

VOICE OF RA: temporarily increases caster APP and certain 

related ski lls. Th~ spell requires 5 magic points and I Sanity 

point. The ritual takes two houfs to complete, and a variety of 
herbal components are burned during the casting. For 24 hours, 

the spell adds 1010 APP to the caster, and increases by 20 per· 
(emiles each the caster's Bargain, Credit Rating, Fasl Talk, 
Persuudr, and Psychology skills. 

may be made prior to or ~t the s~me time as the Evil Eye.l.ike the 
Evil Eye, this spell expires at midnight. 

WAVE OF OBLIVION: causes 3 pol"erful ocean \,'ave to smash 
down at the caster's direction, The caster must be in or on the water 
him"elf. The spell C05tS 30 magic points and IDS Sanity points to 
casL5ufficient quantities of salt water must be prcso:nt to create the 
wave, and the caster must be ~blc to SCl' the target. The wavc vol­
ume is 3,000 cubic fl'Cl, enough to swamp or capsize a small sloop. 
Were several or man)' spells cast at once, a large ship could be 
swamped, Needless to say, people swallowed up by sllch W31'es van· 
ish forever below the surfa ce. 

In another version, one sorcerer must know the spell and 
expend JlI but one of his or her magic points, but others can also 
contribute magic points to allow the creation of vast waves capable 
of sinking ocean liners, battleships, or Manh~llan island, rhos(' 
knowing the spell can contribute as many magic points as desired, 

VOID LIGHT: Mi-go. This spell suhtly warps space, creating a sink 

from which photons will not emerge. The mi·go must spend one 
magic point for every cubic yard of blackness desired. No light can 
escape the atTened area, making useful visual protection for these 
sometimes fragil e alicns. Depending on how the 

,------------, and must expend 1 DB Sanity points, Those who spell is prepared, the darkness may be like 3 sheet 
or a spherical I'olume. 

I'OORISIf SIGN: Th!'y from olitside will help, bill 
Ihey C,IWIOllllke body wil/wlII hl/lllmi blood. That 

lipslllirs looks il will hm'/' Ihe right CIIst. / call see il 
a little when I makt' the lIoorish sign- H. P. 
Lovecraft, "The Dunwich Horror." 

These magical hand gestures aid in /IIythos 
magic. Making the Voorish Sign costs the llser 1 
magic point and 1 Sanity point. The passes and 
hand mOl'ements take only a few seconds, bot they increase the 
chance to cast successfully a Mythos spell by 5 percentiles, and in 
some cases seem to make I'isible the invisible. In the GillOn, this 
sign is ntH'r described. 

WANDERING SOUL; while he sleeps, this spell can send the cast­
er's soul to some lucation, and thus scr)' out his enemies. The 
casler then \"ake$ twelve hours later, having spent all but one 
magic point and sacrificed 1])4 SAt.;', and with a sense of exhaus· 
tion. The dream-like vision reveals information readily observ· 
ablc, but lamps cannot be lit, nor boxes and drawers opened, nor 
papers tifll'd. 

While it is so wandering, those of POW 20 or more can see and 
identify the saying soul. Those of POW 15 or more hal'e the feeling 
of being watched. Those asleep see the face of the scq'ing soul and 
can identify it, for the soul has always the appearance of the caster, 
and cannot be disguised, 

IVA RDING: makes a warding arrangement. Costs I magic point 
pet stone used in the ward,and cOSts nO Sanity points. A number of 
ordinary white stones are required. They are placed on the ground 
as the (aster pleases, except that each must be within a yard of each 
of the others. The spell takes about fifteen seconds 10 cast, during 
which a shimmering heat ha2e can be seen o\'er the stones. 
Thereafter if any stone is mOl'cd, the caster will be aware of the fact , 
even if asleep llntilthen, Once this has occurred, the spell is broken. 

WARDING THE EYE: this spell protects completely against the 
Evil Eye spell, which see. It costs 2 magic points and no SJnlty 
points, and Irwnll'es a number of complicated hand gestllres which 
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do not knoll' the spell can contribute I magic 
poilll each. The variant requires a minimum of 
30 magic points, creating a wal'e ten feet long, 10m 
feet wide. and thirt}' feet high. Each additional 
magic pOint adds a foot to the length and width 
orthe wal'e. 

WITHER LIMB: causes permanent damage to 

the targe\. The spell costs the caster B magic 
points and 1])6 Sanit)' points. It takes I round to 
cast and the target must be within 10 ya rds. 

Owrcoming the target's magic points with his or her own on the 
Resistance Table, the caster causes the nominated arm or leg to 
with('r and shrivel, leaving to the victim I DB hit points of damage 
and;1 permanent loss of 3 CON. The victim and any witnesses lose 
011 D3 Sanity points each. 

IVRACK: temporarily incapacitates a single target. It com 3 magic 
points and one Sanity point 10 cast. The caster must be 10 yards or 
Ie% distant. "latch caster and target magic points with those of the 
target on the Resistance Table. Succeeding, the spell takes effect 
after on~ round of confUSing hand gestures. Intense, wracking 
pains seize the target, the face and hands blister and drip nuid, and 
the eyes cloud with blood and become temporarily sightless. The 
effect lasts I D6 rounds, after which sight returns. In 3D 10 minotes, 
the target fully reCOl'ers and resumes normal activity. Traces of 
physical corruption fade quickly, and in 24 hours only fain! blem­
ishes can be seen on the skin. Each such t"xperience costs the target 
l/lD6+1 Sanity points. I/t;. ..... 
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llIest adyentures are ready to play. Most can be finished in an 
evening's play. Without considerable keq>er embroidery, none 
need taki: mQre than two sessions of play. Having played these 
advenlul"6, new ktepers can plan their own creations, or draw 
from other published material. 

Whether a sctnario is home-grown or purchased, alwa~ 
study and think about it before you play it. Imagine how players 
will react to it, and consider solutions to problems the 
piece raises in your mind. Ab<we all, understand 
the adventure well enough to be able to 
summarize the action in a f~'W sen­
tences, and be prepared to answrr 
general questions about the plot 

JceNlITio -f,oTl\\ 
Printed Call of (thulhu sce­
narios have evolved over 
lime. Ne\l\'tr SC'nIario books 
are p~nted in a sl)~e "ery 
similar to the one for this 
book,down to ~kills and ter· 
minology. Keepers who own 
older materials will notice 
differences. sometimes con-
siderable. The current form for 
character statistics has been used 
since 1989. 

Statistics for individuals differ from 
those for groups of individuals, since by 
definition groups appear more or less at the 
same hme, do not have individual functions in play. 
and do not need to be completely developed. The keeper can fill 
them out if he or she wishes. Statistics for Mythos entities may 
have various arrangement~. 

POSITION: in published scenarios which contain lots of char­
acter $tatistics.or in mort ones where the same characters may 
appear at a variety of points, statistics are collected at the end 
of the ad\·enture. The theory is that one place is better than 
every place. (the scenario "The Madman" is the exception in 
thisbook.l 

VISUAL MATERIA 1.5.: some adventures include newspap« arti­
des, letters, or maps as evidenct. PbOlocopy these before play 
begins. When the time is right. pass them out rather than read­
ing aloud from the book, so that the players can study them and 
reach their own conclusions. 
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SPELL REPEATS: in books of scenarios, spells from the 
Grimoire and other sources are usually reproduced near the 
caster's statistics, so that the keeper does not need to sort 
through a stack of books in order to playa Single sorcerer. 
For spells instanced in the present scenarios. see the 
Grimoire chapter. 

DAMAGE BONUSES: these appear independently and are 
added as applicable 10 listed weapons damages. 

Printed damage rolls may include +db nota­
tions. which refrrs 10 the damage Ocmus 

amount, found on a separate line. 

STATISTIC ORDER: statistical 
information about individual 

characters usually O(curs in 
the same order of presenta­
tion: name (and age if 
human), characteristics 
and hit points, damage 
bonus, \l\T3.pons. spells (if 
,ny),armor (if any), skills, 
Sanity loss (if any). 

ORDER OF CHARAC­
TERISTICS; it's mostly a 

matter of tradition, but the 
fact that one line in the indi-

vidual statistics ends in POII' 
and that the other ends in SAN 

and hit points is not-those posi­
tions have blank space nearby where 

the keeper can pencil in changes to 
those values. 

WEAPON ENTRY: in order" weapon statistic is summa­
rized by type of wtllpon. fo[)O\I\'OO by skill % with that 'oI-"t'apon, then 
by the dumagrdone with the weapon by that partKular character 
The word damage is irn;erted to makf plain that the entry does not 

represent the hit points of the weapon itself. 

OPTIONS: boxed options may O(cur in a scenario. such as the 
effects of cold in "The Madman." Using or not using an option 
makes no difference 10 the play of the ~enario. There is no right 
choi(e 10 make. Please yourself. In different books you may meet 
differing opinions about the same sort of subje<t-options are 
not consistent, just handy. An option is usually presented as a 
play balance mechanism (sup~ the im'estigalors bring along 
a company of state police in "The Madman"),or is an idea which 
seems to add realism or interesting detail but which may also 
slow play or make for clumsy play. 
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ore pruple have played this Call of Ctlmllru scenario 
than allY other. Under the title "The Haunted House" 
it has been included with the game since the begin­

or many it was their first Cthllihu adventure. Mos\ people familiar 
with 'game remember being baffled by i1.lts title has changed to avoid 
confusi with another scenario in another book, and to encour.lge long­
time keep . to give it a fresh look. 

~Thc Haullting"is rccommcnde r beginning inl'estigators. Keepers can darken or lighten 
its tone by adjusting damages and Corbllt's motil'C: it offers genuine challenge, and one or more 
investigators easily can die at Corbitt's hand. 

The Liber lvonis is not central to play, and can be cxdud~d if the keeper is unready to 
introduce the Mythos or a Mythos book. 

The nomina! year is 1920. It could be any era. The nominal location is Boston, 
Massa,huse(ts, but wherever the keeper desires will do. 

Call of Crlm/flu maps are usually sketched free-hand, rather than drawn out preciSl"'ly. The 
rdationships shown are important, but exact distances and angles are not. Partly this is in expec­
tation that the keeper or a player will sketch out larger freehand versions of the plans on the spot, 
and partly because traps in Ctlll of Ohu/llu arc intdlectual or emotional ones which the kecpl'T 
can describe, rather than physical traps which arecanlOuflagcd and waiting to be sprung by some 
unlucky movement. 

To lengthen play, increase the front part of this scenario, characterize the landlord, the 
negotiations with the investigators, and the process of uncovering the clues. To shorten the 
length of play, bring the investigators directly to the Corbitt house. Nearly all Cthulhu scenar­
ios begin with the accumulation of evidence. The keeper may want to caution novice investi­
gators about this if they do not get a chance to collect clues and conduct interviews. This 
adl'cnture should take an el'ening to complete. 

Study Corbitt's powers, and play them keenly. I\lost of the keeper's fun in this scenario 
comes from the baftling nelliS in upstairs room 1/3. 

\'.."per ,JOT"\/\tiON 
The bbdY o'r<valle~ Corbitt is buried in the basement of a house. The mind of Walter Corbitt 
stitilives, is still aware of nents within the house, and still has influence in particular parts of 
the house. Corbitt knows Mythos magic that presen'es his identity and enables him to ani­
mate his body after death. He sometimes vampirizcs or otherwise preys upon the current res­
idents of the house, and drives away or slays those who learn his secret. To 50ll-e the mystery 
posed to them, the investigators must learn about Corbitt. Corbitt will be aware of the inl'esti-
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gators and will try to mislead them concerning the house. Failing 
that, he tries to murder them. 

/t-frobkn\ 
A landlord asks the invcstigJtors to l'xamint the old Corbitt house 
in central Boston. The former tenants ,,'ere involved in a tragedy, 
and the owner wishes to understand the mysterious happenings at 
the house and sct mattl'rs straight. lie offers to reimburse the play­
er·characters for their time and trouble. 

Haw tlie landlord Il'arm abolll the investigators, wlilll Ite wiil 
pay, and I'I'I!I1 what he says lie Willits done clln be ncgCllilileil by kCf.'p­
a allli pla),ers. 

Failing other ideas, try thl' following. (1) The landlord's cousin 
\~as friendly wi th one of the investigators at thl' university­
whichever investigator had some intt'rest in the mysterious and the 
occul t. The cousin made the recommendation. (2) The landlord 
offers the investigators $20 per day total, with a bonus 01'5100 dol· 
lars when they can give his property a dean bill of health. (3) He 
wants their assurance that he can rent Ollt the property again with· 
out provoking some new tragedy. 

The landlord gives the im"l'st iga tors the keys, the address, and 
$50 cash in advance. The rest is up to them. 

~~;',~~kr:::~to 'he heo" '0 '9i 8. A 1m ,fI" 
moving in, the father had a serious accident and shortly thereafter 
went violently insant'. He \,'as committed. Within the last month, 
the mother also went insane. Both babbled of a haunting form with 
burning eyes. They told of inexplicable events in the house. Neither 
would enter one upstairs bedroom. The landlord knew the house 
was rumored to be haunted before he bought the place, but the 
property was too good a bargain to resist. The landlord wants the 
inl'estigators to put the rumors and his mind at f(.'SlOr else to exor­
cise the haunts. 

and ~pproachable, though the keeper should end lhe interview qllick­
II' since the questions greatly upsct her. 

Mrs. i"liacario has linle to say. An evil presence lives in the house, 
one she hates to think of At night she would sometimes wake to find 
it leaning ovcr her. When it \\'as angry, the thing might (Juse dishes or 
other objffts to fly arullnd the room. Mostly it hated her husband. 
Vittorio,and concemraled on him. The keept'f can answer more ques­
tions, but she is unable to give specific information. After the invest i'· 
gatOTS have visited the honse, the keeper might let her be Illore precise 
and forthcoming. 

The two }'Oung Macario boys arc b('ing carl'(\ for by rclJl ives in 
Baltimore. The investigators can visit them. but they know nothing 
except th3t they miss their parents and lhat in their former hOllle 
they often dreamed of a strange man with burning eyes. 

N'W5El\per 1cCOUNtS 

With a SII (esh ul Idea roll, one of the inl'cstigalors suggests using 
the morgue (the cl ippings files) at the B051011 Globe, a daily news­
paper of good repute_ Coming as a group, the investigators need a 
successful Fast Talk or Persuade roll to get in. a letter of r('ferencl' 
from the /I"\ayor's office, or an authorizing telephone call from any 
editor on the paper. 

The pertinent clippings an.' filed by street address. The stories 
concerning the i"lt.1carios are brief and uninformatil"l': the Globe 
reported the facts as the investigators already know them. 

Also presen1 is a 1918 feature story which I,'as ncref published. 
It states that in 1880 a family of Frcnch immigrants moved into the 
house but fled after a series of violent accidents left the parmts 
dead and thrl'e children crippled. The house long stood vacant. 

Sometimes fllcsimiles of newspaper (1r(01i1//5 an' supplied ill 

adwllwres. 

In 1909 another family mowd in, and immediately fell pre), to 
illnesses. In 1914, the oldest brother went mad and killed himself 
with a kitchen knife, and the heartbroken family mOI'ed out. In 1917, 
a third family rented the house, but they leit almost immediate!)', 

---"f' f after the), all became ill at the same time. 

-1 1 1\~:r~T IN Or~l\tioN If an investigator successfully flirts with the librarian (APP x3 
Now thl' players c; n do what they wanl.Acting as the landlord, the or Credit Rating roll), he or she happens to remark that the G/()/le 
k~eper should answer enOLlgh questions to give them lines for files go back no furlher than a fire in 1878. The Corbitt House may 
inquiry, but the landlord has never ~ccn a haUnTing or strange event be mentioned earlier than that. 
at the house, nur does he know what the Macarios saw. If the play-

ers cannot agree about what to do, th('Y can roll dice to resolve th~ ~l\iN librl\r 
conflict. The evidence in the rest of this subsection is arranged in "1 
the most likely order of investigator encounter. This IV thy institution has sev!ral interesting items Ilicked away, 

but the in 'estigators need a separate Library Use roll to find each of 
if rhe players immcdiatcly sl!mlthe il1l'l:stigalOrs 10 the Corbilt the following items. 

hause, wi/timi them bUllet tliem 1i00'c their II'a),. 

:,~:C,::I:~,t~::S to ""b,,,y "o""',m, , fe. 
miles from Boston. Vittorio is still quite mad, and an interview wilh 
the mumbling, huddled man unCOl'ers nothing. Gabriela is conscious 

rllt II\IIS ·r I NG 

• In 1835, a prosperous merchant builds the house. but immedi· 
ately falls ill and seils it to a Mr. Waher Corbiu, esquire . 

• In 1852, Walter Corbitt is sued by neighbors. who petition to 
force him tu 1eJ1'C the area ~in consequence of his surious lsicl 
habits and inauspicious demeanor". 
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• El'idently Corbin wins th~ lawsuit. His obituaq' in 1866 states 
that he still lived in the same place. It alsn states that a second 
IU\"suit \'·us being waged to pre"cnt Corbitt from being buri~d 
in his basement. as prol'ided by his wilL 

• No oulcome 10 the second lawsuit is recorded. 

Each item is in a different newspaper and takes four hours to find. 

~~ ~,~[~~~,:~" roll, ,;,iI """ "w,d, mow Ih'I Ihe 
executor of Walter Corbitt's will was Reverend Michael Thomas, 
pastor of the Chapd of Contemplation & Church of Ollf Lord 
Granter of S('cr('ts. The register of churches (also al'ailabl(' in the 
Hall of Records) notes the closure of the Chapel of Contemplatiun 
in 1912. 

If the invcstig<ltors think tn look IIp the Chapd of 
Contt'mplution in criminal cOUrt records, they find references to 
actions taken in 1912, hut the actual records are not prese1l1.lfthe 
investigators hal'(' been courteous to the clerk, he points out th;11 

serious crimes lI'ould be handled in the count)" state, or federal 
courts. A successful Law roll can indicate the same thing. The 
records of city officers participating in arrests or seizures are filed 
at Central Police Station. 

Hi0~er Courts; 
ceNtTlJ~o~ce StlltioN 

Use a La\~, Credit Rating. or Fast Talk ron to get access to the 
rt'cords. They concern 3 secret raid on the Chapel of 
Contemplation. The police raid was occasioned br ~ffidal'its sweJr­
ing th~t members of the church were responsible for the disap­
pearances d neighoorhood children. During the raid three police­
men and seventeen cult members were killed by gunplay or fire. 
Au topsy reports are singul~rly undetailed and uninformative, as 

though the coroner had not actually pcrfixmed examinations. 

Though 54 members of the clHlrch were arrested, all but eight 
were released. The records hint of illegal intervention in the pro­
ceedings by impnrt<lnt local officials. offering an explanation of 
why stories of th~ battle-the biggest criminal action in th(' city's 

history- ni"ver appeared in print. 

Pastor r ... 1ichael Thomas was arrested and 
sentenced to 40 rears in prison on iive c()unts of 
second-degree murder. He escaped from prison 
in 1917and ned the state. 

Mo.l ~I~:~~':::~~:;" Ih, "'" hd,,, 
WWI haw mOI'cd alVay or died. New offices and 
businesses have replaced the ninetcenth-c('ntur)' 
homes, and the Corbitt place with its overgrown 
iront yard is now the only private residence on 
the block. The investigators do fiod a "Ir. Dooley. 
a vendor of cigars and newspapers, who remem­
bers the area vaguely. He is able to point out 
where the Chapel of Cont~mpl3tion stood, a fel" 
blocks distant. 

t stands at the end of a crooked, 
ding]' street. The ruins of it are so weathered and 
so overgrown with greenery that the gray stone 
rubble seems more like natural stone than for­
mer walls and foundation. The inl'estigators 
pass a slumping wall bearing white-painted 
symbols, apparent Iy freshly swabbed - three y's, 
arranged in 3 triangle so thaI the lOp elements of 
each Y (Quch the other two V's. In the (enter so­
created is painted a staring eye. When the inves­
tigators near the signs, they begin to tee! irritat­
ing tingles in their foreheads, like headaches but 
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not quite. While they remain near the chapel they continue to feel 
this, and finally cannot wait to gel away from lhl' area. When they 
leart'.lhe irritations stop. 

Tile !learby player aid is IlII image of rhis symbol. Show ir to 
rhl' playas. 

Prowling the chapel, they find mostly blocks of granite, half­
burnt rot!ed limbers. and ancient rubbish. At some point they 
become aware that the l'arlh they stand on is covering weakened 
tloorboards: call for OEX x4 or less on 0100. Those \\'ho get failing 
rolls are unable to grab something secure when they led the floor 
give way. They rallten feet into the baseme!1l. Each falling investi· 
ga tor loses 106 hit points. 

This part of the basement was scaled off from the rest, reached 
by a separate stairs buried under tons of rubble. Within it are two 
skeletons dressed in fragments of silk robes, :lpparently cultists 
who hid and perished in the fire. 

Also in the room are cabinets of moldering church records. At 
one point (successful Library Use roll to find this) a journal of Clllt 
activities states that W;dtrr Corbitt was buried in the basement of 
Corbitt's house"in accordance Ivilh his wishes and with the wishes 
of that One Who Waits in the Dark.~ 

Chained to a rotting desk is an enormOllS I'olume bound in 
human skin-a successful 1I1edicine or EDU x3 roll establishes 
this. It is a (OpY of the Liber [)lOllis, hand-written ill Latin, but rot· 
ten and worn-eaten so that whole sections no longer can be under­
stood.hs stats are modified to 10211D4 Sanity points. Cthulhu 
Mythos +5, no complete spells. 

i . bungalow is OI'ershadOI,'ed by 
t,lller, newer office buildings on either side. The hOllse fronts the 
street. In the re,lr a~ overgrown plantings and a half-collapsed 
arbor. Access to the rear exists on either side of the residence. 

Studying thc house, the observer is imprcssl'd by the I,'ay the 
house se~ms to witbdraw into the shadows cast by flanking build· 
ings,and how the blank curtained windows hide all understanding 
of what lies wi thin. Investigators who have alreudy undergone mys­
teriOllS or occult e\'ents in their lives sense something ominous 
within. bUI can pnint to no evidence to support these feelings. 

The front door is secured with a single lock. Four additional 
bolts lock the door from the inside. All of the bolts seem 10 have 
been added within the lasl Yl'3r or 111'0. If the investigators think 10 

tesl the ground floor \\'indows, ther iind that all of them havc been 
nailed shut from the inside. 

IHf. !I\ISlllIj(. 

Corbitt's House 

Upper 

4 
u 

5 
li ving room dining room 

2 
4 

Corbitt 's hIding place 

1/4 inch equals 3 feet. 

GrouNtf Foor JNterioT 
SlIIdy tht' phm prOl'ided. 

ROOM l: a storage room, filled with boxes and such junk as rus!­
ed wuter tanks and old bicycles. At Ihe right end of the room is a 
cupboard. boarded shut. If it is wrenched open, three bound 
books are found within, the diaries of a certain W. Corbin, a for· 
Iller inhabiWnt of the house, as the address on the flyleaf of vol­
UIll(' one testifies. 

The Corbitt Diaries are in pbin English, th"ugh sometimes 
strangc!;:-put. The three volumes take a total of t\~O days to read. 
~dd +4 to Cthl!lhu Mythos, and cost 104 Sanity points. They 
describe Corbin's various occult experiments. including a sum­
moning ~nd other magic, and clearly describes the technique tor 
Summon/Bind Dimensional Shambler (see the Grimoire far rhis 
spdl). No other spells exist in the diaries. This spell takes 206 
weeks to Jearn after the diaries are read. likely too long to be llseful 
in this ad\·enture. 

ROOM 2: a second storage room, this onc mostly devoted to bro· 
ken furniture and other items \\'hich might be broken up to burn in 
a wood stove. 



ROOM 3: the nlLld room, wherr hang overcoats,galoshrs, hats, and 
umbrellas. Several bags of coal for the living room's free-standing 
stove are here. A successful Idea roll notices that the side door is 
secured with three bolts and \ .... ·0 locks. 

ROOM 4: the living room. It contains conventional furnishings­
such 3S a Tadio, (Ouch, swffed chairs, and shelves laden with gew­

ting the inl'cstigator and throwing him through the window. The 
broken glass and fall costS the victim 206 hil points. 

ROOM 4: sink, bathtllb, and a water doset with an overhead tank. 
lbwi.'ls and other possessions are still here, typical to a fami ly of 
fOllr. A brackish pool of waler has collected in the bathtub, fed by a 

dripping faucet which cannot quite be dosed. 

gaws. A successful Idea roll notices the unusual quantities of cross-----rf-" 
es, images of the Virgin, and other Catholic rt'ligious artifacts. I ~e "bA5'C'O\eNt 
ROOM 5: the dining room, complete wi lh a long mahogany table, 
a built- in sideboard, and seven chairs. Three places arc SCI, and 
unused. Rice soup rots in a tureen. 

ROOM 6: a convemional kitchen, with icebox, wood-fed stove and 
oven, and a meager larder. Some of the foods tuffs are edible yel­
there is canned soup and meat, rice, several pastas, a few boilies of 
homemade wine. The produce which did not spoil has been calen 
by rats, judging by the spoor left behind. 

~!r,:~" f!~~~ b,d"om, ,,;th. ,,,bl, b,d, b,,,"h,,r, >cd 
window view, apparently the room of Vit torio and Gabrida. I>tore 
crosses 3rc here, and a rosary and breviary rest on 3 tabk' beside 
the bed. 

ROOM 2: tWO small beds, toys, dressl.'rs, and pictures of aircraft 
and cowboys mark this as the children's bedroom. 

ROOM j: it contains a bed fram~, bare bed springs, and an empty 
dresser. Though unused, this room looks like the other two bed­
rooms. It was once the room of old Corbitt himself. He stayed here so 
long that his psychic influence lingers on, and he is able to will cer­
tain deeds to happen in this room. Whl'newr hI.' docs, a horrible 
smell manifesls-a sure sign of the Mythos. 

• He can cause loud thomping noi5('sto emanate from this ronm. 
These noises can be heard from aI\ywhere in the house. 

• He can form a pool of blood (taken from rats he slaughters) on 
the noor,or to drip down from the ceiling or walls. 

• He can make a rattling, scratching sound on the windowpane- or 
door. 

• He can impel the bed at good speed, fast enough to strike a 
slrong blow against anything in the room. 

Though Corbitt lays low at first, if the invcstigators sl.'em determined 
to learn thc secrets of the house then Corhin tries to convince Ihem 
that this room is the center of the psychic disturbance. Tn this end, 
ht.' uses the pools of blood and the thumping. 

If an im'e-stigator is unconvinced, (orbitt tries to !llre him into 
this room and kill him, first attracting the investigator to the win­
dow by making it ratt lt'. then causing the bed to move rapidly, hit-

ROOM I: the door tn the basement has a lock and three bolts, able 
to open from the upstairs side only. Below is the main basement 
storage room. The stairs are in poor repair, and Cnrbil! has wrned 
uff the electricity to the basement althe fuse box upstairs in the 
kitchen. Each investigator must receive a DEX x7 or less roll, or lose 
!D6 hit points from falling down the ricket y stairs. 

In the smallish room are scatteTL'<l tools, pipl'. lumber, I\Ji!s, 
screws, (md so fOr!h. The side walls are of brick. The facing wall (:3) 
is of 1I'00d, as arc the walls of the room under the stairs (;2). 

fHE FLOATfNG KNIFE: in Room 1. if an investigator searches 
through the mess and receivcs a successful Spot Hidden roll, he or 
she. finds a old knife with an IIrnatc hilt whose hlade is coated with 
oddly-thick rust. This is Corbitt's magic dagger, and the rust is actu­
ally the dried blood ufvictims. Corbitt can make this knife noat in 
the air and try to ~tab someone. Each slich attempt costs Corbit t I 
magic point: he can make one attack per roond. and his chance to 
hi! the target equals Corbitt's clJ rrent magic points )l5 or less on 
DlOO. Because the knife moves magically, and docs not partake of 
Corbitt's STR, do not add his damage bonus to a successful attack. 

An investigator can try to parry thc knife with a garbage can 
lid (base chance 3(}%}~nolhing else suitable is in the room. 
Seeing the knife attack in this manner costs each investigalor 
1/1 D4 Sanity points. 

The inl'estigatur can try to grab the knife om of the air (he or 
she must receive a 0100 roll of DEX or less). If the investigator gets 
hold. match his ur her STR against Corbi tt's current magic points. 
If Corbitt wins, the knife is wrested frl'C and the investigator loses 
1 hit point for sliced hands. Attempting to wrench the knife aWllY 
costs Corbitt another magic point. 

ROOM 2: an empty storage bin, onceint.:ndcd for coaL The dOQr to 
the outside coal chutr has been nailed shot firmly. 

ROOM J: the wall opposite the stairs is made of closely fitted 
boards. If they are broken throogh or removed, a crawl space is vis· 
ible between two wooden walls. Foul odors emanate from the ral 
who nest here. If the investigators do not give the rats room to 
escape, they attack whoever trit's to explore this space. Theft' are 
six packs. The"Beasts And Monsters" chapter of Ihis book contains 
notes and stals for them. 

Ca rved into the inner \~alJ are t h~ words "Chapel of 
Contemplation;' but the irregular, SCral(by carving lakes a success­
ful Spot Hidden roll to notice. If the investigators break through 
this wall. they find themselves in Room~. 
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ROOM 4: this is Corbitt's hiding place. He lies motionlt'SS and 

s~'emingly d("ad on a pallet in the center of the room. He is 
describM in the ~Corbiu" subsection below. The floor is earthen, 

and there is a table in the southwest corner with some curlt'd 
pa~1"5 on it. Th~1' crumble 10 dust if louchl'l.l. Whatlhe inwstig~ ­

IOrs can see looks like a horoscope. If Iher retrieve or photograph 
this material, the keep~r ~hould discJos~ its true nalure in some 

lata adventure. 

Corbitt needs 2 magic points 10 010\'(' his body for five com­
bat rounds, so he is reluctant 10 move at all unless threatcntd. 

Then he rises from his pallet, costing all viewers IIID8 Sanity 
points, and allacks. 

While still on the pallet, he may decide to C3St s~lIs, if he has 
notalr("ady done so. 

C ONc lusiON 
If the invcstigato1"5 have solved the mYSll'ry and overthrown 
Corbitl , the landlord pays off promptly and happily. If they report 

to him that nothing was wrong, he spends a night in the house to 
make sure, and is stabl>ed to death in the basement by Corbitfs 

magic dagger. The in\'estigators then mUSt prove the house is 

haunted to escape murder charges by the police. 

If Corbitt is conquered and d~stroyed, each participating investi­
gator gains I D6 Sanit}' points. 

Around Corbi\l'S neck is a blackgltm fastened un a chain. If fh~ 

stone is fishoo OUI of his dust by an investigator. the stone dis­
soil'ts in the invt'St ig.l1or's hand and adds 1 POW to his character­

istic, This magical stone helped fud Corbill'S undead might. 

The investigators can claim for lheir own the damagt'd Uber 
/IVl1is from the Chapel. Use the statistics given there. 

Finally, the Landlord gladly pays their fee and bonus. 

~pers wiU have noticed the freshly.paimed sign on the rubble 3\ 

tht' Chapel, as well as the evidence of the cO\'tr-up following the raid 

in 1912. Connections to what may be a great conspiracy are avail· 
able and might I:oe returnt'<i to .11 some laler lime. 

±~:,,~S:~:~:;:' : !J;"" of """ .i, f~" 
skinny and naked, with ghastly wide-nating, saucer·likc eyes and 

a nose like a knife blade. He has lost aU hair, and his shrunkrn 
gllms make his teeth look very long. From him comes a sharp, 

SWffi, churning scent, like TOtten corn. lie might be silent at first, 

but al some Iffii nt it will be more convincing to ha\'t him growl, 
scrt't'Ch, c3cklt', or mock. HI.' do~s not )m'athe at all . 

Till H .\ U NT I N (, 

Corbi tt is not truly a vampire, nor any recogniz.able monstcr­

he is a sorcerer in the process of transforming bimself ;nto some­

thing entirely inhuman. 

Sunlight causes him pain and is 100 bright for him to see in 

comfortably. It might kill him, but whether it does is for thr kt't'p· 

er to determine. And though he drinks blood for food , he could 

also eat carmts-drinking blood is just more fun. 

lI is Flesh Ward spell operates as per thaI spell in the Grimoire 

chapter, but charactmze its effect likr This: hullets and blows only 

chip off pieces of his body, making him look e\'en more horrific 

than he alreadr does. Other Resh Ward spells might work in W<I}'$ 

lI'hich appear 10 be different. 

His dried, iron·hard fl esh is invulnerable so long as the spell 

holds. If damage exceeds the armor, his hit points reduce normal· 

Iy. He never ht'3Is. Reaching zero hit points, Corbi tt crumbles into 

dust and ne\'cr returns. 

Wi th his \'trsion of the Dominate spell. Corbitt can mentally 

cloud the mind of one in"cstigator at a time, as long as the target is 

ph}'siC'Jlly in tht' house. This costs Corbill 1 magic point , and he 

must overcome the victim's POW with his own on the Resistance 

Table. If ( orbiH succeeds, the target is in a daze for 203 combat 

rounds (keep~'rs, nOll, that this amount differs from the Dominate 

spell in the Grirnoire). While in this daud state, the victi m is sub­

ject to telepathic commands from Corbitt. He or she will not com­

mit suicidal acts, though homicidal ont's or idimic, reckless ones 

(such as trying to swallow a butcher's knife), might be auemptt'd. 

Waking, the I'icl;m cannot recall what happened. 

WALTER CORBITT, Undead Fiend 

STR !8 

DEX 7 

CON II 

APP I 

Damage Bonus: + I D4. 

SIZ I I 

EDU 16 

INT If! 

SAN 0 

POW 18 

HPI 7 

Weapon: Roating Magical Dagger, magic points x5%,dAmage 

][)4+2(oodb) 

Oaws' 5O%, damagt' 203 +db 

• Blillg W(lwllleJ b)' these to/OilS rish wrioliS dimiSI'. A clay luta, thi 

victim becomes drliriow Gild rr'mains so for JO·CON clap, rtlOm'ing at 

rhe md Oflhlll lim( willi a Dloo roll of CON x5 or /rss. Failing, he or she 

/OSts IVJ CON, (/lid (01lIiIlU/'5 ill delirillm for allorhpr JO-CON da)'S, Imd 

the proudlil'l' rrpealS Ullliithe illl'esligalor 1"I'(LI1't'n" or r1irl. CON /05 / 

dOtS 1101 regl'lrtmtt'. 

Spells: Dominate, Flesh \,'aTd, Summon/Bind Dimensional Shambler. 

Magical ArTifact: floating dagger. 

Skills: Conceal 3O%,Cthulhu Mythos 31~ lie 12"', Listen 60%, 

Mislead 64%, Sneak 80%. 

Sanity LosS! 1/1 D8 Sanity points to see him move. 15: 
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t least four inl't'stigalors are needed for this adl'c01ure. New 
investigators may not yet know one another; this adventul'(" 
provides the opportunity 10 make Ollt" another's acquain­

tance and b".come fri ends and all ies in an ongoing st ruggle- against dark 
forces. The adventure begins in Arkham, MassachuseltS, in the year 
1928. The kreper should fttl frt'C to altrr local ions, dates, names,or any­

~l2"''"-I..t thing elsr thaI pleases him. Uttle in the scrnar io makes il diffiClllllO 
transfer the advt'tlturc to the 18905 or thr prcSt'OLIt is assumed that the player-characters lil'e 
dose to Arkham. 

They 3TC called to the hospital bedside of a dying man, Rupm MerriweathrT, an eld('rly 
gentlemen fast succumbing to cancer. The im'dtigalnTs are all friends, relath-es, past students. 
and former colleagues of the man, The exact relationship of each investigator must be decided 
ahead of time by the keeper andcan invoil'e some close personal bond and a reason for trusl. 
Each investigator receives v,'ord of the mans plight ei ther b)' telephone, telegraph, or personal 
..:ourier. They learn he is confined to 51. Mary's hospital in Arkham and that he wishes them to 
visit him tomorrow afternoon-a Thursday-at one o'clock. 

~p<Tt ~<TTl'W<l\t~er 
51. ~Lry's hos ital is located in cent ral Arkham adjacent to Miskatonic University. The infor­
mation desk in e main lobby provides directions to Merriweather's pril'J\e, third·Ooor room. 
The investigators find the door to his room open and the bed-ridden man engaged with two 
other visitors-his grieving 62-year-old wife. Agnes, and his sneering, weasel·like son. 33-
year-old Bertrand. 

[n a rasping whisper Rupert introduces the investigators to his wife and son. and to one 
another. After pleasant ries aTe exchanged Rupcrt asks his weeping wife and suspicious son 10 

lea\'e him alone for a moment with his friends. After making sure the door is shut, Rupert 
reveals why he has called them here. 

In the days of his youth, the old man says, he and some fellow students became involved in 
what they belie\'t'd 10 be an innocent exploration of the occult. led by a slightly older man 
named Marion Allen, the six men purchased an old farmhouse a few miles west of Afkham 
ncar the vitJage of Ross's Corners. There they could conduct their seances and other psychic 
research in privacy. The unexpected result of thei r last experiment \,<15 the summoning of 
some evil force into this \,'Orld.lnstead of auempting to expel the thing, the young men aban­
doned the old house. confident that (he magic which brought the evil to this \\'Odd would keep 
it confined to the vacant house. However. the spell that binds the being to the house lasts only 
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as long as Ihe casters lin'. RU(K'rt /o.lerriwl.'alher is the lasl of thl.' 
group and he fears Ihat upon his death the thing will go free and 
wrnk havoc on the countrysidt. 

KUpI.'rt gestures ","takly to an innocuous llIttal box on thr night 
stand b,'sidr the bed. ~T~ke thl' box,~ he croaks. "All the aid I can 
offl'r you lies within. You must find a way to send that thing back to 
I~hel"i.' it carne (rom. You must see th,1I this is done, Do this lor me." 

As soon as an investigalor takes possession of tht! broi bUI before 
ht can open it, the ai ling Rupert is choked by a sudden spasm. He 
doubles up. groans, then coughs forth a huge gout of blood and tis· 
sue-spallering an)' investigator standing near the night stand­
thtn falls into a coma.AII investigalors pn.'SCnt must roll against their 
current Sanit)', losing 011 points depending on success or failure. 
Someone iliould call for a doctor. 

The room quickly fills with interns, nurses, and Rupert's cun­
cerned lI'ite and son. In thewa)" thl' in\'estig~l ors arc asked to leave. 
Despite the hospital's best efforts, Rupert dies within the hour, 

~ C ONteNts ~e b ox. 
The investigators probably examine the contents of the box. Inside 
ther tind a yellowtd envelope conlaining tht <ked to a house and 
the key to its lock, a sm~lI, sarcophagus· shaped gold box of ancient 
design, and a slim journal bound in leather.lked and key are 10 tht' 
farm near Ross·sCorners. 

The ornate box opens easily but is empty. A successfu l History 
Of Archat'ology roll identifies thc hieroglyphs decorating the bolt as 
Egyptian, of the Middle Kingdom, although those cafl'ed on the 
iI/side of the lid are distinctly different and not Egyptian at all. 

If an investigator rtcei\'eS a successful EgyptiaJl language roll, 
he or she receives Player Aid 1I4.a translation of the can'ings found 
on the outside of the box. In a week or SO, translation can also Ix­
made using dictionaries and grammars fou nd in the Miskatonic 
University librarr. or the inn'stigators might find that a scholar al 
the unil'ersi ty can help them , perhaps for free or for a small fee. 

A 5\lccessflLl Occult skill roll result notices that the odd carv­
ings on the inside of thl' box lid resemble writings attributed b)" 
certain occultists to the lost Pacific continent of I'.iu, but these 
inscriptions cannot be translated and remain a m)'Stery in this 
adventure. Perhaps their meaning is Il'arned in some later scenario. 

The slim journal is a record of the Dark BroliK'rhood's aClil'i­
ties at an old farmhouse on HuonI' Road. More about this is learoed 
in a few pa'Jgraphs. 

By late afternoon Rupert Merriweather is dead. Itwestigators may 
do as they wish but certainly one of them will want to read Rupert's 
journal. Others may take it upon themselves to conduct research. 
Miskatonic's libnry is open e\ocnings during the ,,'uk: for what can 
be done there, set' the sub· section ~RC$earch~ further bdOl". 

If investigators speak with Merril"eather's widow or son at the 
hospifal, they quickly discern that neither knows anything about 
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Merriweather's long-ago aperiments, nor ewn of the existence of 

the farm propert)'. 

Investigation into l-krriweather's ill ness reveals that he suf· 
fered from cancer. Though deadly. nothing about the illness was 
unusual, as a successful Medicine roll clln confirm. 

Neither son nor widQw serve further pnrpos~ io this scenario. 
Howevt' r, they are available shuuld the keeper need to introduce 
ne,",' evidence or motivation into the pial. Agnes /o.krriweather. 
while going through her deceased husband's papers, may come 
across a piece of evidence or vital due that l1ln put slymied invt's­
tigators on track. Mrs. Merriweather mar personally delil'er it to 
the farmhouse. Keep in mind that sht has a weak heart and expo­
sure 10 a sudden shock or horror might cost her life. 

Bertrand, Merriweather's grasping son and onl)" child, may 
de~ide 10 demand the contenls of the box given 10 the im'estigators 
by his fath ... r- or go el'en funher and show up later at the farm 
propat)'.lawyl'f in tow, demanding they vacate the premises. The 
im'tsligators haw_ no legal right to be on the property nor will they 
find il easy to prow that Rupert Mcrril,·eather gave them special 
in~l ru[\ions and possession of the box before he died. It is likely, 
however. that the climax of Ih .. adventure takes place before the 
),ounger o\lerr;weather can enlist the aid of an armed sheriff to 
evict tht squatters from his property. Charges of trespassing are not 
serious. hilt there could be repercussions if the iuwstigators refuse 
to vacate or attack or threaten the rightful heir. 

As suits the keeper's mood, a I1llrse or orderly also could pop up 
lU help the inl't'stigators. This person witnessed 11 st range, recur· 
ring nightmare that plagued Ihe dying Rupert. Thl' actual dream 
may Ix- ohscure, but some element within it (an provide a due 
needed by the investigators. 

!:~~,Q;;~:l::':~::j""m'l ,"Id" d,,, fcom I""' 
1881 to March of 1882. Although the ink is faded, no English roll is 
necessary to underst:lOd iI, and rCJding it requ ires only fouT hours' 
time. Reading the I'olume costs the reader 1D2 Sanit), points and 
adds I percentile to his or her Cthulhu Mythos skill. 

• A group of fril'nds. playfully calling themseh'es the Dark 
Brotherhood.held their first meeting in the early spring of 1881. 
Rupert Merri,,'eather b«ame th(' recording secretary. The 
members numbered six induding Marion Allen. the foun der 
and their nominal leader. 

• In June of 1881 they purchased 011 old farmhuuse outside 
Rus$'s Corners. a place where thl'Y could conduct their c):pcri­
ments in privacy. Representing themselves as 0 $tudentliter· 
aT)' fnternity, they ct..ant'd and furnished the place whitt' 
Marion Allen can·ed special warding (protective) signs over 
the wooden doors and windows. AI the lime, lhe others ,,'ere 

amuSt'd at such precaulions. 

• A series of experiments, innocent and apparently ineffecti\\' 
attempts to contact th l' spirit world. are then dt!tailed. 

2.5, 
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• An erury dalrd Ft'bru3rr of 1M2 nolt:'S Marinn Aliens acquisi. 
tion of an aflif~ct, purportctlly Egyptian, described as a SII1<1l1 

SJfcophugus of gold \~ith a hinged lid. Inside was a large piecc 
of amber entrapping a specimen of som~ unknown species of 
:tnhropoJ. Allen is excited. The box corresponds to 9 descrip. 
tion h .. found in Dn ordinary ri.'ftTence I'olume mthe MiskalOnic 
Uniwrsity libnq 

• Alkn Says that in untlth~r book. a thick Latin Inme titled VI! 
\~'rmiis J\(j'sierii$. is :In explanation llf ~ome purported poII'ers of 
the bQx. The ~m~11 Anim~llrapptd inlhc ;Imber is said to conlUin 
:t iriendJr spirit and guide to Ih .. spirit world. 

• A dale ili )1.'1 10 ~'OnduCI a .::cremony irul'flded to summon this 
spirit creatUrt'-J SaluNa)' night in the middll' of ;\Iarch. 

• The next entry i~ reproduced as Pl:l)'{'r Aid .;]. Hand a photQ • 
.::opy 10 Ihe plnyer (If Ihe invcstigalor rending the hook , 

• The nexl entri~s Ilre the names of thuse belonging to the Dark 
Brotherhood. followed by the d:ucs of their deaths, all by th~ 
SlIme hand, bUI 111 \'arious ink$_ 

Robert Mcnkin, March 1882 

Harold Cople)', August J 882 

Marion AlJen. August 1883 

Crawford Harris, Janu~ry 1915 

Cecil Jones, March 1924 

Rupert Merriweather -

• A sm~11 newsp3IXr clipping. (13ted in August of \ 1183, is pasted 
next to the enlr), mJrking ,\Iarion Allen's death.lland the play· 
er a copy of Player !lid =2. 

• The last .. ntr~ is reproduced as Plarer Aid -3, II i5 " ritten in a 
noti(t":lblr weaker hand, and the ink is quitl" fresh. 

~SeATC~ loecs 
Although Mk.ham supports a small public librar~; tit.' f.lmed 
librarr at Miskalonic UntWT5ity i~ by far the Ix'uer source. Only 
students and faculty Are allowed 10 borl'()\\' bonks hilt the library is 
mhcTwise upen and a\'ail~blt 10 the public. liOUTS are: 8 am to 9 pm 
,\Ionda), through Frida)', and 10 :!m 10 6 pm Saturday. The reference 
roum is open Sundays I pm to 6 pm. bUlthe st3{ks are clused and 
books Gl.Onol bl' withdrawn on thai do}'. The M.U.librafY is larg\!, 
"onlainingQ\'et 400,000 I'olumes. and ml'estigators must ~ able to 
state the topic~ they wish 10 research. 

~:~~~:l~hTi,:!;QJC,:~"Ql"d wi,h" ,""",f,1 
I ibmy Usc roll turns up a copy of the houk. m,'ntioned by Marion 
Allen in Merriwealhds j(mrnaL II contains a drawing and ~hort 
des(ripliun uf the small ho~ nl)II' in the illl~sligmors' posst:osion. II 
notes that linle is knol~n about the box but Ihlt scholars bt'licn" it 

, , I , -, 



c 
10 haw been the possession of the liule-known Nophru-Ka, a 
would-br usurper of the Eg)'ptian throne who lived somNimedur­
ing the XIVlh Dynasty. 

Thc sarcophagus was supposed to have been gi\'cn to Nophru­
Ka by the gods and was said to contain spirits that Nophru-Ka 
could call upon to serve him. Thl' sarcophagus actually contains a 
piece of unpolished amber encasing a trapped insect. 

For years the golden 00l( was owoed by a noble family in 
Britain. It \\'as stolro in a bll rglary in J876.and not seen since. The 
article offers a translation of the inscriplion carved on tht" box (see 
Narcr Aid !l'4), The summary briefly mt'nlions tilt' odd glyphs 
carved on the inside lid but makrs no attempt 10 e~plain or deci­
pher them. 

l:Uur hours' research in this section alons with a successful Library 
Use roll tu rns up a book about th~ fabled civilization of Mu. A 
reproduction of sea-.;'roded carvings purported to be MUl'ian in 
origin closely resembles those: found inside: the: lid of the: sarcopha. 
gus. The book offers nothing in the way of translation. The glyphs 
remain indeciphe:rable. 

'D. ~\ii5 ~'15t<rii5 
The catalog shows t at th ~ librory owns a copy of this book and 
that it is locked away i a rare buok collection upstairs. The: librar­
ian says that the old \'olume is on a sp&ial rest ricted list compilrd 
by the head of the library, the aging Dr. Henry Armitage. Armitage's 
personal permission is nerdcd to gain access to this volume. 

Further questioning ('.In establish that Armitage is in his offioe 
on wet'kday mornings, and that Armitage is presenlly preoccupied 
with spcrial studies of those restriCltd books. 

Player Aid #2: Newspaper Articf('. August 1883 

A MURDER AT IRE DOCKS 
NEW 0 RLEANS-Th, body ofM<. M",ion 
Allen, late of Arkham, M assachusens, was dis­
covered carty this morning near the Gulf & 
Panama docks. A victim of foul play, the man 
was identified by local witnesses who said that 
Mr. Allen had been seen in the locale the 
evening before. Although robbery was the 
apparent motive, police report that the victim's 
tongue had been cut out. Marion Allen had 
reportedly gone to police earlier this week 
claiming that he was being followed and that 
he feared for his life. He said his shadowy pur­
suers were after an Egyptian artifact which he 
no longer possessed. 
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Recently alerted to mr threat of the Cthulhu Mythos.and having 
no clear understanding of it, Armitage actively discOUTab'CS visitors 
from reading these books. Without solid credentials or proper letlrrs 
of refe rence, investigators find Armitage impervious to bribes and 
skill rolls such as Fast Talk. Onl)' at Ihl' keeper's discretion can the 
h\\,cstigators gain access to the library's il lythos holdings. As C\"ents 
prove, howelfCf, al1 1h31 the in\/\,stigators nt"ed to know is in the farm 
house. 

NeW5pl\pH5 
lm"estigatb rs kight wish to check the library's bound collection of 
newspaper back issues. kept in the basement. It takes one hoor's 
time to skim through a rear's editions of the Ark/10m GIltt'III', 
Arkham AdwniSl.'r, or any other paper collected by the librar),- A 
successful 1. ihrary Search roll uncovers stories in both the GdZl.'lI1! 

and AliI'al iser dated March. 1882, describing the carriage accident 
thai took the life of one studt'nt and gril'volisly injured another. 
Rupert Mcrri"'eather and the others are mentioned by name. 

11-055 ' 5 C OrNeU 
Their resea rch concluded, invt'Stigators probably \;sit the form· 
house. To get there, they must pass through Ross's Corners. a ham· 
let located a few miles ,,'est ot" Arkham. They can driw. or take the 
bus that passes through th l' vilbge on a run (rom Afkham to 
Worcester and back each day. The fare is 80 cents each way. Th" bus 
stops al Ross's Corner shortly after to am on the "'lay Ollt and short· 
Iy before 2 pm 0 11 the way back. 

Ross's Corners consists of a few tired buildings and home-so 
The prosperity of long farms has long been in decline. No more 
Ihan forty people li\<e hl'Tt'. A church and a combination genl.'ral 
slore, post offict', gas 5laliol1. and milk depot are the communi· 
ty's centers. 

Ii the party stops to pUKhase supplies or gasoline, or to ask 
directions< they may try 10 open conversations with some of the' 
locals. Residents arc exceptionally dour. unsmiling, and suspicious. 

Player Aid 113: Filial jO/fI"l1(11 Emr.\' 

l H c. ( n I U\RhN("'''' 
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A successful Psychology roll tells an i r1\"~tiga ,or that he is apt'ri­
('ncing somt""thing Desides proverbial Yankl'C reticence. 

rr the investigators nrc dressed wdl and aCI respcctably, the 
people may warm up. Ask the players to choose one or more inves· 
tigators as spokesmt'n. If they can tell good jokes, conduct their 
purchases in setmly manners, tlaller the viHag('rs with piolls Fast 
Thlk, or recti\'e successful Credit Rating rolls, they can l('am more. 

, , 

Plo,'er Aid 1/4: Trunsla/ioll of lire Hieroglyplric 

' Seel~er of WisdoCl , Ser..,ll.nt (son1of 
YU!!l ('(OB'!1 Setheth , 

Deliverer of the !"e o~l e (sla ves) of 
the <iBter , bealer of the 

spirits of Nar·Loth-hotep , 

ch ild of 11101h , Seekel of Wi sdoCl. · If they ask abOllt [lot old farmhouse, the investigators Iram 
that Iht' children say it is haunted. Ma Peh.'fs, who runs the gener­
al store, sniffs at those .~lOries and states thai the taxes are always 

paid on the placc.A Mr. Merriweather in Afkham has o\-" ned it for~ fToNt~on\ 
~ars and done nothing with iI, as JI('ady everybody knows. 
(ountTY people make.' it their business 10 know who is responsible Within, the front room of the houst ;s dirty and long untouched. 
for local properly. Dusl lies thickly on thr mantel and empty shell'cs, while dead 

leal'es and detritus cover the Ooor. The wooden noor is badly 
warped and stained, the result of waler leaking through the roof 
and (<'ili ng. Rot has eaten away al an uld couch and matching 
wing chairs. Perhaps Ih c:'y arc the source of the faint foul odor in 

the room. 

If the keeper judges thai any of the im'Csligalors have made a 
b'OOd impression on Ma Peters. she may confide that last night a local 
woman disappeared, a middle-aged farmer's wife who W('flt OlU after 
dark to check on tilt barn and who hasn't been secn since. 

"Any suspicious looks )1)U mighla got today arc on account of 
that. Folks arc a liule shy aooul strangers right no\\'. Don't think AI this poillf fhl' kttptr mig"t seemly makl' Listen mIls for each 
nothin' of ir.~ im'estigator. II successful roll illdi(ates WI im'fS/igalor hears a 5cuF 

Boone Road runs north out of town and is easy 10 filld. The nld jUl/g, scurryil/g, or bllln{,illji ,wise IIl/dcr the )101.1" Communicate 11111/ 

farm lies to the north. If the inl'estigators arrived by bus they can perception 10 the player, 

try to hire a local to give them a lift in a truck or "'agon, who wil~ 

be astoni5hed 10 rt'ceive payment for salling someone a stroll of a J ~e b l\c h-"RQon\ 
milt and a half. Otherwise the in~"e5tigators walk, carrying any 

. d ,. Ne3r the entrance to this room is a narrow opening in Ihe floor 
equlrrnenl an supp les. 

---n;; f llm\ Hous, 
The ancient house sits atop a hill. lIisible from the /\lad and about 3 
hundred yards east of it. It is of e3dy 18th century saltbox design 
""itll a high peaked roof and windows sealed b)' sagging shutters. Its 
single story has two rooms, with a windowlcs.~ attic owrhcad and a 
root cellar below. A. hugl' brick fireplace stands ntlhe end of the sec­
ond rooll1. The roof is bowed, but all the shingles are in tact. 

On linlds oller 311 the doors and windows are carved s),mbols 
of a strange nature, identified \\'ith a successful Occult roll as sym­
bols of power used to ward against otherworldly spirits, a good 
defffise if left in place. Cut away from the house, thry arc useless. 
Knowing how to ward was losl whl'n Marion Allen died. 

The locked front door opens easily wilh the key which accom ­
panied the derd. The back door, if checked, is found unlatched, 
standing a half· inch open. 

rellea!inga steep flight of steps leadingdo'~n to the cellar. A trapdoor 
set in the ceiling ol'erhead leads to tht' attic, the lI'ooden frame sur­
rounding it decorated with the same occult carvings seen over the 

doors and windows of the hOllse.. The back door, slightly ajar, and the 
large fireplace arc also important elementS in Ihe room. 

Ellidence points to r«en! occupation. Thedust has been kicked 

up, and fresh footprints can be seen. The large fireplace contains 
the embers of a fire not long dead. Beside the fireplace a thick new 
wool blanket hns beeo tossed, and nearby is an empty can of 
Campbell's pork-and-beans. Trace of the sauce are ~liIJ liquid. 

Nearby is a penny box of ",'OOden m3!chl'S, half empl)" a can 

opener whose cutting edge approximat~ the sharp edges left on tht' 
pork-and-Deans can, a dull jack knife, a di rty spoon, the stub of 3 
candle, and wrinkled pictures of lIarious aUracti l't young ladies in 
adl'enisemt'nts. Depending upon the investigators' backgrounds, 
the keeper mayor m3Y not require an Idea mil to conclude thai at 

least one hobo R'(entl~' stayed ht're. 

Inspecting the grass and busOcs around the house, a successful On a high shelf arc materials mentioned in Merriweather's 
Spot Hidden roll finds a recentlr-dead raccoon laying in the klll't"-high journal of the Dark Brotherhood: an old \\'OOden cigar box and a 
grass. If the thirty-pound carcass is turned Oller, the cause of death is thin sheaf of yellowed papers. 
easily determined. The animal's breast is siained with dOlled blood, 
and a large hole has been che\\'ed into its chest. A little poking arollncr-"""if'- • t> 
and a Medicine or Natural History roll re~'Cals that its ribs we~ I ~e Cl ~ 1\ T Ox. 
gnawed apart and then its heart was neatlYl'altn our.A foxcould hal'!' The 5h~s Y. pa~r glued on it are pecling and )'dlo\\'ed, and an 
done it, but the im\.'Stigator has an linea$)' fi:-eling after noticing the in~'t'sligator must either smoke cigars or recrille a successful 
smooth ed~ of the wQund. Ilistory rol l to date Ihe brand in the 18805. 

Lh l 
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Inside is a smaU metal canisler containing a (oarse, brownish 
powder. and a small wooden box with a sliding lid holding a small 
amount of:l silvery, talc-like substance. A successful Chemistry roll 
identifies sulfur and an oxide of coppt'r as important ronSiitut'Ii IS 
nflhl.'hrowil powder. 

The sill't'ry laic defies identification, el"l'1l subje.:-t to lab analy­
sis. Likt· graphite, it adht'res to the skin. coating it and impaning a 
greaS)' fed. The laic washt'S off easily. ,\ successful Cthulhu Mylhos 
roll idl.'ntifies il as Powder of Ibn-Ghazi. If shown the laic, Dr. 
Armitllge (from the unil'CTsily) also could make thaI identification. 

sheets are in a brge, Ilourished hand (thaI of Marion Alkn, though 
the investigators may never pror{' this), a hand unlike the neat. 
crabbed script of Rupert Merriweather, No sheet mentions the si l­
I'ery 1)(lIl'(ter of Ibn-Ghazi, 

There an.- six copies of the ~ame Latin ch3nt- separate copil's 
for each of the members, 

Three O1her sheets identify thl' chant as having been copied 
from a book csHOO Dt \t>rmii~ Myslcriis "'rinen (. I ;42 by one 
Ludwig Prinn, Tht'), contain 001('S about th .. book and its history, 
and comml.'nt in passing that the chant "could be usN 10 release 
the spi ri t lrappOO insid~ the ancient amber." 

The tenth shl'Ct includes a descriplioo of Ihe pentagram, tht 
symbols to be drawn, and the combination of chemicals to be 
burnOO in tl\( fire. 

Thl.' last thrt'e shects discuss the ritua1. They indicatt thaI to 
dispel the spirit, lhl' chant should be reversed, but that cllery­
thing should bl' done the same, whether invoking Qr dispelling. 
t\ two-hour ceremony, begun at midnight, will drille off the 
unwanted spirit. 

Although thc CeTCmOn)' can be ~rforml'{t byone person, Prion 
suggests the use of selleral chanters, allowing indilliduals to occa­
sionally illlCrrtlpt their chanting without disturbing the potency of 
the casting. If the chant is cnntinuous fnr two hours, at least one 
person at all times maintaining the rhylhm, thc spirit must suc· 
cumb. But even the slightest disruption of the- chant results in fail­
ure; another ritual must commence on a follo"'ing night. 

Prinn suggests thai during this time-as during any summon· 
ing-that a Mw.l!chcr be postcd.lest the sorcerers be distllrbOO by 
the nuisances and distractions of malcmlent spirits," 

was sct upon and almost killed by th~ monster spirit that inhab· 
its the house, 

Ilis escape was narrow. Soon after, the ral'cning monster 
found, killed, and carriC'd off the unfortunatc farmds wife. lier 
torn, hcartless corpse no"' lics in the woods. Jake spent the night 
shi"('ring in thc woods. 

The hobo sneaked back to rt'lriCI'e his belongings, only to be 
surprised by the arrival of thc inI"Csligators. He now hides in the 
dark cellar, paranoid and fearful, temporaril), insane from last 
night's cncounter "'jth the horror.lfler! undisturbed Red Jake "'lIits 
until the time is right and then holts upstairs and oul the- back 
duor. ht'ading for the woods. Unlcss the investigators can run him 
down, he will not return. 

It" inst ~ad someone goes downstairs, perhaps investigating the 
strangc noises, Jake jumps out of the shadows and makes a surprise 
atta.:k with an old table lcg. t\ ~uccessful Spot Hidden by the inves­
tigator spies Ihc hiding hobo and nullifies any chance of being sur· 
prised. If j.1ke hits the.' invcstigator. thc victim takes the rolled dam· 
agc for light Club and is stunned longenough for lake to mount the 
stairs. H(' only w~nts to escape. He allacks those who stand in his 
way. 

RED JAKE, Horrificd Hobo 

STR 15 

DEX 12 

CON 14 

"1)P8 

Damage Bonus: +104 

SIZ t5 

E[)U 6 

Weapons; Fistll'unch 6S~ I D3 "'db 
Table J.eg SS,)!). 108 +db. 

INT II 

S.>\N42 

POW to 

HP IS 

Skills: Climb 7S%, Croft (Carpentry) <10%. Clhulhu M)'th05 SOD, 
IJodg~ 55%. Hid(' 7S~, Jump 65~, listen 55116, Sneak ;;%. 

If thc investigators subduc the hobo. they find him rambling, 
alntost incohcrent. A succcssful Ps),choanalysis roll might calm 
the man long (,1Iough to get a few scraps of information from him 
but these clues will bc Sk(,lChy, What hc says must be de t l'rmin~d 

by the keeper. 

If thr im'estigalors take their captil'e back to Ross's COTilcrs 
and lurn him over to Pa Prters. the lustlee (If the Peace. he is arrest­
C'd by tht, state policc and jaill-d in Salem, the count)' seat, as the 
prime sus!"," in the disappearancr of thc farmer's wife. Although 
hc may be cleal\·d of the charges, in the meantime thc investigators 
wi ll cnjO)' incrtasOO respect from thr citizens of Ross's Corners, 

If Red lak ... escapes the im'estigators, he dirs that nighl. the sec· 
ond vic tim of l~ terriblc spirit CTC3turt in the attic. He may return 
after death to pay the investigators a surprise visit. 

Dllrillg kteptr may again secretly alt.'lIIpt List .. n rolls~ LUTheT i N t~e Ntic 
for Ihe im'f'5tigdIOrs. 711e source of thl' 1I0ise frolll bem~ath the floor is The thing in the attic waits soundlessly, lislening to thr intruders 
11 '11111/ mlled Red lake, a hobo by triulr. below, judging thl'ir intent and gauging their strength. [h.,-rlling in 

Rcd lake. g~nerdlly an amiable fellow, made the mistake of 
trying to tK-d down here last night, only 10 be driven off by tht' 
unseemly nuises and smells cOllling from the all ic above. Fleeing 
the hOllse in a p'1I1ic, leaving his meager belongings behind, he 

this house for OVl'r forty rrars it has learnoo to eat "'cll and is con· 
tent. and it will us~ its intdligenceand cunning 10 stay hcre. 

Although the thing is careful to make nu sound, some investi­
gator may wish to explore the trap door in the ceiling. A ladder Qr 

l n r, t n I »\ A f, N l ~ !"t 



shollJder-boost will hI.' n{'(essary. The door itself is stuck \~ifh a 1) . ff:. ~ 1 k 
force of STR 11. Optning ;1 requirtS a successful roll on the IJ p? I N~ e UT er 
Resislan(l.' Tablt. Thl' Cllc~a,ure is 'Wnpervious \0 most ph)'Sical allacks. Unless the 

The Lurker Mlits until the inTmder pokes his ht'ad up through 
the opening, then with a growling rush makes a grab for tnC' target. It 
is su nearly invisible to the sight of this world That el'('n a fl~sn l ighl 

lllCam cannot much reveal il. bUlthc inveSTigator call hear the thing 
pummeling the floorboards I()W'Jrd him and. with a successful 
[)ooge, is able to faU bad;: and down to the floor below-losing I J)J 

hit points upon landing but a\'oiding the talons of the fiend. 

rhe altack evaded or completed. the trap door then slams shut 
and a growling, panting sound is heard coming from Ihe attic 
aoove. Wilm$$eS 10 these eventS, including tht' target, lose II1D2 

Sanit), ptlints. 

The Dodge roll failing, Ihe investigator takes the rolled damage 
from Ihe monster's a!l3ck, then falls and suffers the I D3 additional 

points of damage.AU present lose III OJ points of Sanity to witness 
this succt'ssful attack. The victim, if surviving, suffers injuries to 

the head and face thaI leave permanent scars, The im'ellligator's 
APP drops br \04 points. 

If the blow kills the im'estig;lIor. indicate that the talons have 
caught in the targets skull. The Lurker (".In h~ul up the dangling 
corpsc. chew out its hean, then throw the carcass back down 
through the opening. Witnesses to this lose another 1/lD6 Sanity 

points. The rapidity of thes~ p5rchic blows makes it likd)' Ihal 
somt.' illl'estigaTors go indefi nitely insane. Keep careful track of 
individual Sanity point losses. 

This creature is a nearly invisible and barely material manifest~­
,ion from another dimension. Although not bound \0 the house, il 
regards lhe all;c as ;\s hom!.' and refuge. It is not ph)'sically 

im'estigators have magic not in this scenario, dispelling the mono 
ster according to Marion AUe n's notes is the only solution. Firing 
the house does not harm the creature, but enCO\lrages it to takl' rt's· 
idl'nce nearn to Ross's Corners. 

[)i.~pelling the monster takes two hours of continual chanting, 
btgun 3t midnight and coupled with a properly.drawn pentagram 
and a fire burning some of thr brown chemical comPQund found 
with Aliens notes. These nolt'S suggest that at least one pernJn 
stand back from Ihe ceremony in order to watch for malevolent 
spirits that may be drall'n to the rites, but the illl't'sligalors may do 
a5 tht'y wish. 

To dispel the Lurker, the words must be cl1anted in reverse, 
Individual chanters may stop now and then to catch their 
brcoth$. but at least one person musl be chanting ut any given 
rtlomt.'nt. Each inl'estigator participating in Ihe chant donates 2 
magic points el'ery half hour; a chanter reaching zero magic 
points falls unconscious. 

AI sunSt'l, long befon' the inl't'sligators can begin the ceremo· 
ny. the creature leaves the house, whistling out of the allic llllU 

across Ihe fields loward the nearby l¥OOds. No Listen rolls are ne.::· 
essary 10 hear it exit. Any im't'stigators standing outside may see 
the thing leaving tht' house, each suffering a loss of 011 03 Sanity 
points at the sight of a faint , tangling I'or tex rolling through the air. 
An attack on walching inl'estigators would probably succeed. but 
the Lurker intends to Irack down and kill the hobo who escaped its 
dUICht'S the nighl before. 

In This endea\'OT il is succcs!dul, if Red Jake has already eSo.."3pW 
the houq·. The hobo dies a horrible lie'Jth at around ten o'clock that 
night. Investigators receiving successful listen rolls hear distant 
screams, ending too soon for lhem to take action, 

harmed by light, bUI light causes Ihe creature pain. It prefer~ 

darkened shelter. 1 ~e cerel1\ONl 
The Lurker cannot be harmed by phy~icalll'capons. Spl'lls thaI Thl.' ceremony begun, e Lurker quickly returns to the hou.'>t\ 

drain !'OW do affect iell suffers no damage (nlln fire,eleclricit)"or aware of lh~ intent of the im'esligators. Unable 10 enter th~ warded 
acid. It becomes visible and takt's on a scmi.solid form if dusted rooms, it plunges into the attic above and begins a campaign of teI-
with tilt PoI"der of Ibn·Ghazi or when feeding. It finds sllstenance ror ("J lculated to disrupt the proceedings. During this time call for 
and pleasure in devouring the hearts of warm.blooded animals. If more Sanity rolls. The danger of temporary insanity exists, as well 

as the possibility of indefinite insanit)' due to quickly accumulating 
losses. Insane investigators 3rc unable to chant propt'fly.An~ im'(s' 
tig.1tor, sane or not. I"ho flees the 5afNY of the house is probably sct 

th<.· inl'tst igators ever enter Ih(' attic thr)' find it lillered Iwith the 
TOtting corpses and skeletons of raccoons, possums. birds, and 
other small animals that have mistakenly explored here. 

THE LU RKER IN THE ATTIC, Nearly Invisible 

STR20 CON tS SIZ l7 INT12 POW 20 

DEX 18 Move 12 HP 18 

Damage Bonus: + 1 D6 

Weapons: Claws' (2) 70'11\, 108 I db 

'Immrlies Ollt Claw atrork pt'r roul/d. 

Sp«iaJ Abilities: can animate and C()tItrol a corpse; is abl(' to pass 

through Ul1l\'ardcd malerial obstrllClions withnut effort; generates 
slinking acid. 

lot.! OJo U·\f(ti.NI"'" 

upon by the lurker and slain. 

The fir~t twenty minutes of the cen.'mony go smoothly. Then 
the 1Il0n5ter ft,'turns, drawn home by the chant, landing in the attic 
with a loud thumr. llll'estigators hear it snuffling heal'il)' abol'e 
them.AlIlosl'O/1 Sanity poinls. 

Within moments the creature SCIS lip an awful hO\\'ling, inter· 
spersed by grums and foul curses spoken in a harsh guttural I·oice. 
Thl' old house sways and creaks. the sudden jolts shaking illO il5 
foundations, Objccts on sheln:s and the mantel fall and roll across 
the floor.Alllosl.' 1/103 Sanity points. 
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This violrncr and noist continues for a haJfhour, then a hor­
rible smell begins to c~ep down from the attic above, follo\\'ed by 
a thick stinking goo that oozes through lhe ceiling and drips 
down Iht' walls. Call for Luck rolls. Those receiving failures at 
somt' point 3re spanered by this alien acid and suffer 102 points 
of fi rst- and second-degree-burn damage. This may I('a \'(' sca rs. 
as the plarers wish. 

Near the beginning of th(' second hour of chanting, lhl' mon­
ster quirts and the im'csligawTs chant without distraction. A half­
hour laler, anyone who makes a Listen roll hears, from outside, a 
fa int call for help-a ~oman's voice. An inl'estigator looking oul­

side sees something fifty yards away, crawling slowly through the 
high grass lo\\'ards tht' houst'. A Spot Hidden roll. or artificial 
light, revt'a ls Ihl" object to be a woman. middle·agM, obviously 
hurt. Shl" li ft s her head and (ails toward the house. Her face:, is 
streaked with blood. 

This is the s \~olll'n corpse of th(' missing farm wife. Maggie 
McPhirter. She has been dead for 24 hours. her heart chewed out by 
tht' thing that dwells in the anic. The monster has spt'nt ; magic 
points to animate the corps«: and thereby disrupt the ceremony. 
An}'One going outside is allafkM, either by Maggie's animated 
corpse ur, if the keept'r chooses cruell y. by the monster itsdf. 

It may be that the monster has or will likewise.' animate tht' 
corpse of Red Jake,and use it to attack an investigator attempting 10 

help the 11'001.111. If the animate..! dead fail to lure the investigators 
(lut, the monster has lht'rn assaulllhc house, pushing in thl' doors or 
windows, smaming, shnuting, hollering. and biting. They are fear · 
some. but 110t vcry di fficult to dest roy, and they cannol enter the 
house because of tht' lI';lrds. In most ways they can be Irl'31ed like 
rulesbook w mbi<.-s. lb.· sanit y lossn they provokr may be ,hl'ir most 
dangerous aspect. Destroying an atlacking undt'ad results in Sanity 
awards of ID6+ I for el't'ry im'(stigator inl'oll'Cd. 

M.fl.IcPHIRTER, Corpsc, animated by Ihe Lurker 

STR l! CON 04 SIZ 10 INT 0 POW 01 

DEX 03 Move 5 

Damage Bonus: nunc. 

\\'t'apons: Maul 65%, da illage I [)6 

Sanity loss: t/lD6 

RED JAKE,Corpse,animated by the Lurker 

STR II CON 04 SIZ I5 INT O 

1'010-.1: 5 

Damage Bonus: + Ill~ 
Weapons: Maul 65%. dJmagt' I D6 +db 

Sanity loss: 1/I[)6 

HPO? 

I-'OW 01 

HP 10 

'N~ JpP'IITS 
Nearing the laY iiI'(' inhlUtt'S of the crrt'muny a wisp of smokl' curis 
down from the ceiling. twisting toward tht' center of the pt'ntagram 
on the floor. The (fl'uturl' from the ani, manifl'sts itself before the 
invcstigators' I'}'<'S. Four more minutes of chanting is all that is 
fl'qu irl'd to dr ive it back to its place of origin. As it bt:gins to (on­
dt'nse in thc pentagram, it becomes partially visible-a horrible 

twisting mass of talons and maws and long appendages. Sanity lo~s 
to sec this is 1/ 108 Sanity points, bot subt ract any points already 
lost in observing the thing Il'al'l' thl' house 3t sunset. 

Ally inl'estigalor going [nsanl' sees not a horrible monst~r, but a 
~ompelling and attractive human figlLre. The insane invl'stig.1tor 
steps forward to embrace the c!'t'ature. Unless stoPp'-d. he or she 
prol->ably dies. The monster is confinal 10 the pentagram but CM 

allack an}'onc who crnsst's the symbol's perimeter. 

If tht' inves tigators can finish thl' last few minUlcs of the chant. 
tht· creature is dril'rn wailing from 'his world, banished to wherev· 
er from which ;1 first came.lt'aving onl)' the lingering unl'anhly 
foulness behind. 

CONclusiON 
If the creature is banished, participating investigators eilch receive 
<I Sanit y award of I DIO+I Sa nity points. If they fa il to banish the 
creature each suffers an additional loss of 1/1 [)4 Sanily point s duro 
ing the nexlll'eek, as lhe monster takt's thn'C more victims bcfor~ 

le'IVing the area forever. 

l oose (E Ncr; ? 
Thc i nvc~tigalors' connection wilh this adl'enlur(' may nOl De fin · 
ished. What about Bertrand Merrilveather and any legal troublc:s 
the investigators may have in("urred .11 the start ui the ad~'enture? 

Are Ihe investigators able 10 satisfactorily explain to the shrriff con­
cerning corpses, heartless or otherwise. littering the propert y after 
Ihl' adV('lltuTl'? 

Do the investigators benrfit from Rupert's will? He ronsidl'red 
thl'rn line and trustworthy people, perhaps he rewarded thrm lI'ith 
a small, or e\'Cn large gift from his estate. 

What about the mysteriOUS glyphs on the inside of the gold sar· 
rophagus? It is poosibll' that the ulIIthu u/blns, purportl'<lly a history 
of Mu. contains enough notl'S to effect a partial translation of this 
obviously important inscription. 

Who murdered Marion Allen years ago in New Orleans? Were 
thl'Y cult ists desperately searching (or the sarcophagus of Nophru· 
Ka? Could they possibly It'aro that it is now in thl' investigators' 
possession and come looking for it! looking into the background 
of Marion Allen, the invt'stigators may find that before turning up 
in New Orlcans, Allen \\';lS briefl y afiitia ted with the Chapd of 
Contemplation in Boston. 

And what about the im'csligators' jobs? They may have now 
missed Sl'\'eraJ days of work and need a story for their bosses. 
Certainly they can't tell the truth. ~ 
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5 e! in New England in the 19 'little in this short adventure 
needs to be changed or added \0 order to relocate it or place 
it in another era. [n the present, kl'Cp the fire area inacctSsible 

by cloaking the mountain in high winds and fog. and suggest that the 
strangely foul "'cather seems in some sense to be artificial. 

Importantly, the alien enemies in Ihis adv('n\urt are methodical and 
more technically adl'anced than the investigators. Our hc:>1Oe$ need luck 

or oUiside help as well as skill to emerge victorious. 

Interested keep("fs should photocopy the four newspaper stories on p. 268 and give the 
duplicates to the players, so thai they can make their deductions. 

No maps are provided, since distances and relationships are unimportant in the scenario. 
Straflon ~lountain, Windham County, and Brattleboro are real places in southern Vermont. The 
west fork of the Windham River-if it exists-has been moved to suit the scenario. 

Since the investigators must drive, the keeper nl'ttis to know what they decide to bring with 
them. Presumably they go in one or t,,"Ours-as a rule of thumb, allow each a suitcase for per­
sollal effects, and another 20-30 pounds each for guns, bulky high-quality cameras, and other 
spe<ial equipment. Only when a mystery is dearly defined, or if they must be absent for many 
"'eeks should a keeper allow much more. If the playeHharacters decide to buy more gear, they 
must go to a town or city where it reasonably would be sold. Link is for sale in Jenning except 
foodstuffs and stamps. 

fl,e' per IJomyltioN 
Old lI~rny 'lfooglr- has gonen ve ry eccent ric. He attacked a postman for no reason. There are 
also tales that Harny's insanity has taken the form of mysterious rituals on hilhops.. complete 
with bonfires and sacrifices of goats_ 

Rooger, newr a stable man, has betn contacted by a group of mi-go, the fu ngi from 
Yuggolh. These aliens "'ish to driw away or destroy the residents of ltnning SO that they may 
mine the surrounding hills without inlerferenct'. They are trying to dear out the humans by 
summoning Ithaqua the Windwalker to blast the town, killing all the pl'OpJe as if by a severe 
snowstorm. The mi-go Ivill mop lip survivors with their mist projectors. Over the course of a 
few months, the mi-go have managed to creale a magical pathway to the tOp of Strafton 
Mountain, allowing Ithaqua to manifest itself this far south. They are attempting to summon 
that Great Old One with midnight chanls and spells, but so fa r they have failed, since they have 
only a 20% chancr for success in casting the spell Call hhaqua. 
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~:l:J:t::r:.'~~ BrnU'<b"ffl T",'" h", bre" 
picked up by Ihe Iloston dailits. They concern strange noises and 
lights seen around Jenning, Vermont. The latest story (dis of lhe 
disappt'arancr of BUlky Ilodges. the Tauter's corrcspondcm in 
Jenning. Susp"Cling Mylhos activity, the im-esligalors drcidr to 
dril't to Vermont lind insprn the sit uation, and incidl"llIally <':Irn 
the reward. 

The editor of the Tullia is happy to talk ~bout the stories and al>out 
Barlley flndges' disappearance. lie has little information to add 10 
the stories, exccpt to say that Hodges, an ex-newspaperman who 
had retired to jenning, was :1 reliahl .. fellow. ~Old Hodges liked to 
walk along Jcnning's Notch. lI1ebbe he sl ipped into the river­
ml.'bbe not. If he went anyw)wre, he didn't tell no one." The ed itor 
shows the inl'estig~tors four pertinent stories in the Jim/a,all \~rit ­

ten by !lodges. They differ littk from the "ersions printed in the 
IW)ston papers. 

~I\n\ C OUNt'1 C ONstl\bufl\T'1 
Also in Brattleboro are the of~ces of the countr's sherilt. The 
deputies are guarded in their comml'nts, elCl.'pt that the disappear­
ance of Rartley Hodges is lK-ing t re~ted as a bona fide missing per­
son's caSt. They are uninterestl"d in the fires. except as related to 
Hodges' disappearance. 

l<NNiN~ , r£n\ONt 
q;;:ning is a\'maU town of a few hundred people. tucked in the hills 

not fa r from Jenning's Notdl, I,'here Ihe lI'est fork of the Windham 
Ril'er tllshes through to join the Connt'Cticul.lts bllildings are prim 
and well-repaired, bUllhey are small and old-Jenning is not pros­
perous, and has nol had a burst of prosperity since the Civil War. 

\N[:or"ll\tJON JNTowN 
'fhe tade school. general stono', feed store, and church are the only 

public plact'S to rn~1.'t people. The use of Fast Talk or Persuade 10 gt't 
information is regarded as down-right pushr and rude. No one 
responds to such ol'erturcs. Some will deign to refIT questions to 
the constable "'ho drives in onre a lI'eek and stops at the general 
store, to calch up on the local gossip. Then' is also a monthly lown 
meeting, if the ill\'eStig.uors would likt to wait. 

/\pproaching a citizen and using a successful Credit Rating roll 
gets btutr results, since people are impressed by well-dressed, 
responsiblt-seeming people. t".'t'n if such people are strangers. He 
or she has seen or h3s heard that others ha"e seen ~un nalural 
things"in those hills. Nobody goes there at night no"', "sure not now 
that they're scttin' them fi res.~ 

Ilaving go t l~n this fa r, a successful Fasl Talk or P~rsuade can 
pry (Jut more. rht! things are "sumthin' likl' big crawdads, big as 

Lbo 

a man, but with a lillie scrunch'd up face an' red all o'er, like th ey 
bin roasted." 

Whal about Barltey Hodges? "Ev~ryhody knows they're makin' 
those fires. Bartley knew it too. Reckon he got tOO dose. 1'lIla)' a 

dime that poor old Ranley's gol roasted too." 

~2:,;'~,l,~~~~ ~,~~J:d;1 0.";08 'ml 8'" ,h,m 

dire{\ions to 8artl~ Hodges' home, a simple four-room clapboard 
house not fa r from the ri l'f.'T. Crossing the broad front porch. Ihey 
find the door unlockl-d, as is el'eTy diM hereabouts. 

Ilodges ti \'Cd alone, On the walls are memorabil ia of the bigsto· 
ries he broke, ,lnd pict llres of his now-departt'd wife. No matl~>r 
how thoroughly they look, the inves tigators fil1d nothing d~lailing 
~em'l s ll b o utl!oJgc.~ or about the fires. Hodges was in all respects 
ex;!clly who he seemed to b('. The onl}' suggestivl' ilem in the house 
is in the W3slebaskl' t, on the back of a shurt nOll' from the edilor of 
the limlrr. It's penciled lightly on the paper, and takes a successful 

Sput l!idJen 10 notice. This is all it says: 

If the in"estigators miss ,his clue, hal't' someone else in to\\'n men­
ti{)n Ihat Harny Rooger lives closer to the fires than anyone l'1~. 

Maybt he knows something. 

HIIr N'1 ~o~er 
!f the inl't'sligators 'l/ursue this lead. lownspeople explain that 
!l,lrny is an old handyman who lil'e5 in an unpaintl'd cottage fOUf 
miles north of lenning. ;!t Ihe end of a lane the width of a whltel 
barrow. Th(' person giving directions can also say that the consta­
ble has al ready been up and talked \(! Harny, and that Hamy had 
nothing to say- this is a small lown, remember, and everybody 

knows I' I·er)'t hing. Almosl. 

TI,'o miles northwest of thc wooden shack rises the crest Ilf 
Straftolll\lounlain, nearly 4000 fl'Ct high, where on the cast side Ih(' 
strange fires hal'c been occurring. Alongside the house is an ~cre of 

gardens and vines. and a small orchard. 

Rooser is a gangly, balding man "'ho s«ms nel't'f to have 
entirely grown up. He is sine,,'y and mngy, and skill fu l wi th an 
ax-when the im·estigator.l come up, they see him split .... "OOd, 
round after round with n('\'Cf a miss and nel·er a partial split. 

Rooger is frie ndly enough during the dar, but becomes increas­
ingly uneasy 3S night approaches. lie does not know what his ~nt'W 

friends" are planning to do to lenning. and if he found out. he 
.. ·ould turn 'lgainst thcln. He drinks heavily of a clear liquiJ from 

an unlabeled bottle. He grows drunker as the day passes. If the 
investigators mak~ a chcmica! analysis (If this liquid, they fi nd that 
it is !·IO-proof moonshine. 

He answers such qllCStions us he can but denies any knowledge 

of Hodges. 

1 II l 



As timi.' passes. he cominues to dr ink. and 
brgins 10 insinuate statements such as ~My new 
fricnJ5 knaow mort" th'n them pt:rlessers frum 
thl' U.~~They kin mek il sno\\, or rJin.rW ,\ly (mps 
h(.'v'n'I fniled onCSI since m' new friends come 
along.""DaulI' hev tn' dawS no more- m' ifiends 
nceded it to he'p call tileir friend.lHka. I th in' his 
rmml' be. Er, is itlfkll'a ... IlIaw ... IftllklY:I?" 

Asked ahout Bnnler lIudgrs, Rooger shakes 
hi~ head sorrowfully. but finally grudgingly aJds, 
~ l did warn '1m, aloTe goodness I did ,~ 

If the jl\I'estigalors bribe and Gliole lIarny 
enough. they learn that the mi .go are certain 
Ih~t the ~big.un" will soon come, but "'I'en the 
alit'lls do not know whe ll .lI~rny does 1I0t know 
what will happen whell he does: ~Mebbe shan't 
be sn blamed cold up thar then, u)'up. nn' tht:n 
tnebbc ,,"orser; 

If an investigator insists on staying till nighl· 
faU, lIarny Ihreatcns him wilh his shotgun and 
ordel"" him tl) ~Cit! I be ",urkin' nacwr Rooger 
intends to ket:p his appointment with the aliens, 
(ollhelr powt'r impresse-; him. 

If the investigaTOrs ~Iay [perhaps they ..lis­
arm Ilnrn)' !lr hide in the nearby wOods outside), 
they hare lime to prepare as they wish. When the 
Stili s,les dowII tbey ~t'e a rni·go ny mil of rhe sky 
to the c~bin (lose 011 D6 Sanity points) and go 
in$ide to speak in a buzzing voice \\'Ith I-Iarny, 
ordering him to appear tonight. Tbis is mi·go III 
in It I<' stJIislic.s. 

If tht: mi·go linds im't'Sligalors in~ide, ;t 
nllud:s if there are one or t"l'm ill\l!Stig.ltOrs. and it 
tries III nee if th<'Te are moll' than two. If it net's 
successfully, it retches armed 1I1;-go and they ily 
back, illl~nding to hunt dO\\'11 allJ kill rhe med­
dling human~. 

HARNY ROOGER.Age 58, Batty Ha ndyman 

STR 8 (0:-1" H SIZ t5 INlli 

DE.'\9 ... \I'P6 EDU4 SAN IS 

Damage Bonus: none. 

pow 10 

HP 14 

Weapons: 20·gilugc Shotgun ,~. dalT\3gC 206/106/1 D3 
Wood A~ 85"".dam.:tg~ IDS+!. 

Skills: CrJ1\ (Gardening) 6O'Iu, J)ril'e AutomnbJle 40%. F.I.xtrical 
Ikpair 3S~u, Hide 45%. ~k,hJnical RrpJir 450u, N~ t\lr;l lllislOrr 33%, 
"f~lk 65%. 

Tnward the top, c(1(h ti.liling investigator most receiv\' :\ 
SltCCCSSfld Sneak roll ur be spOiled hy a patrolling mi-go, \"ho 
then at tacks. 

If (hI.' inVt's llgalor5 climb the monntain during the day and wait 
(onct"ab.! unlil night. each netds a ~u.:ctssful Con(cal or Hide roll 
hi kttp (mm being seen ],y the mi-gu whtn they arr;'-e. In these 
'am, the kel.'pt'f should make the die rolls. The in\'t'Sligator.i 
should nol know if they arr hidd ... n well (,nough or not. 

If a loud noise is madt' after sunset, such as a gunshot, then 
in 1010 combat rounds sel'rral fungi from Yuggoth arrive to 
investigate. Three fungi patrullhe mOllllwin after dark on cere-

~~OUNtl\iN ~ynighI S. 
Presum bly the in\~tjgaw~ survjl't Iht'. rnt-go and ~tay on th~ ca~. J ~e Ceren\ON"1 
Whether r nm he IS a cal·hl\" IlolTn), WIll w3nt \Cl ClIlT)' out hIS run- Nf:'a r the lOp of Iht' moJmain. un a b.,rrt>n spur which has a clear 
Iml wjlh the alien). )aoo.1l-d, wilh fur Cllp and glons, he sets OUI just I.iew to the north as well as the east. is a ring of imgular stOIll'~, 
after sun5{'!. up StraftQn f>lou otain. lle is ra~y to trail. edch stonl' nlughly thret> fret in diamNt'r. each (03100 I~ith thid. 

layer~ Qf fl"t'~h frost and rime. 
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As th(' im't'Stigators "'ait in the dark, seven fungi from YuggOlh 
float out of the sky (check for Sanity loss) and begin to move aoou! 
the hilhop. Ham)' joins them, and then three leave to ren('\\' their 

area patrol. 

Then the chant begins, led by the awful buzzing \'oice of the 

leader, who is assisted by mi·go is, while HaTny and the two 

remaining mi-go chant responses. The leader and mi-go 15 each 

I'Xl'Cnd all their magic points but one, while Hamy and the other 
two each expend one, giving them a 28% chance to succeed. As the 

tors seeing Ithaqua lose I DIOID 100 Sanity points. lIarny proba­

bly goes mad. 

If th(' spell fails, then the flame flickers on for a while, then sub­

sides,and the disappointed fungi call back their guards and flap off 

th(' mountain, leaving 113rry 10 make his \\"3.y back to his shack. 

If Ithaqua is successfully called, the valley and its village will be 

destro~'('d by th ree days of 75 degrees-below zero weather. Huge 

snowdrifts block all roads. 

beings hum and sway, a blue· white flame flickers in the circle of 

stones.A blast of icy air emanates from it-the flame is oneof COld~ ~i-Go 
as can be determined by the sudden growth of frost on the stones 
around it. Review he mi-go entries in the Creatures and Alien Technology 

If the spell succeeds, a grotesque howling horror plunges out chapters. AU the aliens in Ihis adventure carry pieces of twisted 

of the northern sky into the middle of the flame, extinguishing it, 

311d then procl'<'ds to ravage down the valley, bringing an unnat­
ural arctic blizzard to the horrifi('d Vermont hamlet. All inve~tiga· 

metal that look like metallic driftwood but actually are weapons. 

Mi·go #1, IS, and 17 also w('ar slimy webs Ivhich act as 8 points of 

armor against all weapons. 

EXCERPTS FROM 

w~e irattlebnrn wattIer 
FIRE ON 

STRAFTON MOUNTAIN 
JENNING-Residents in the Jenning area repon a large 
fm: Tuesday night on the east side ofStrafton Mountain. 
The local constabulary has been unable to locate the 
remains of the blaze, which apparently extinguished itself 
by Wednesday morning. No reports of damage have been 
received here from neighboring farmers or foresters, 

STRANGE SOUNDS 
ON THE MOUNTAIN 

JENNING-Another great blaze was seen Sunday 
e\'Cning on Strafton Mountain. Observers declare that this 
rime the names seemed to be accompanied by dull drum· 
mings or explosions of a rhythmical nature. 

To their evident annoyance, again authoriries proved 
unable to locate the source of these mystery blazes, 

This scribe among them, ccmin residents hereaboms 
plan to deploy opportunely these next few evenings. We 
shall try to solve this mystery. 

268 

A SECOND 
NIGHT'S BLAZE 

JENNING-Jenning·area neighbors spied 
another large fire on the east side of Strafton 
Mountain on Friday night. As the moon was 
up, watchers were able to get a better idea of 
its location on the mountain, 

Reward Offered! 
MISSING TATTLER 
CORRESPONDENT 

JENNING-Windham County authorities report that ..., 
" Bartley Hodges, retired newsman and Jenning rorrespon· ~ 

dent for this newspaper, has not been seen since Tuesday :;. 
night, and is declared missing. ~ 

n' 
f..'ir, Hodgts is described as 67 years old and with sil· ~ 

very hair, abom six feet taU, thin, spry, and a man of ready ;::. 
speech and wit. ~ 

o 
Bartley Hodges is well known in this area as a convivial ; 

companion and an upstanding citizen. The Tattler will pay "it 
SSOO reward to learn his present circumstances. 

1,,> M.\OMAN 



SEVEN MERCILESS MI-GO 

STR COS S/Z 

" ' JO 14 14 

.J Jl 14 07 ., Jl JO IJ 

',1 10 09 06 

'5 ' 09 09 08 ., 08 IS Jl 

'7' 14 J4 10 

• +8 <1,,,,0' fo' the lwb<lmlQr. 

Damage Bonus: none. 

DEX pow 

11 ]] 

I] 08 

l4 08 

IJ I; 

l4 14 

IS 11 

J8 JO 

Weapons: Nippers 3(1%, dam3ge 106+ gl"3pplc 
~lisl Proje-clor 8O'lI>, damage I DIO wId 

HP 
14 

Jl 

11 

08 

09 

J5 

11 

Armor: none, but impaling wcapons do minimum rol led damage. 

IVER ARMOR: the webs are half·ali l'e arti fac ts of mi-go organic 
technology. If an investigator manages 10 steal an armor-web, he or 

she may "'ear it . but its dinging slime costs a hit point cI'ery time it 
is taken off, as it rips away skin, f1tsh,and hair. 11 will work as armor 
for a human, but since the human dOl'S not have the proper nUITi­

I.'nt solution to sook it in afler ust', each new limt it is used, it 
dedin~ in effwil·tness by I point of armor. Thus the second time 
it is I,'orn, it is worth only 7 points of armor, thl.'n 6 points the next 

we3ring, and so on. This greenish annor·wtb looks quite grisly, 
drips goo hehind the I,'carer, and cannot be worn Oil the street 

without il llracting screams and shocked comments. When a pro­
jtctile or we'lpon strikes the user. the wcb instantaneously hunch­

~ up and dumps around the target spot, softening the impact. 

MIST PROJECTORS: each twisted m~tal l hing projects an icy 
mist which looks like a thick fog . The fog expands at Mov('" 16 

speed to a fal cylinder about 10 ya rds across. The fog always 
engulfs the target unless the intended \lictim is able to move out 
of the aft'"a of effect. 

When the fog t'"ngulfs the target, he or shc loses I D I 0 hit points 

of freezing damage. Roll the result, then subtract I point for thick 
clothing and 2 points for arctic-type clothing. If the \lictim is in a 
dosed car, then subtract 4 from the hit points lost, but the car's 

I II !\T \ I) I \ N 

engine frt:'t'Zt'"s up and stalls unless the investigator (an rcceivt'" a 
sllccessful Dril't Automobile roll. 

Thr weapon is normally played on a largtl for .several SllC':es· 
sive rounds. Its advantage to the mi-go is thaI it lcalli's no marks on 
tht'" \'ictim, who appears 10 have frozen to dcath.lf an investigator 
can get one of these weapons, hc can masler its use given a suc­
cessful Idea roll. 

An invC'stigator who has seen such:1 weapon in action and who 
can mOI'c fred)' in any direction (dO evade a blast from a mist pro, 
jector with tither a succ<'5sful roll oi DEX xJ or of INT x.3 on 0100. 

CONcFusioN 
If the in\'~l igators haw managed to foil tht mi-go, the alien oper­
ations around Jenning are susp~'ndtd inddinitely. Searching about 
the mountain they also find Bartley Hodges' frozen corpse, and 
duly colli'cl the 7i1l/ler's S500 rcward. 

For foiling the mi-go, c,Kh inl'cstigator also ga ins I D to Sanity 
poilUS. ~1c rel)' killing a mi·go nets no Sanity points, but killing all 
sel'en nets each invrsligator a (u1l6 Sanity points for which nodic 
roll is nt'Ccssary. r.J!. 

2h'1 
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5to 
his ndvenlUrt.' suits heginning players and inn'sIiga!Ors, or e.\pe­
rjenccd players who want to relax. /l.luch of it depends on scene· 
s('(ling_ It may take a long evening of play to complete. 

The ('1'en l S urI.' se t in 3 large American cit y of the 19205, such as 
New York or Chicago. This adventure will transfrr to the presrnt with 
some reconstruction. 

Jazz musk is theme and soundtrack to this scenario, and krepers 
might search Qut 19205 recordings as background- King Olil'tr's Ja2z Band and Jelly-Roll 
Morton's Red Hot Peppers are good SOliTa'S. Such music establishes an upbeat mood. &- sure 
to tum it down when things gel dark. 

This adl'toture is mort' complicated in ils aim of depicting social background. It should ~ 
studied carefully b}' the keeper with an cyt 10 maintaining the investigators fully in pIJY. not 
relegatro to the status of sideline observers. 

~E~~:;S~~:,::\:~;,:"" rd,,,;fy 'h, "" of " , h ;""";8"" b,f", Vby b'g;" , 
Choice of race brings no ~nalt )', but a questioner's race can determine the accessibili ty of 
information. Read this adventure before presenting it: if all the irll'estigators are African ­
American, for instance, rather tlwn n racinl cross-section, or are all white. or are all Asia n­
Americans, the keeper must devise some p.lIches. The scenarin presumes that the investigators 
are white. 

"BIJckH can be an insult in this era; "Negro" is poli te. if high·faili tin'; "'colored" is rccogni7.e'd 
cverywhere in the U.S .. and is rdatil'!.'ly polite, but aJsocxislS in the sign-board phrase"nocoloreds 
allowed". In the West and Southwest ~colorcd" extends to Asians and Native Americans; ~African ­

American" is known but is obscure to most, and will not be in vogue until the \980s. "Ethiopian" 
is a derisil'C white term, "Nigger" is almost uniwrsally used b)' whites without apology; this term 
is always insulting,ex.:ep' in its ironical sense bctwt'tn blacks. 

p."per JJorn\lIfioN 
leroy~urner is l ~alZ man, He has a broken heart, a dr inking problem, and a curse. The last 
is in the fo rm of an unusual trumpet, \\'hich he believes was gil'en 10 him by Mr. louis 
Armstrong In fact. the instrument was handed to him by Nyarla tholep. When played by a 
gifted musician, this fou r-valve trumpet raises the dead within hearing and dril'es the res­
urrected to vengeance. When the scenario begins, Turner does not know of this capability. 
When he discovers it, he goes mad. 
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A gangl~nd kingpin, Archil' the Boss Iklnato.and his gang learn 
of Turner's astonishing ability. They treat it .. 5 a joke, but their 
tr~achery provokes tragedy and disaster. 

The story begins at night. in the Blue I!cnl'en Ballroom. Why 
the investigators are presclII is left to thl.' kl.'eper. They may be OUI 
Oil the town, or they may be mel'ting somronc or searching for 
some clue as part of another adventure. 

I ~c bFuc H"'VCN bllft'TOOl\\ 
The Bille He;mn Ballroom is a nightdub that illegally serves 
H<]uor. Patrons break the law. I>.len should wear tuxedos, and 
",omen ev<'ning dre)ses, or expecl to bl' hidden behind the palm 
trel's n<,xt to thl' kit(h~'n. Visitors without ties won't be admilll.'d. 
No on<' would think of going out at night without a necktie. At 
ltast twenty dnllars each is needed for an evening at the dub. 
including drink~ (booze or wa tt;'r costs th!,' satnt), a light meal 
prrhaps. and tips. Drinks COSI IWO dollars each. The high-class 
joint is proh'cted. Police and criminals alike come dOII'n on dis­
turbances in the Blue Hea\-en. 

The music is hot, the company is fine, and the hooch is genuint 
and importro at the Blue Heaven Ballroom, the swankiest spe~kcasy 
in tOIl'II. Plenty ofbribcs go to ket'p the Blul'lk:ll'l'n npt'n, so food 
and drink are expensive. The first show· starts about 8 o'clock. Thl' 
place is open el'l'ry night till dawn. 

Inside the unmarked blue door, 1'01'0 I'l'ry large' white men in 
tuxedos ere the' passing customers; poor people, th<' casuall)'­
dressed. or non-whites whn somehow slipped p:lsi thl' doorman 
gel caught and ejected here.!f some or all of the im'estigators aTe 
not whitt;', they are refused entrance. If they do not <'nler the Blue 
l-ieal"ell, presumably th;:y find a way backstage, from where they 
witness the succeeding events. 

Berolld the guards, "'[lie-carpeted stairs lead up 10 the baU­
room. That Ooor is laId out much likl.' a cOOIempontry mOI'ie Ihe­
ater. The check room faces the stairs. To the lcft is the gentlemen-s 
lounge and stairs lead ins up another floor to 3 posh casino (not 
pertinent to this adventur;:), to the Tight is the ladies' lounge and 
the entrance to the ballroom proper. Both lounges have blue and 
wh ite marble tiles. Mirrors abound.as do gleaming chromt' faucets 
and fillings_ 

The manager smiles as the inn'sligatots pass the swinging 
doors and into the main room. He signals that they should 
aCCl)mp:lny him. Woitas hover. Jazz and the buzz of conversation 
fill the room. 

The showroom is large. An opulent bar stretches out to the left. 
the faces of the bartcndtrs shadOl'·oo by lines of bottle-s. A large 
stage opposite the ~r holds the band. ik'1"'l'(n bar and stage are 
small round tables ~urroumled by plush armless chairs, and the 
danct' floor. Each table holds a small lamp. for intimate lighting. 
,\bore, rlectric chandeliers cast subdued hues of bl ue and gold 
onto the faces of Ul.'at, pale-faced, portl), men and Ihe bleached hair """ 
of be-jewelled ambit ious young women. ~ 

The Blue Heilvtn is a famous hangout. New York moner-me'n c! 
and slage stars, Ilollpvood mOl'ie stars, honesl poli ticians and ~ 

• 
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those all the take, Chicago businessmen and mobsters, DetroiT auto 
moguls. shipping magnates and railroad scions from San 
FrancisCO, oil men from TOilS and Oklahoma. the rich and the cun· 
ning, the butter-and.egg men from around the lI'orlll stop here 
when in town. 

The 5-Star Band provides till"" music. Bartenders, waittrs, bus· 
boys. chorus girls and bo)'S, entertainers, and kitchen help at Blut' 
Heaven 3re black; clientele, management, enforcement. and owner­
ship is \~hitc. 

jnz bands in the 19205, especially bands playing big dubs, 
lI·en.·larger than is usual today. Instruments might in-elude trum­
pets, trombones, saxes, clarinets, cornets, drums, bass or IUba, 
banjo or rhythm gui tar, ;lIld a piano-l'very configuration was 
tried. Without amplification, at least eight or ten instruments 
\~ere net ded to fill a h~1l with sound. Smaller bands pla)·ed for 
smaller rooms. 

~;,:~2::~"!'~:"~~:~~"b I, p"W. Th' 5S'",." Ie 
full sll·ing, belting out a rousing version of "Doctor )azz.n 

Apologizing for the crowd, the manager finds seats for the investi· 
gators at a lable in a corner Il<,ar the bar. A strnnger is already sit­
ting alone at the large table. He nods agret"3bl),. but pllts one hand 
out 10 reserve the chair next to him-he is waiting for somC()ne. 
Though the illl'esligalors don'l know it. the man is Pete Manusw. a 

local accountant. Ill' waits for Joey Larson. a mionr mobster. 

Inl'estigators familiar with the town's night life may rC<"ognize 
the I"th"k man as Ll'roy Tumer, an excellent young trumpeter who 
has fallen on hard times. Though Thrner has had some drinks. he 
is not feding suicidal enough to press the issue among II cltMd of 
thugs, raciSTS, and polit icians. He backs a\\"ily :1I.,'kwardlr, half-bow­
ing. ~Sorr y, sir. Sorry, sorr),.-

The illl"estig~tors can intefl'Cne, if they \~ish, rising to let 
Turner pass, or the}' can pretend to ignoTC the matter and by default 
force Turner back through the door. If they do, he almost immedi· 
Jtd)' TCJPpt'ars out of another door and makes his ""ill' to the stage. 

If the investigators let Turner pass. he thanks them sincerely. 
surprised to be treated decently. M he dllcs, call for a Spot Il idden. 
A success nOticl~ that Turner's trumpet has four valn·s. not the 
usual thTC('- musician.~ Illay find mure unusunl the crackled silver 

finish uf the trumpl't. 

Across the room. the b.md leader makes all announcement. 
Their attention pulled to the stage, few notice a small, rat·like mall 
in a snappy brown suit enter. He looks ol·er the CTOI,·d, then eases 
along the bar tHwa rt! Manusco. 

"Ladies and gentll'men. his honor Till' Mayor is ,,·j th us 
tonight-congratulations on re-election, Mr. Mayor! That reforlner 
thought he had you beat, but you Gln't kC('p II good man dOl.'n. This 
song's for you!" 

Now on-stage, Leroy ThrneT's rumpled brown coal and pants 
contrast "'jlh the "'hile jackN5 of thl:' hand, bUI 50 does the eXlra­
ordinary strength and riprling precision of his toiles 35 he joins 
Iht'lIl in a healed vcr.;ion of a 1It'W' number, uOc:'ad Man Slomp.~ 

Manusco does not talk, nor is he listening 10 lhe music, 35 1h(' T~ rhythms are irresistible. the musicianship lop-nolCh, and 
nervous drumming of his fingertips on th(' lablt' indicates. He is o( soon most of the crowd is dancing rllthusiastkallY-lhc Ile\\' 
average build, wilh l')~brows so bushy thaI tlity appear \0 be a singlt' piece is a hit. 
black furry tine spanning his frowning forehead. Compan.:d to the 
raucous crowd, his demeanor is prim and tense. A successfur---rf- G t I' . 
Psychology roU confirms Ih311he stranger is Ilt'Tvou$,and a SII(CeSS~ 1 ~e ues ATTI ves 
ful Spot llidden dl,ttxts a shel'n of sweat on his face. Though hr Midway through the band leader's tributr 10 thr ma)"Qr, the r3 t-like 
dirt"{"ts his eyes al the band, al'oiding the invest igator~, he doesn't little man standing brhind PeTe Manusco man's forward . Il l' is joey 
seem TO listen to the music. LarM)n, a gU llsci fur Archie BonaTo. Joey is thi.' miln for whom 

The hand finishes ~DOClor jan" ~nd bunches into ''Clarinet 

Mnrm'llade." 

f.:~~,~::~:2 :J,:~,:~:'~;,l bloc' moo I" , ",I, 

carrying a shiny trumpet, 510\\'ly emerges- He looks around and 
blinks.llis intention clearl)' is to gel 10 the stage,bul seatoo as the), 
are around the table. Manusco and the in''t'Sligawrs completel)' 
block his path. 

lhe horn man hesitales, the effect of Sil'('rnl drinks apparent. 
Ill' studies the faces Defore him. then chooses Manusco. "Sir. I gal 
lost backstage. Uh. 1.'Ould rou be so kind as to let mc by~ I realty 
apologiu for asking." 

Mancuso would have to stand up to let a black man pass. Jittery 
nerves do not improw his manners. "Find some other way.bu)"or I'll 
haw you thmwn oul!~ Manntso snaps. 

ManliSCO waits. As th~ music heats up, Joey pulls out a .45 almOST 
3S big as he is, :lnd at point-bhmk range shoots Manusco once" 
squarely in tht back of the head. 

Though the band is loud and the crowd is louder, at th ree fl'ft 
nothing is loudtr than a .45's report. The investigator opposite 
r\lanusco is showered "'ith brain and bone blasted thmugh the gap' 
ing hole in II lanusco's fnrehead.11c ur she loses III D6 Sanity points, 
and other witnesses lose II I D3 Sanil)' points. 

As the body hits the tabll" the im'estigators turn and-perhaps 
with Luck rolls-get drar looks al the gunman's face. luI.')' see-s 
their faces. He doesn't stay 10 chat. but slides the m·olver beneath 
his coat and coolly nilS viii the service door though which Lero), 
TUTllrr entered. Then h~ takes a side door to tile blue·carpetoo 
steps and thl' outside. 

Investigators mal' or may not be carrying gullS. By the lime pur· 
suing inn"stigaturs 1"I.'.lch the bottom of the stairs and race pass the 
sturtled gl!ards and doorman, J~y's on the Sln.'ct and in a gray 
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Packard, rolling away midway down the block. A successful Spot 
lIidden notices thal liK> Packard"s Ii<:ense pialI.' has bet-n remove..!. 

Inside the Packard, Liltll.' Jimm)' foSler hils thl.' gas. If an~'One 
gil·es serious pursuit, a mohstl.'r wilh a lomm)' gun in Ihe hack seat 
leans out and squeezl.'S off !S or!O aimless rounds, 10 diS{ourag('" 
such behav ior. The doorman flings hims('"lf to Ihe ground, and so 
should investigators "'ho \\"d1l1 10 :1Void bring hit. Those who stand 
or pursue have a 25% chane('" of being wounded for !(HO+2 dam­
age; ~ DIOO resull of 01-05 is an impale, doing ):010+4 damage. 

The Packard and Jney Larson always get away. Encourage 
pursuing inl'estigalors 10 return 10 the Blue Ileal'en and see 
II"hat's happened. 

~ ~,~:~: r~~;~C k,,,,,b,,, m, ,hoo,i,.b", 
Ihe news spre~~UiCkIY when "[)j.'ad illan Slnmp" concludes. Hnw 
could the news not spread? r. lanusco slumps across the lable, face side­
ways in a sra of blood, brains, bone, and whiskey, giving eI"CT)"one a 
look at the neat black hole in the bock of his head and the red funnel 
through his forehead He's dC3d. 

8ut , as the band keeps swinging, the dead man's hands starl 
10 splat out lime on the gore-con'red table. Manusco pulls himself 
up to ~ silting position. His I.')'es an.' roll('"d up. Blood courses from 
the huge exi t wOtlOd in his forehead, but sti!! he stands. A moan 
~eep ... from his lips. An)' bystander I~ith a successful Lis ten mil 
ulldcrSlands the word "loey"' was spoken. Then M~n\lsco turns 
and staggers tOIl'·d rd the main doors, now watched by most of the 
appalled crowd. The band falls si lent. The manager gasps and col-
lapses. Pete iI1anusco staggeh oul the swinging doors. From 

~:!S~:~~'~\~i,~\~:'t ,,,,i,,, ' h' i,,,,'ig"" who i, 
covered ~~l Manusco's brains. UYou're hit! My god, mr god, 
)'ou'rc hit! Me )'ou all right?" Once it is appar('"nl that thr inves· 
tigalor was missed, not hit, \\'r5trr grabs his ('ornet and departs 
like everyone elsc. 

Suddenly alone on Ihe stage, Leroy Turner sits against a wall. 
wide-ryeJ, draining a hali·pinl bOllle. When he hears sirrns, he 
gl'IS up and heads for a bathroom, to cl imb oul a "'indoll'. [f Ihe 
investigators are there, and if earlier Ihey let him pass, he is not too 
drunk 10 $p(ak to them. 

~y'all be in trouble soon, lest ~'Ou be mOl'in'. Come on, now-I 

know a waf He is as good as his word. Once thl.'y're oUlsidr, it's 
(wry man for himsel f. 

f:~e;~::~s:,:~:ith" "'"",,, T""" d,or" 
businesscard from a funeral parlor. 

Mo rgan & Dupuy 

CHRISTIAN FUNERAL HOME 
Sm'!"g Fumilies of A!Tic<ln Doct'Jl1 Sin,e 1851 

I nnd and West Charles Streets 

Elkhorn 6617 

Handwrillen in ink on the card are tomorrow's dale and the words 
II A.M. s/l1lrp-brirtgYOJlf hprn. Nt'lI' OrltllllS 51)"lc. 

beyond them, muffled screams mark his progress down the stairs---;f' G 
.md into the night. I ~e oveTNny!.Nt ("YO I\N 

Sanily loss to witness this terrible resurm:lion is OIlIJ6 San it)" Rog('"r Daniels is a Treasur)' a\znt in the Prohibition unit. He is 
poi nls. lnl'esligators I"ith successes believe thill, although serious, in Ih('" Blue Heavcn that night, and can witness the crime if the 
Manus(o's hit looks worse Ih"n it is. hwestigators with failing rolls ke~per wishes. 
know brltrr. 

News of the shooting brings shouts and screams as people rush 
out 10 a'X)id scandal. Nl.'arlye\'Cryone, from Ma)'Or 10 busboy, flees. 

Somt' kttp their wits and !eal't' through thl.' back all r)', but most 
lake the Siairs, trying to push past the slow-moving Manusco. They 
bowl him OI't'r.lle tumbles to the bonom oflhe stairs. and the ler­
rified patrons trample him as thry panic. Moaning, he tries 10 get 
\0 his feet. but tht')' keep knocking him down, reducing him to a 
blllOdicr and bloodier ruin. Seeing the man die for a second time, 
the normal1), untlappable door guards Irave and do not return. 

When the wave of customers has gone, the remains of Pete 
iI!:lllltscO st ir. !I gcts to its fel'l and staggers into the strtet,sean:h· 
ing for ils murderer. "JOl")'!" it moans, ")oey!" Thr call has aDout it a 
dark, terrible patience. 

The dr;I'er of Ihe fif51 squad car on the scene sees the blood)' 
pulp that Pete ~Ianusco has become, and loses control. The \'Chide 
skids, and pins Manusco against a lamp polt', cUlting him in half. 
Killed thrice now, Pele Manusco stirs no more. 

U, \D M \~ 'fUM!' 

Daniels is part of a team d(lCumcnting participatinn of elcctrd 
oftidals in bootlrgging. He is an honest man in his early thirties, 
lall with ginger hair. lie carries a gun, but avoids gunplay. He 
dreams of commendations and fame, and intends som«lay to run 
for political office. 

Daniels is available to Ihicken the plot. This "dry agent" may 
dedde that thl' inl'l.'sligators ~rt' invol\'ed with bootlegging, perhaps 
wi th a rival gang. He may follow them, and pllWide opportone res­
cue. H('" might be an all)', an obstruction, or just comic relit'f. H('" is a 
keeper resour.:e.llc never, Ilel'er takes 3 drink. 

\Nvesti~ l\tio;;-rf;l\t N;~~t 
'fbe inl't'sligoMrs mar remain at the Blue~ea\"en, to help the police. 

As long as they tdllhe truth, their sta!emenls are taken and Ih('"n 

thl')"I"I.' allowed to go hom .... 

Inl'estigators who lefl the Blue Ikaven and missed Manusco'5 
w~lk call be told about it b)' all)' dnll1k in Ihe neighborhood. If Ihe 
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inl'estigators haw an automobile, p~rhaps some respectable (ouple 
hails them when taxis became scarce, and relate the story that way. 

If the investigators try to find members of the band, fell' blacks 
admit to knowing anything to men of another race, even if fcllow 
musicians. [fthe inves tigators press very hanl, someone might sug­
gest Ihal Mitch Wester will be at Freddie Faye!le's funeral tomor­
row. Ukrezia Borden, 3 black woman old enough to be beyond tear, 
tells them to "leare that band alone. They ain't done nothin'. Buster 
Brdson the drummer, he keeps a chicken foot inside his drum. 
'tessir! You know what that means~' This is lIot true, and is a red 
herring for voodoo-I\'ary investigators. 

SU~~Mi(i~ 'EV<NiN'I, 
Alluw the players the'4011s needed to sugge:Y that Manusco was 
somehow rt~urrccted-Occult or Cthulhu Mythos, perhaps. An 
Idea roll can point out that the resurrection occurred while a new 
tune I~as pla)'ed, "Dead-Man Stomp.n If the connection to Leroy 
Turner is not made noll', it must be forced at Fayette's funeraL 

Depending on illvc~tigatur responses. several courses are avail­
ahle to them. Importantly, they should lead to the Fayette funeral. 

~
oTNiN\(-fI\P'rs 

The m ning dailies\!arry ~Janusco's shooting, and tell hOIl' the 
poor ma , mortall), wounded yet somehow indomitably willing 
himself to stay alive, tried to reach help only to he cut down, ironi­
cally by the very aid he sought. Ruminations on [ifc's meaning see 
print in the next few days. 

Peter 1I1anusco is ide.ntified as a self-employed accountant, a 
man with a spotless record who in a moment of weakness entered 
thc Blue lleaven Ballroom. Police think he was mistaken for some 
criminal foe. 

The Mayor's office announces the padlocking of the Blue 
~kJven Balfroom, offering thanks that such a cesspool of vice and 
crime has been located. The manager of the dub, Mr. Koland 
/.·[arlow, is arraigned on variOlIS pelt)' charges and quietly released 
on bail. 

Government agent Roger Daniels testifies that the Blue 1I<."1\'<.'n 
was selling alcohol. Daniels manages to get his picture in most of 
the dailies. His career has begun. 

ests and personalities, and a successful Idea roll deduces that the 
other dailies are as specifically wllite in thdr coverage. Almost 
nothing overlaps between the black and wide dailies, not e~'en the 
basebaH stories. Manusco is not memioned. 

With a successful Luck roll, the im·estigalors notice an adver­
tisemt'nt for the Morgan ,lIld Dupuy Funeral Home. 

Looking in the funeral announcements column, they see that a 
funeral and procession are scheduled for II a.m. today at Morgan 
and Dupuy, for Frederick Lincoln Fa),fttc, brother-in-law of band­
leader ; .... Ir. Mitchell Wester. 

Research either at the Emancipator's office or at the library 
branch which is nearest the newspaper's offices (or in conversation 
perhaps with Mr. Wester, whose name appears in the telephone 
direcloT)') establishes that Mr. Fayette died by accidental gunshot 
wound two days before. Elizabeth Wester Fayelle survives him. Mr. 
F~)"ett~ owned his own truck, and worked as a drayer. 

-f,t, ~I\NUSCO 
Manusw office and home have listed telephones. lnvestigators 
who act qui kly can beat the police to both locations. At theoffi(e, 
they find a broken lock and that al1the"B"files have been removed. 
A successful Spot Hidden finds a scrawled note in the wastebasket. 

Mis-ter M, you s#'ltd Meet !VIe tonite 
at Blue Heavin for a !VIeaningfu( 
discusn on voure #'Ie(t#'l and safety. 

J. 

A search of Manusco's apartment turns up a scrapbook of clippings 
~bout Archie the Boss Ronato. Tht' clippings dale back about a year 
and a half. Inspection of Manusco's savings passbook shows that 
monthly cash deposits of $1 000 \~ere made to his account over tht' 
same period. 

l~~or fron, lk,por,·c, 
Visiti!]); central station or talking to investigating officers re\'eal~ 
that the corona will testify that Manusco's head \,'ound was imme­
diately fatal. More than half the volume of the victim's brain was 
shredded or blown away. Manusco could not have done what the 

CEnY"NicipAtOT G- U NJON l eAieT investigators witnessed. 

There is also a blackd~ly lIthe newsstand. Compared to the other~ fA ette f UNerA f 
papers. the difference in tone and co\'er~ge is astonishing, Nunc of "1 
its front· page stories overlap with the white newspapers, except At a black fa~ily funeral, those of other races can find whatcI'er wel-
mention of disturbances in Nhal is known thl'n as the Anglo. come they deserve: curiosity-seekers will be snubbed, roI\'dy gate-
Egyptian Soudan. crashers will be thrcatenl-d and expelled, those extending genuine 

A long story discusses a Mr. M,lf(uS G3rvey,a black nationalist, 
photographed in flamborant military costume. Another, by-lined 
by a 1I1r. Du Bois of the NAACP, discusses the sharecropping system 
in the South, and its implications for Africao·,\merican health, 
education, and general livelihood. Other stories discuss black inter· 
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sympathies will be apprrciatcd,and the bereaved will be consoled. Ll'l 
the investigators find their own depth. 

At some point someone may casually ask the player-characters' 
relation to the deceased. II is a natural question. Whatever infor­
mation the investigators givc passes quickly through the crowd. 

OrAD MAN SrQMP 



After the fLineml is over, six pallbearers emerge from the hal1~ ~er 
carrying a long pine coffin. Two black policemen on motorcycles 
lead the way and control traffic at intersections. Members of the 5- Dllring the disturbance, ask for another Spot Hidden. A success 
Star band strike up ''I'll See You on Judgment Day",and the mourn- notices a short white man in a bro,,'n sLlit.lie backs away and walks 

, II' b h' d briskly to ~ waiting gray Packard. Investigators who were in the ers,a 1Il em. 

Mort' pt'ople join in as the procession moves through the 
streets toward the cemetery. The 5·Stars play slow and soulful 
renditions, hymn after hymn. Thr musicians walk in ~ line 
behind the coffin, with Wrster in front and the drummer in the 
r<'a r, his bass drum strapped to his chest. All maintain a serious 
Jnd noblt' bearillg. 

Passing some storefronts, the investigators haw a special fl'el ­
ing of being watched. A succes~ful Spot llidden roll distinguishes 
leroy Turner in a doorway across the street, smoking and wmching 
the parade pass by, but identifying Turner does not extinguish the 
sense that someone else watches with ominous interest. 

Turner extingllishcs the cig~rcne and steps out, lifting his 
trumpet as the band strikes up "Closer Walk With Thee." He comes 
up alongsidl' Wester, puts the horn 10 his lips, and starts to blow 
melancholy notes in fine counterpoint to \\'l!Sll'r'S cornet. A rolling 
murnlLlr through the crOl,'d tt'stifies to the music's beauty. 

But not twenty sl'conds after Turner's trumpet sounds, n suc­
cessful Listen roll detects moaning from inside the coffin. Hearing 
this costs 0/1 D2 Sanity points. 

~~~;:::~"~:: ~:':h~;~:;r;o ,h;ft, S'ml,d, 
the), look at each other in confusion and alarm. The crowd gasps, 
and th<' lllusic dies. Then the coffin lid smashes opeH.As the bear­
ers drop their burden and pull back, the late Frederick Fayette 
emerges- gra)', puffy, bewildered. Shrieks, screams, and astonish · 
ment are general. Sanity cost to witness this is 011 D6 Sanity points. 

Various hands reach out to Iry to help Fa)'ette, who continues to 
move and look about wildl),- Whoever would keep him calm needs 
successful DlOO rolls of STR x5 or less. 

li?zie Fayette sleps in fmllt of her dead husbJnd, and lifts her 
mourning I"eil. Her cheeks art' wet with tears, and she whispers 
uFreddie, is that )'Oil?" fayette stops, lurches forward, looks tlI her in 
shock and begins to realize his situation. He throws back hi,> head, 
and give$ a terrible scream. He collapses at the knees of his wife, 
rremblinganns folded round them, and he does not move. I Ie is dead 
again, and does not revive. 

Clamor ~weeps the crowd, and an.ger begins to spark against the 
mortician., Mr. Dupuy, and t\\'o assistants who have accompanied the 
procession. The words most often hCiu-d are"Burit'd alive!" With the 
aid of police, these three escape injury. 

The investigators may be able Itl intl'rl'cne, using their Fast 
Talks or Credit Ratings. Any good-faith errort gains them favor 
among those present. Mitch Wester may recogni7.c them from the 
night before. 

Blue He:1wn last night recognize the man as Pete Manusco's nHlT­
derer. The gra)' Packard is gonl' before any iOl'estigator can tight 
thmugh the crowd to reach it. Joey l arson has been tailing the 
investigatof5. The)' got a good look ~t his face last night. Now he's 
nl'rVOU5 aod beginning to think maybe he ought to take care of 
them. Having wilnessed Fareue's rt'surTection in the same fashion 
as thilt of Manusco, he s(urries to lel1 Boss llonalO what he saw. 

~::~i;~~:'~:m" ";p' ''''Y d",;og 'h' '"m"it, T .. md, 
trump\-1-playing has twice seemed to awake the dead-an unusual 
talent. If an investigator asks for 3 chat, Turner agrt'cs, at the price of 
a drink. lie leads the investigators to a neighborhood speakeasy. 

lie is bewildered by the events of the last day.~! played trumpet 
for ren )'ear. Ain't nothin' happened like this:' An)' sympathetic or 
perceptive remark gets him stJrted talking. 

His new trumpet was giren to him by no less than I\lr. lOllis 
Armstrong. A iew days before, Turner was playing with a scratch 
band and, when h~ went outside for a recier, Armstrollg 
approached him in the alley. "You're such a good player, Leroy, that 
I want youlo hal'e one of m)' horns." Armstrong gavt' him the trum· 
pet on the spot. 

A successful Psychology roll agrees that rhe el'e11ltook place as 
Turner relates it, but that he noti(ed something more. If asked, 
Turna adds: "1">lr. Armstrong's eyes, man, they looked like they was 
pools of blackness. Real strange!"Turner does not repeat what else 
he suddenly remembers ArmstronglN)'artalhotcp as saying- "You 
blow this horn, baby, you'll wake the dead!" 

Inste-ad of three vah'es, the tTLImpet has four. Its silver finish is 
crackled, like snake or alligator hide. And inside- the bell of the 
trumpet can be seen an encircling ring of strange symbols-nei· 
ther Occult nor Cthulhu f..·I),thos rolls decipher them. 

Turne-r will not sell or lend the horn. "This horn is my living. It 
S"",,'5 my body and soul together. I ain't fount! no trumpet good as 
this." 

'INvest1,\IIt1N,\ lero~ iu rNer 
'1\lith Bargai¢1:ast Talk\-Pt'rsuade,oricrt'dit Raring rolls, and some­
times a linl<, money, the investigators can learn something about 
Leroy Turner over the next day or so, cspeciaUr if they arc polit~ 
and friendly. Mentioning the- Fa),etle funeral and the reml"akt'lling 
g11'es them information to t')(change. Rumor abOtlt that affair is 
rampant. Alternatively, if an acquaintance with 1">lit,h Wester has 
been established, al! the information could come from him. Leroy 
Turner is not popular in the communit)', even among the musi · 
cians-he's too irresponsible. When he gets a gig, a week later he 
goes on a bender and loses it. What he says he'll do, he don't. 
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But peoplt' hal'e S01l1l' sympnthy. Turner's heaT! is broken­
after they'd come up together fro m New Orleans two ),ears ago, his 
IDI'er Marnie Smeaton was run orer and killed. The gray car didn't 
stop. Folks think it was college boys. 

Turner lives in a tiny room on 174th Street. Heowns nne trum­
pet,two 5uit-s. three shirts, four bmes of sheet music, and a framed 
photograph of a smiling young "'omall. 

00r . loui51rl\ytroN~ 
~~~ the intercession of a black theatr ftlal agency, the inl'estigators 
can get through to Mr. Armstrong. To complete the conncction, they 
need a pocketful of quarters and two successful roJls among Fast 
Talk. Credit Rating, or Luck. Armstrong lil'ed in Chicago 1922-24. 
played with King Oliver 1924-25, was in New York with Fletcher 
Henderson, and n:turned to Chicago in 1925. 

Louis Armstrong is good-nutured but bafArd by thc questions. 
Hc's heard of Leroy Turner, but never heard him play. He didn't gil'e 
anyone a trumpet. 

Sce the box "A Kidnaping,~ on the next page. 

~:o~~r;::: t~:~J,,'d ,hlp"""" of ifqo", 'mm 
out of to'~n. Two heal'y trucks '~ait inside to b~ un-loadt'd. and 
they offer co,·er to following investigators. The wide room ut the 
rear of the garage has bl'cn converted into art office and h3rtgouL 
The shop backs lip on an alley; the blinds are drawn, but their 
paper is old and ragged. JllI'cstigators in the alley can see and hear 
what goes 011 inside. Or they can enter and orerhear via the 
unguarded front door. 

Give them plenty of chances to interrupt what follows. 

Turner is brought in through the garage, into the office, and 
tied to ~ chair. His hands and Jrms art' left free. Thty hand him his 
trumpet. To one side stands Joey Larson. Two other gangsters stand 
about, deferring to the fifth and last man in the building, Archie 
Bonato, a big man in shirtsleeves, pufting a gigantic Havana cigar. 

The intent of the scene is to confront Turner with the pO"'cr of 
his horn. which will drive him insane. 

Boss Bonato asks Joey if this is the buy, and Joey s~ys yes, 
Bonato asks loey to repeat what he saw.locy describes the funeral 
and how dead Freddie Fayette got up imd walked. Joey <ldds that 
Laurette, Joey's black girlfriend, says that this is from "oodoo, and 
that the gang can lise it. Bonato hums and puffs for (\ while, then 
asks if Joey's sllre. Joey says he is. 

"No scrt'w-ups, loey, like you did with Manusco.~ 

Joey says. ~Nu way, bU5S.~ 

"That was a dumb piece of work, Joey. Keeping Blue Hea'·en 
dosed is costing me dough- all you had to do was to warn the guy, 
loey. Now I gotta get a new accountant:' 

Boss Bonato hums a bit more, and a flicker of expression pass­
es between him and the gunmen to either side of Joey LarSOIl. 
"Okay, loey, ['11 bite on what you su)':' He looks at Joey's hands. "J 
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want you 10 shoot )'oursclf.~ The room is silent . loey Larson twi tch­
es, but doesn·t mo~·e. 

"Look, joe)" this here black boy can bring you back to life, lik(' 
)'OU say_What's the problem? Shoot yourself' 

When Larson still doesn't act, Boss Bonato tells little Jimmy to 
do it. In dire peril, Larson tries to pull his long-barreled AS,but th .. 
Boss easily shoots first, thell puts a second sh(lt throllgh loey·s 
heart to be sure. Little Jimmy bends ol'Cr the dripping corpse. "I Je's 
dead, Boss." 

Archie the Boss shakes his head. "Joe)', I always told you that 
gun was too big for a fast draw."' He turns to Leroy Turner. "Oka)', 
jazz man, blow." 

Turner swallows hard, then starts up "High Society:' Seconds 
pass. Joey twitches. Then he slowly rises. E,·er)'body swears, includ· 
ing Leroy Turner, but Archie the Boss tells him to keep playing. 
Larson lurches toward Bonato, spitting 111000. lillie Jimmy opens 
up with his tommy gun, and emptit's twenty rOllnds into loey 
Larson's corpse. Turner giggles ilnd plays "Tiger Rag", while the 
walking corpse dances and jerks. The heal,), slugs cut up the former 
Joey and rip him apart. Btillets \~hine around the room, the smdl of 
bloud and CIl rditc is thick. The tommy gun is empty. Larson is all 
over the floor and the walls. Silently the boys cross themselvC5 and 
pour drinks. \~hile ATl:hie the Boss swears in disbelief, Sanity loss 
for this SCl'nc is 11106 points. 

Did the invtstigators do <lnything to distract the thugs? Ii no!, per­
haps the mobsters are so shaken that they cut Turner's ropes, push 
the sweating, shaking man out the door, ,md try to forget about 
this, 

Or maybe Bonato thinks Turner might be userul. Ill' givcs the 
giggling, unn::sistingjazz man to Litt le Jimmy, and tells him to to(k. 
Leroy in the cellar of Mama Changclle's. a brothel that Bonato owns. 
On the "'ay, though. Turner jumps out or the car and diS<lppears 
into the crowd, stopping rtOW and then to play ~ few bars. 

Or maybe the investigators find some honest police who come 
011 the scene be!ore the mess is cleaned up. In that case, the gang­
ster are arrested. Among the evidence at the scene arc the incrimi­
nating "B" files from Manusco's office. 

In any case, whether he escapes from Bonato, from the investi­
gators, or from the police, the deranged Lero), Turner makes his 
way to Alarnie's SmealOn's tombstone. 

~:~,~:1: ~ro~':'~~fI,,"g He ""PP'''' 1o" 'he "'y. If 'he 
investigators don't glless, an Idea roll suggests that Turner. noll' 
insane, has gone to the cemetery to raise his love. Mamie $meaton 
may be dead and in her grave, bm her true love has the means to 
bring her back. Eren aft<'r a couple of ),ears there'U be something III 
animate. No matter how quickly the investigators figure this out, 
Leroy Turner alwlIYs beats them to the (emetery. 
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There, the caretaker can find her plot or perhaps they spot 
Turn('r's long, ('ager strides from hundreds of yards distant. 
[)escriptions and luck or Spot Hidden rolls might draw out the 
suspense. When they get there, Turner is poised n('ar Marni(' 
Smeaton's gral"(', trumpet lipped, ch('cks Oexed, foot ready to mark 
tim('. ~Folks, this next number is for M;lrni('~ he mumbles, and 
starts to play. 

He plays for the waste of his life, for his 10l'e of booze, for the 
music he'll never make, for the 105s of Marnie, for everything he's 
left undone or been cheated of. The trumpet notes have a sad 
sweetness, as light and as ddt as life itsdf. The call is irresistable. 

The ground stirs; the wing of a marble angel cracks and falls 
away; a slate lombstone [ilts and crumblrs. Wh('rewr Turner's trum­
pet reaches, the dead groan and reml'mber. Marnie Smeaton hears 
her lover pIa)', and strugglcs upward, a wrinkled. dessicated shape 
not living and not dead. In every direction come sounds of creaking 
and stirring, waking and shifting. Thc dead are rising. Loss to be here 
is 011 03 Sanity points. 

Turner comes to his senses, and sets what is happening. If h(' 
can get away, he dot's, bounding ol'er heaving graws and shudder­
ing slabs, and pasltombs grinding open. When he has space to play 
again , hed~. 

If Turner is falall)' shot or stabbrd, he staggers back, puts [he 
horn to his bloody lips, shuts his eyes. and blows. A harsh notc peals 
forth, his life's breath. He dies, hut the echo resurrects him-hc 
kecps blowing. Dead now, he llecd spure no air for breathing, so that 
th~ terrible notes continue, growling, resonant. and infinite. The 
trumpet call grows stronger, until its force pulverizes headStones 
and shutters mausoleum doors. Witnessing Turner's undeath COSIS 

1/1 [)6 Sani[y pomlS. 

Dead or alil'e, Torner plap on, until the whole cemetery strug­
gles free and rises, each s[umbling corpse remembering him or her 
who failed them, each dancing and staggering toward a separate 
doudy vengeance, in each the notion of vengeance widening and 
expanding tu encompass more and more of the living.lm'cstigators 
now lose 1 [)6/1 010 Sani!)' points, and risk being attackt'd by ran · 
dom riH'n dead. 

l.ooking on from the void, Nyarlatholcp howls with laughter. 
Righi to the center of the cosmos. to [h(' court of Aza[ho[h, Turner's 
trllmpet Tl'aches. blending indissolobly lI'ith the blind and idiot 
chorus of squealing charnell1utes, 

C ONc lusioN 
If the corpses in thc cemetery rise, the keeper detl'rmines their dis­
position, and holY the living perceive them. Tales of this 3l1"akl'ning 
aft.' counted [he ravings of lunatics. Authori ties ascribe the dis· 
turbed graves to vandals. 

If the inl'estiga[ors stop Turner. btU kill him in the process, 
charge them I D3 Sanity points. If Turner is stoppt'd and still 
lives, grant 206 Sanity points. [)emo)'ing the trumpet gains 1 
Sanity point 

Turning in Boss Bonato at the murder sune gains 103 Sanity 
points and a SI.OOO re\"urd from police to share, but in the <'nd 
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onl)' Little Jimmy is conl"icted of l1l'lnsh1Ught~r and possession uf 
a con(('aled weapon_ He gets out del"en months later. The Blue 
Heaven re-opens in ten days, ne\\'ly painted and carpeted, readr 
for business. 

If he sur\'il'ts, leroy Torner .spends J lifetime in an asylum, com­
pletely and irri'\'Ot.""3bly mad. silently playing for AZlthoth's court, 
wailing l'3ch night tor his loving Marnie to come to cal!. 

[f their relations have been goolL a few weeks later Wester 
send~ the im·t'stigatllrs a copy of the first record by the 5·Star band, 
m~dc d(I)'s before Manllsco's murder. One side, "Dead Man Stdmp:' 
featuf(S ,I solo by Lt'roy Turner on trumpe\. 

St IltiStiCS 

The statistics occur in their xl'nario order. Those raised irom [he 
dead are zombies. Each lost'S (lnly (lne hit point from a bullet or 
impaling weapon anack. All other attacks 111m" half rulkd dam· 
agc.'. Ea~h continues to attack until hacked apart at zero hit points. 
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II zombit nominally cOSts 011 D8 Sanity poi ms to see. Consider the 
actual condition of the corpse in charging Sanity. Seeing many 
7.ombies, the maximum Sanity point cost is 8 points. 

LEROY TURNER, Age 28, Alcoholic Sideman 
STR 12 CO:-ll4 SIZ 16 I~'" II I'OW 09 
DEX 18 APP 10 EDU 09 SAN 39 HI' IS 
Damage Ronus;+ ID4. 
W~pons: Fist/Punch 5O%,damage 103 + db 
Unholy Trumpet 92%.25 hp. music raises the drad 
Skills: Hold Liquor 659b.lmprovise Music 72%, !'Iay Trum~t 92%. 

JOEY LARSON, Age 24, Gunsel 
STR J2 CONI! SIZ08 
DEX 16 APP 07 E.DU 11 
Damage Bonus: none. 

lNT 10 
SAN 23 

POW 07 
HI' 10 

Weapons: .45 Long·Barrelt-d Revol\'er 60%, damage 1010 + 2 
Thompson Submachine Gun 45%, damage 10 10 + 2 
SwilChbbde Knife 64%, damage 104 

PETE MANUSCO, Age 40, Zombie Accountant 
STR 17 CON IS SlZI1 INTO POW 01 
l>EX 06 API' 06 muD SAND 
Damage Honus: + I 1>4. 
Weapons: FistJPun;:h 30%, damage 103 + db 
Grapple 25%, damage spedaJ 

MITCH WESTER, Age 39, Band Leader 
STRI4 CON 14 SIllS INTIS 
DEX 13 " I'P 13 
Damage Bonus: +11>4. 
Weapons: none. 

EDU 10 SAN 8; 

HP 1) 

POwn 
HI' 15 

Skills: Compo~ 48%, Fast Talk 43~. Firsl Aid 41%, ITrsuack 67%, 
Play Cornet 77%. Psy{;holog)' 36Qi, Sing 54%, Spol Hidden 52%. 

ROGER DA NIELS, Age 31, G-Man 
STR 13 CON 12 SIZ 15 
DEX 11 AP Il 11 EOU IS 
Damage Honu5: +104. 

INT 16 
SAN 65 

Weapons: .38 RCI"olvc r 50%, damage ID tO 
GT:l pplc 50%, damage spt'Cial 
I:ist/Punch 60%, damage ID3 + Jb 

?OW \3 
HI' 14 

Skills: Ac~"Ount ing 45%, Driw Automobile 60%, Law 55%, Listen 
67%, Persuade 47%. Pharmacy 15%, Spot rlidden 62%, Track 13%. 

FREDDIE FAYETTE, Age 27, Zombie Moving Man 
STR 24 CON 27 SIZ 17 INT 0 POW 01 
DEX07 APP06 EOUO SAN 0 HP22 
Damage Bonus: +206. 
Weapons: Thronle 35%,damage lOS 
GrJpple }5%, damage special 
FistlPunch 20%,damagc 103 + db 

ARCHIE The Boss BONATO, Age 46 
STR \3 CO~ 16 SIZ IS INT 13 
DEX 14 ApP 09 EOU 12 SAN 4i 
Damage 8onu$:+I))'1. 

POwn 
HP 16 

Wcapons: .45 Snub·No~ Rc· .. oIver 60%. damage I DIO .,. 2 
FistlPunch &I%, damagc 103 of db 
Skills: Fast Talk 71%, Find 601\0m Line 59%, law 13%. Listen 48%, 
Sneer 78%, Spot Hidden 51%. 
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LITTLE JIMMY FOSTER, Agc 34,Gel-Away Man 
STR 17 CON 17 SIZ 18 INT 10 POW 14 
DEXI2 APP08 EDU10 SAN61 HPl8 
Damage Bonus: +106. 
WC'3POn.s: Thompson Submachine Gun 73%,damagt' 10 10 + ! 
Brass Knuckles 58%, damage 103+2 + db 
BaS(ball &t 52%,damagt' 108 + db 

JOEY LARSON,Agc 24, Zombie Creep 
STR 18 CO:-ll7 SilOS INTO 
DEX08 APPO} EDUO SANO 
Damage Honu5: of I D4. 
Weapon: Grappl!.' 25%, dumage spt"cial 

LEROY TURNER, Age 28, Zombic Trumpeter 
STR 18 CON 21 SIZ 16 INTO 
]}EX 09 API' as EDUO SAN 0 
Damage BonllS: + 1 ])6. 
Weapons: Grapple 25%, damage special 

?OWO I 
HP 13 

POW 01 
HP 19 

Un l1Qly Truillpet 100%.25 hit points. Illusic r3 i s~s the dead 

SIX POLICEMEN 
51" CON Sll DEX POll' HP 

BRIAN 13 " 14 16 II " MARK 17 14 13 11 " 14 

IAN 13 11 11 " 09 " OY1..AN 11 " 15 " 10 13 
OA\'1]) " 13 13 10 " 13 
BIl.l " 10 11 I)I! " " Damage Bonus: 1 I ().] 

Weapons: .38 Revolver '10%, damagt' 1010 
Billy Club40%,Jamag<" 106 + db 
Grapple 40%,damaSt special 

SIX MOSSfERS or FUNERAL-GOERS 
STR CON 51Z OEX POIV liP 

FRAC,Gl E II 11 12 " 10 12 
JENNIFER 12 14 ,., 10 " 14 
FERGIE 12 " " " " 13 
JOHN II " 15 16 11 15 

RECoIl! 12 17 17 12 09 17 
,\IATT 14 12 12 08 IS 12 
Damage Bonus: I! D4. 
Weapons: .38 Revolver 35%. dam~ge J DID (mobsters only) 
Club 40%, d,unagt.' 1])6 + db 
Fist/Punch 40%. damngt' 103 +db (nil) 

SIX RI SEN DEAD 

ST' CON 51l DEX POIV HP 
SPENCER " 21 14 09 OJ " NICK " 15 14 07 01 15 
OONYE 21 21 18 06 01 10 
SOI.O.\IQN 21 18 14 06 01 16 

MAJOR ZJ ,. 16 OS 0' 10 
JORDAN 27 I; 10 "" OJ 14 

Damage Bonus: + 11.>6. 
Weapons: Grapple 25%, ~amJgo.' sp«ial 
Bite 20'1f1, damuge I D2 <. 

IJ I \ f) M \ t-. "T 0 ~t ... 





Afkham, its environs, and several e~'enls of note. 
Arkham would be a good place to base a Cau of 

Cthulhu campaign. The CompiAct Arkham Unveifai and 
Afi£ktl1ollic UlIn'ffsity, detail Arkham. Books such as Dead 
Rukonings, Escape [roll/ l/lmll/oUlh, and Adventurrs in 
Arkham Country contain more information. 

Arkham, Massachusetts, is five miles north of Salem, 
and twenty miles north of Boston. Its population is 22,562. 
Arkham was settled in 1692, and incorporated in 1699. 
Trxlilrs form the bulk of its present industry, but more and 
more it is becoming a genteel residential suburb of Boston. 
Arkham is the home of Miskatonic University and the 
point of departure for classic !.ovccraft stories such as 
~The Mountains of Madness", "The Dunwich Horror', and 
"The Shadow Out of Time". 

Sites iN JG:1J;l\n\ 
I: Arrnilllgt! House--417 W. Miwlonic A\'enue., SE oorner of 
West SI. Henf')' Armit'*Se is tnt Unr.'ersity librarian who rrrog­
nius the threat ~ by the "'hatdtys of DullWich and,a«onl­
JXlnied by Profs. Ria and Morgan, goes thrrt 10 SlOP W inVl)Ol­
tion of'Yog·Sothoth. ~ the stOf)'''The Dunwich Horror." 

2: Arkham Advrr,iser-389 W. Armitage Street (at West). One of 
two cornptting daily ncwspapm in lown. 

J: Arkham Bus 5lation--411 N. West Street (at W. High Lane). 
Connect~ to B<bton,Salcm, Newburyport, Deans Comers,and 
Kinssport,amongother~. This bus line does not go 10 
Inn~mouth; for that. see rnnsmouth Bus Stop, below. 

4: Ar/chllln GIIU'ttt-J50 W. Hyde Street (between Jenkin and 
Brown). One (,ftwo competing daily newspapers in town. 

5: Arkhllln Public Libmry-630 Marsh Street (NE corner of 
~tJrsh at Hyde). 

6 .. Arkhllm Sanirnr;UIII-255 E. Dero,' Street (at fTabody). 

7: Boslon 6- Maine RR IHpot -298 W. High !.anr. Direct con­
Il«IiOl1 to B<bltln, and points north and south. 

8:Court House and /ail--6l,6 No Peabody A"roue (NW corrtn' 
of Hydcand Pt.iliody). 

9: Fire lHpIIrtme"t--418 E.Armilagt' SUM (at SE corner of 
fTabody). 

10: HOItl MisJctl lOllic-200 block, \Y. CoIIcge Sueet. Offers tnt 
1x:~t lodging in Arltham.At moe storits.Art.ham's tallbl building. 

I I : III/umouth Bus Stop-i05 Dyer Street t W comer at 
Curv.cnJ.)<x Sargtnt pid;s up htrc twia daily.40 cents ()fit way. 

11; Lllbon SlrrtWSbury HoUH-f98 W. Curwen Sl:r«1 (at West 
~I.). He disapp<arcd in 1915.Among his publications are the 

Trllil of Ctlwihu, by August Derleth. 

13: Ntl tional Guard Armory-S60 Marsh Strttt (SE corner at 

"""). 
lot ~QSln hOUH-S83 Crane Str«t (midway Ixtwttn 
Boundary and West, oorlh sKkofCrant). Home of Nathaniel and 
Wingate Peasl«, who both go to Australia in 1935 10 investigatr 
photos of Slr.mgt slone blocks. See Ihr story~The Shadow Out of 
TlIllt.~ 

15: Post OJJire-487 N. Peabody Avenue (at SW comer of 
Armitagr). 

16: Old Arkhllm Grllvtytlrd: bctvown Lich, Parsonage,Church, 
and Ptabody. 

17: Unnamllble Honse-at 188 N. Boundary Street (betwttn 
Rivtr and Main). Visited by Randolph Carter and jod Manton in 
the Story"The Unnamabie," 

18: lVilmarlh House-l 18 W. Saltoostall Street In a r«ent trip 
to Vrrmont, Dr. Wilmarth confronted aliens from be)ood in"The 
\Vhisprrtr in DarkMss." 

19: Muh House-197 E. Pidman Slrttt (ar NW corner of 
ParSlIll. SI.) Here a brilliant )'OUng mal~malician, Waitti' 
Gilman, learn~ part of tht S«Ttb of Kttiah Mason,3 witdt. Ser 
"'The Dreams III the Witdt·House.-

0Oiskl\tONic U Niv<T5it'1 
~ren,e Annt.l' 
8; Scie/lu Hall 

C; liberal Arts 

D: Dormitor), 

£. Dorr"ilory 

F: Miskntonic Unil'ersit)' Library-a guard dog here kills 
Wilhur WhateJey when he breaks in to steal the Necrunomicon .. 
S«"The Ounwidl Horror.~ 

G: Prrsident ~ Home 

II: NuultylGraduatt Residences 

I: Do""it(1ty 

/: L«kslq hllll 

K: 51. Mllry~ TtaChing Hospital 

L: Miskatollie UnivtrSi'y Exhibit Museum--687WCoIIcge 
Street, SE rorner of West. 

At: Axlon Field House 6- stlldium-entire bloc\:: belween 
fIoundaf') and WnI,aoo Crnne and College 

N: Dtfln HalseySlalue--(1Op «Ilk'!' of campus) Hero of the ler­
rible typhoid eri,kmi( of 1905 Sce"Hcrbtrl \\esl­
Rt-animator,~ 

~.~ • e, " " " , 





To Dunwich-alwut 70 milN north­
west of Arkham. Near the VerlTlQnt 

border. Population 376, settled in 

1692. II small farming community. 

Formerly the site of several large lum· 

ber mills. Rumors persist concerning 

bizarre deaths here in the summer of 
1928: Ste tm- story"The Dunwich 

Horror." 

To Innsmouth-6.S milN northtaSl of Arkham. Population 367, fwOOed in 1643. Originally 

active in the China trade, this pun town launched many privatrers during the Revolutionary 

,",,'ar and the \\'arof 18t2. Fishing is the main industry today. A small gold rdinery uptrates. 

This is a (Uriousiy private t(!Wn, and many of the buildings in it a~ now abandoned.See 
HPL.:s S\ory"Tht Shoo()W ~r InnsIT\()uth.~ 

L---------------------t---j To Boynton Beach-a mik wuthfWt of 
lnnsmQuth. A few fisher families li~ hm: on 

a beach near the inlet's mouth. This settk· 

To Billington's Woods-o roupk c{ mi/e$ ncrth· 
west if A'*ham. The old Billington estate is on the 

south side of tbe Miskatonic Rivtr. Here are set m)'S· 

teries O)Il(eming a stone tower, a ooIored glass win· 

dow, and a m)'Sterious entity. S« 'fh( tuM at thl 
Threshold. by lIug\lSt Derleth and H. P.l..ovt<:raft. 

To Chapman Farm-a roupk of miln 

north of Arkham. Dr. Herbert Wrst acciden· 

tally burned down the farmhouse on this 

property. See "Herbert West-Reanimator: 

ment is dO;se to De-Yil RM.a danger to ship­

ping oddly un,dwrated in these pam. 

~ C"'.'" l'i,h Head Rock is at the north end of 
the beach, a massive rock g~atly eroded now, 

Cllrved by local shamans and their helpers 

long before the MayjJ<»WT landed. This broad 

outcrop reputedly ~presents the fISh people 
said to haunt thest> wdters. 

r ::;;rf---[ To Falcon Point-a smallfishing villag!' 
~ jwl wmh Pi fIoynton &arh. Population 

56, seulw in 1696. [t is named for the 

numerous rapton who line the high 

rocks anticipating the Iargt' schools of 

fish that regularly stir these waters into a 

frtn.ty. 

To Bla$ttd Heath-A milt orso west oflown.A 

me100nte lands on thc Nahum Gardncr farm. It 
contains a Slrange entity whid! gradually drains 

life for« from everything living in tho: vicinity. -1<----I"~ 
To Crowninshield Manor-half-mile east 

oflown (end of E. High St.). Home to 

FAward Pickman Derby and his wife, The only witness to it in the 19205 is a rustic 

fanner,Ammi Pierce, woo li"'!d nearby. Set 

"The CoIoor Out of Space." 

To Caner 

Afkham. lust west of the road to Salem and Boston, 

on the slopes of Elm Hill. The family manse of the 

Carters is in ruins since Randolph Carter,a war hero 

and promising author,disappeartd. See "The Sil~r 
Key", "Through the Gates of the Silver Key",and 

"The Dream·Quest of Unknown Kadath." 

To Snake's Dcn Ca~-The mouth opens in the 

dark woods near the Carter Mansion. Randolph 

Carter played here as a child. See the Lovecraft story 

"The Silvtr Key" 

'8 ' 

To Kingsport- IWO miln wuth Pi 
A,*"am Population 7834,fuulldcd in 1639, 

incorporattd in 1651. Horne pun of 

numerous privateers during the 
Revolutionary War. A summer rtS()rt and 

artist colony, the town retains much of its 

original archit«turt. Fishing is tile main 
industry. Set tho: stori<"S -The Festival" and 

"The Strange lIigh HO\lse in the Mist." 

r 

f-~* "'","h Derby was a poet and author of 
Alalhoth and Other Horrors.lovecraft 
chronicles the wuplc·s ultimately dcadly 

marriagt in "The Thingon the Doorstep." 

To Martin's Ekach-Ilo-o milN southeast of 
A'*"l1m. Population 867, first ~ttled in 1644. 

Fishing village,n(!W popular with tourist.! and 

summer people. Near tbe IT\()uth ofthc MiwtOIlk 

Rivtr, it commands a fill(' view of stony Kingspun 

llead. Many landscapes of that landmark ha\'~ 

been painted from Martin's Bnd! as the last light 

of day glimmers on the quaint building near its 

summit. This headland is the highest puinl on the 

Massachusett.! roast. 



Ut 

The followings dates art' from Lo\~craft's stories. Many, but nOi all, 
~re locattd in lovecraft Country. 

1877-Disappearance of Ihe Starry Wisdom cult ill Providence, 
Rhode [sland:~The Haunter of the Dark.~ 

May I l, 1878-A mystrrious mummy (oundon a nrwisland in 
the South PlIcifK by Captain Charles Wt'alh~Tb)' of the freighter 
bound from Wellington, New Zealand, to valparaiso. Dlile. 
Ddil'croo \0 the Cabot Museum in Roston: "Oul of the Aeons:" 

October 31, 1889-murder of Walker Davis by his crazed wife 
Audrey n<.'ar Binger, Oklahoma:"Thc Curse orYig." 

June, 1892-mystcrious meteorite falls in the yard of Nahum 
Gardner near Afkham: "The Colour Out of Space." 

1893-disappearance of Edwin Lillbridge, reporter for the 
Providence Telegram, during inl'tStigalion of the Starry Wisdom 
cult: MThe Haunter of the Dark." 

November I, 1907-swamp cult ntar New Orltans broken up by 
police raid and 47 prisonm taken:~The Call of Cthulhu." 

April 17, 1908-last sighting of Alonzo Typer bcl"ore his disap­
pearanct in the Van der Heyl mansion, Attica, New ~ork:KThe 
Diary of Alonzo Typcr.~ 

1908-m)'sterious stone figurine displayed at annual meeting of 
the American Archaeological Societl in St l ouis by Police 
Inspector John Raymond Legrassc: 'The Ca ll of Cthulhu: 

February 2, 1913-Wilbur Whateley born in DUIlwich (on 
Roodmas):~Th( Dun ..... ich Ilorror." 

May 17, 1922-Captain James P. Orne of the fishing smack Almo 
captures a one-~d marine creature of colossal silt, ..... hich is then 
preserl-ed, placed on display in Boslon, and an admission charged: 
~The Im'isible Monster: 

August 8, 1922-death of lames P. Orne and O\'cr a dozen others 
to drowning under mysterious circumslances: KThe Horror at 
Martin's Beach." 

Mid-October 191.3-death of Doctor Munoz. Nell' York City: 
KCooIAir." 

August I, 1924-&ath of old Willird W'hatelty, on Lammas. Ht is 
survil'ed by his daughter Lavinia and his grandson Wilbur:"The 
I)unwich Horror." 

August 8, 1924-death of Caplain Edward Nonys.in conjuJlCtion 
with the sudden madn~ of a Mr. Thornton.a psychic investigator. 
and of Mr.I>elapore.owner of Exham Priory. while in an under­
ground grotto beneath the priory. Months later, E~ham Priory is 
demolished: "The Rats in the Walls." 

March 23 through April 2, 1925-ntadness and del irium of the 
young sculptor Hen ry Anthony Wilcox after strange dreams. He 
recovers. wi th loss of memory. on ApriI2:~The Call of Cthulhu." 

April 2, 1925-crew of the Emmll traveling (rom Auckland. New 
Zealand, to \'alparaiso. Chile. encounter a strang( volcanic island. 
While on tht island, six crewmtn die, and another goes mad. 
Captain Gustaf Johansen is the only survil1)r-3 madman. he dies 
later aboard ship:"The Call of Cthulhu." 

1926-the promising poet Justin Geoffrey dies in a madhouse: 
"The Thing on the Doorstep.~ 

Cktober 31, 1926-Lavinia \\fhateky dies. She is survived by her 
illegitimate son Wilbur:"The Donwich Horror." 

Winter 1926- t927-death of G«Irge Gammell Angell. Professor­
Emeritus of Stmitic languages at Brown University. after jostling 
by a sailor: ~The Call of CthuJho.~ 

November 3, 1927-onprectdtmed Vermont floods carr)' strange 
bodies past obsen"t"rs:KThe Whisperer in Darkness." 

Winter 1927- 1928-gol'ernment investigatiol1 of Innsmoulh, and 
detonation of lI'aterfrontll"arehouses; a submarine discharges tOf­

pedoes off Del' iI's Reef: "The Shadow over Innsmouth." 

Early Augustl928-after being killed by a guard dog in the MU 
library. Wilbur \\fhate1ey's inhum:m mrpse dissoll'es: "The 
Dunwich Horror." 

August 1928-the ghost-mound neaT Binger, Oklahoma. is par­
tially excal'3ted by an ethnologist sp«ialiling in American Indian 
lore. but the ethnologist inexplkably refuses to do more than dig 
some preliminary $(:ralChes: ~The Mound.-

September 9 10 IS, 1928-Proft>Ssors Armitage. Rice, and Morgan 
from Miskatonic University dispel the Dunwich Horror on 
Saturday, the 15th of September: "The Dunwich Horror." 

September 12, 1928-Albert Wilmarth from t.liskJtonic 
Unil'ersity I'[sits Henry Akeley. Akeley disappears and Wilmarth 
flees: "The Whispercr in Darkness." 

September 20, 19JO-the Miskatonic Unil"t"rsi ty Expedition to 
Anlarctica sets sail from Boston aboard the brig Afkhom: KAt the 
Moumains of Madness.~ 

9 Nm'ember, 19lO-the M.U.Antarctic expedition pUIS ashore in 
McMurdo Sound:~At the Mountains of Madness." 

January 22, 1931 -Prof. Lake and companions fly far inland, 
there discovering unknown life forms. but radio communicalio~ 
Ct3ses: MAt the Mountains of Madness ;M 

September 2, 1931 -death of not~-d entomologist Henry Sargent 
Moore. Professor al Columbia University, NY. from sleeping ~ick­
ness of an especially vi rulent natu re:~Winged Death.M 

January 23, 1932-death of noted doctor and entomologist 
Thomas Slauenwite, in Bloemfontain, South Africa. from heatt fail­
ure:KWin~ Death." 

December I, 1932-two apparent thieves found mysteriously 
dead in Cabot Museum. Boston,evidently dying \\'hilc trying to 
steal the Eridanus mummy delil'cred to the museum in 1878: KOut 
of the AeoI\S.~ 

December 8, 1932-autopsy performl-d on mysterious Eridanus 
mummy. found in 1878. Results hushed up and nel't:r released: 
"Out of the Arons." 

July 17, 1935-archarological upedition to Australia ends. It was 
headed by Nathaniel Wingatt Peaslee. \I'ho was an amnesiac from 
1908·1913.lIiskatonic U. funded the uptdi tion: ~The Shadow Oul 
ofTIme.~ ~{ 

LO'rrR,\rT'~ SrURII'l 



hrse ru les offer reSolu lions for 5imple ( has;.';; and other si lua· 
lions im'o!ving wheelt>d vehicles. They ~re bcst played wilh two 
I·ehides. The kct'per should change or augment these ideas as 

desired. 

Sequence Per Game ROllnd: (1) speed change of vehicles, if any; (2) 

vehicles maneuI'cr and check for crashes; (3) ind ividual characters 
mOl'e or act on DEX rank. 

S::e~~~el~:maximum sustainable Speed uf th~ ve hicle. A vehi­
cle may Iravel al top Speed or at any lesser Speed. All 1'l'hidf'S sta r! at 
Speed O. and aC(elerate up 10 travel speed. 

Range: Ihe relative inlen'al between moving vehides. There are fil'e 
Ranges,as shown on the Vehicle Range Track. For el'er)' Speed faster 
than an opponent, J I'ehicle can I1\ove one Range doser to or further 
from the other vehicle per round of play-if ah~ad, Ihe leading vehi· 
cle moves fmlher from the pursuer; if behind, Ihe pursuer mOI'CS one 
Range doser. 

Accelerate, Decelemte: a ..chid,' can accelerate/decele rate "x Speeds 
per round-the ilkrcedes-Benz SSK, for iostancf', wilh 4X rafl 
increase or decrease by 4 Speeds in a siflgle round. 

IIlmdling: ease 3fld respoflsil'cfless of maneul'er. Ad.! or sublracl 
rated handling for the vehicle from the characrer's Dri\'\' skill. See the 
Vehicles Table for this modifier. 

Maneu vers: fai li ng a Inaneuver, roll on the Trouble Table. 

Turn: a turn may require a vehide 10 decelerate by 1 Speed or more. A 
V-turn al .... ·ays n:qui rrs a I'ehick 10 slow to Spf'ed l. Success is auto­
malic. part of normal driviog. 

Higll-Speed Tum: lower the Drive skill by 10 perceotilcs, theo 
attempt a Dri\'~ roll. Sliccess allo .... ·s the turn without dccelcratiog. 

Bootlegger RRverse: lo .... w the Drive skill b)' 25 peTCf'llliles. lheo attempt 
a Drive roll. Success sets the vehicle in a skid which concludes with the 
vehicle facing in the opposite direct ion. The whidr is Ihen moving for­
Ward at Speed 2 in the neKI round. Cannol be performed wilh horse­
drawn vehicles. 

Ram, Collide: Ihe l'ehide is caused 10 smash into or side-swipe a 
moviflS or stalionary target. A ram doe:; I D6 hit points of damage 10 
Ihe vehicle or "chides for the relatil'e Speeds of the impa.::t; affected 
characters in the vehicil's lose !O3 hit points per Speed. 

Swen'e, Evade: I"ilh a successful Drive roll , the dril'er can evade any 
single Ram, Throw. Climh, Jump, fi rearms attack. etc, bUI nOI more 
than one in a mUlid. 

~~:~5 T~::~~,Q'h" po'"'' fm" ,""e<y of moody. "''"'' 
vehicle colJ ides or is rammed. sublmcl the rolled damage from its hil 
point s. When damage is more Ihan half its hit poifltS. hall'e its lop 
sp~C'd. When il has 5 hit points or fewer, il (eases to function. 
Successfu l Mechanical Repair can reSWre 106+4 hit poiots to a dam­
~ged I'ehide. in the same number of hours. If a vehicle takes damage. 
Ihe kcepcr may al his or her oplion call for ~ roll (lfl the Trouble Table. 

~::;~~~,:.~:.:~,~:., "",d 00 "hid" "d ""'mp' 
10 move one 10 another. Ilake any Climb, Jump. Grapple, etc., skill 
rolls in such situations; allow a DEX x3 rolt or a Luck m11 lo grab 
something in case of a missed movement. For firearms attacks,sec 
Vehicle Range Tra(k. 

In the 18':1()s. the principle streets of siZ.1hk tOWIlS and ci ties were 
pawd, bUI ewn ne~rby residential ~reas might be linked by dirt 
streets. Country roads were uniformly dirt. Bridges wcre scarce: 
stream crossings 1I'0uid be by ford, and major rivers .... 'ould be by 
ferr),. Long diS1ance trarel 1'-dS accomplisht>d by railroad or ship. 

In the 1920s, cilY and town streets arc st ill \11'0 lanes, one in each 
di rection. Major intersections are controlled b)' 1f;lffic officers. Back 
streets are st ill unpaved, si ngle-car-width Iracks. illain country roads 
are very narrow, frequently curving. Shoulders acc uodcaced and 
unmarked. Turnouts are rare. Direction signs and crossroads 3re 
unmarked. Farm animals and farm machin~rr will he encountered. 

%~·Ckl\:-lN ~ ITl\ck 
,how ositioll lI'ilh coins or other markers 

SIDE BY SIDE 

RANGE 1 

284 

jirellrmSll1 

mmniliskill 

2 CAR­
LENGTHS 

RANGE 2 

hall'e jiff/InIlS s~-ill 

CLOSE 

RANGE 3 

ol1~-qllllrter 

firearms skill 

IN SIGHT 

RANGE 4 

allowOl% 
{hI/lice /0 hil 

OUT OF SIGHT 

RANGE 5 

110 {hall{e to Ilil 

\lH"lf ( It \. " I ... 
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USi' Witi'll Q mOntUl'l!r is failed or II l'tlric/f is damaged. If a result 
grFIUt'T 1/IIW /0 is (ailed for, roll an (IIlditiomriliml' and IIU both 
/'tillili. 

D/o r/'lull 

1 - FIll! Tire or Cracked Wh eel: slows I·thid/, to Speed I 
unti l changed or rt'paired. 

2 - Engine Damage or Broken Hrmless: slows ,-ehidf by l 
additional Speeds tach round until SlOpped. Then can­
na! start without a successful Mcchanicallkpair roll. 

3- Gas TOllk Prmctured or Dead Horse: no cff&! until sec­
ond hit. Repla(~ gas tank and fud, or replace horse. 

4- 6 Skid: lower Dri\'\~ skill by 20 percentiles in next round 
only. 

7 - Fishtai/: lower Drive skill by 10 ptruntiles in next 
round only. 

8 - Fishfllil: lower Drive skill b)' IS ptrcentiles in neIl 
round only, roll on table again, and add 2 10 thl' result. 

9- Bml Fishtail: lower Drive skill by 30 pt'rcenti1es in nexl 

round only. roll on table again and add 4 to result. 

10- Roll: vehicle careens off road, rolling once per Speed 
traveled. Each roll does 203 damage to vehicle, and J 03 

to each passenger (J D6 to horse-drawn passengers who 
3rt hurled free of the vehicle on its first roll). For auto­
mobiles, allow a Itn percent chance of a gasoline explo­
sion. 

dirt road .1Q 

limbs, rocks ·20 

snow 
lun'downhlll rade 10 
Oallire ·10 

·10 
'l-tlturn Hl 

·10 
ram .]() 

·10 
al 1nJ~::' eed 10 

\IIIIfll H \ Ioi, I 

mil.( hit hlm,/ dr,..n 6- (lrrd/ 
Spml li,,~ P"$WII~m ritetl 

,addle h/lr~c 2 20 20 1 2X 
2 20 15 1+IIRBs IX 

• 2 \(1 ·1 2+4 IX 
3S · 1 I Homt NA 

8 10 7 4tlWs 3X 
10 II 2+RBs 4X 

ModelT Ford j 25 2 5+RBs IX 
Palkard Str SIX -; 40 0 ~+ 11.1" 2X 
6'lOn Truck 10 ., 3 (cab) IX 
lIarkdJM"luf(ldr l~ III III I(H) 8(b)X 

Con·tlle SR IS 15 1+1 8X 
lauru' 11 1U 12 ~ 7X 

11 II 3 (cab) 7X 
9 '1() 4 \I,all) 4X 

Sample Vehicle Record 
\·thidt __________________ _ 

drivcr ________________ _ 

Dri\'t skill'" _____ _ max Speed ____ _ 

accd/dLwl. _____ _ vehicle hil poim5 ___ _ 

hnndling modifier (urrenl speed 

SPEED 0: Abholh, A1.31OOlh. Clhugh3. 

SPEED I: brakhe<.' (ground), chlhonian, D;tolmh. dark young, deep 
one. Father DJgon & Mother I!),dra. dhok (burrol"ing), dimensional 
shambler, tire vampire, Elder Thing (ground (md tlying), tlying polvp 
(ground and Jir), formless spawn. ghaSl. Ghalanothoa, ghoul, Glaaki, 
St"f\'ants of Glaaki, gnoph-keh, Great Race ofYilh.gug, hound of 
Tindalos (ground), hunting horror (ground and flying), hhaqua 
(ground), lesser Olh<.'f God.lloigor, mi-go (ground and tlying), moon 
beast. nighlgaunt (ground and nying), Nodrns. N)'arialhotep 
(human), N)'Oglha, sand-dweller, Strpenl person, servitor of Ihe Outer 
Gods, insl'(t from Shaggai (ground), shanlak (ground), ShoggOlh. 
Shudde ~rdl. Slar vampire. being from Xidutl, Y'go!onac, '~g. 

SPEED 2: AI!ach·Nal"ha, byakhe<> (tI)'ing), Cthulhll (swimming and 
flring). dhoic (ground), HaSlur (ground), Nyarlalholep (monstrous), 
Shub-Niggufalh, Slar spawn of Cthulhu, TS.1Ihoggua, Zhar (ground). 

SPEED J: Cthulhu (striding). Craegha (tI)'ing), shantak (Oring). 

SPEED 4: BaSt, hound ofTindalos (fiying). ins«\ from Shaggai (tly­
ing). 

SPEED 5: Haslur (nying), lhar (nying), loth-Ommog. 

SPEED 10: hhaqua (tlying), Yog,SOlhOlh. 
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roughonllhe 19th cemur), and into the 20th century. thc steam engine 
and then Ihe Steam turbine steadil y (Qmpressc'<.!tral'eltimel, Up 10 

and through World War I. the keys to (rawl "''ere the steamship. the 
steam locomotive, and the horse-drawn or elK!r;( [,oller. 

\l'orld \r",! g«,a(1), impron·d the automobile and the airplane. bullhey 
","we nOI the jllng-distance modes.,f cho ice until after World War 11, wh~n 
enormous sums wert' spml un new airports 311d interstate highw3)'£, Altne 

,arne lime raillmn.lporl.despile itsdticiencies for commuters and freight 
alike, "'"S dismJlltlN almost fl"t'rywhert in the UnitN Statfs. This I'{'\'olution 
hailed onl), I't'ccntly,af1er mOIl of an enormou.I rail ntt had been 5<:r.ll'pN. 

I'rice~ fM transportation caTT be found Tw~t. in thf ~raSamplf Gear and 
I'ric~ $pread~ beginning on p.254, 

All the f"lIowing Wet'ds and ranges ~re nominal ones. for civilian trans­
porI. 

'Twin- tllgint'd tixed·wing Jltcrafl, 90 mph (144 kph). 500·800 miles (800· 
usa km l. 

• Zeppdin. 70 mph (1 11 kph ), 1000 mil ~s (1600 km ). 

Spe-..ial preparations greatly cxtendetl ranges, Lindberg new from Long Island 
to Paris in a single-en/!ine airrrafl : dur ing WlI'ta wppdin madt a 10.000 
mile (16.000 kml I'uyage from Germ"ny to Africa ~nd ba(k. 

(3.l00km ). 

• Lear jet, 500 mph (BOO kl'h ),J,1))) milts (4.BOO ~m). 

• Hoeing 747. 5SO mph (8&1). 7.1))) mil ~s (11.200 ~ml. 

• Two·seater civilian htli copter.140 mph (224 kph). 400 miles (640 km).(eil· 

ing 9.500 I'e.>t (2,930 mi. 

Awrage Ship Sp""ds, 1890: Steam l.aunch. 12·15 knots (22·18 kph); 

Freighter, 10 knOTS (ISj kphl; AtlaJi tic Un~r. IS knots (28 kph ). 

A\'erage Ship Speed~ 1920: ~lotorboal.10-l5 knots; Freighter. 14 knots; 

Atlantic Linn 25 kn(lts. 

A\~dge Ship Speed~, Present: Motorboat. J545 knotS (65-83 ).:ph); 

Containership. 30 knots (55 kphl; Tank<'r,35 knots (65 kphl; Facll'tj· Ship. 25 

knots (46 kph); Cru~ Ship,)() knots (55 kphl; I'm)' 1100'ercr~fl , SO knots (93 

kphl. 

Awrage Spffd On lIor~back: 10·12 mph (16· 18 kph). 

Average Carriage Speed: 10 mph (16 kph), 

A,'erag~ Aut" Speed, t920s: 25 mph (40 kphl: back roads 15 mph (24 kphl_ 

Awrage Au~o Speed, Present; iO·75 mph (110· 120 kphl on L".S, interstate. 

Average Long- llista n~ Rail Spffd: 35 mph (55 kph), In the Unitfd States . 

Th; ~ rate ha~ not much changt'd in ~ century. High.spl.'C<.ltrain, of France and 

laran, in contrast, routinely triple tnatsp.:-«l.or more 

0 MtY 

Nearby charts li$t air and sea distances for a "ariety of international cities. 

U.S cities. and the Panama (anal , The Blut Ribband highli!;hts tne wntest for 
nal'lll sp.:-«l. in a era when sea trul'd was prestigious and e«)nomically ,·ita). 

1'11111(5 (Ire i'l miles;!"r kilometers, mulriply by 1.609. 

'\/< .. ;'-0 C,' MOIIr"",/ .II"""", 

Cairo 7,345 3.539 -1.500 5.(l!il 8.838 2,1 81 7,520 5.704 7.688 5.4 1,1 1.803 5.602 ~ .952 5.935 

CapeTown4,269 4,500 6,OH 7.375 11534 6,012 9,992 7,486 8.517 7.931 6.300 ;,764 6,843 9.156 

Honolulu 7.561 S,tUS 7,Q.t7 lJ.SH 5.54~ 7.228 2574 5,199 3,m --\,910 7.037 4,964 40943 3,854 

LusAIIg. 6,170 7.520 M,09O 9,992 7.195 2.574 ) ,382 7.261 1,589 2.427 6.003 2.45 1 7.5J1J 5.433 

MaicoC. 4.592 7.688 9,492 8.517 8.782 3.7i9 5,S5{) [,S89 8,835 1.3 18 6.663 2.(194 8.052 7.021 

.\loscow 8,J76 1.803 3J21 6300 4.439 7.037 1.555 6,003 5,13[ 6,663 4.386 4,665 9,012 4.647 

'PI I II~ & nl~T\NCFS 



luwllCal",iln 

New York 1.9i4 
Callao (PaI)3ma) 1.'4h 2491 

6,574 12.175 

5,070 9.390 
100 1 I;;~ 

9,195 17,029 

h,IM 1141'1 

1.535 

~Ci 5,325 9.862 
!>iC'\> Url •• lm 1,411 1 2 'i9R 

Portland 3.869 7.165 

Rio de Janeiro 5.345 9.899 

15,S.16 

• 'ore 10 '>IX> 1':l4Si 

14.212 • 

Wdlinglon 6,505 12.i}li 

\'a/III'S art in mill's;jor lii/oml'lm. mlllriply hy 1.609. 

IXIIl'!'r Eil'<lS<l LmAlIg. .I/iami 

(hl(,I'" - q~1l 11 '~ 171<; II~ 

831 1726 

Minneapolis315 700 1157 J5N 151 1 

N'C'W Ion 713 1613 1905 WI 1092 

xank lin 1021 1376 959 

Minneapolis- 1051 1018 I}95 

:\ lI rl", b/l'l - I l il 1~2~ 2!OI 

NC'W lori; 1018 1171 2571 

S~aulc 1395 2101 2408 ". 

Whm Ihe passenger liner was a source of nalional prestigt' and 
SCt'med 10 indic31e the I' igor of a nalion's naV)·.lhis Imphy for 
spet'd across the Allantic was greatly sough!. Compl."lition from 
jellim.·f'S ended interest in Ihc prize. and the run. For kilometers. 
multiply knots by 1.852 

)'far 

Id9 1 

1892 

1892 

189.1 

189' 

1897 

"" 1900 

190. 

I'lli) 

I'lli) 

1908 

190' 

1909 

1910 

1911 

19N 

1929 

19J11 

1933 

1933 

1935 

19" 

1937 

1938 

1952 

w 

piljjfll!l.'" lil1n 

Teuto nic 

Cilynf f\lrisll 

City of N~' lurk 

(~mrania 

lU(~ni.;l 

':1700 

1(1.700 
11),500 

13.000 

13,000 

Kaiser Wilhelm D. 14.400 

K~iStT Wilhelm D_ 14AOO 

l~t5.:nland 

Kai>er Wilhelm Il 

MaurCIOn ia 

l.usitJnia 

,\laurc1 ~nia 

Lusitania 

Maur!1aniJ 

wltlni~ 

Maurt1ani.1 

~Iauretani~ 

IIr('1Tlen 

Euro!,a 

Brem~n 

"" :->(lrmanJic 

Qu«n Mar)" 

Normandie 

t./twc'n .\Iar)· 

Unitt<! Slaln 

16.500 

19.~OO 

32.000 

31.6.,0 

32.000 

31.600 

32.000 

31.600 

32,000 

32.000 

51.700 

49.800 
51.700 

51. 100 

79 . .100 

81.100 

83.400 

81.l00 

5JJOO 

Ill'. ~Jlor. 

10.5 

195 

20.1 

!U 
21.8122 

22.; 

23.!l23.4 

23.6 

23.7 

24.5 

2 ~.5 

!5.9 

" 25.8 

15.9 

26.3 

27.8117.9 

27,9 

28,5 

lH ,':I 

.I(II.IO.~ 

.I(I,I/)(I.S 

3(I,613J.l 

31131.; 

.3605.6 

.Iirraiml 

e-"'/w-e 

,·w 

t· .... /w·t 

c-w/\\"-e 

e-w/w·e 

f-w/ ... ·e 

t-.. ·/ ... ·-e 

/ltn YJist /lNeeS r0ll'\ U.S. 
IlllllfJ al'l' ill lIamiral lIIiiN; IlIIdlipi)' b), 1.IlSlfor ki/v"'~lm. 

S. Fnlnris.-o • 
91" 

\\'t1I;n ~lvn. N.Z. 



/8 ~Os costs I 'E1w"F¥l'\eNt (j- Sel'vices 
cFot\INE 

Mrll~ Clothing 
Tailored Prince Alber! Sui!.. ............. .$15.00+ 
Cler ical or Professional Suit.. ...... $18.00 
Clay Worsted Dress Suit ...... $12.50 
Vicuna Cheviot Dress Suit ................ $6.50 
Oxford Bicycle Suit .. . .... 53.15 
Mackintosh Rain Coal ........................... 56.98 
All-wool SpringOl'erw3r ...... $9.45 
Satin Smoking Jackel., .......................... $5.9j 
Ne~dle-toe Dress Shors. . ... .. ....... $2.95 
Fancy Si lk Vest ... ..." ..... $2.50 
French Percale Shirt...... . ....... 95~ 
Lace-front Wool Sweater ...................... SI.50 
Felt Top Hat. ................. , .......... __ ...... , .. ,,, _ .9S~ 

Straw~Boal er"l!at .......................... 75~ 
Deerstalker H,H (fore-and-aft ). . ..... .4S¢ 
Silk Windsor Tie. ...... .......... . . .55~ 
Gentleman's Cane .. 
Flannel Night Shirt. 
Embroidered Suspenders 

Womell~ Clotlring 

. .. .. 75_ 
. ......... ')8~ 

..... 55. 

Tailored Bolero Suit ................ ......... $.25.00+ 
French Silk Wrapper .... .)11.00 
Chelsea Cloth Wrapper. . ........ 51.7:; 
Silk Shirt Waist.. . .. .$2.25 
Silk Taffetta Moire Skirt ........................ $9.50 
Full Sweep Satin Cape ........... ......... ....... 58.00 
Kid Button Boot$ ....... .... ....... .. .... ... .$5.00 
Cloth-top l.ace-up Shoes.. . ........ $2.70 
Bon Ton Rose Foliage Hat ............. 53.50 
Untrimmed Neopoli tan Hat ............... 75¢ 
French Narrow·waist Corset ...... $ 1.89 
Muslin Camisole ............................. 78¢ 
China Silk Parasol .................. . . .. $2.35 

R~ticul e (l.ady·s Handbag) 
four-button Kid Gloves 
Rnersib1e Beaver Shawl .. ... 
Chantilly l.ace Collar 

.......... 98" 
......... $1.29 
......... 53.95 

................... 5.2.25 

C OI1}I1)UNiCl\tiON 

Telegram 
for 1.2 words .................................... 12. 
per additional word ................ . ......... 1" 
international. per word ................ ...... .. $1.00 

flostuge 
to I ounce .. . ...... N 
t02 0unce$...... . ............................. +1" 
ach additiollal 2 ounces ......... ! III 

MesscIIger 
per mile 
per hOllr. 

............... ..... .. .. ..... 4" 
. .... 811 

Telegraph Outfit.. . ......... $3.00 
Long Distance Telephone ...................... 57.00 

Newspaper ....... .. 2~ 

Tlrellfer Tickets 
Standing. ...................... . ........ .7511 
S<.'ated .............. ...................................... 53.00 

......................... $7.50 

Music Hall Tickets ................. 51.50 
Va lldel"ille Tickets ................. . . ........ 50" 

Spirits 
Cocktail .............................. 20c 

..... SI.75 Fine Wine (bottle) .. .. 
Ale.. ... 
Whishy (glass) 
Whiskey (bottle) 

............. 5t 
............................. .. 6' 

.................. SI .OO 

Upright Cabinet Piano.. ..$189.00 
Concert Violin with Case ................... 536.55 
Grapnopholle Outfit .. ................ ...... ... $35.00 
Graphophone Records ............ 50' 
illagic Lantern .... $9.50 

Hand Camera ... . ...................... $14.40 
Film (48 exposures) ................. . ..... $2.85 
View Camera with Tripod ............... 519.75 
12 Dry Photographic Pjalrs .................... 50~ 
Complete Darkroom Out!"it ....... 598.00 

Hotels 
Good HOlel (per night) 
Al"erage HOlel 

................ $5.00+ 

per night.. 
per I.,..·ck (with serl"iaj .. 

..... $2.00 
............ 510.00 

CommOlI LoJging (per niglrl) 
Doubk Bcd. . ............... . .. 20' 
Single Iled 
Rope Lean·to .. 

................. .... .. ............... ... IO~ 
. ..... .5' 

House (rent per year).. . .......... $600.00 
Apartment (rent per week)... . . . ..... $3.50 

Meuls 
Breakfast.. . ..... 25~ 
LU1Kh.. . ....... ....................•. 3Q<1 
Dinnl"f ....... .......................................... SI.OO 

Mediral Valise ................................. .. .... $1.10 
Forceps..... . ........... .. .............. .75" 
Ilypodcrmic Syringes .......... 5l.i5 
Eleclro illedicaillaaery.. . ............. 55.75 
Surgeon's Instrument Sel ..... 520.00 
Elastic Bandage Oxl5 inches) .... ......... $1 .1 5 
HickoryCrutches ...................... ............ $4.00 
Nervrand IIrain Pills .. . ............................ 88' 
l.audanum, 4 o~ . {tinct. opium ) ....... .. .28" 
Paregoric 4 oz ... ................. ....... . . .. .. 184 
Liquor Habit Cure,24 doses ... . . ... .50c 
l'erul'ian Wine of Coca. 16 oz. . ....... . 93(1 

]S')O.., rl.)"'T~ r IJ 'I I I' 'I I· ~ r l\ 'I It' I 
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Cllmpi',g Equipment 
CampCookillg Kit .......... 56.50 
~Iuk;ln Woven Hammock ......... 51.59 
Folding Canvas Boat. 10 fl ......... 524.00 
Wool Blanke! ..... "... . .......... 89< 
U.S. fQlding Cot ....... . ........ $5.95 
Ren«ling lamp ................................... 52.59 
Arctic Sletping Bag _................ . ....... 513.00 
K{'rostn~' Ten! Healer ... ...... .. ... . ...... S6.5O 
Camp Stool.......... . ....... ... .55< 
Sp)' Glass. . .............. ,'".. .. ... S 15.00 
Deer-foot HUllting Knife .......... $1.50 
Th'o-bladed Pocket Knife ............ ............. 65¢ 
Fishing Tackle and lures ............ S8.98 
Steel )a\\' Animal Trap ............................ Sl.20 
Dark lantern ......... ...... ___ ..................... 51.]5 
Ma\(h $;:afes, ~r doz. .... , ................. AOC 
Ilite Rop<', pt'r Ib .. _ ................................... 18( 

Luggage 
Kit Bag (20"x 17~).. . ... SI.20 
Leather Gladstone Bag (8Ibs) .. ............ 52,5(1 
Packing Trunk (40 Ibs.) .... $3,95 
Fun Size Trunk (85 Ibs.) ...................... $5.95 

7el/Is 
; x 7 1001 A·frame Tent ........ 53.65 
11 x 11 foot Miners' Tent .... .. ................ $5.80 
16x 24 fOOl Wall Tent ....... .. ................ $21.iO 
Hx 30 foot Tarpaulin....... . ........ 520.25 

Tin CantN'n ......................... .. ................. 14' 
5 Gallon Sted Tank ...... . ........ 52.89 
Wooden Bam·l. 50 Gallons ................... $3.25 

Hand Saw ................................................ 50< 
Bit Bmce (pills bils) .............................. 51.10 
Pliers. . .................................. .45' 
Carving Tools . .. .. ........................ 82c 
Gasoline Blowtorch.... . .............. 53.00 
Claw llarnrnl"r ..... .. ................... 75( 
Hatchet ...................................... .45" 
Combination Vise ......................... .. ...... 57.50 
Sharp('ning SIOnl" ....... ... ...... ................. 30~ 
Oak Frame Grindstone, .. ...... S2.25 

Horses and Horse·drawn Vehides 
Riding Horst' ............. ...................... 550.00+ 
Draft HorS<' ................. .................. .. 520.0IH 
S:lddle ............. , ................. . ..... 510.25 

Bridle ................................. 52.40 
Top B\lggy (2 s<,ats) ...... . .............. $65.00 
Canopy Surrey (4 seats) ............... , ....... S80.QO 
Cano(,)' Carriage (4 sealS) .. ............... 5175.00 
Farm Wagon (1 seats).. . .... 545.00 
Stabl.' Fee .... .. ................. ................... 25"/dny 
Single Harness ... $ 16.50 
Double Harn<'Ss ............. $22040 
Draft Harnl"ss .... . ............ 518.00 

Trtl in Fares 
50 Miles .................................................. 85l! 
100 Miles .... ................. . . .... $1.50 
.soo Miles ...................... . . ............ $5.00 

Sta I'oyuge (u.s. I Eng/fwd) 
First Class (one " 'J\' ). . .... . 575.00 
Fi rst Class (round irir ) ...... $110.00 
Steemge ........................ ...... 520.00 

Ril'er Steamer Fare, 100al tril' ...... . .... lOe 
Bic)'ele ................. . ................... $0.00 

Fireurm IImllllmitio" 
For firearm prices, sec the Weapons Table, pp. 
61-65. 
.22 Long Rifle (box of 1(0) ..................... JO~ 
.25 Winchester (box of 100) ..... " .............. 70' 
.25·20 ~ Iarl in (box of 100) .................... 51.10 
.30 Short Round (box of IOO) ................. ..44~ 
.30·.30 U.S. Army (oo.l of 1(0) ............... 54.25 
J2 Short (box of lOO) ............................... 8OC 
.32 Lon); ColI (box of 100) ........................ 88C 
.311 Short Round (box of lOO) ................... 98C 
.38 Extra Long (box of 100) .................. 51.67 
A I Short Round {box of 100) ................... n~ 

, II, l , IOfl(I''''lf 1 ~ "It" 

.+1 Smokeless (box of 100) ................... 51.35 

.45 Colt Army (box of 100).. . ... .... S2.98 
lO·gauge Shell (box of 15) .......... .. ........ 5!.i6 
12·gauge Shell (box uf25) ......... ........... 5Ll8 
16·gau);c5hcll (hoxof 25) ........ $\.32 
20·S.lUgt' Shell (box of 25) .................... $1,15 

Cavalry $;:aber ....................................... .52.50 
Blackjack. .................... . ........... .... .4()o;: 

Sword Cane ...................................... ... SI2.00 
Shoulder HoIsler .................................. 51.15 
Cartridge Bd t .... . ................ SOC 
Meat Cleaver ...... . ........................... .. 35c 
Scr1he ...... . ..................................... 5O~ 
Handcuffs ............................... .. ......... .. 53.75 

College Tuition (semester) ............. $190.00 .... 
Professiunal Microscol'" .... .539.00 
Pocket Compass ........ . ... .. $.tOO 
Ant"Toid Baromeler.. . ...... 5S.50 
Dog Power $;:awing Machlnt· ................ 5IS.00 
Follntain Pcn............................ . .... !l~ 
Ink (2 oz.) ......... . ....... .42~ 
Writing Tablet ................ .. ..... ..... .. .. 4" 
Srwing ,'jachine ......... . ...... .5 1.3.50 
Full Toupee .. ... .. ... . ............... $15.00 
False Brard (ventilated) ... 51.75 
Fencing Foil (per pair) ................. ..SUS 
CherOO Cigars (250 cigars). . .... 53.65 
World Atlas .......................................... 55.00 
30 \'Olume Encyclopedia ..................... 525.00 
Sewing Kil.................. . .. ... SI.18 
5tertOSl:opt' with Views ................. ....... 5l.25 
Tooth Brush ................................... 54 
Shaving Razor ...................... . . ... $1.25 

, , 



Mens Clorhi/lg 
Tailored Silk Dress Suit ... $75.00+ 
Worsted Wool Dress Sui t ........... 52950 
Cashmere Dress Suit .................... ...... $1850 
Corduroy Norrolk Suit ........ ......... ......... $9,95 
Dog \;ur QI'crcoal" ____ .. 53750 
Chesterfield Overcoat .......................... 519.95 
Oxford Dress Shoes ................ .... , ......... $6.95 
leather Work Shoes ........... $4.95 
Lace· bottom Breoxhes ................... $4.95 
Broudcloth Dress Shirt .. ......... 51.95 
Shaker Sweater ... .......................... $7.69 
Felt Fedora.. . .................... .. ...... 58.95 
Wool Golf Cap ................ . ........ 51.95 
Sealskin Fur Cap ................................ 516.95 
Si lk Four~in·h3nd Tie ........... S3.69 
Bat-wing Bow l ie .......... .55( 
Sock Garters .................... 39<! 
Cotton Union Suit .................... ............ $150 
Cuff Links.. . ......... .404 

Women~ Clothing 
Chic Designer Dress .... S90.00+ 
Silk Crepe Frock .......... S 16.50 
Satin Charmeuse.. . ...... $10.95 
French Repp Dress .............................. 510.95 
Worsted Wool Sweater ...... $9.48 
Cotton Crepe Negligee .. .... ...... S6.98 
Spike-heeled Parisi3n Shots.. . ......... 54.45 
Leather One-strap Sl ippers ........ $3.69 
Snug Velour Hat ..... ... ... ......... . .... $4.44 
Satin Turban-style Hat ........... $3.69 
Rayon Elastic Corset ....... .. $4.95 
Embroidered Costume Slip ......... 51 .98 
Silk Hose (3 pairs) .... . ............ 52.25 
Velour Coat with Fur Trim ........... 539.75 
BrOl'o'n Fox Fur Coat ......................... $198.00 
Si lk Haodbag ........................... 54.98 
Dress Hair Comb ............ .......... .. ........... 77' 

-I ,- -,,' 

~eNt ()- Services 
• 

Ul 
t Me '0:':'" __ 

Trlegram 
for 12 words. . ................................ 25' 
pcr additional "'ord ................. . ....... 2' 
imernational. per word ... ........ 51.15 

Postage 
to 1 ounce ....... .. .. ........ . .... .... 3( 
to 2 ounces ................................. 5( 
each additional 2 ounces ................... .. ..... 2( 

Con~ole Radio Recic"er .... 
Desk Phone (bridging type) 
Telegraph Outfit ... 
NCI''Spaper 

..... 549.95 

..... SI5.75 
............... $4.25 

..... 5( 

Movie Ti(ket~ 
Seated . . .. ................ ... ...... 15' 
Nickelodeon ............................................... 5( 

Professional Baseball Ticket ................. 51.00 

ConcertI/ali or Ballet Tickets 
Public Seating .. 
Ilox ................... . 

Speakeasy Prices 

............... 54.00 
....................... SIO.OO 

Rotgut Gin (ShOI) ... ................................. 11)( 

Cocktail ............. 25' 
Wine (glass) ................. . ..... 754 
Beer (glass) . .20~ 
Whiskey (glass) ................... . ..... 25{ 

4-string lazz Banjo.. . ...................... .. . 58.00 
Brass Saxophone 
Cabinet Phonograph 

....................... $63.45 
.. ... 545.00 

Phonograph Records ... ... . ................ 39~ 

Movie Camera , ....... ............. $89.00 
Movie Projt'CWf .. . ............... SS·t,OO 
Box Camera ........... .. ................ ...52.29 
Film,2~ exposures .... .. ........... . ........ 38¢ 
Folding Pocket CanmJ .. , .. .................. 516.15 
Film,6 exposures.. .. .. SO¢ 
Dcwloper Kit ...... 54.95 

Hotels (per lIiglu) 
Fleabag Hotel ......................................... 75~ 
A,·er.lge Hotel.. . ............... 54.50 

per week (with service) .................. 524.00 
Good HOld ............. .. ............................ 59.00 

House (rent per ),ear).. . . .$1000.00 
Flat (rent per week) ........................... 512.50 
Apartment (rent p€r week) ................. $10.00 

.. .454 
Meals 
Breakfast 
Lunch 
Dinner. 

.... ... .......... .................. .. 654 
........ 51.25 

Medical Case ..... . .............. 510.45 
Forceps .................... .... .. ........... 53.59 
Scalpel Sd.. . ...... . $1.39 
Hypodermic Syringes.. . ................ $12.50 
Atomizer ................................. ... ........... 51.39 
Gauze Bandages (tcn yards) ........... 39<! 
Clinical Thermometer ........................ 51.39 
Alcohol (half gallon) ................. . .... 2(}1! 
liard Rubbtr Srringc. . ........ 294 
lIed Pan ...... . ................................... $2.48 
Wheel Chair.. . .............. ... .. .. 533.30 
,\letal Crutches .................... . .. $1.69 

Campillg Eqllipmelll 
Cooking Kit... .......................... 58.48 
Camp S[OI·C.. . ... 55.85 
Folding Bathtub.. . .......... ... 56.45 
Waterproof Bbnkct.. . .. . 51.79 
Folding Camp Bed .......... ..................... 55.95 
Carbide Lamp ... . ......... ... ... .......... ..52.59 
Searchlight.. .... ... . ...... 55.95 
Gasoline Lantern ............................ 56.59 
Binoculars ..... .................... ................. $28.00 
Jell'eled Compass .................. .. 52.45 
Hunting Knife ............................. 52.65 
Pocket Knife. . ..................... .. .... $1.98 
Hand Axe.. ................. . .................. 51.59 
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F;'hi"S T"kI' ................................... $J6.()() '\ e«11 ry(,.,PON5 t;;:;"tfe ,, 2..05 
Hemp Twine (2 rolls). . ....... .. 27([ Rare thinWr illegjJhings can be obltined on thi ~a;k I: ::kel. Stages for a purchase 

Luggage 
Handk Bag (8Ibs,) .. " ...... ", ....... , ........... $7AS 
Suitcase (15Ibs.) ... .. . ....... ,", ....... ,59,95 
Steamer Trunk (55Ibs.I.... . ...... 513.95 
Wardrobe (95 Ills.).... . ...... , ......... ,$·11,95 

Te ,m 
7 1 i foot Tern ....... •.. ,$ 11 .25 
12~ 16 foot Tent .... S24.85 
16 x 2·1 foot Ti.'n! ...... . ... $55.45 
24 x 36 foot Tarpaulin .................. ... ... $39.35 

Cante~n (I quart) .......... .. .................... $1.69 
Insulal~d Tank (5 gallons) .................... S3.98 
Waltr I\;\g (I gallon)..... . .............. 894 

Tool Oulfit (20 tools) . . ........ $12.90 
Hand Drill (plus bils) .... .. ... $5.98 
large Steel Pulley .................. ... .. $1.75 
Padlock .............. 95¢ 
Rope (50 feet) .......... . .... $8.60 
light Chain (per fOOl ) .............................. 65' 
Watchmaker's Tool Kil ......................... SI4.J8 
C!"OII'ba r ................ . .................... 52.25 
Hand Saw. . ............ $2.80 
Gasoline BIo"'torrn .............................. $01.45 

MOJor Vellie/es 
Ford Model T ............................. ... $385.00+ 
Ford <'-Iodel A........... . ......... ... . S560.00+ 
Chevrolet Superior ............... S600.00+ 
M .. rcedes·&nz SSK ..•..•.......••...... $8,000.00+ 
Packard 626 ............. $2,401).00+ 
lIIJick 121 . . ............ $1,401100+ 
NOrion Motorc)"cie ......... S95.00 
nre (with rim). . ............... 510.95 
AUIO Banery ... .. $8.35 
Radiator .. ... ....... . .. ........ $8.69 
Replacement Headlamp.. . ... .. $3.95 
Aulo Luggage Carrier. ........... $1.25 
Socket Wl"t'nch SCI .. ................... .. .... $6.95 

Air rrQl·,,1 
Av. ticktl price (per 10 miles) ............... S2.00 
International (per 100 miles) .............. $18.00 
Surplus Trainer Biplaru ....................... 5300.00 
Tral"('lair 2000 Biplane .......... 53000.00 

include finding a seHer, neb'Otiating a price, exchanging cash for goods. 3fld getting away 
safdy. Police may intcn'eflc. or the seller may try to rob or murder the purchaser. The fol­
lowing prices are nominal for the 1920s. For fresh military ammunition. if it can bt found 
at all, double the patinen! price below and wait one month. 

Thompson SMG-I 1)6 x $50 for one weapon. 

.30 caliber MG-DlOO x 550 for ont wtapDn. 

.30 caliber AP ammo- $25 per 500 WWI rounds. 

.SO caliber walercooled MG - 0100 x $30 + $300 for ont weapon. 

.SO caliber AP 3mmo-545 per 500 WWI rounds 

60mm field morlar- I [)6 x 5200. 

60mm HE round-52 per round (41)6 3.yard radius, 30% duds). 

60mm illumination round- IOO,OOO ClIndlepowcr, 25-s«ond suspension. 

75mm field gun- DIOO x SIOO + $800 per \\'eapon. T~ C05ting less thall 53,000 al"(' 
accuratt ~I 200 yards or less. 

75mm HEor AP ammunition-SIOperWWI round,5O%duds. 

hand grenadt-5SO per cratt of 24 WWI grenades, 50% duds. 

Tmill fares 
)(J mile-s ................................................ $2.00 
100 miles .......................................... .... 53.00 
500 miles ............................. . . ......... $6.00 

SeQ I'oyog" (U.s. I Eng/llntl) 
First Class {one " .. y) .......................... $110.00 
First Class (round trip) ...................... S200.00 
Steeragt ..................................... $35.00 

4-m3n Hot Air Balloon ............. ... $1801100+ 
5tr('('l(ar Fan .. .................................. ....... I()¢ 

Bus FaT( ......................................... ... .. 54 

H rearm Ammfmitioll 
For firearm prices. see tht Wcapolls Table. pp. 
6>Hi5. 
.22 LOllg Rifle (box of 100)...... . ...... 48~ 
.22 Hollow Point {box of lOO) .........•.......•. 53~ 
. 15 Rim Fire (box of 100) ...................... $1.08 
.30·06 Gov'l (box of 100) .................... $7.63 
.32 Spl.'Cial (box of 100) ............... $5.26 
.31-20 Repeater {box of 100) ................ $2.56 
.38 Short Round (box of 100) ............... $2.07 
.38-55 Repealer (box of 100). ................ $5.58 
.44 tl i-Power (box of 100) ..................... $4.'19 
.45 Automat ic (box of 100) .................... $8.60 
IO·gaugl' Shdl (bo~ of 25) ..................... 52.73 
l2-gauge Shell (bo~ of 25) .. ................... 52.40 
16.gauge Shell (box of 25) ..................... 52.24 
20-gaugc Shell (box of 25) ..................... $1.87 

Rapier .... . ........ .iI2.)(J 

Baynllcl .................................... .. $3.75 
Dagger .......................................... .. ...... $2.50 
Straight Ra1..or .... ........ 354 
Brass Knuckles ..................................... 51.00 
Billy Club .................. ~........ . .......... 8S¢ 

Horsewhip ............................................. 51.25 
Handcuffs . . ..................... $3.00 

~;mft'ANro u5 
College Tuition (semester) ..... 5480.00+ 
Wrist Watch.. .... .. ............ . ...... 55.9; 
Gold Pocket \\'atch ......... . ...... $32.50 
Stlf-filling Foumain !'tn.... . ....... SI.2; 
Writing Tablet .......................................... ll)c 

St raightjacket ........................................ $9.50 
Complt'"lc ])il'ing Sui t ..... SI 200.00 
Remington TYpeI"riter .... . ........ 540.00 
250-powcr Microscope 
Umbrella ... .. 

........... $11.98 

............. Sl.i9 
Turkish Water ])ipe .. ...... . ......... 99~ 
Playing Cards ...................... . ... ... .75~ 
Ouija Board.. ..... . ....... 95¢ 
CigaT(lIes (per pack) ............................... I(){ 
,I,!ah ]ongBoard .................... ..$1.80 
Coca-Cola (12 oz.)......... . ....... S¢ 

Make-up Kil.. ..................................... .. 54.98 
Unabridged Dictionary........ . ...... $6.75 
IO-I"Olume Encrdoped;~ .......... .......... $49.00 
Men's Thilet Set (10 pieces).... . ... $9.98 
Women's Toilet ScI (IS pie(ts) ........... $22.95 
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fashion Boots . .. .51599; Pmtable Storage Disk (loml) 519.95 

Men s Clothing 
Tailored Silk Suit ................. $800+ 
Wool Pinstripe Sllil.. . ........... 5279.95 
Ra)'on-blend 2.piece SuiL ........ ........ 5149.95 
Baggy jogging Suit ... .59.95 
Leather Bomber jacket ..................... $249.95 
Good Trenchcoat ......... ........ $299.95 
Oversized TwiU Shirt.. . ............. $24.95 
Double·pleated Pants ......................... $39.95 
Crew Neck Colton Swt'atcr. ............... $32.95 
Jeans... .."...................... . .... $49.95 
Leather Docksider Shoe.~.. .. ............ $49.95 
Cross·trainer Shoes ......................... SI09.95 
Silk Tie ............... .... ... .. ... .. ................... S33.95 
Thermal Underwear .. 
Nylon Swim Trunks 
Pocket Vest 
Good Hiking Boots 

I\'omen~ Clothing 

. ..... SI2.95 

...... $14.95 
......................... S89.95 

........... S249.95 

Designer Dress, worn once.. . ....... $399 
Fine Silk Side.drape Dress. .. . ... ... ... 5389.95 
Acrylic l-piece Dress....... . ..... SI69.95 
Woven Ra)'on Coat Dress .. , ................. 589.95 
Dacron Plenl-front Pants. . .... .. $39.95 
Stoncwashed )cans .............................. $49.95 
Leather Motorcycle Jacket ...... $289.95 
Wool· blend Swing Coat . ... S!~9.95 
Bulton Polo Sweater ............... $39.95 
Fashion Print Challis Skirt ." .............. S44.95 

Good Hiking Boots .................... $249.95 CD Writers ...................................... 5599.95 
Silk Chcmi.r Nig/ltgoll'n ........ ............ $I09.95 Quick Cam (color), ................ " .. ,$219.95 
Mattt' Black Hoop Earrings ......... 515.95 
Cucci Shoulder Bag ................... 5249.95 
Spandex Bicycle Shor\S, .................... , .. $29.95 
Pocket Vest.. . .. ___ ._ ............... 599,95 

Local Telephone Service .... . ....... 518.00 
Cordless Phone ............ ,,' .. .. ... ,$l!9,95 
Car Phone ........... ...... .. . ... $299.95 
Cell Phone ........... in service sign'up package 
Plain·paper Fax I 
Photocopier I Scanner ..................... 5449.95 
Digital Ans,,'ering Machine .......... $99.95 
Bel'PerlPager ......... 589.95 
Basic PageT Service.. .. .. 56.00 monthly 

Compml!rs 
$en'er Compula .................................. S50OO 
Cheap PC System ..... S999.95 
Cheap Laptop ................... ............ $1 ,199.95 
Good PC System ........ $2,499.95 
Good Laptop .................... $2,399.95 
Palmtop PC ...................................... 5499,95 
Interne! S('rvice Provider (month) ......... ,S20 
T· I Line (mol11h)..... . ..... 5999.95 
56k Modem.. .. .. ................ , .. ,5139.95 
8" ~12" Flat·Bcd Scanner ........... 5249.95 

CB Radio wi Police Scanner.. .. .. 5299.95 
Three·band Walkie Talkie ................. 5139.95 
Radar Scanner .. 5169.95 
News II-laga1.ine .................................... 53.95 
Newspaper .. .. . ......................................... 500" 

Electronics & Mass Media 
35" Stereo PiP Trlevision .............. .. 51299.95 
27" Stereo PiP Tc\evision ...... 5499.95 
20· Color Television . . ............ 5199.95 
illini Satelli te Dish and 'lwo Receil'Crs 

................................ .5459.95 
Av. Monthly DB Service ....................... $50.00 
DVD Playback ................................. $595.95 
200·watt Music System ..................... 5459.95 
Sterro CD Player ... ... ," ..................... 5109.95 
CD ............................. . ........ 511.95 
Cassette/CD Boom Box.... .., ..... $89.95 
Ai','-J Pmonal CD .............................. 579.95 
4·head VCR ........................ ............. .$139.95 
VHS·C Stahilii'ed Camcorder .... 5·19.95 

~irst·run Movie Ticke\., ....................... $8.50 
Popular Concert Tidet ................ ... 535.00 
Pro Football Ticket (bad seat) ........ $55.00 
Ballet Ticket (bad seat) ............... 575.00 

Spirits 
. ...................... 52.50 

..53.00 
........ 53.50 

Liquor (shotl .. 
Cocktail ...... 
Wine (glass) 
Beer (glass) ................. ................... 52.50 

Electric Guitar ..... 
Excellent S·picee Drum Kit 

. ..... 5699.95 
.. $2999.95 

35mm SLR Camera .......................... 5499.95 
Basic Zoom Lens, 35mm .................. 5259.95 
Film, 36 exposures, 35mm .................... 58.95 
Digital Camera (w/software) ............ 5359.95 
Basic Polaroid Camera ..... ................... $49.95 
Polaroid Film, 12 exposures ...... $12.95 
Pocket One·use Cam~ra . .................. .. $14.95 
Photo Enlarger...... ........... ........ ...5399.95 
90mm Scope, 1 Erepiece, Case .... ...... 5599.95 
Tripod,] Eyepi<'Ces.Adapt ................ 5289.95 

Hottl5 (per night) 
E(ono Motel .. . ........ ... 529.95 
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I~r wd'eck (W, jIll s~rvke).. .. ...... 5400.00 large, EZ-Cart (6Ibs.) ........................ S129.95 h,nlUNitioN G- rrkl\p!:!'NS 
Goo HOle ............. ........ ... , .... .... ... $159.00+ il3ngmg Bag (6 Ibs.) ............................ S69.95 • • r 
Gmnd 1I00d. . .................. S49O.00+ 26" S~msonitc Hards idc (J Ibs.) ............ 94.95 

House (rent per )'ear) ............ 516,000.00 
Apartment (rent per week) ................ S210.00 
One-Room Apt. W/kitchen ............ 5200 I wk. 

Tents all/I Campers 
3-mom Family Tent ........................... 5159.95 
2 person Geodesic Tent.. . ........ 5249.95 

Dl!C'ent Meals, with tip 
Breakfast....................... . .............. $8.95 
Lunch .................................. ............... 510.95 
Oinner ....................... .. ...................... .$24.95 

.j person Geodesic Tent ........... .......... 53i9.95 
Winnebago RV .................................. S48,000 
Thermal Cantren (I qU3r1) ................. 510.95 
Nylon Water Bag (5 ga llons) ................ 510.95 
ElectriC1l1 Generator (1;00 WlI11s) ...... .A59.95 

Mfilic~1 Case.. . ..................... ... 569.95 
Adhesive Bandages (per 100) ................ 54.95 
Instant Cold l'3(ks (per 12) .......•......... 512.95 
Disposable Respirator .......................... 524.95 
(mnplc-h.- First Aid Kit ......... _ ............ $79.95 
Centrifuge ........................................ $429.95 
EMT Kit ........ .................... . .... 5299.95 
F();Im Pad Splint ......................... 519.95 
Flwronic Thermomrter ....... 5.H.95 

G.P.S. Rt'Ceiver ................................... $395.')5 
6O-gallon Ai r Compressor .................. $399.95 
Socket and Bit Set (90 pit'Ce) ............... $89.93 
Mechanics Tool Chl'St (8 12 pc) ..... 52.199.95 
Wdder's Kil.. ........................................ 53,100 
6-I"1I1t Cordlcss Drill ............................ 533.95 
2112 HI' CircularSJw... . ........ 567.95 
7/S' Rotary Hammer..... . ......... S1l9.95 

Strttch-gauu Bandage ............ 53.95 
r.merge l!cy Hum Kit .. ........ ............... $ 124.95 
Aluminized Blanket .............................. $8.95 

I)igital AC/DC Multi · Meter ........... $19.95 
leV Cordless Reciprocating Saw Kit .5296.95 
Triple Beam Balance .......................... 599.95 

Folding Pole StrelCher ...................... .. $1 49.95 Sdentific Calculator ............................ 519.95 

Portable Oxygen Unit ............... 5289.95 
SPF-64 Sunscreen .......... _ ...................... 58.95 MOlor \'ehicles 
1n5l'(1 Ikpellent (large) ....................... 510.95 Ford Escort Wagon ............................ 513,999 

Explorer 41)R XLT 4x4 .... . ....••• 529,988 
Honda Accord .................................... 520,899 
B.'I\\, 3 series .................................... 545,000 
Plymouth Voyager ............ . ........ J24,699 

Cllmphlg Equipment 
'I·person Cook SCI .....•... $19.95 
Propane Camp Stnl'e ...... $69.95 

Chev. Town & Country.... . .... ..... $30,899 
Cheap Harley-Davidson .. ... ..... $9,999.95 
Cheap Mercedes-Benz ................... ... 535,999 

Portahle Chem Toilet ........................... S79.95 
PoI)'ICollon Sireping Sag ..................... 539.95 
Pular Sleeping Sag .... . ........... 5749.95 
1\)'lon Air MallrCSS .............................. .529.95 
Aluminum r"Olding COl. . .... .$69.95 
6·watt Fluorescent l.amp ..................... $34.95 

12-Ton H)'draulk Jack ......................... 5>14.95 
Radial Tin: ........................................... $64.95 
Auto Battery............... . ........ 559.95 
/\IuOler, inMaUation .................. 574.95 
Small 51«1 Frame Trailer .................. 5359.95 

Thermodectric Cooler. ....... . ..... 5139.95 
Stabili7.ed 8x45 Binoculars ................ $259.95 
~Survi\'a l '·Kni(e ..................... $59.95 

Airline Farts, Coach 
7·10 cents per mile. medium to long dislance. 

$\I'iss Army Knik .......... .. .......... 539.95 
(heap ,\lachete .................................. 13.95 
Whet5tone.......... . .... 56.95 

Trllill FlirtS, Coach 
100 miles .. ............................................. 524 

IO.5mm Dry Rope(50m} .................. $128.95 
A.m. Climbing Gear (I person) ........... 51.500 

500 miles ............................................... 5119 
1,000 miles..... .............................. . .. 5165 

Touring Kayak (I person) .................. S624.95 
Small Used Helicopter ..................... 5120.000 

lliggage Small Used Single-prop Plane ........... $60,000 
Good Book Bag(15 od ...................... 559.95 Au to Rental (day) ................................ 544.95 
Carry-on Upright (Sibs.) ..... . ... S7~.95 Mountain Bike ................ . ....... 54;9.95 
Duffel Bag (5 Jbs.) ...... $39.95 InlineSkate$ ................... . ......... $219.95 
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A.mmlmilioll Prius 
For firearms I'rices. S~ Ihe Weapons Table. 

pp. 6H5. 
.lllong Rifle (box of 5(0) ................. 518.50 

.220 Swift (box of SO) ........•.••....••..•.... 523.95 

.25 Automatic (box of 5(0) ............ .. ... 554.95 

.30 Carbine (box of 50) ....... 527.25 
JO·06 Ri !le (box of 50) ....................... 518.SO 

357 ~Iagnum {box of 50).......... . .. 536.50 

.38 Sp .. ,ial (box of 1(0).. . ........ ... 548.95 
5.S6mm {box of 50)................... . .. 523.90 

9mm I'3rJbellum (b(lx of 50) ............. $11.95 

.44 Magnum (box of lOO) .................... S6i.95 

.45 Alllolllatic (box o( 1110) .•••.......•.•.•.. 536.50 

10.gauge Shell (box of 25) ................... 5.36.00 
l1·gauge Shell (box o(25j .................. S2i.00 

16·ga\lge Shell (box (If 25) .................. 525.95 

10-gauge Shell (box o( 25) .. .......... 524.95 
!lIegal Suppressor (pistol ) ............ ... ... .$800+ 

LasnGunsighl .............. .. 

Hand-held TaseT ............. .. 

..$259.95 

. ... 5219.95 

Aluminum Knu(kJes ............................. 56.95 

Self-corking Crossbow ....................... 5529.95 
12 Crossbow Quamls ...................... ... 534.95 

Blowdart Pen (lI'illl darts) .. . 519.95 

Bandolier ............................... . . .. 56-1.95 
Nunchaku .......................................... .$ 19.95 

College Tuiliol! (Semester) ................. )6,000 

I'3ssil'" Night Goggles ..... _ .............. 5394.95+ 
Lockpiding Tools ....... . ........ 579.95 

Bunstn Burner............... . ........... 515.95 
Bulletpmof\'est ................................ 5345.95 

Signal Gun ......... . . ............. $99.95 

Stereo Microscope.... . .......... 5269.95 
Metal Detector ............................... .. $229.95 

Fi reproof Safe .................................... 5389.95 

Geiger Counter .................. . ......... 5269.95 
Good Scuba Gear ........................ 51.999.95+ 

Motion Oftector Alarm Set.. ............. 5279.95 
I\'ireless Perimeter Alarm .................. 5229.95 

[)ocumt'llt Shredder .......................... $199.95 

Telephonic VoiCe Changer ................... 189.95 
False Identity Kit ................................ 559.95 
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'lib' 'h h d 'r !~;rtoHowprrl'<J.lecrllZenS5<Jh./!crmllllalclIses.l996 someone WI create a we site Wit t ousan so 

annotated titles contributed by hundreds of 
people, but these will have to do for now. For more references, 
see the Resources pages near the front of this book, pp. 33-34. 

GeNeT-,J 
Almanacs. These art published annually, JUSl after the turn of the 
year. 110rld Almanac or Informalioll Pleasl' Almunll( are \'ery similar 
in coverage and of much the same size. The New fork Times 
Alam<l111lC is morc thoughtful than tit hIT, but also foregoes some of 
the froth of life. Larger, older libraries keep full sequences of 
almanacs. They arc good sources for earlier game eras. 

Aliases, Higllll·ay. Tbese offer good small-scale co\'crage of a Slate, 
province, or whole (OUmTY for the price of a good lunch. Atlases of 
any sort are of interest and use. 

EIlf)'dopi'Jia Britanllica. Most of the routine historical or gCilSraphi­
cal information needed for roleplaying caf} be found in an encyclope­
dia. The Brilmmica$ have been conSistently the best in English for 
more than a century_ The earlier editions dk>d can be found at main 
libraries. Branch libraries of any significance will have the latest edi­
tion of the Britanniell. 

-For the 1890s, l15e the Elewnlh Edifioll (/908). Superbly writ­
fetl. opillionllttd. ofttn riled as the best tncydoptdill ever PIIP­
li:,hed. Represents tile Illsl time ill English rhalllll encyclopedia 
was thought of in parll/'s Il how-Io I1Illllual. Take a look. for 
il/Slilnce. althe entry for shipbuilding. 

-For Ihe 19205, use the Fourl«nth Edition (1929). Grayer and 
more busillffl·/ike than its preJUI.'s50r but with more rity maps 
ami photos, fOO. 

-For thi' prrSl.'nt day. especially for technical subjects, lise the 
n"west edition)'Ou (an filld. 

Mail-order Calalogrus. Though catalogues offering a complete selec­
tion of personal and household goods are no longer publishoo. 
reprints of earlier Montgomery Ward or Sears Roebuck catalogues are 
issued episodically. They are gold mines of period information. 

Travel Guides. There are many serits of these books, and ncw editions 
of each book are published annually. /o.s with almanacs, being 001 of 
date by a year renders such books almost worthless commercially. but 
they are still loaded with great background for roleplaying. 

' Bintliff, Russell. Poliu Proadurol: A Writers Guide to the Polia and 
How They Work. 1993. 

~Blyth, Sweet. and Laoorelh. i>ril'llle Eyes: A Wrireri Guide 10 i>ril'ate 
fnvtsligalOrs.I993. 

Cahill. Robert Ellis. Witches and Wizllrds. Ghostly Haunts. Strange Sro 
Sagols. e". Small books recounting the lore and legends of New 
England. Old Saltbox Publishing House,40 Felt Str., Salem MA 01970. 

Cannon. Peter. The Chronology OUI of Time: l)(lres in the Fiction ofH. 
P. Lovrcrafl. N«ronomicon Press, 1997. 

Collier. J. A. B.,and Longmore, J. M. Oxford Handbook ofC/inical 
Specialties. A quick reference for aU sorts of hospital emergencies and 
procedures. Oear. practical, witty. 1987. 

Cookbridge, E. H. Orient Express: The Life and Times of tile \\brldi 
Most Famous Tmin. 1979. History, photos. anecdotes; well worth 
brOl'lsing. 

'Corvasee, Mauro V.,and Paglino. Jospeh R. Modus Opcralldi: A 
Write,s Guide to How Criminals Work. 1995. 

Darling, Harold. Boll ~Vyage: SouI'('mrs from the Golden Age ofTravei. 
1990. Luggage stickt'TS. posters, baggage tags. etc.. from the 1920s and 
1930s. Full color throughout. 

De Camp, l. Sprague. Lovwaft: A Biography. 1975. Decades old, but a 
worthwhile if intrusive vision of Lo~ecraft. Paper edition also indudes 
the photos. 

ragam, Brian M., ed. The Oxford Companion to Archlleolog)'. Oxford 
University Press, 1996. Ltngthy surVl.'y in alphabetical form; good 
,,'orldwide cO\'('rage of sites. Significant essays on topics like "Speech 
and languagen introduce more concepts. Maps and timelines. 

• Faron, Fay. Missillg Pmoll5: A Writers Guide to Finding Iile Losr, rile 
Abducted mId the Escaped. 1997. 

Flayderman. Flaydem/all's Gliide to AllIique American Firrarm$, vari­
ous edi tions_ 

Fort, Charles. The Books of Charles Fort. Dover. His tongue-in-cheek 
compilations from early in the century have founded a cynical media 
genre today. Perhaps the joke is on Fort. 

GarJner, Martin. Fads Ilnd Fal/adt'S in the Name afScience. Dover. 
1957. Btlieving is a self-hypnotic state,coinddentaJly true or not true 
case by case. Essays describe the development of pyramidology, 
Lysenkoism, the notion of Ihe master race, much mOTe. 

Georgano,G. N. New Encyclopedia ofMolorcars. 1885 to Ihe Prr~nt. 
1982.Alphabetical entries, hundreds of tile photos. What \\"as the Duck., 
and who made it? Find out here. 

Gould and Pyle. Anamalies and Curiosities of Medicine. Original ed. 
11196. Many photos of malformed individuals and strange episodes of 
use in plotting adVl.'ntures. See for instance the case of snake bite on 
p.717. 

Grun, Bernard. The Timetabl/!S of History. 1988. Three thousand years 
of \\"orld evcnts and occurrences, the last 1,500 years on a more or less 
yearly basis. 

Gulnness Book of World Records. New edition published yearly. Setting 
a new record for some stunt or endeavor is always a good \\"3y to draw 
in players and investigators. 

Gnimek, Dr. Dr. h.c Bernhard, cd. Animal Lif~ Encyclopedia. in 13 vol· 
umes. CoI'ers nearly everything that moves; excellent information and 
amazing anecdotes. 

Harms, Daniel. Encyclopedia Cthul/riana 2nd 00. Chaosium, 2(0), 
Much tnlarget:! entries defining the myriad threads of the Cthulhu 
Mythos: entities, characters, places, books, and several appendices. 
Indispensable. 
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Hartley, [Jorothy. Lost C{JJmtry Lift. Pantheon, 1979. Practical proce­
dures before the Machine Age. 

Held, Robert. Inquisirion: A Bi-liltgual Guide ro thr Exhibirioll of 
Torrll~ IIWrummrs from the Middle Agt'S 10 Ihr Induslrlll Era. 
Evoo;.UiW' modem photos, period "oodcuts, ;,and texl dtsCriptions of 
sevt'Ilty or so dt\"Kcs and procedureJ desrgMd to break the human 
will. 

How-Dun; t Series: for individl.l.1l volumts, Stt asterisked litlts. From 
Writen. [Jigest, in Cincinnati, Ohio, comes a man'elous serits ofbooks 
designed for writers of murder mysleries and thriUers,and oonse­
quently also well shaped to the ncros of rokpLtying keepers and play­
ers. Thl'st concise books are wrillen by experts in their fields and 
contain a wealth of explanation, authoratative judgment, bibliogra­
phies, canny observation, and sometimes sample IOnns or diagrams. 
There is nothing else like them. Well "'orlh coUC'(ting. So \'olurnt: 
treaU hoYo' to create a Mythos cult- yet. Writer's Digest publishts 
many other useful boob as wdl, induding books summarizing previ­
ous historical po!1"ioos. www.writersdigesLcom. 

Jalrt~ ""~,zpOIl Sptems. Fighling Aimaft, /1I(anlry heapollS, etc., etc., 
appear annually in fat, expensive, \tty detailed editions. They are as 
near to bibles as the armamcnt~ industry is likely 10 approach. 

Joshi,S. 1.11. P. Lowcmft: 1\ Life. Necronomicon Prtss, 1996. Joshi's 
detailed, lenglhy, authoritative biography of Ih~ most influential hor­
ror writer in the United States in the ~ntiClh century. Regrttfully, no 
pbot05. 

loshi, S. T.lndex to tht Fictioll anJ Poetryofl!. P. Lm'Wllfr. 
Kf'Cronomiwn Pres.i, 1992. 

Joshi, S. T. hulex to the &I«Iw i.ertrn ufll. P l»vecraf/. 
l'ecronomiron Press, 199I.An index to the Artham fil'r volume edi· 
tion of the IC\1m. 

l~hner, Ernst. Symbols, Signs 6- Signets. Dover, 1969. Graphics from 
dead and living religions,akhemy, heraldry, cattle brands, rIc. Om a 
thousand marks. 

lUllwak, Ed,,·ard. Coup d'EJat: A Prartit.Ji HallJbook. 1968. Old bUI 
$OUnd analysis of Ihr faclors vilal to toppling vulnerablt regimts. 
Cultists. ~ynch your watches, 

• M,l(lire, Sean.M,zlidouJ fntet!l: A IfrilerJ Guide 10 HOll' MurJerm, 
RobiJ.;rs, Rapist> ami OrhrrCrimillaU T1sink. 1995. 

Manguel aAd Guadalupi. Tht Dictiono71Y of fmaginary PLsm. 1988. 
Earthly pla~ in literature and popular fantasy, mlm \'{<Uucidar to 
[)ullwich to Gormtnghasl to Atlami~.l.u"ge l>.1ges,smaJl print. Many 
mdps and incidental drawings. 

Manigutt, Xavier. SurvivaL' How to Prt\'tJil ill lIowl .. bll'irrmmmlS. 
19H8. Shipwrtds, snakes. cold, Jc!SI.'rts, orientJtion, food, symptflms. 
emrrgtnq trcatmrnt, etc. 

f,k~cill, William /l. P/l1gu(S allJ Prop/I's. 1970. Fint popularization of 
thr notion of disease as a function of human tTllde and migratioo. 

Miller, William H., Jr. Th~ FabuloU$ fmerion oj Ih~ GrNll o.·~tJ/r Lillm: 
in Ilistori. photogmphs. [)ol'er, 1985, I'.x~encnl phot~ and concise, 

Nat;on,,1 Grogmplric Magazillc. Ubiquitous bound \'olumcs found in 
older libTllries across the U.S. Reliable picture sourcr wrll indexed by 
lopic. 

'Page, David W., MD. Body Trauma: A Writers Gwde to \Ioullds and 
/IIJurits.I996. 

Pagl' Olle Major EI~n/s f920-f983. Times Books, 1983. $om( 300 
tqlroductiOllS ofthe front pages oftbe Timn. J.a~' enough thaI body 
text can be read. 

Scarre, Chris, I!'C. PIlSllI'orid.s: T1re Timts 1411115 of Archarology. 1988. 
Many maps and artifacts, s)'stl'matically located and dated. 

Schlrsingcr,Arlhur M. A/malluc of Ameri,-"" History. Bison, 1983. Yearly 
chronologies, personalities. special topicS. 

SJrootUf Bibfi'. Nt"ll' rdilkm published yearly. Annual compendium of 
personal firearms and ammunition, ballistic; lable, "capon prices, 

"'. 
Stanky, Joan C. Ex fibris Miska/oniei: 1\ ClIIllfogut o/Sllterl'd ftlms 
from the Speria/ Collections. N«ronomicon Prcs!" 1993. Fine short 
study of M.U.'$ uniqUt" holdings. 

' Sltvrns, Strita Deborah, and Klamer, Annt: Drodly /)om: A \triters 
GII/,Ir 10 Po;JOns. 1990. 

Sturltl'ant, William C"ed. Halldbook of Norlis Amtric,zll fna/ans.ln 20 
voJume~. Exhaustive survey of customs, history of relations, artifacts, 
languages.territories,tlt. 

Sullivan, Ja(k. rd. Th~ ~ngum Encyrlo~iQ of Itorror OllJ Iht 
Supnna/ural, 1986.Authorilativr and inSightful entries on authors., 
persooaiities,books, films, directors., and topic.~.lntrrnalional co\"tr­
agt, very ",til WlllleIl. 

Theroux, Paul, The G~1t.1 Raj/wrlY Bazllar: By Tmin Through Asia. 
\9i5. Read anything by Ihis writer. 

'Wingate, "'nne. Scl'lIe of lise Cr;tIIt: A Writers Guid~ 10 Cnltll'-SCl'ne 
(lII'fstigut;cms.1992. 

'Wilson, Keilh 0" M.D. Cause 0{ Death: II ifrilers GuiJe to D~ath. 
Murau /llId ForemK Mtdicine. '1992. 

e:0~~~::re~,~::',,,~. eon"" ;,r"m";oo r" 
specialist booksellers appears in genre magazines such as LocU$. If 
online, trrour~ite at "'\\'\\'.chaosium.~"m as we are acquiring copies of 
useful reference and research books. Try sear,hing for the title or 
www,bibliofind.com, lI'~w.interloc.com, www,Jbebooks.com, or 
www.arnazon.com.tIC. ~. 
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book was published. The entire line of C<lll ofClhll/h~ supple- ,OT e rue 1\"1 
ments is order-ready at www.chaosium.com.plusyoucanfindTheBl.fl1lud Tricmgie. Bac round material on the Ot\'il's Triangle 

information on upcoming titles and many cthulhu-rdated treasures. and the Caribbean. Also featuring a short adventure. CHA1373. 

core~leboo ks 
1920s Investigator's Compllllion. A sourcebook of the 19205, contain­
ing background, equipment, and more, Complete player's reference. 
CHAmo. 

The Keeper's CompalliolJ. Tomes, cults, and lots of other b.ukground 
material for the keeper. CHA238S. 

The Kuper's Companion 1. Prohibition, Satan ism, 
Firearms, New Tomes & Spells, Deep Ones. 
CHA1395. 

I ?20S 1':>00 ks 
Adl'en/urtS in Afkham Coulltry. 
Five adventures set in Lovccraft 
Country, including spotlights on 
Arkham, Inns mouth, and 
Kingsport. A Lol'Ccraft 
Country release. CHA2342. 

H. P. LOI1'crajt's Arkham. Tht 
home of Miskatonic University 
and the center of Lo\'('craft's 
N(W England writings, featur­
ing background material on 
the town of Arkham, A 
lovtcraft Country release. 
CHA8803. 

H. P. LOlwraft's Dunwich. A lovecraft 
Country village of unwholesome 
repute and dark secrets. CHA8802. 

H. P. Love(Taft's Kingsport. A coastal community 
whtre artists find disturbing inspiration,A Lovt'CTaft 
Country rde~e. CHA8804. 

Day of the Beast. An epic campaign taking investigators to Sooth 
America, Europe, Asia, and even 10 the star.. Battle the Brotherhood 
of tht Beast. CHA2374. 

Dead Rtckrmings. Walking oorpstS, Ihe granddaughter of Shub­
Niggurath, and a battle between witches and ghouls. Thru adventurts 
in all. A Lovecraft Country release. CHA2373 

Escape from !nmmouth. The second edition of the classic sourcebook 
on !nnsmouth, feat uring a new adventure and an expansion of the 
~Raid on Innsmouth~ scenario. A Lovecraft Counlry Release. 
CHA237L 

Secrets of San Fra"cisw (jorthwmi"g). Background and adventure. 
CHA2378. 

Shadows ofrog-!Wthoth. A global campaign to rescue humankind 
from the rise of R'lyeh and the return 10 Great Cthulhu. CHA2397. 

[lUt Rites. Four N(W England adl'('ntures against unusually dangerous 
foes. Witty.CHA2379. 

Ullseell Masters. Wild NYC ad\'enlures with drugs, perception, mad­
ness, the f,lythos. Detailed, dense. CHA2378. 

A Resectioll o/Time. A mini-campaign taking inl'estigators from a 
seedy modern Arkham to Central America. CHA2364. 

SeCTl'ts. Four short adventures. Ghouls, organ donors, and 
n' .... re. A Fright Night rekase. CHA2367. 

The SlaTS Are Righi (forthcoming). Seven 
modern.day ad\'('nlures exploring the pit 

of man's fears and the darkness of his 
sou1.CHA2337. 

~ ':DreAl\,IANfs 
H. P. Lowcra/t's Dreamlands, A 
sourcebook detailing the lands 
beyond the wall of sleep. 
CHA2363. 

c:t~u~u ':DArk 
,..{~<5 

ConU ue with Lovecraft's sinister 
tradition of men and women 

struggling against the dark forces of 
the Cthulhu Mythos, but in a time 

nearly one thousand years before 
Lovecraft's birth. A complete game. 

CHA2398. 

Ch.,,'"m ,I" P~J~~~;'S,~,::~::!" ,,, whim 
two or more Pla;.~ake on the roles of Cthulhu investigators com­
baning the horrors of the Mythos. Players should begin with the 
Standard Edit ion. Expansions explore Miskatonic University, the 
world in the 1920's, the Dreamlands (delving beyond the Wall of 
Sleep),,And New Aeon (emphasizing the Mythos in the present 

"')''<'\f;. 
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A roll of unrtMvN uwfulneu '0I1~ yt'Ofl 
1890 [0 f~ p~nt t~labl;5hing (I sco/~ 01 
newSWOfthlnen os well OJ rtcording who/ actu­
ally hopptMd. 

1890 Sri tim (rul~ef Setpenf Wfe<:ked in stOfTTl 
off the wan of Spain; 167 b!L 

1891 Oevaltatmg quake levels 20,000 sttuc­
lu~ and kills 25,000 people In Japan. 

1892 fire lind f\ood moate a human hell at 
011 Cil}l. PennsyWani.l, 130 dead. 

1893 Floods pushed by humcane winds dev­
IIs/alll U.S. Sooth Atlantic coast, 2000 de~. 

1894 Steamer Walroro WIl'Cked off coast 01 
New Zealand, 134 lost; Minnl''lQIlIIQI"~t hre 
kills "80. 

1895 Suilding collap5eS in I~and, ~lIlin9 14. 

1896 Railway collision kiUs 60, Reading PA; 
earthquake and tidal wave kill 27,000 at 
Sannku, )ilpan. 

1897 Th~ sampam colnde off ~rawak. 1]8 
die. 

1898 TropIUl cyclone hits southern U.S., 
hundreds die; 2446 U.S. Oeold in SJ»nlsh­
American War. 

1899 Windsor Hotel in New York goes up in 
flames; millions In damage and 14 kil~. 

1900 Pier fire, steamer Rio de Janeiro wrtcked 
in San Francisco harbor, 128 krlt; weill 
Galveston hurricane klll~ 6,000; mme explo­
sion kills 200 in Utah. 

1901 Two serious typhoid outbreaks in U.S. 

1902 Steamer PrimIn wnk in colli5ion with 
steamer HoflSo on the Elbe River, 112 Ios~ 
Mt. p~ eruption kills 40,000 on 
Milrtinlque; Roland MoiIIletJX. the 
· Knidtefbocker Murderer". is ilCqUIUed. 

1903 Fire at Iroquois Theater, Chic;tgO, worst 
theater fire in U.S. histO!)' (602 dead); disa~ 
tet prompts fire code~ ilCro~~ the nation. 

1904 Stearmhip General Slocum catches fire 
near Manhattan, 1000 dead; Eden CO train 
derailed InIO flood, 96 killed. 

1905 Japanese warship M'kosa sunk by e~plo­
~, 599 lost. 

1906 Eilrthquake and fire deYa~t~le San 
FrilOCisc.o, 28,818 houses destroyed and 700 
aonounced killed; typhoon and tidal surge kill 
10,000 In Hong Kong. 

1907 Explosion on ffeOCh battleshiP /ffiO lUlls 
117 persool; Wesl Virginian coal mirll! e~pIo­
sian kills 361. 

1908 Steamer Ying /(;"g founders off Hong 
Kong, 300 lost; m.J~We earthquake kills 
150,000 in SO\Itl'lefn Italy. 

1909 Steamer Se)'ne sunk in colti~on with 
Sleamer Ondo off Singilpote, 100 lost; hum­
carll! in louisiana and Miuissippi lUlls ]50 

1910 liIndsJide burie1 WOfk~ in the Nomwn 
open-pit mlrll!, in Virginia MN; Wdlinglon 
WA UOtIOS swept ilWlrf by aVilJanehe. IUIliI'l9 

" 1911 fOrty tom of dynamite explode al 
Commun,paw tl'fTTliflal, NI, kW,ng 30; 

Triangle ShirtwiliSI Factory fire In New 
City leilYeS 145 dead. 

1912 TitonK rams Iceberg, 1 517 pas~nge 
and crew ilre lost. 

1913 British steilmer Co/vodos!o-lt in blizzard 
in the Sea of Marmora, 200 lost 

1914 Canadian PilCilic Sleilmship Empress 01 
Indio wnk in collision with the S(OOIOO in the 
St Uwrence River, 1024!o-lt 

1915 tus'lonia sunk by Gem1an submanne, 
11991os~ Avezzaoo, lilly, quake Ie~ 
30,000 dead; central Gulf Coast hurricane 
lellVes 275 dead; thr~trllin colliSion In 

Scotland ki~s 227. 

1916 fll!flch au~iliolry cruiser ProVl'fI(e sunk In 
Ihe Ml'diterrilnean, 3100 die; some 700,000 
d~ in the battle of Verdun; 101M one million 
die in the battle of the Somme; U.S. polio 
epidemic kill$ 7000 and leaves 27,000 
young$ters paralyzed. 

1917 Steamer Costaha wrecked on liIke 
Superiof, 22 men lost; Pennsytvania muni­
tions ~nt tllplosion kiMs 133; 1600 dead in 
ship (Oliloon and e~pIosion In Halillll, Nova 
Scotia; der.llilment in France Ie.wes 550 dead. 

1918 U.S.S. C)'dops leave; SarbaOo$ and is 
ne\Itf heard of again. U.S. dead lotal 
116,516 in wwt; Austria·Hungary 1.2 m~hon; 
8ulgaria 1.3 million; France 1.3 million; 
British Empire 900,000; Italy 650,000; 
Germany 1.8 million; Rumania 335,000; 
Russian 1.7 mllion; Turkey 325,000. Train 
collision near NiiShvil1e TN IUUs 101. 

1919 French steamer Choonoo lost in Stralu 
of Messina, 460 dead; humcllrll! along Gulf 
Coast kills 570 on land and atse.. 

1920 Eilrthquake In Gan~ proviOCt, (hina, 
kills 200,000. 

1921 Bridge collapses If! Chesler PA. 21 die. 

1922 Bntish sleamer Egypt In (oll'ikln off 
France, 9B people dead, five million In goki 
and 5eVer~1 million In bankootes IoSI; British 
dirigible AfI.-l break!; In two, killing 62. 

192] Big fife If! Berkeley CA destroys 600 
buIldings, causes S 10 miNion In d"mllgt, ilnd 
60 persons killed; great e.!Irtnquake and f'fes 
in IoJpan kitl more than 140,000. 

1924 Ward UrlI! sleamship SanlJ090 sunk by 
stoon off Cape Hatl~, 25 m~ 

1925 Ilillian sub ~nks during naval m~­
veri off Sicily, 50 losr.; In US Midwest, 792 
die from toma~ in one day; U.S. dirigible 
Shetlondooh breaks apart,. killing 14. 

1926 Ughtnlng starts a maSJive e~plosion at 
the U.S. Naval ammunition dump, liIke 
Denm.ark NI--85 million In damages and 30 
dead; hurricane through Florida ilnd Alabamil 
IellveS 243 dead; Cuban dead in hurnc:;ane 
reportedly 650. 

1927 British looliln steamer Tuwrom StInk in 
storm in Bay of AriIoco, 291 lost 

1928 Dam collapses al Santa Paula CA Ie",,-
11'19 450 de.td; ~them florid, hurriane kills 
1836. 

I\N 

1930 Fire at the 0 Stilte Penitentiary traps 
~nd kills 322 In locked cells; c~areue sales 
rise 10% 10 11 billion smoked; hurricane kills 
2,000 in 5.lnto Domingo; British dirigible R-
101 crashes, killing 47. 

1931 Eilrthquilke In MilflilQUiI lUlls 1,100; 
200,000 die in Yangtu floodS; tem of tnou­
sands die as Japanese oIferuive In ManchUria 
accelerates. 

1932 Bntish subm.arine goes down In EngUsh 
Channel; quake kills 1,500 in Sanliago; lens 
of thoosands die in encirclement campai?nS 
in central China; hurricane dalm~ 1,000 In 
Cub.1; Chinese qua~e kills 70,000; 268 die 
from lomadoes in a single day from Arbnsas 
to Soulh Carolina; mlilions bel~ dead in 
Soviet kulak purges. 

1933 Milny die In continued fapanese 
encroachments in China; long 8eilCh qUilke 
kills 12]; hundre(h die in Cuban rebellion; 
400,000 GermalU 10 be steritized ilS defec· 
tive; 73 die as U.S. dirigible Akron crashe$. 

193-4 Economic depression deepens as stillVa­
tiOn and unrest spread in U.S.; drought 
E'JI:tends IfQm New York State to Califomia; 
Chilco War deuhs now in the thousands; 
Morro Caslle bums off NII'W lersey as II hun­
dred thoosand watch; hurricane ~t Honshu, 
Japan, kills 4,000. 

1935 Increasingly severe dust storms baIter 
the High Plall"ls and MidweSt of the U.S.; 
quake off Taiwan kilb 2000; 26,000 die In 
Pakist.Jn earthquake; 1000 die as dilm col· 
lapses near Tunn; humcane kills 200 in 
FIorid.l; $tCond Florida humcane kills 0408; 
llillian bombing in Elhiopoa kiNs 1700; lynch· 
ings continue in the South. 

19]6 Ho()(b If! Mtdweit JUlin,,; clashe$ in 
Pillestine 1e.V'!! 11 dead; U.S. heal wave kills 
3,000; dust--bowt conditions continue; revolt 
in Madrid leaves 2S,000 deild; 498 die in two 
days from a series of tornadoes in U.S. 

1937 Gas e~ptosion kllb 294 in Te~as school; 
Hindenburg dirigible e~plodes With loss of 36; 
8 S<wiet generlls die In Slillinist purges; 109 
all' in U.S. heat wave; two blilCk!;lynched In 
Florida; Cairo riolS continue. 

1938 Endyn»on torpedoed in Meditetl"ilntan; 
floods in C;tIifornia \eave 144 dead; 8ukharin 
and 17 more dIe in Sla~nist purges; major 
battles between Chinese and Japanese; bomb 
at Arab marilel kills 21 in hJesline; New 
Yorio:-New ~g'and hurricane kills 600. 

1939 A victoriOuS Franco arrests 100,000+ 
Spanish; liner Simon Bolivar sunk by mine; 
U.S. submarine Squalus sinks with loss of 26 
hands; french submarine PhM"ix sinks with 
loss of 63; Chilean quake kills ]0,000; 26 die 
as Italy E'Ilpels fore"!· ners from Tyrol; two IRA 
bombs In London; 50,000 casualties 11"1 

Polish invasion; as \'\tWit begins, many waf­
ships and civil craft lost al sea; Tvrki-sh earth­
quake IuUs 11,000. 

1940 Mint e~pIosIon killi 92 III Wesl Virg,niol; 
thousands die In Ruuo-finnish War, Getman 
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D/soJtm, Natural and Man-mode, conI. 

bliUkneg to Channel; bombings in GeoTnany 
and fngland kill teos of t.hou~s. 

1~1 Thousands die in Butharest riob; w~r 
ragtS in Africa, at)8, and in the air; lens of 
lhoutands $hipped to conctntnltion camps In 
OcctJpied Europe; Red Army estirna.tes more 
Ihill1 a minion CMlIaltits lhuoi far from 
C~~n Invnoon; about 2,500 dirt in 
lapal'lel" raid on Purl H.11bor; Coconut 
Grove (Boston) nightclub fill! kills 491 

19-42 GfflT\itO c,sualties in the Ust reach I.S 
million, and Soviet km6 estlmat~ at nearly 
S minion. Tht (alTWlge in this theater of war 
wiM by 1945 amount to some 32 million 
de.ths: ~ IS the greatest diSllstef viyted upon 
humanity. C)'(1one devastates Bengal. killing 
40,000. 

1943 Some 190,000 Germans <lim! grutl!f 
numbers of Soviet soldiers and cMlia01 die at 
Stahngrad; Warrww ghetto falls; 29 die in 
Detroit race riots; heavy fighting in the 
Central Pa<:ilie, 

1944 Enormous aerial bombings 01 Germany; 
leap-frog attacks Kross PKiIle; Normandy 
Iandir19~ Wat'Qw rebellion ollone leilve5 
200,000 deJd; hurricane ~ills 46 0I1ong East 
C~st, and 344 fTlOfe at :IN; Ringling Brol. 
ttnt fire kins 1 iS8; ammunition e.tplosion kills 
322 at Port Chicago CA. 

1945 Some 130,000 die in Dresden fir~ 
bombj~; 60,000 die trom nudear blast lit 
NiJ9IIsaki, and other malS bombjngs kill hun­
dreds of thousands fT'IOI'\> in JlIpan. Tot.! ~_ 
IlIIies of VvWH lire estimated lit SO miNion 
people. Europe lind jllpan need 1 S years to 
effect signiflCllnt re<:ovety, U,S. wllr-relilted 
delld total 405,399. 

1946 Starv<ltion lind dlse.ne ffldemic in war 
arul; Chicago note! hre kills sa; Irgun ktIIs 
100. In ImJsa!@m bombing; ClIiwttll nots kill 
90; wont U,S. lIIr crash kills 39, 

1947 illinois mine uplosion traps 119; t0rna­
does kill 132 in Teus and Oklahoma; Soviets 
still hold 892,000 Gerl'Nn pnsoners; ISO,OOO 
die In Indilln religiOUS riots; starvation and 
hUfI9I!r persist in Europe and China; 5' 6 
dtad in Te.tas Oty lX e.tplosion; palSenger 
ship K"rangya hits mine lind sinks off 
Shanghai, km,ng 3,000. 

1948 Cuna!]l! in India after the Gandhi mas­
ilnatlon; dally bloodshed In Palestine; WM in 
French Indo-China; Greeb execute 213 com­
munists; chemlCllI plant bl.ut in Germany kiUs 
250; war," Israel lind TrllllSjOfdan; guen11a 
war in Indof"leila, 

19<t9 Hurxlfeds delld in 80Iivwm labor unrest; 
malS,.",. lloods II'! Chi"lI; quake in Ecuador 
kilb 4600; 207 perish in the NorotlIC liner fire; 
4,000 Glalrmlllll"ls die in flood; 55 die in 
worst U.S. plane dlQst~ 2,700 dellthS lind 
42,000 p¥iIIlyud If"! U.S. polio epidemic. 

1950 Iran~n earthq!.oakes ki~ 1,500; 51 die in 
weather·shlp collision with mioe; 25,000 die 
from Alsam ellrthquake; U,5, b/iu.lrds kill 
hundreds; thous.Jnds d"oe a! !«nan WJr 
begins. 

1951 New Jersey trllin crash klHs 84; EI 
Salvador qUllke lulls 100 .. ; SO die In U.S. 
pike msh: 9 die in Tehran oII-dispute riots; 
12 die i" 8ritish-Egyptian clash near Suez. 

1952Ir~ni~n tnba! cia*, kilb 50; 108 dead in 
8ruil train Wl'Kk; tornadoes kI" 343 In U.S. 
midsection: 176 die In U.S. naval collision; 

ViM' crop failures in lodill; worst U.S. bus 
crash kilb 28; French submaline to Sybillt dis­
appears in Medllerrane.Jn with 49 ~board; 
U,S. polio epidemic kilh 3,300 and affKU 
57,000 children 

1953 Storms off North ka ki1l200 In Bfit.lin; 
Tumsh earthquake leaves 1,000 dead and 
50,000 homeless; tornadoes around WitC.O lX 
and Flint MI kill 124 and 116, respect~; 
Nethertarl(b storm-Uoods kill 1,79<1; Nigerian 
,ndependeoce I'iots Ie.tve 32; 37 dead in Uf­
rier teyre dock fire; total U.S. dead in Kor.a 
war 54,246. 

1954 Avalaoches bury 198 in Alps; ron. H­
bomb uploded; Pakistani labor nou; two 
hurricanes kill ISS 3Ioog U.S. ellst coast, 

1955 N~ plane crashes in Haw.llL killing 
66; 3.IXI+ die In train CTash near Guad,1ll1!arll; 
tornadoes scourge South, 121 dead; lloods in 
nonheastem U.S. kill 179: thousands die in 
North Nrkan nlltionaliSlltruggles; Hurncan.e 
Diane kills 184. 

1956 Over 10,000 Mau-Mau rebels killed In 4 
years; Poznan riots; earthquake in India leave~ 
117 dead lind 800 missing; typhoon kills 
about 2,000 in China; Hungarian uprising; 
Andrro Doria colliSion kills 52. 

1957 Earthquakes in Ir,1n kill about 2,000; 42 
Algerian rebels killed by french; HurncaOf 
Audrey wipes out Cameroo, tA, killing 390. 

1958 Californill ml(!aor coilislOO clllims 47; 
Nike base e.tplosioo in New )mey kills ten; 
5o'Aet wellpot'l!1)lant explosioo spews 
radioactivity auoss southern Urals, hundred~ 
apparently dying; 96 miners trapped In NCNa 
Scotia; 90 die in Chicago school hre. 

1959 Milan Airliner crash lliUs 68; Algerian 
roghting Continuei; 1,000+ die in "'pan from 
typhoon; K"lIauea Ike crlllet erupts 00 H&wau; 
dam co1I.Jpse leaves 41 2 dead in France. 

1960 In South Africa, SO pmtesten lire shot 
to death; Agadir, Morocco, leo.oeIecI by earth­
quake, and 10,000-12,000 die; first smog­
control bill passes In Calilomiil; Ira"i"n quake 
kills 1,500; 200 die in Guatemalan asylum 
fire; Hunicllne Donna devastates U,S. hst 
Coast and Pl«!rto Rico, claiming, 165 lives; 
tidal WIIVes kill 7000 in East Pakistan 

1961 78 die In plane crash !"leaf Chkago; 
Hurricane Carla kills 46 along Gull Coast, 

1962 Huge land~icle -Mpes out Peruvian 
town of 3,' 00 peoplr; mine upiosiOn i" 
Gennan)' ki(ts 249, with 146 missing; mur­
derous fighting In Algiers; 110 die in west 
Alrkan airlifl('f crash; U,S, national debt 
e.tceeds noo bil!M)n; If,n;an qUllke kills 
20,000 

1963 Cold WlNe in U.S, klMs ISO; qullke klrr~ 
300 in libya: landslide kills 300 in PenJ; mJp­
lion on Sali kills 11,000; racial violence con­
tinues i<1 U.S, South; U.S. wbmanne Thm~ 
goes down with 129 hands: 1,000+ die ir1 
Yugoslav quake: hurricane kills 5,000 In HlIIll 
lIrMt Cuba; lanmlide into luhan dill'l kills 
2,000; Japanese mine bla~t kills 327: 
Canadilln ;eUioef crash kills 119; 22,000 die 
in East Pakistan cyclone; HurricMle Flora kills 
7,000 in Haoti and Cubi! 

1964 Religious roots in ClIkutllllull200; 
Alaskan qu~ke kilts 117; U.S. kcidentllily 
releases a kilo of plutonium into a\l'l'lOSphere; 
munilioru blast In Algiers klllJ 100: m~jor and 
continU'OUs fighting in Voetnam: burst reser­
VOir kills 1,000 In India; dOlens of t'\o}tages 

illS .. \ T l 

dll' on Congo rescue; hurricane kills 7,000 in 
Madras and Ce,1on 

1965 Cyclone kills 5,000 and Ie~ 5 million 
homeless in Pakistlln; missile silo fire kills 53 
wor1o:en in Altansas; 650 U.S. citirens dead in 
Vielnam sioce 1961; Hurricane &etsy kilb 75: 
cyclones kiN 47,000 in East Pamilln; liner 
YormQUth Coltle sinks WIth loss of 91; tOlm· 
does IICross Midwest I0Il256 in one~. 

1966 Airhner crashes in Alps -Mth 117 Io~t,; 
airliner critShes in TokyQ Bay with I n dead; 
flood Oevllsliltes the art treasures of Florence: 
Abefjlln (Wales) avalanche kills 144. 

19673 astronauts die in Apollo fire; U.S. 
loses SOOth pIlOt' over Vll'tnam; Newark l'Ke 
riots leive 26 delld in four days; 31 deaths in 
Detroit race rials; soccer riot in Turiley kills 42 
,nd injures 600; 250 die in Portugal floods. 

1968 8-52 carrying four H-bombs crashes in 
a Greenland bay; 31 die In violence following 
the King assasJination; earthquake in Iran kills 
8000+. 

1969 8ialran market bombed, killing 300; 
snowstorm of the decade closes New York 
City; clash on Chinese border kills 31 Soviets; 
Hurncane Camille kills 256; Venezuelan airline 
crASh kiIU ISO; U,S. deaths in VIetnam (lOW 

lotaI33,641; Egyplian atlllCk leaves 40 Israeli 
casualtiei; Mylai massacre of 567 ..,iMagen 
~rted; lloom kiN '00+ in southern 
California 

1970 Fmxh submarine Eurydice ilnks with 
57 lost; earthquake in Turkey kills 600; six 
blacks ihol dead in back in Georgia; Kent 
State killings; rrormous quake kifls 30,000 in 
PmJ; 46 shot in Asbury Part riots; PtO mass­
hljitCking; cyclone and tidal wave kilf 200,000 
in (.asl Pakistan, 

1971 Quake in los Angeles kills 51, Tumsh 
earthquake k~ls 600; civil war in East Pakistan 
causes 2 million ref~; worst airliner crash 
on re<Ofd kills 162 in Japan; hurricllne and 
tidal wave kil16000 in India. 

1972 Airline IIntihijadUng procedure ~t.tb­
lI*,ed in U.S.; airline crash kills 118 in Britain; 
1 I Israeli Olympians massacred; 147 die and 
700 InjUred In Medcan train disaster; 170 d'e 
,11 Moscow In worst jeUiner cra~h; Hurricane 
Agnes le,lves 117 de<ld; jetliner crllsh kills 155 
in Canary Islands; 10,000 die in Nicarllgua 
quake; 5,000 dead in Iranian earthquake; 237 
dead In Soulh Dakota flash floods; 

Interlude: from 1961 -1973, appro.timat~1y 
57,000 Americllns died in VIetnam; South 
Vll'tnamese armed forces deaths are listed at 
183,000; communist militia and North Viet­
n.mese regulars losses estimated at one mil· 
bon: civ~ian deaths are thought to be lit least 
SOO,OOO and pemaps more than four m~lioo. 

1973 Thousands die in Yom IGppur w.; 100 
die In '~department store fire. 

1974 In Sao Paulo, 170 die In office building 
lire; Iran-Ir~ bordel'" c.Iash leaves 70 dead; In 
Bali. ;eUiner crilshes with loss 01107; 30+ die 
Ir1 shoot-out in Isroldi school; smaHp!»C 
sweet» India, kil~ng 10,000; hurricane Fifi 
kills 10,000 in Iiooduras; IRA bomb kills 22 in 
England; Darwin, Australia, leveled ancl50 
killed; quakes kill 4700 in Pakistan; tornadoes 
kill 315 in two days in U.S. 

1975 Drought in Ethiopia; thousands die In 
8eirut as lighting spreads; quake in Turkey 
takes l,OQIH.; 26 die in guerilla attack in 
8uenos Aires. 



1916 G~tem .. lan quake kills 23,000; world 
arms speodiog ruches 300 billio<1 dollars 
ye~rfy; ~trong quake kills 100 .. in Italy; New 
Guinea Hrthqua~t takes 9,000: Color_ 
fIHh flood kill~ 1 ]9; 20 d~ from wh<lt will be 
idenllfled as Legionnaires disean'; -46 
Ngtrnlneans die in political mom murders; 
airliner deaths total 146 in TurXWl crash; 
Humclne Uzzie leaves 2,500 (Iei'd in MeJCiCo; 
Turkish quake kills 3,000; (alrQ riots kill 44; 
Tangshan (Chin.-.) earthquake leaves 242,000 
d~; quake aocl tidal WiY'Je kill 8,000 In 
Mindanal). 

1977 Canary I~ands jetliner col~sion kirls 
574; MolY Day cWh in IsLInbui kilh 39; 
Kentucky nightdub fire kills 160; cydoot kills 
10,000 In Indi",; Rurmn~n Nrthquake Ie.wes 
1,600 dead. 

1978 AirlIner carrying 213 explodes oYeI" 
Ar .. b~n loI!iI; 30 die as Palestinians seize bus; 
Rhodesian .. !tadu in Zambia kill 38, .w 
Irani.ns die in anli-g<M'rnrTM:'nt noU; air colli. 
sian over San Diego kilb 150; 30 die in 
GU,l\emillan general strike; 909 die in 
rooestown mass sukide; 25,000 de.d in 
Iranian quake. 

1979 3·Mi!!! Island nuclf'ar pDWf'r pl.tntleak; 
100 VoetnalTlf'Se boat·Pf>OpIe drown off 
Mal.t~ HUrOtaOf' David kills 1,200 in 
Dominican Republic; 2]5 die in Chicago IIIr 
accident; Spallim hotel lire dailm ]1; 25] 
killed In AnLlrc.tM: air!illf'f ua~ ellplomOf}' 
oil well in thf' Gulf of MUM:o spills I~O mil· 
lion gallons of oil into the sea, the largeu 
known o~ '\pill, 

1980 18 die in Miami race noli; Mt. St, 
Helens WN erupUon k~ls 50+; ellplosion at 
Italian train station kills 80+; Iran·lraq War 
begins; 25 de<td from toxic·shock. syndrome; 
Hurricane AJIen leaV1!s 228 dead In Caribbean 
and TellIS Gulf; 3,000 die in ttal~n eitrth­
quake; 20 slain in EJ SaMidorean viOlence; 80 
die '" MGM Grllnd Hotel fire ,"1M Vrgas. 

1981 In two y(!ars, GM has posted more thlln 
II billion dollars in Ios5e1; Chrysler reporu a 
loss of S, .7 Dillion for 1980 alone; quake 
Of'lIr Nap1e5 kins 2916; lighting (ontinues 
lIround 8eirtlt; 72 die in Tehran bombing; 
nots <tcron ~land; 123 die in Israeli attacks 
on ptO; 111 die in K~nw.5 City hotel lobby 
collapse; South African irKursion into An<JoIa 
kills 240; Iranians execute 1 <19 IdtkU; bomb 
In ptQ oHices kills SO; bomb in Syria kills 64. 

1982 "'rlinl!r smashes Inio Potomac bridge, 
kills 78; 84 die as Newfoulldl;ind oil rig JIflIu; 
New Orleans airliner crash kills 1<19; 20,000 
reported dead in lebanon lighting betWI'fll 
JUOf' and Augun; 60 die In Tehran bomb 
blast; ~ins of 1,000 -disappeared-lout· 
ed tn Argentina. 

1983 NICaraguan fighting continues; 600 die 
In Indilin religious strife; lrlln.lraq War contin­
ues; ANC bomb kills 16 South Alntan mili· 
tary; 100 die in Volga RM:-r ship collision; 
Soviets down jetliner, killing 269; 64 die In 
South African coal mine ellplosion; 216 U.S. 
Marines die in 8eirut bombing; irr Spain, 1]6 
die in airliner cram. 

1984lran·lraq war now I~ Oil wnkeo in 
Pt!1I.m Gull; Indonesiarr death ~uads report· 
edly lull some 4,000 people; homtltss in U,S. 
off"lC~11y <tt up to 350,000; Indian troops 
seize Si~h Golden Temple, 308 die; 8hopal 
if\5eClJCrde plant accident kills 2,100 .. people. 

1985 Rail accideot in EthIOpia kills 192; blast 
at Sh,ite mo5que in lebanon kills 15; Berrut 
car-bomb kills 62; 59 die in Sikh ~t\acks In 

India; another Beirut car·bomb kills 50; pris­
ooen in Brazil kin 13 by Iolttry to protest 
conditions; soccer Viofence and delllhs con­
tinue; 10,000 die in Bangladesh stOflTl; "'r· 
India jet explodts, k~~ng 329; Nlcliragua'S 
Wolr with Cootras ~id to h_ killed 12,000 
so far; !!eiM tar·bomb kills 50 more; 122 die 
irr Dallas airliner cr<tsh; 50 die in Malta hijildl· 
Ing; 250 u.S. soldiers dit in air (rash at 
Gander; quake deva5tatf'S Mtxico City leav· 
Ing 25,000 dead. 

1986 Jetliner crashes in Guatemala, killing 90; 
500 die as Bangl"desh fl'fl)' srnks; 40 doe in 
Ceylon from Tamil bombs; bomb in Tthr<tn 
kills 20; at Chemobyl, dozens of hrroe:s ~ri­
flCt them5el\les to conw'n the disaster and in 
the yean to corne, experU expect 24,000 
deaths to be influerKed by !toe re4N5ed 
lItomic cloud; 1.200 die from lO!Oc cloud In 
Cameroon; Soviet ship Sinks, 398 lost; In 
die ,n South Afriun gold miOf' fire; 21 die In 
Istllnbul synagogue assassinations; tunnel col· 
lapse kills 2000+ in Afghanlswn; Karachi riots 
kill S~; San JUoln hotel arson fire kills 96. 

198] De.aths in lran·lraq W~r said to total 1 
million; widespreold civil unrest in Korea.; 
South Africarb kill 190 in Namibi.Jr; sinking 
ferf}' Dono Pol in Philippines kills 1500. 

1988 U.S. N;wy downs Iranilln a,rlintr. 290 
die; Pan-Am jet&ner ex.plodf'$ O'Itr loct.eftfe, 
Scotland, 259 aoo.rd; Arrntnian e.lrthquake 
kils 25,000 and !taws ~OO,OOO homeIes~ 
Saogl.ldesh monsoons kill 1,300 and leave 30 
miUion homeless; HurriC<lne Gilbert devas· 
tates northeastem Muko, Jelving 260 dead, 

1989 U.S.S. Iowa's turrtt explodes, killing 42; 
Hurricane Hugo Itoaves 71 dead; loma Prieta 
quake Coluse widespread de!i(fuctlon and 67 
deolths In northern California; in Ural MIi., 
liquefied gasltak al'ld explosion kills 500, 

1990 Iranian earthqu"ke lolls 50,000; w~on 
quake ki.s 1,600; a puzzling p¥11C leaws 
1,0426 pilgrims dead at MKc.a. 

1991 Gulf War kills at leut 50,000 IIAqi~ Iraq 
releases ~O million gallons of crude 011 into 
the Persian Gull. Ind leaves WIne 600 oil 
wells afl.lme. 0aIda1'ld Hilts lire burns some 
3,000 homes and Ie_ dozens dead; mas­
~ivt' eruptions of Mt. Pinatubo on lu~on; 
Ban~tadah cyclone kills 125,000 and Ie<tves 
9 million homeless; all Kuwait 011 fim put 
00<-

1992 Tens of thousands massac~ during 
"ethnM: clearlSlng" in former YuqosIavia; hur· 
rlcanes in Florida, loorsiana, and Hawau kill 
dozens and leaving thousands horntless; 
mapr earthqu;rkts in Southem C;s/ilomla and 
Egypt C<I~ extensive damage. Estrmattd 13 
million peopIt now infKted With HlV virm;. 

1993 Terrorists bomb NY World Trllde 
Center; storm kills 2,000 in Eastem U.S., 
rewrgef1Ce of neo-Nui violence in Gtrmany; 
II -thousand·}'1!ar flood- JnundatelO Missil.slppi 
Valier; IRA bomb de'o'astatf'$ londol'llinarKial 
dlstnc!. 

19904 Northridge CA quake kills 61, Mexico'~ 
p!"~rdent assassinated; serial tornadoes across 
AI~b.lma to S. urolina kin S2; Bangkok toy 
factory fire leaves 213~; 6.8 qu"ke In 
Columbia kills 1,000+; hundreds of thou· 
saflds mas~led in Rw<tndil; Estonial'l ff'rry 
sinks with 900 people; aosni~~ Serbs, and 
Croah continue Wlagt fightJl1g, 

1995 Kobe, Japan earthquake IoIk 0"I0f"I! than 
5,000 people; Fighlrng in former 'fU9Q5lallia 
qureli after Croat land offensiVe and NATO 

.Ii, stli~es; I<rrgt' quakes r,}uJe Mexico·s PacifIC 
coast; leaving ~011!5 dead; Shoemakf'r·Levt 
cornel clu5ter hortles into Jupoter; terrorist 
bomb smashts Oklahoma City federal build­
ing. killing 161 

1996 Earth's fecent lIverage surface II'mper~· 
ture rises 10 new high; cokitost winter in 
Minnesota in nearly a hundred year~; h~ 
oil spill off Welsh COllst; 22 die in Hurricane 
fran; world·wide, 28 million are estimated to 
be HIV+; world population at 5.789 bimon. 

199] Guam a,rllner cram 228 lost; Haitan 
ferry Pride 01 /cI Gonove Wiks With 200+ df'ad; 
].5 mag. Iran quake kills I ,SOO+;hurricane 
Pauline scou~ southwestern MI!llic.o, kining 
over 200; new AIDS infections euima!ed;lt 
more than 3 m~lion; approximately 5,8 mil· 
lion now haY!.' died from the disease; North 
Korean l<tmiOf' intenSifies. 

1998 EI Nino soddens Calilomi.l and sends 
violent storms across the Midwest; storms in 
Europe; tomadoes In Alabama kHi 3-4; 
drought plagues southem Asia where fires 
rage urKhecked for weeks, U,S. airc.raft_rs 
gondola cable In Italy, and 20 die; embassy 
bombing in Nairobi Io"s 2204, and U.S. retali. 
<ttion aims at OYma bin lAden; Swissalr jet 
crashes, killing 229; North Kanan famine 
unabated; AlgeriilO dvil war 101 estimated at 
26,000; ~rricllOf' M,tch IUvfi more than 
10,000 dead in Cetllrlll America. 

1999 1000 die in e~rthqtJ~ke in Columbia; 
Kosovar deaths at h.nds of s.erbi~ns estimat­
ed at 10,000; NATO air strikes halt the ethnic 
cleansing: NATO missile hili Chinese embassy 
<tnd ~ills 3; NATO ()(.(Upiel Kosovo. 15 pe0-
ple took advant<tgt of OrtgOll's legally·sanc· 
tioned assisted wicide law; 15 die In school 
shooting In Uttle!oo, CO; wor1d.wic\e AIDS 
Infections estImated at ]2 million; within 
days, earthqua~es kill 10,000 III Turkey and 
1100 in T;Jiwan, 

2000 Russian nuclear submarine sinks in 
Barents Sea, 118 die; Air France Concorde 
sm<Ishes into holt!, 113 die; southwestern 
Georgi~ tornado kills 22; Firestone reca!ls 
more than 6.5 million auto tires; OrKf' .Jgaln, 
eHorts laillo sWbiliu the Mid·East. 

2001 mag 7.7 earthqu~ke JeU off some 200 
landslides, killing 8<4<4 in EI S~""'ador; com· 
bined tMOnst anacks kill some 5000 in New 
York and Virgin,a; U.S.S. submariOf' GrtffiVJlle 
:surlitCfl underneath a japanese ttawler, 
killing 9; AIDS infections In pI1!YIOUl year eSli· 
mated at 5.] million; total AIDS deaths 
placed at 21,8 mil/iorl 

2002 President Bush per<:eiYes an allis of evil, 
and many l;stefl carefully; munitions dump in 
lo1gos, Nigeria, explodes, kllhng more than a 
thousand bystanders; Airbus departing jFI(; 
crashes with 265 on board; crash at 
Ukrainian .or show kills 83; hundreds of thou· 
sands flee Iummtr floods In centra! Europe 
and Asia. and about 2000 die; North Korea 
reports that It ~s secretly produced nuclear 

""""". 
2003 Enormous powtr outilge betrays sum­
rnertirne oortheaSl U.S. lind eastern CiIOiMia; 
Europe w.-e1ter1ln unpretedented heat 
w~th~ of I'fIOrt than 11,000 in 
FrarKe alone "e lIttributed to utended .fIt. 
European temperatum of olboY\> 105'1', .-..:, 

n [ 'I 



CEveNts, ®ccuFt, CriyyV"Nl\f &-- futurist 
for the crfdvlous mony, the far.S'9h1ed few, and 1905 Shl!ep ilf!' killed and their blood sucked vature of light; TOfooto m;,lionaire Ambrose J. 
the infallible 01 hindsight: a selectlOl1 01 the from them (Badminton, Gloucester, Nov. I);; 5m311 diloilppei'lrl without a trace. 
bila~, the Fortean, the fiendisl!, (md the long. renewed Druid solstice ceremonies at 
term by ymr, 1890 on Stonehenge. 

1890 Alaskam see image ot mysterioos.\ky- 1906 "Typhoid Mary" Is found; playboy Hany 
bcJme city (16 March); Hagenbe<:k's agents Kendal! Thaw kills Mted architect Stanford 
have foond no evidence of Congo dil'\OSilul'S. Whil e. 

1891 Fresh mows inexplicably covered by!ay­
ers of worms in Valley Bend district. Virginia; in 
Michigan, iI seven-foot wild man covered with 
hair i.s 5et'n. 

1892 Unexplained explosions occur along the 
English Channel for several )'1!ilrs; JlO evidence, 
damage, or explanation is ever found. 

1891 A great luminous body pas!0e5 over 
Virginia and North and South Carolina; visib~ 
1 S-20 minutes; Smith demon~trates that para­
sites can be vectOf'1 fO( disea!>e; tizzie SorcU!n 
iKquitted of murder at fan River, MA; the ghost 
of Admiral Tyrone is observed and!>een to van­
ish <It a large and e~c(usive dinner party in 
london. 

1894 Pickering at lowell Obsefvatory!>ees con· 
Ipi~UOUI light floating above Maf'1 (Nov. 14); 
marine Silurian.seen at mouth of Red ~. 

1895 Peasants near Odessa, RUIlia, attacked by 
strange beast.; Roentgen anJlOUflCeS the discov­
ery of X .... ays; at his lOO-room Chicago hotel, 
H. H. Hol~s maintained basement rooms with 
ilCid baths, torture devices, and dissection the­
atef'1, <lnd he was tried and hung for the mur­
derl 01 27 women. 

1896 In the summer, hundreds 01 dead birds 
fall from the sky nl'ar 8aton Rougl', looisian.a; 
Bl'c:qUl.'I'l'I rays disa>Vl'red. 

1897 Giant illuminated alf'1h ip passes over 
Kansas City. Chicago, Tex,", and W. Virginia 
(April); the ·rig-Saw Murder'" in which piec~ of 
a corpse. were foond scattered aroond New 
York harbor. 

1898 Phosphoresceflt strands of an asbestos­
like sub!tance fall on Montgomery, Alabama 
(Nov. 21); Olaf Otlman digs up <I Vll(jog run" 
stone at Kensington MN. 

1899 Strange yellow worms found strewn 
ilCross an Alaskan gtacier. 

1900 ,., trickle of people appear across the 
world who speak no known language; many 
living and dead sea monsterl reported. 

1901 Alaskan Indians repeatedly report Visions 
of a great airbome city; thousands of tiny 
5Jlak~ appear overnight in Cantoo MN; two 
credible EngllSh·women report a brief visit to 
Ve~iI(e,;of 1789. 

1902 The Freya is discov~ dismasted but 
otherwi.\l! undamaged; her Uf!W is never 
found; mutineef'1 aboard the Veronico kill seven; 
the ghost 01 Marie Laveau. the voodoo queen 
of New Orleans, commonly appears hereafter, 

1903 Mud, ash, and fireballs fall across south­
east Asia; a box of arrowheads is found in a 
coal ~am some 300 million yeaf'1 old; many 
animal mutJlatlons in Staffordshire, England. 

1904 At Wimbledon, England, an inteflse and 
inexplicable dari:ness occurs for 10 minutes 
(Apr. 17); in VIrginia, ghost-like dogs l'xhume 
potterl-field corpses and eat them. 

1907 Balls of light fall from sky and explode 
near Burlingtofl VT (2 July); automatic writing 
received from moflkish spirits at Clastonbury 
Abb<y. 

1908 A woman burns to death in!"ler bed with­
out thl' bed meets being damaged or scorched 
(Blythe, Englafld, in Mardi); Belle Gunness of 
Laporte IN either killed 13 ml'n afld sU((l'S~ully 
escaped witl1 their moot!')', or was killed herself 
by her 14th victim, Ray Lamphere; enormous 
explosion in Siberia flaltens 100 square miles 01 
forest. 

1909 Globules of hot meul fall Irom ski~ in 
Santa CnJz. CA; the information relayed by his 
ghost cau!>es It. Sutton'S body to be exhumed 
from Arlington Natiooal Cemetl'l)'; lighted air­
ship repeatedly ~n across New Englafld (14-
23 Dec.). 

1910 Fresh blood falls from ~ky in South 
America; tales persist of the secret rooms In 
Clamis Castle, xotland. 

1911 Groofld found c~red with ma~s 01 jel­
lies "the size 01 peas [and} contained eggs 01 
numerous species Irom which the larvae soon 
emefged" (Eton, 8ucks .• England, 24 june); 
"Ax-Man of New Orleans" murders continue 
until 1919_ 

191 2 All inten!>ely black object is!>eeo upon 
the Moon, estimated to be 250 miles long by 
SO miles widl' (27 jan.). 

1913 Ambrose Bierc@ prepares 101 Mexico; the 
spirit 01 Patience Worth begins to communicate 
through Pearl Curren's ouija board. 

1914 Manche$ter, England, (l'ports a spindle­
shaped object transiting the Sun (10 01;1.), 
"!Wahine Ax Murdef'1· of New 2ealand. 

1915 8right spots appear upon the Moon in 
December; U-boal torpedo cl~imed to have 
blown sea-serpent-like animal out oIlhe water; 
Anted Wegener expresses the theory 01 conti­
nental drift; Ht'fIri Landru (Gambais, france) 
murders at least 11 people Into the year 1919. 

191 6 Red tides along the U.S. coam; a ghostly 
biplane appears at Montrose, xotland; Bela 
Kiss of Czinkota, Hungary, is shown to have 
killed at least 24 young women, but is believed 
to have esc:aped during the conlusion 01 the 
Great War. 

1917 luminous objects seen moving on the 
Moon; 70,000+ witness the miracle of Fatima; 
Amy Archer-Gi lligan convi<:ted of multiple mur­
ders at her Home for elderly People. 

1918 Unusual weather in many parts 01 the 
world; Shapley corrKtly discerns the reIilti~e 
Sizt and shape of our gala~y; tile jinxed 
German U-6S submarine is d~ttoyed With all 
hand~ by a mysterious explosion. 

191 9 Captain lames and hi~ aircraft di~ppear 
over New Yorl\; Caltlerigg (Cumbria) lighU 
pheflomen.a flOttd; Eddington verifll'S the cur-

1920 Shafts 01 fight pro;ect from the Moon; 
furry humanoid killed and photographed on 
Columbl.l-Venezuel.ln border. 

1921 Millions 01 tiny frogs wdd!'f11y appear in 
I'lOrth London; more than a dozen ships disap­
pear without a trace during the year; Allred 
WatkiOl inl'l'nt5 ~y lines; crew of schooner 
Carroll A. Deering disappears. 

1922 Rocks mysteriously fall from the sky for 
weeks at Chico CA (March); EViinek natives 01 
Siberia report severa! eocountef'1 with mam­
moths; Sarah Winchester dies, her San jO!>e 
home having 160 rooms and 10.000 windows. 

1923 Thrl!t' large moundl disc~red in 
Al"chimedes crater, Moon. 

1924 The footp!"ints of Day and Stewart end 
abruptly 40 yards from their intact aircraft; thl' 
intrepid pilOts are never found; the Matthews 
death-ray has all london talking; leopold and 
loeb attempt and fail to perpetrate thl' perfKt 
murder; Mma Crandon's claim to the 5cierl!ific 
AmeriCan's mediumship prue is dbpo\ed by 
Harry Houdini. 

1925 Edale, Derbyshire, England, terrorized by 
many \!Vidences of a werewolf; SS Wott'ftown 
haunting reponed, and a corroboraWe p~to 
is displayed in the Cities Service Company's 
New York office, 

1926 No trace of the Percy Expeditioo, seem­
ingly swallowed by the northern 8razilian ion­
gil'S; Heisenberg and Schroedinger lay the 
loundations 01 qUantum theory. 

1927 8lack rain in Ireland; Lemaitre introduces 
the notion of the expanding univef'1e; Muller 
succl'Sslully u~s X-rays to induce mutations in 
lruit flies; 8ibll'-quoling Earre Nelson Is hanged 
at Winnipeg for the international murderef'1of 
al least 22 landladies; publication of lin 
Exptrirrwnt WIth riffle. 
1928 Danish trainiflg ship Kobtnhoven disap­
pears without trace alter sailiog from 
Mootevidl'o. 

1929 The infartlOlA 'Vampire of Dusseldorf· 
terroriz~ the city; St. Valentine's Day massaae 
in Chicago; by now, 11 people associated with 
the openiog of King Tut's tomb have died. 

1930 Scores diE and 300 are strickl'n by a poi­
sonous log in Belgium (OK. S); Peter Kurten 
(Dli5~1dorf) sadistically murtlef'1 at least nine 
people beforl' being caught and Executed in 
1931; mysterious eJ(pIrn;.ions heard near 
Charleston Sc. 
193 1 lawrence Invents the cyciotl"Ofl. 

1932 In the next live yeaf'1, Or. Morris Solber 
and alSOCiates successfully murder and collect 
the insurance mon@},formolethan 30 victims. 

1933 Mystery lights, presumably from aircraft, 
are.seen over Scandinavia all winter. 

1934 A 30·loot·1ong Sl'I'pI'flt il ~n swimming 
in watef'1 near Battle River, Alberta; lirlt expedi­
tion organized to photograph the loch Nes.s 
monster; Or. langoria of Cleveland OH destroys 
his cU!ath-ray for the good of humal'lity; Sonnie 
and Clyde die in a police ambush. 



193.5 I19umont TX Enlnpme reports INt the 
U.S. ~t now possesses an illVisibll,ty 
fay; eorn.gJt opens the way to w1fa drugs. 
which SM! hundreds 01 thoosanc15 0I1iYn in 
W'NII; Ma Barter die<; in FIorid~ shoot~ .. 
hum~n ~fm dtsgorged by a writ in an 
Australian aquarium leads to atquitUI 01 P~lrick 
8rady for murder. 

1936 First printed reference 10 t~ Lubaanlun 
(I)'SUllskull; the "Mad 8utcher of Kingsbury 
Run" tet1ori~ Clevelaoo OH for several yearl, 
and Into the 1940.. the total number 01 
u~ dK~pit.ations in the arn number 28; 
last reported haunllng of the Brown lddy of 
Raynham Hall, ~ the L..fy is dimly ph0-
tographed. 

193710e W is believed to o.we led at lent 
f~ WAItresses to M aIIig<lton, but commillo 
wiC.idt before he uon be arrested; AmelIa 
Earhart diwppeilfS OYer the Central Pacific. 

1938 Sudden Incr~ase in hot spring and geysef 
Ktwily Ifl Oregon and Califomi3; Worol rht 
Worlds bfO<ldcilSI leads 10 nation·wlde potnic. 

1939 Nuch!ar fission athieVed; Sorlt)' Rectory, 
"the most Nunled spot in England·, bums to 
the ground. 

1940 U.S. government said to PO~I the 
Mohr ray, which explodes gunpowder at a dis-

""" 
19<41 MollOY stories this)'Nr of pets finding 
theor wa)'li home ~ t~'ng long diJtances. 

1942 Fermi and awxiates build the firlt con· 
trollable nucleM reattor; in Melbourne, the 
'Slnging Strangler" kill! thlee women to "get 
their voices;" Nazis dis.patch an e~pedition to a 
8altic Island to !/Ike infrared photos of the 
8nllm fleet (hypoll"lesi.red to be llisible ,\ I~ 
wave lengths atross the In~e of IN hollow 
Earth). 

1941 US murder rale dfOJ». 

1944 Moth-man of MarylMld in Hollywood, 
MD. 

1945 Or. M.rcl!! Pe\iol 01 PMis kills 27 wartlrnt 
esc~pees to profil from their wealth, es\lmated 
to total lour million dollars; 5 T8F Aveflgetl dis­
appear in the 8emlllda Triangle. 

1946 EN1AC is the first higlHpeed el«tron.c 
cakulator; radiocarbon d~ting techniqul'l 
dtveloped. 

1947 Pilot Kenneth Arnold cOn1!Wm the 9 
objecu he saw to "saUCef1;- near Roswell NM, 
lour dead .aliens ~ believed lKovered IYt IN 
U.S. gowmment; Diebold and Harder cOin IN 
wool ".utomation·; the 8lac.k Dahlia murder 
near 1m Angeles goes uruolve;l; the ancien1 
AntolcytNld astronomical computer is recog· 
niled for what It is. 

1948 Salilightrnng plagues Svaneke, Denmark; 
the ghost 01 p~ychic investigator HalT)' Price 
appe~rs repeatedly; the gho\t 01 CMoon 
appeall 001 the Drury Lane The~1fe apparently 
to watch Oldatromat, C",p"'~ Mantell dIes clys­
ing a UfO. 

1949 Deliberate War 01 t~ World! ha.a~ broad­
call in Quito, Ecuador, and in IN resutting rio( 
the radio station is bumt to the ground 'Nith 20 
dNd inside; residents of Thorntown IN rtpOl"i a 
halty bipedal creature; the C~ 01 possession 
whkh inspi~ Tbt lxortist occurs. 

1950 Two photos made of a UfO m.clt our 
McMInnville OR. 

1951 Nazca DesM intsand glyphs publicized; 
Mrs Rees.er (St. Pf!~g fl) is consumed IYt 
fwe in a room mostly untouched by flame. 

1952 Huge locust plague in Middle East.; first 
atomic wbmarine Nau/,/uf dedICated; Christine 
Jorgenson is fillt anooun<ed seJI (haoge; top 01 
ML Everest re<JoChed; reporu of flying saucers 
reach mJ~lmum In this year. 

1953 DNA described as double hell~; archaeol­
og~ts rlfld Ice Age artifacts thought oldest 
known: the DUsseldorf Doubles l(iI!er a\lack!; 
)'OIIng couples until the yw 1956. 

1954 french bathysupht df-scends to record 
13,2841eet; "Big Sang" theory; more than 40 
YisitI of humanoid .ns reponed this )'Nr; M1 

~ic of scratched Ind pitted ilUtO wWld­
shiekh plagues SeaUie; Ed Geln, I1e(rophile and 
uonnibal, commits hi:! first murder; Eisenhower 
is rumored to have viewed arl8l remains in 
Hafl9.Jr 18. 

1955 Atomic clock developed; frog-like 
hUmailOids seen near lovdand, OhIO; 
Eyansville IN woman almost pulled Into rM!f by 
greeniSh clawed hand. 

19S6lAkenheath, England, UfO lighllng COt!­
firmed vi~lIy,ro by raclar; ~CI found adrift 
in the Samoan Islands. her 25 pot~ and 
C~ dre mlSling. 

1957 ArtIfICial diamonds; Spurrnk, flfSt Mtificial 
wtellite, is launched; mys~ whIte objecl 
i1twers near Westville, lIrmoil; 200 reporu in 
from Upper Marlboro, MD, of a hairy, gorilla­
~~e creature; UfO sightlOlp 9rNIJy incre.\oe. 

1958 Wor1d'~ ~st oil well reKhes 2S,HO 
feet before being abandoned; ape·man It'en in 
the Argentinean Cordefil~; scaie-<overed 
humanoid jumps on car ne~r Riverside CA; 
Starkweather·Fugate ~illings leave a trail of 
corpses across mid·America. 

1959 wn;~ 1/ ~ fir1t INIHnade obtect 10 .eoKh 
Moon; Lunik IN pholOQf'phs bad; side of the 
Mooo; Ocean City MD sea serpent hoax; lumI­
nous. g~--eyed monsters leave tratb near 
Maruf.eld CH; hundreds of fishes faM on 
I.hmore, N.S.W. 

1960 Remains of INn 30,000 ye~rs old found 
in Mexico; X·I S rocket I?lane reach 2,5SO mph; 
sma!1 humarlOid allen With glowing eyes seen 
in Arizona; tiny frogs falilrom the sky In 
Columbia; Pope John is rulTlOfed 10 have cned 
for three daY' upon reilCling the terrible F~tima 
""""",,. 

1961 Gagarin is first m.Jn onto }f)/ICe: X_15 
reattles 4,070 mph and 4(1.. miles of all/tude; 
Setly oJOcI 8amey H, •• bducted by 3Iiens; lieS! 
develops new version 01 continental c1nft; 
c.- of international Uimin.ll Iac~ Mesrioe 
bfogiru and continues until dying in I shootout 
in 1979, including murders, multiple t\Capel 
from pmon, and fabulously successful rob­
boi~. 

1962 X-I S reaches 59 mIles; looclon ~mog kills 
55; loch Ness Investig.tIon formed; Morintr 1 
sends back fillt dose-up data 01 aoother plan­
et, Venus; two brothers report a ,uccesslon of 
bizarre apparitions in Scotland. 

1961 New land speed-record il 407+ mph; 
VIking ruim In Newfoundland 500 yea.s older 
than Columbl.ts; in Creece, live frogs f611 in a 
c\Qwnpour 

1964 Socorro NM UfO landing; wortd popula· 
tion increasing at 63 million per year, new ~nd 
speed-r«ord ~ 434+ mph; Selbyville MD 

r '1 

swamp-m.Jn hoa~; IN BosIOt! Strangler oper­
ales until 1964, killing 13 women. 

1965 Four UFOs 10 a diamond formation are 
lriKked from Oklahoma to New Me~ico; new 
land speed record 01 576+ mph; sea serpent 
_n in South River, near Annapolis MD; 
Yinland Map authentiCated by scholars. 

1966 Vatican abolishes Incle~ of banned bool<s; 
Richard Speck murders eight nur\oeS in ChicJgo; 
Challe W'hitman shoots 46 people from the 
observation tower on the U. Texas (Austin) 
campu' (17, including "Whitman, d~); IUrgI! in 
UfO Yghtingl 1eacI~ to establishment of the 
Condon Committee. 

1967 Hum.Jnoid rema,m found 2.S million 
years old; world's forst white gorilIlocated; 
Canatlian touc:hes UFO ,nd is hospitalized wM 
~ptom.1t1c radiation poGoriing; first human II 
placed III cryonic storage 

1968 First 1lort-tramplanl; ~ B astronauts 
orbit the Moon; hooded figure floating 0veI 
the altar S«'n at N~by Church, England; a 
ghostly bbck ut at kilfakee, Ireland, defies 
ex(l(((Sm. 

1969 Sam~rd college women seek co-ed dor­
mitones; ApoDo I , al\fONll[J land on the 
Moon; Apollo , I team reportedly S('eI flying 
SllUCM Ot! tnt Moon; Ilmmy Carter sees a 
UFO; Condon Report closes IN Alt FoKe's door 
10 UfOs; Tate-la8i;!nca murders committed by 
the Man~: the five Zodiac murdefs ill the 
San Fran<isc.o arN.re never solved; the SilVer 
CTlff CO spook lights all' ~ummarized in 
Norioool G~roph;c. 

1970 "Champ" the sea·serpent of l/Ike 
Champl,ln, I~ seen again; Dale Merle Nelwn 
(8ritim C~umbia) alleges that hi~ multiple 
murders were provoked by LSD. 

197 1 An article dtt.ails more INn 80 UloeS in 
whICh short·wave mess.ges wefe received 
houf"S or d.Jys after transmission. 

1972 Cil1 /NIl ~ at utr.e ThetIs, British 
Columbii; another frog~ humanoid seen 
near I.oYeI.nd OH; Morintr 9 orbits Man; 
Helbert MuI~n commits .t least '3 murders ;lI 
blood sacrifices to lolIve California from a gre.lt 
earthquake; the INlroum poisoning, in 
Hl'ftfordshlre alft(t mOl"e INn 70; after Flight 
401 crashes, the ghosts 01 the captain and 
flight engIneer are seen repeatedly on other 
Eastern airline flights. 

1973 Public Health Stl">'ke holts smoking to 
fetal.nd infant rbn; Sykesvolle MD monster 
repeatedly observed; PiotWr 10 reports on 
jupiter's magnetic field and seods bad. fint 
close pictures; gl/lllt man-like alligator seen 
nur Newton NI; uPlurge in UfO reporb con­
tirIUes into 1975; the Zebra rICe-killings leave 
15 dead in San ffJncisco, ,nd arrests.re ffI<Jode 
the following yeaf 

1974 Se~tuplets born in U.S.; Mariner 10 gets 
first close-up llTU.gl'l 01 planet Meftury; Soyuz 
'5 Hnb with Solyul Spacf station; Green 
Re'I'oIution technology raises crop yields; 
Piolleer 1/ tranWllts close-up pictures oI luptter; 
Vinlancl map denounced I' modt'm fraud; 
many (attle mutilations recorded in Nebraska 
and South ~kota; De fen f~;1y murders (the 
begiMlng of the Mlltyvilh! Horror) leave six ...... 
1975 Chinese uncover some 6000 life-size pot­
te!)' W3"",,",,; new proto-human R'maIm dated 
at 3.75 mIlliOn yean; giant biped Iilard seen 
neaf Milton KT; VIking I detects 00 positive 

continued neJ:/ page 
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~m 0/ ~Ie on Mars; lund~ young Ted 
Bundy ~iru killing about one woman month· 
Iy unt~ ~ht in e~rty 1978, Voriahtre Ripper 
begins sIIyi~ lor thl! ne~t 1M ~MS. 

1976 Foul·smelling hum~ rtpNtNly SMn 
in Baltimore County, Me; 1ndi.J ~m penlities 
lor more \twl two chlldftfl per family; 
"Cornish 58 serpent" pI'Iolo$; ship with 37 
~ vani~ in krmuda TrI¥Igte; Son of 
Sam killer terroriw young ~ in New Vork 
GI)'. 

1977 Cellular fOUlIs 3.4 billion)'NB old lound 
In Africa; Cigar.nd pipe.smo/t!ng b.1noed on 
U.S. airliners; first bid woman join! 
Prnidentiill cabinel; thl! 5p11'it 01 Teresita SMa 
apparently contacts a WOOl.ln in thl! Philippines 
to name ~ murdef~. 

1978 HU!n;)ooid foolponu 3.S mnlion years old 
found; Proposition 13 wim in California; first 
rest·lube baby born in London; tall alien ~ 
In Palpaia, Argentina; 21 bodies discovered 
buried 011 john Gacy's home; megalithic 
remains demomtrated on and around Bimini; 
Northamplonshire, England, UFO multiple-­
abduction iOOdffiI; the Hillside Strangler leaves 
a dozen or more women dead in the l~ 
Ang*s area. 
1979 Gold prices in U.S. continUe to SOCIr; new 
Slghtings of frog-bke hurMOOlds around 
loYeIand OM, Rudy WImer UFO lighting ne.lr 
San Antonio TX; LKe City MN saucer·site dis· 

''''''' 
1980 indian y~te in orbit; many wilr'Ieu the 
Hutfman IX UFO cont.K1; ~ I disc()\l\'rS 
15th Salumiiln moon; very tall hUmilnoids met 
oeM San~ Rosa, Af9mtina; MId:.lI and Powell 
lead an upeditJOllll"lto the Congo 10 IInd.l 
sauropod~ike cr~atUfe; the Su~ Diet 
Murder. 

1981 32·M CPU; senaI murders of 18 bl.Kk 
youths In Atlanta; apparitiOns of the 81es~ 
VIrgin Mary reported from MeclU9O'"je, 
VugosIavia; space 5huttle Columbia in orbil; Jack 
Suttoo (the YOfkshire Ripper) ~tfil(ed to life; 
FrtnCh TGV "bullet·tram" inaugurated; Wayne 
8. Wi!lllIrm arrested for the 28 victims in the 
Atlantil mUlders, but unpublicized .II that time 
are 38 more murden, alilemall!5. 

1982 Scientlsu find first lelnd animallossils in 
Ant.m:tia; Ufe found at volcanic. vents in 
PKifIC, 8600 ltel below surface; Creenpeace 
boats block dumping 0/ radioactive waste off 
SpaiIl; Tudor flagshiP Mory ifOJt' ra~ mostly 
IOt.lCl; first aftilicial heart recipient Arnfllln 
NI'U('I of ~rkdal, Norway, admits killing 27 
elderly people in order to accumulate money 
lor cn.ntJeS 
1983 PIoneer 10 pOIsses ~ orbt of Pluto; 
wOOd populatiOn estimated at 4.72 billion; 
~ NiI~ of london, the "creallVe psy­
chopath", admits to kining.nd di~bering 
15 people. 

1984 first numln f~t in space; guntniln 
lulls 20 in San Ysidro CA McDonald'S; htpoItitis 
\llruS identJfied 

1985 Nudeir-fqUopped veueb banned from 
New Zeolland walffl; di\Iers ~ millions in 
treasure from the S~nish galleoo N~I/O 
StOOro cit Atocho off Florida; h.Icker; begin to 
tap Pentagon compLlters; Richard Ramirez 
(I\iIr900 with 14 "night·stal~e(' murders; wrec~ 
of Titanic located; CD-ROM. 
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1986 Voyager 2 giw\first good ~ of 
Uranm; severed human lingtr '.1"1 from sky 
onto auto" IM!ffin; Vf90 I returm do!e-ups of 
Halley'J comet; Afritan AIDS c~ number at 
least 50,000; 'I'I!IY taW humaooicls ega", fq)OfI­
ed near Santa Rou, Ngentinll; super-ight 
plane cilde the wOOd non-~top. 

1987 GaIaxy!lHn 12 biMion Kght years diStant 
s)"\lernatic SOIlM searth made 0/ loch NelS; 
wpeftondcKting compouod discovered; 
Allan", Georgia., ~ pbg~ by lrJces <lOCi 
pooh; of human blood throughout It U.S 
patent office;allows pilttoting of animals creat­
ed by genetic engineering; new an.lysis shows 
¥inland MIp may be genuine 

1988 Horicon WI poItergeisl; gtnellasu postu­
late common ancestre» of all humalllty; defy­
ing the odds, several mekOOtes fan directly on 
hoo.rsI!5 in centl'llJ Europe, t"o'idence fOl.lod of 
planet-like bodies circling other stars; the 
"lizard man" confoondl SOuth Carolina; unre­
lated ice falls in Weistropp and Poing, 
Germany; saucer-like cralt ~ in Ha)'Wllrds 
Heath, Sussell; ·George" haunts the U.S,S 
Formla/; S<wiet orbit.ll endurance flight of 366 
days. 

1989 Mystenoos large designs ("crop Clrcles~) 
are fouod impressed in Englistl ...meat f!tldS; on 
27 june, aerial fIgtIts and e~p/oSIOns are report. 
ed an over Greece; giant octopus reportedly 
capsiNs a smaM WS5tI; large greenish man 
overfllti los Angeles; I~ eoormous Inscribed 
stone tables found In ~ G-" probe 
launched; ~n orbiter ~ roJdar map­
piog of \IerIt.rs 

1990 8usheIs of hay Ian from sky 10 
Bolttrungerl, S~nd; I Am fT"IO\IeIYltOt II1Cfi. 
cates that dismll'pVlQly negative Qrma win be 
abroad in the wew\cf(or Ibout the ne~t 12 
years; Shroud 0/ Turin dated n 'PP'0~. 700 
years old; SOI'l1t 600 crop<ircIes appear on lour 
conbnents; khaltOoY Radi0-A5tronomlCai 
Institute detects mystenous radio trammiuions 
from the Yidnil)' of Altall 

1991 Crop-<ifcle phenomenon I fraud, perpe­
trators clalffl, but they an! not beI~ SKred 
Sl'I'ptnt 0/ Y'!! shoots trespassing human; theo­
ry of a plasma"9l!nerated steady-stlte universe 
gains adherents; grounded electricall1elds cre­
ate bizarre bovine beha...iors on New Zeallnd 
dairy lamll, 

1992 Eight towers discovered III Oman 
believed the remnMlts of Ubar, the Atlaotis 0/ 
the ~nds; an enormoos spreading fungus 
spawned some ten \houynd years ago W!'igh­
ing over 100 tons and e~tending ~ INn 30 
aoCl1!:i near C!)'Stal F.lRs. MI; UFO scare contin­
ues in Russia. 

1993 CD-ROM is a household term; ne;IIIIog 
Mars, the Mars Clbse'vtr spacecraft ceases art 
communication; the 800sphert 2 tl\penment IS 
in its second year; Jutmsic Pork stomps its 'lilY 
10 Iilmdom box-office records. 

1994 Mass suicide by Order of the SoIaf 
Temple beIIeven; Arldrer CM,atllo, seNl killer 
of S5 ~, uecuted in Ruuii: BlNtJOIlllOd 
bioIogIal mass e~ I'O.Ide on unsus.­
pecting U.S. cilizMs 10 the 19SO$.. 

1995 Poison gas attaOs In Tolcyo subways 1M:! 
to in\lesllgabon and arrests of japanese reli· 
gious cult; renewed pa"nornul MIMI)' ~ 
MMyland's Route -to "abcfoction cooidor"; 
Galiko spacecraft 10 Jupit~ rNCUvated, probe 
tasts 57 minutes in the at~ while 
anoth~ portiofl of the minion makes flybys 01 
themooo:;. 

o r 

1996 appearance of cornet ~atuke; enigmat· 
ic crop-circies continue to mutilate grain fields 
across Europe; prosecutions 01 satanic. child 
rno!Htatioos colapse M U.S. juries begin 10 ask 
lor ~e; f'\IIdence of extfasoiar planets 
becomes routine; perteNed corupira.cies of 
every \lanety trtllate the far left .Ind Right in 
the U.S. as marketers learn how to penetrat~ 
these trend-sellng demogr<Jphie$. 

1997 appe¥ance 0/ Comet HaIe-8opp; imp~ 
SIYt photos continue to flow from Hubble; the 
lost libfary of Nan the Terrible js "Marty locat­
ed" under the Krtmlin; alien abduction 
accounts contil1tM1to reap JT\Illions for writers 
and produters; Clyde Tombaugh, discovefer 01 
Pluto, die!; 39 members of the Heaven's Gate 
cult commit mass ~uicide In order to transmit 
themsdves to a Ilying saucer near Ha1e-8opp; 
Pathfinder lands on Mars. 

1998 Cod does not ~ppear Ofl channel 18, ~nd 
his propll!!'t admits he was wrong, two remarll­
able events in one day. Evidence accumulates 
for the open e-'lp.lnsion of the universe; the 
male impotence drug Viagra is introdvced and 
becomes a best seller; India and Pakistan (00-
doct multiple nutlear tests; grNtl'ffort to 
update computer chips a~ the millennium 
approaches-the problem is tenned "Y2K" 

1999 Relotarchers fa5hioo computer chip ele­
ments which are one molecule thin; first loUC­

~SfUI aroood-the-worId balloon Ilighl; splen­
did tota! solar ec~pse dtroghlS Europe and 
Middit: WI; despite widespread naysayrng,. 
biological cloning uperimenlS continue 
unabated. 

2000 People celebrate a peachFul, quiet mil to 
the millennium; scientisb ddetermine thl! struc­

ture of the human genetic code; 0(1W r~able 

evidence wr the e~istenc:e of more than 040 
e~tta·sol.lr planets; "world's largest ESP e~peri­
ment" yields only mixed re$tJlts; Archaeological 
Survey of India is sworn to s~ence concerning 
the bon~ of the Budda al Orissa 

2001 Brilish Parliament outlaws [OJ( hunting; 
Rus~ prom~ beginning 10 destroy 40,000 
torn of chemical weapons; U.S. HispanIC popu­
lation roused 60% in the last decade; 
e~pt'fts urge mOn! embfyonic material to 
ad'vance n!Starch, LRA starts dlsmantJiflg its 
arsenals; .t beginning 0/ the year, about 407 
milion able to use the inlernet; leonid meteor 

"~. 
2002 H. ShIpman, Bntish doctor, Iouod to have 
mtJrdefed 21S patients; mipeo terroriZing 
Washington wbl.nbs finally caughl; eYOIutlon­
.It'f booIoglSt Stephen Jay Could dies; Marty 
ICIentJcal gene for language ability louod in 
humam and chimpanzees; researchers create 
IyfIthetic wus from scratch. 

2001 SARS dl5810t (sellele ;Kute respil'lltory 
syndrome) e~periffice, though causing Ilrrllted 
deaths, proves to be working model for int~­
national cooperation during epidemio. ~ 
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1890 first entirdy Itt&U~ building «!de<! in 
Chicago; first eI«tric t\br riWiay in london; 
Sitting &AI tilled in Sioo~ uprimg; lim ice<ream 
slJlldar; U.S. resident popul.ltion i162.9 million. 

1891 first pr,wul h)'droeiKtric stalioo; electriC 
tordl adopted in England 

1892 Cholera VitCcine; C~tohanntsburg railroad 
completed; crown top for bottles ~; Qesd 

engine patented 

189] World upmrtion III Chicago; flOt p!actJUl roll 
film; Vlredc:ied ~~I cetta'-

1894 War bet~ ChiM and japan; Captain 
Dreyfus w!ed to [)eyiI'slslandi first wireless. 

1895 Roentgen disc:OYerS X.(~ cigarettHroakirig 
m.ad1ine Wlvenled; the LUITIIe"e opefl their """"tog<.,.. 
1896 Klondike gold rush begins; Addressograph 
patef1ts confirmed; Fool's first motorcar; perncopes 
for submarines; first lTIOdtrn OlympiC Games held 
in Athens. 

1897 Mimeo Itencils are II'IWIlted; flfSl uthode-ray ,""'. 
1898 Spanish-Amenun Wit; disk rtCo«W1gs 
brc.ome practical; cOITlITlMIiI.!plM apptars; 
KdIogg'1 Com Flake; tubular ftWIIighL 

1899 RuthtrlOfd discOYl'l"l alpha and beta rays; 
general adoption 01 typewnten underway. 

1900 So~er RebeIIiorI in 0Wm; KodiIo: ~row!1H!" 
camera; Count Zeppelin launches 42Q.f00l Mhip; 
U.S. jdlIic debt is $1.263 b6ln; U.s. resident pop­
~tion is 76 miIIion_ 

19011'resident McKinley I!li!~ed; Quttn 
Victoria die!; hlJtnan blood !IfOOp5 dIssi£ed; tim 
trans--Atlantic: Wlreleu. 

1902 80er War; fil1t steaJTI.to~oe.drtven passenger 
ship; modem m.1CadmI dMIoped; first allJ/"l"HJned 
powdered mil; pJled ~ fIm Teddy bear; fltll 
Caruso gramop/1one l"Kording:; Konomical hyao­
geoated fall m.JII.e fall fOf SOip and (ookIng plent\. 

" 1903 Wright Sros. fty first he.wief-tharHif powe!"ed 
iJjrcraft; first lIooresctflt light; postal meter devel­
oped; Ctfltef.fi"iIJTIe motorcydt mgioe. 

1904 Broadway subYray opens in NYC; themIOS 
f\a5t poItef1ted; trKb (.5 appo5fd to wtwIs) first 
ippeN 00 farm machinery; bpot life belts; Ruuo­
lipanese WM. 

1905 Cullinan doamond (3,001) CMats) found, 
largest to that date; Iteam tu~nes standard for 
8ritWl nary; abortive revolution in Russia; elec:tric 
motor hom; chemical foam til'!! fXtinguisher; 
SpeW! Theory 0/ Relativity. 

1906 U.s. troop! occupy Cuba tjll909; t.us.rril 
and Moorelonia Iionched; the lUke box; mass.-pro­
duclJOll oft marine outboard motOl"1. 

hold detergent; upright vacuum c\taner. vioIrnc .... .eorgia; Nazi punch in Munich 'MIs; 

1908 t.1WDwski formulate iii!; 4--dunensionat 
georntlly; poIptf cups for dnoking. 

1909 Robert l ~ary ruches the North Pole; first 
powered flight across the Enqhih Channel; double· 
decker buses in U.K. 

1910 Mumy and Hprtl.nderUkt the lint deep-sea 
rMVCh upMtion; rJdio.6re<tion finder; spring' 
optf.ttd roouse tr~ incorpor.tJOn 01 the Boy 
ScOI.lIl 0/ America; US resident populallOn is 91 
miIiDn. 

1911 Zapata arrim if1 Mf~l(o City, but the batlll"S 
hiJ'le Illit begun; revolution In China leads to the 
republic. uncler Sun Yat·1en; the Metric fryifIg pan; 
NorwegiIo explom" Roald AmIrod!en ~ South 
""-
1912 w.bon's dood d\amber INds to \hi' detection 
0/ protoru. electrons; celopt\lne poItented; Saville 
Row aNte what ¥I'iII be Nlmed the "trench coat" 
in WNI; Ud'&c shows forst ele<tnc sdf·starter for 
automobiles; two seH·servi(t grocery $tores In 
CalifomU. 

1913 TIlt Balkan War bfgtm; \W1Ofl inaogllfattd; 

Mtric mnen for motorcyc.!es; ~iUmin '" income 
w MId popuIardKtion 0/ seoatoo added to U.S. 
Corubtutioo.. 

1914 The Great War bI!gir»; flIIt iIir raids; tint 1M 
01 the Panam.l C~nal. 

1915 The lusifOniO is sunk. and coruternalioo and 
anger follow in \tit United States; enormous and 
onpte<tder'lted usualties If"I the Great Waf; (ertll 
flake an: marketed; chIomt gn ~ as weapon; 
gas ITIMt; the lipptr ~ pattflted. 

1916 Gallipoli; VffiIun; ~eI' upruing; futland; the 
Somme; ~ windshield wipen; Gener.1 
Theory 01 Rel.ilivity; Per\htng's raid in MelcicQ. 

19\7 United Sillies enltn WoNt; the Russian 
Rt\'OIution unfolds and thf Bobheviks seire power; 
mustard QI!; fofd rnm-prodocts tractors. 

1918 WNI tnd:s; RU\.IIMI Civil WM; ~ U.S .• -
mad ~t; wOOd influenza ~ kib 21 6 mI­
lion; powered flight "aches 1 SOt mph and 
30,000+ lett; ele<trlC docks. 

1919 Prohibltion enacted in U.S., first trans·AtlantK. 
ffight (1,880 mile5 in 16:12 hours); grease.gulU; 
parachutes. 

1920 I'roI"IibbOn in efI«1 in U.S. the 8oI5heYils 
win Rouia; first r.oo broa6cas\lng uatJOn Ot\ tht' 
11r; ttabags; U.S. pubic cIftlt is 124.3 biiIioo; 
women's suffrage ratified; U.S. resident popoMbOtI 
Is 105.7 mIion. 

1921 ROflmac.h Mise! lIis inkblot l!"Sts; inflation of 
\tit German rrw1<. beglOS; KDlCA broadcllSts sports; 
Capek coins the word·robot· 

1922 ReYivaI.tnd growth of Ku KIuJ: KJan; i"rsuIin is 
isolated; mt practical postal ira..wng machine; 
Sowt May Day!log¥ll oml ·worId iWOklbOn"; 
Wilter-sbng; MtlSsoIini tNrctws Ot\ Rome. 

King Tut' OI.-b operoe<t whoopil'9'<OUIJh vacMe. 

19241.lopo1d MId Loeb corwicti!d of the bdnap­
slaying 01 Bobby flanks; piper egg wtO!lI deYtI. 
oped; Kleenex. 

1925 W. Pau~ fonnulate'l Exdusion Pl'inciple; LG. 
F.trben formed; Sun Yal·WI'\ <fits; Gtimal1 55 
fooned; Scopes "Monkey Tnil'; olefi.JI c~ 

--'" 1916 Or. Goddard fife; hrs first lquid-fuel rocket; 
Chiang ~ coup III Canton; Trotsky expelled 
from PoIittuo; RoIex w.lefPIOOI watch. 

1921 Charle'l A lindbergh flies solo and oolHlop 
~twetn NYC-PariS; the /011 Sin9trfnt feature­
Irngth ~ film; first remote lUke ~ pop-up 
toaster; Sicoo ind Vanmti tlKut@d, later dwed 
by ptudamation in 1971 

1928 TeIeYisicwl txpenmenb; Byrd uprdition SJih 
to Antirrtiu; teletype <orne into U~; waterproof 
celopNne deYeIoped; Geigtr counter; vitamin C. 

1929 Glut stockmarket emh, 24 Oct.; Gruf 
ltpptfin circles the world; '6mm color fibn dMI­
oped; Scold! tapr; tune-pIayW'Ig aut~ hom. 

1930 T«hno<racy rnoYtrIlfflI at ru highest; w 
bI,j) tnds IIasI1 powdff upbsiom at press confer­
ffKe5; fin, fro.ren foo:h ITIiIUled; ~thysphefe; 
cyckltron; Pllno 00c0Ymd; teItKopIC umbtt'll; 
U.s. pubIk debt; now S 16.18 billion; U.S. resident 
population now 122.8 milliOn. 

1931 German mi1lioo.Jn support builds for Nazi 
PIIrty, 8ritish ~ mumy at Inwrgofdon; Empire 
Stalt 8uiIding ~ optnS; AI Capone impris­
ontd; Ab-SeItM'; eIKtric. razor; George 
wWungton Bridge (I,SOO feet) completed. 

1932 Gandhi arrested; /IoowYdt tl«led Pr&1ent 
in I¥K:IsIkk; MUWJI4ni dlains Pontine MallOO; 
Lindbergh baby kidnapped; first C~r radiol; fl~ 
G.inop Poll; Mars 8.1ri; il1'lention of room !ern; 
Zippo fi!t1ter inuoo.xed_ 

19131it1er named ChM1celor d Germany; lal»" 
withdraws from Leagut 0/ Nations; U.s. i!bandoos 
gold !landard; ~ Gandhi wtigm 90 po..n;h; 
forst Germ.Jn (()o(l'I'1traoon amp (OolChao) !"Sub­
Iished; day-glo pigmenu; the!}ilTlt Monopoly pub­
lished; I\uore!cent f.ghts introduced commercially. 

1934 Sandioo al!alSinaled by Somoz.1 wpporters; 
San FranciSco generalltrikt tndl, Hoey Long 
.mumtS dictatotship 01 toui\lo!f\a; fi~ commerdil 
~l'"IIIer$e. 

1935 DuM Itonm iIllligh pIlIns; first Pan-Am 
Clipper departs San Francilco for China; Socii! 
5«l./I'1ty system enacted; Hiie)' Long au.l!SlNted; 
MIlO'S tong March concludts in Yenan; first passtn. 
gtr flight for lhe DO; mau.martet paperback 
books; Richie!" e.Jrthqoa~t sc.alf; tape recorder ~ 
retailed 

1936 NaZIS enter RIwlNnd; naly cOl"lql.ll!O 
Ethiopia; Span.ish CM W.; Jtue 0wer'IS WIIU " 

contmueti next poye 
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gold IMdits II BfrIin ~~ Axis ~ sic;Jl 
~ lIouiCler Dam '" ~.woo; fint VoIUw.tgen. 

1931 Purges continut in5ovil't Urton.: DuPooI 
piI!nti nykln; <itiglblt HlncItnbutg ~O)'td by 
fi~ ~~,. U.S. gunboit /Ionoy, Golden Cite 
Bndgr (4,200 1m) (ompIetfd; first wperm.trket 
(jib; ~ conc:enUl1XIn CMllp opem.. 

1938 Melico IppfDpOfte III fmign 0iI1loIOings; 
Gttmam Mtt!' Austri.l1IfIOPPOSed; 1WtaInadlt; 
elKtric srum aron with ~t; Instant coffee; 
nylon; baN·point pefI ~ patfflltd; prot()()'pe of plio. 
tocopy rnKhinI!; ma;or Gfrman-Amtric¥I Bund 
rJlty at Madison Square Gardt'n; irmts of jew5 
throughout Germany lind AlJ:!tria. 

1939 Germany annt~~ the uKhs; Madrid falb to 
Franco; cdophane WliPPfO first appear in stores; 
annexatiOn 01 Baltic state; Germill'lY invades 
Poland, ;tnd France aoo Briliin declare Wi!; 
Rockfltlltr Ctnter optm; DOT; yeUow.fMf \OK­
cine; radiJ(, 

1940 flf\1and S41!TendM 10 5ovieu; Nilis s\I1M!.1 
Denman:. arld NDtway; Churchill b«ome Prime 
MlIlister, Ho/Iaoo and BelgIum fill; Ounkrl evacu. 
tioo; RomMIt elK.ttd for trnd term; lal eX France; 
lUIomatic gurboJt for automobiles; If'IIQtabIt fife 
vests; radar operal.ioNl mel deployed in 8ntain; 
Wicill ituftniNtioo dev!Ioped; ~ ~ 
duc.td in qlNntdy; U.S. public Ikbt now 142.91 bi1-
lion; U.S, rtSidtnt popuIilXln is now 131.7 million. 

1941 AniiI batt~ 01 BriLlin jointd; lfod.\.eise; U.S, 
nstllutts mil,\aI)' draft; the Itt9 KIopttd itS gtne1. 
~ rniIUIy Yrilicle; Gtnnans invide SoYit!: 
Union; lapan iiltOOs If! Far ~t and at Purl Harbor 

19<42 Sin9aport, PhiipPine 1111; fI\o)jor (jrrier battle 
off MidwJy bland; Gennan Siegt eX ltnif9'Jd (Ot\­

tinues; Crir'nta faits; DooIittll! raid 00 Tokyo; baltle 
of Stalingt~~; U.S, lands 00 GUidakanal; 
AllIeS land In North Afnu; iiltomic ~ soo:eeds; 
balooli; napalm. 

1943 GerTNM 5untncler at 5lalingrad; WallilW 
Ghetto uprising; Germany defuted In the biggest 
lank baule (!;u~) In histcry; A!I'es land in Sicily; 
MIIS~ni deposed lhen ftseattd by Germans; AllIes 
inv.oe Ilaly; Sov;eu Cf6ck OnIeptr Rim tine; 
MarshiillllsJandl IiII; ba/l.po;.1t pens gain I'mt ;t(ctp­
tanc@; fqualung; tSD, 

1944 Ot! WuIIe i§ F~·French commander«hie/: 
cootinUing malsive air rad! 00 Germ.Jny; Crimea 
lreed; AIIieI take Rome; O·Day landings in 
NorlMndy; t.W1lOa! under altad; PIri! filii! 10 
AllIes; Roo!MIt fMlKted for fourth tenT\, mass 
kiIings in NUl conctntMIOI'I camp! fevta/fd; V.l 
and V.2 ~ hit tondon; MacArtIu' returns to 
PI\i1Ipprws; 8attJt 0I1hf Bulge; nervi! !:/itS-

1945 Au!chwitz liberated; Y.t!.t confmoc.e; two 
~fI\o) 'alit Rtmqn IIridge Wen; ~ die; 
MU!!OIini exKuted: H,1le' cOl'llfl'lits suicicIe; full 
exttf1t of Nazi dNth camp!l'!'<uled; Serlin f.tls; 
Churthil resigns; battle of OkIfliW'; United Nations 
k1rmtd; Potsdam conlmnct; atomit .tlaclts 00 
Hirosh.ma.md Naga5olki; Japan ~ Kom 
pMtltionfd; Jackie Robiruon f~ fTlOdfm Atric:.~ 
Americ.n mator leagutf: Ni.rttmOOg war<rirne trio 
als: Tupperw,rt, 

1946 lNlAC computer unvritd by War 
0epartrner11; Churthil pl'ClWIfIII 1100 Curtain; Vi0-
lence CoolinUtS in Pa~; labor mike dol U.S.; 
Chi!lt'St' eM! Waf ImtWKI; smokilg said to calM 
lung c.a!Ur, uprising in VielNm: Chtstt!' F, c.vtson 
urMi! .-.efog~; bikini SWirnsuru; esprtslO cof· 
lee mKhine:s_ 

19<47 U.s. gives up ittempU to broker iii p8Ct 1/1 

China; religious !lriIe in India; ~ PIlIn 
advarKed; last New 'fort !lreetc,1f retired; IndiiI ,nd 
Pakistan indepmdenl; Polaroid tiilnd C1mtfa; 
How cO!MllUee looks for wbwrsim in films. 

1948 Wndhi .~Itd, COfM1Unilt coup in 
CzKhmIoY,W; dviI war (oolinutS in tI'lt Paltltint 
Mandiiite; Berlin airfift starts; stale eX IS/ole! rtCDg­
niled and war cootif1ues; 2OO-Inch teleKope .1 Mt. 
Palomar; New York ",!:may '.re doubles to ttf1 
cent!; Kinsey Report on Sf)(; Sctabtllf; soIid·body 
~ gultaf; Vekro invenled; tr6nsistor developed 
.t 8el1lab!; n 1/3 klng.playmg records intro­
duced. 

1949 Chinl!~ CommunisU take Peking; NATO 
org~; BfrIin bIock.ld4! conclude; (;erman 
Ftderaf Republic (le.atfd; Red scare contmufS in 
U.s.; USSR explodes nuc~ar dfvict; Nallonahll 
Chinese forte! retrfiilt 10 Tarwan; 1~ achMs 
independenct; table telMion; color I!!MOO 
tube; key-stalting auto ignitions. 

19SO ~e wi~ lor CldilIao; RCA 
announces color I~ french 1pPN110f aid 
againSt the Vid MIfIh; SIMh Kom invadfti; Inchon 
landings; China enters tht Korean war, Guuie 
Moran 5pOIU lace ~ at W~ 
0inef1' Club cal'd; Xrr~ 914 cDmfllMill (opil'f: 

U.s. public. debt now m6 biIion; U.S. ~ 
population is now 150.7 mifiorl. 

1951 MacArthur strippftI 01 ,til cornrnaf'llh; color 
television transmitted "om Empirf SI;1(t Building; 
hydrogen bomb tellS at Eniwft'*; truce talks in 
KOfeiI; Cinerama; Chrysler Introduces poYm S11!tr. 
log; 3-<:oIor stopIghts fOf JUles introduced, 

1952 Queen EJiz.Jbelh II accedl!s to BrlIISh !hrDflt; 
Walk/Don't Walk lighted pede!Uian ~ign$ln New 
'1'00; City; GM offen buil(·1n tIIconditlonlng In some 
1953 carl; tva Peron die1; traOSlltorkled heanng 
aid; hydrogen bomb announced; I'idtotapt. 

1953 jo!tph Sta~n dies; DNA dtscribed as double· 
hefi~ in fOfm; Pius XM approvt5 01 ~,Iysis in 
therapy; ROiMbl'fgs executed; Ent BeI1in uprising 
quashed; Korta~ al'T\"llSllCe; U.S, flight 10 suburbs 
note<!; Krrintdy·1Iouvitf mamq; @~ptdition 
INrche b yeti; rnmIts vacant 

1954 Nautifl» is firsl atomic ~ submaril'\f; 
Army·McC~rthy he.aflf191; Mufrow talits 00 
McGwthy; [lien Bien Phu f~ 5vprtmt Court 
ordffi schooilflltgntiofl; North lind South Vo«nam 
~; rettJCtabIt biiII-poifIt pen.; §I/i(oo Inn. 
wor. 

1955 MIW1t with atorTlIC w.me.d expIocIed in 
NeY~ tell; Albert [i'lStfin ~; Warvw PKt 
treaty Iigned; reIdon in AIgcN; Midey MoU5f' 
Club debuts 00 teltvisiOn; M-bWir guided fT1I!SiIt; 
DMeylaoo opens 

1956 Bus boytott in Montgomery; suburb!. boom 
in U.S.; KhMI'IcIlN denoonce Stalin; Nassir $tizes 
Suez Canal; HtJll9/Irian Revolt; Teflon Company 
formed; !P'brn. 

1957 Smoking $hown to promote canrn; Nike 
~ lIomic warhe~ to defend U.S ci~ 
from l'fIt!Tl)' iilirmf\; Sputni: !hocks U.S.; MadInac 
Straits Sridgf (3,800 ftoet) completed. 

1958 EMs PrelIey draftN; Noc.rth sM! acrou 
North Pole uncItr the ice; faubus dose! I.ittII! Rock's 
high sdloob; I'ifI Am Nugtnte tnt 707 itt $.eJ. 

Yict to PMiI; ~ polio \OKCR; communic.Ibons 
Sitflhte; hlJlt.hoop 

1959 Cil:Slro gains power in CubJ; Ford'! Edsel 
judgtd a I~re; Vd:oIo UIUOduce ~ety belts. 

1960 tInrt5t continl.les in A.Igrria; Mtificiaf ~ 
introduced; lunch countrr sit.in:s begin; BfasiIi.J (the 
first public .J'NtionS city) is open for busioeu; birth 
(ontrol pill goes on 5aIe in U.S,; firIt wt.lther ~ttf. 
hte; popufarity of portabll! triII'I~or r.Jdios begins; 
U.S. public debt now U84 billion; U.S. r~t 
popuI;ltion ~ now 179 J million. 

1961 fi!rrlhowtr warns against mirrtary-indu!tri.al 
complex; the Lea~ filld ear1~t hu/Tloln remains; 
Berlin Wall; Peac@Corpsestabiished;BayolPig! 
landing in Cuba; Valium, 

1962 CubJn milsili! cri5is ne.my bnngs nllCiear war; 
gallium-illWOide !l'fI'IiconductOf laser; Polaroid color 
rdm . 

1963 EnormouI civil rights demonstr~tion in 
WMington; K~ aswlinattd; coup in VitI­
nam fl'fTI(lYI!:i DIem; mob actions inueasiog~ (orn­
mon in tht South. 

1964 Alwan &m in !tfVi(e; 5olt~ \I'aI'ISflln5IO 
brlk Europe MId North AmericiiI; Beatie! ~ 
~r, Nr!tIfIJ <its; 'Irrnl.lno-Na~ IIrid9f 
(4,260 feet) c~ed; l8Iligns CMI Right! Act; 
Tonkin Gulf resokrtion; 3-0 Iasrr.oolography; Moog 
1)'fIu-zer, FTC requim health walTWl9 00 ciga. 
rttte!, 

1965 Mlkolm X aummated; nc~ riou in Watts; 
Pope! cfi~tts Jews from guit !Of the trudfixion 
01 Jeus; great Northeastern itales' eleclfical black· 
out; KNlar; r~iaf tire; IBM word prO<e5!Of_ 

1966 Cultur., Revofution WI China; oppmition 10 
Vielnam War intrea5e5; Sfliptf kills 12 at U. Texas; 
miniskirts; fim black Senator Mled by popular 
~ote; 00Iby.J.; lkateboan:li; body countl. 

1967 The m.()iIY War; the Summe!" of lcWt; frst 
black Supt~rne Coort juruce; iIfItiwM proteu acC8-
!!fate; body (oonl now a regular feature 01 Vldnam 
reporu; Sateftite l1i11'1vn'!lions Wik frxopl! and 
North Amtric:a; 209 pounds of heroin ~ in 
Georgw; bell 00tt0fm. 

1968 1ft 0ffetsM! s\ur6 civilian United Slales; 
Mlrtln Luthl'f King a~ted; bIact riOO; ru.odrrlt 
rf\IOb in PolfiS; Robert ~ a:uauil\ated; So¥ieu 
quWllibmliling Cl«h goyemmenl; Spain voids 
1492 law barw>ing Jews; Democrats' COlMfltion in 
Chbgo battlts prottum; ~ 8 i!trOtIaUU orbit 

... -
1969 ~ to Cuba continue; 8a:rwrd 
womtn intl!9rate men's dorm; fint artfrc.iaI heart 
impIint; dn{j.Vietnam W.r Orrnon!ualionl in more 
\lwn 40 CI~ 01'1 same weekend; Woodltod.; 
250,000 proteten march 00 capita~ ApoIo I J 
lancf~ on the Moon; Mylal massacre; bil19 747 
jumbo jet; oil !piIlloob. Santa Samara broaches; frst 
flight of CoocOfde Mach 2 ~il\Er. 

I 



1970 R.tdiuI chic; P~n group hijKb IiYe 
plants; Dt ea.AIt cks; "Weathtn'ne!1- ~ted lor 
bomb plot; tlK10l realiled a1 mertU!y-<onUIJ'I Nted; 
b.v codes; floppy 00b; ~ng; U.S. public 
debt flOW mobilion; U.S. re!iOent popWtion ~ 
flOW 203.3 million. 

1971 ReKtioo against drug 1M in armed forces ~t 
luJilicle; hot pant!; Pentagoo Papen ponied; !iquid­
Cl)'SI.1 dt!plays. 

1972 Ten members in European Common Martd; 
Nixon in ChiN; burglars caught in Dtmocrat!' 
Watergate Madquarten; 11 brolelis INSSJCrM at 
0tfnpIc.s; tIKtronit podtt ukuialoo; I'orwj vidfo ,.,.. 
1971 Wt trip to Moorl; oil ~go; 8ospoM 
Sndgt (1,524 lett) compieted; re<:ombmant DNA. 

1974 Patty titafll is kidnapped by 5ymbio~ 
Uberation "Arrrrf;....-.deipread !ploline shoragr in 
U.5.; NI~on IW:jn! from Presideocy; Creen 
RevolutIOn Jgricukural technology. 

1975 SouUl Vlf\l13m falls; Cambod" .. f.1ts; eM! war 
in Beirut; Alali .-ideo games. 

1976 &tinction rJ ani!Tlfl ~ a public concM); 
Mao Tst-tung dIts; Cr;l[ I wpercomputer. 

1977 T~n 011 pipeline in ~.t.on; thrte 
brieli IdtlemMU approved on ~ Sri.; opIICaj 
fiber t~ w; last top of Orient upress; pr0-
testers try 10 stop ~abrook nudear powtr pI¥lt. 

1978 Panama C¥Jal to be controllrd by Panama; 
Proposition 13 wins in Califomia, heralding d«Iine 
of capital e~penditures Kros.s the nation; 1 U.S. 
dollar equa!l175 )apaooe)'W1; first t~Hube baby 
born 111 London. 

1979 The SIIMl f/ee$lran; 3 Milt IsI¥d nucle-.. Iuk; 
Somola owed in NicafagtIa; U.5o embassy in 
TKwIn seut'd IIld hos~ MId; SoYiets enter 
Afgtwnistan; RubiIr.'s cube; Sony Walk/Ivn. 

1980 M ounce of gold INChes S802 U.S~ U.S. 
inll,lIJ)r1 fale highest III ]3 years; briing ~ 
I.tted; hostage fescue bib in Iran; Solidarity recog. 
llIl.ed in Poland; gold rush 111 the Amazon; DoIby.(; 
U.S. pubI~ debt now 1908 bilion; U.S. resident 
population is now 226.5 m~lion. 

1981 fran reIea~ embassy hostages; mllliOnl!ti 
PoIarld on !triM!; U.S. iludget defKit reiKht! one 
u;iI"l()fI dollars; 15r<le~ raid ~1Itlys Iraqi nude .. 
rtactor; Hurnbef Sndgt (4,626im) completed; 
widtIptNcI m.lrchtl and rallies agail"lSl: IUlt.tr 
IWapoIlS Md arms in Europe:; mange irnmunt-sys­
ttm Iiw!~ noted by COCo 

1982 ~ oil glut; WII b Fajltl.Jod 1W1lds; 
800,000 marth igolinst nuclear Wfapons in New 
Yon City; I~ad incursion rtachel8MJt; PlO 
rnoYeI to Tunisia. 

1983 AqlJlno as~SSinated upon arrivlIlg in M,nilJ; 
widespread missile protests in furope; worfd popu. 
IolIJon estJmated olI4.7 billion. 

1984 VCR taping lega~led in U.S.; bittlM in lIMIt 
COI'lbnUt; AIDS VIM!loIated; feder~ ellm.lte 01 
3SO,000 homeless in U.S~ ~ iniWtion rJ 09-
arette ~ held to Catllol' dilea!e; 900,000 ITIiIth 
III ~f"lii; Pre.ident Reag.ln Ills if you've _ hid 
it so good. 

1985 Kidnappings continue in 8eirut; G~ 
cho!.en.~ US5R chairman; Rode Hudson hospital. 

ized 101 AIDS; fBnce links GreeopHCe ~ U.~ 
trade balance now 11f9oI1m; terTORIm tMicorMs 
widespread t.Ktic of splinter groups; AdIifr LOIIO 
¥king and murders; mmive ledml ~ 
(ontinue\ to loti economic: exp.wion; U.S. ptilIic 
~ now S 1.82 lriIIiorI, doIlbied linc.e 1980. 

1986 ChaJjenger shuttle explosion eff~ shuts 
down NASA manned progfitfTl for several years; 
English Channel tunnel project okayed; Chemobyl 
nucle-ar dilasttr; crack caoine epidemic in U.S. 

1987 One rrJIIion dud if11ran-1r1Q WJr; Dow.wer­
q: loses soa point! in DfM! day; !hi! yell13,46S 
AIDS deaths in US: AOOs WlItWlIstafI begin gen­
('fal resiltafl(e; SO mdlion VCRs In U.S. 

1988 The term -Grtenhoust effect" ~ widely used; 
RU<4U; widesprNd droogfltln U.S.; U.S AIDS 
Ult'l top 60,000; U.S. estimated 10 hIVe spent 
S51.6 bIion on illegal drug! 1M year. 

1989 The U.S. "waf on dfUg~·; political ~tress in 
Soviet Union; Salman Rushdie alla'r begu1S; PantMTlil 
IfMSion toppies Noriega; r .. naomfn SqU«f 
demorntralions ~ Beipng; federally irnured bank 
Imses In U.S estim.JIed.1 $500 biMion dobrs; U.S. 
citilern ~ 149.8 billion on illegJI drugs lill 
year; CDs become OOmllltlflt pIaybIdr. medllJlll III 
twted States. 

1990 Iraq invade! Kuwait, arld U.S. organ.m expe­
ditionary ftltte in opposition; South Aftican !jO'I'fIll­
ment lifts emergency decree!; U.S. public debt at 
S3.23Iri11ion; Hubble I~ 1ia1C0; U.S estimat­
ed to have spent S.w billion on iflegal drugs this 
year; U.S . Il'Ildent population now 248.7 mHlion. 

1991 The GutfWar; coup foiled in USSR; Aub­
Israeli talks; at tht end of May, AIDS death! in U.S. 
tDtiJI113,426; import auto ~1e5 flOW Kcountfor 
113 of U.S. ~ USSR dissoIYes into COI"IIIituent 
rep.tlIics; Go!bacheY rtIIgIlS; one fifth of RJb. 
SahM"itIl college ipduale5 beIitved 10 be HIV ... 

1992 1conomic: re<:eJIOIl on industrial nabom, 
homeIes!neu itIld maH liydfl WIdely rtported; 
noting in LOI AngeIe and other U.S. titie! over 
Rodney IOOg Yftdict, 52 iuled II1d dalNges O\'ef 

S 1 billion; US military depIr:lytd!O aid igainn 
famine amid Somalia civil war; VlCOOS ethnic war· 
fafe Intensifies in former Yugoslavia; Czectu and 
Slowl:s ~ral~. 

1993 fBI Ii)'l siege to 8fMI(h David~ns near Waco, 
and 80 finally dit; Clinton first DemOlutic 
President lince Carter; strife contnJeS ... 8OIrlia; 
North Korea wi(hdraws from Illdear oonprolilefit­
lion tte~ty; U.S. troopS widw:lrtJW!l1rom Somalia; 
Congres.s~over 130 U.S. militaryba~dwd: 
U.S. unemp/oymffit declines; U.S. nalioNf drill. 
14.35 tnIion. 

199-4 NAITA agreement ratified by aI parlie1; CLA'! 
Aldrich Ames found to be Ruuian IPY' ArlgrKln 
chufth Ot'dains ftrst female ptiest.l; lirs! Ufliverlal·lUf· 
frage election in South Africa ~nals end of wtute 
domirIance; Israel arld PlO SIgn ~-rule KCord; 
0.1. Simpson dlarged in 2 murdrn; fttty years since 
~ Normirldy lindingl; proIts.soonal bonmal 
Wlke marks the decIirw of thai sport; U.s. ~ '" 
Haih MId succtWlAy returns AnIlide to ~. 

1995 III Ihe U.S., Jbout one in ten Mt wifed into 
thtInternet; O~, Simpson Kq,jlttd rJ mutder; 
peace progre!lt'I in NoMem Irdand, Bomi,. iilrld 
t.4IddIt [,u~ ~bin massilwted '" Israel; Colin 

PoweI dedioes 10 run for U.S. pmidency; U.S. fed­
eral debt at IS tnIion. 

1996 U.S. Itderaf workers return 10 work after bud· 
get cril6; one killed when bomb txpIodt5 at 
AUant.a Olympic Games; MI. Everest dimbing 
death! me stt~1y; Islamic rebels upture Kabul; 
abortion !\ruggle contioues in Senale; copyrighl 
piracy continues friclion between U.S. arld China; 
U.S. natioNl debt at 1S.2 trillion; prospenty reigns 
in U.S.; iJ.conceivtd ~ttempts 10 control imm~it­
lion and drug-aOdiction; McV~h MId in 
0tIih0rna City bombing; ~ nclicted as 
Unabornber ItJspecL 

1997 ~~. 275 1TWIion!!Went! of U.s., 4O'IIi of 
the U.~ now cOMKIed 10 tht IIlternet ClinIon 
under heavy p"es!UIe concerning SWJaI conduct; 
Dow-jonfs 'l'eragf bruks 1,000 In Iu~ Iobac(o 
companies admIt thaI tOOKeo is iCIdictNe; comet 
Ha\t.Bopp pas.se nearby in Marth; Hong Kong 
reverts to China, Ame~ Research Center to have 
department of aSllobiokJgy; Diana, Pnncm 01 
Wale!, dead in auto cmh; Ted Turner give! SI bi1-
lion 10 United Nabom. 

1998 Pres. Cinton ~ dotId from possible ptr­
FY itIld ob1lrucbon of jUllice: U.S. economic. 
upansion ~ SlgI1S rJ slowing; Kac2insti pItam 
guilty 10 unabombingl; U.S.ltderai budget ~ 
~ wrpIul for tilt first time '" 30 years; Rw~nd.l 
e~ecuttl22 for ~"IQ wotgel apparently 
s\)((eirlul end to UN wtapons insptCtlOllS; eco-­
nomic and 5OCiaiturmo!I conlll\Ue in RW\Ia; pa~1ID­
ger 3n"WtliI and departure at Chiugo O'Hare num­
ber 70 million in 1997. 

1999 Pm. Clirllon impeKhed by the Howe, but 
the Senate acquit! him; U.S. economy rurges; Dow 
lone _age finiYIn abow 11,000 !of first timt in 
MtOl)'; very Iirgt baiancf of MITll'flI defioll 101 
U.S.; viOlent crime III U S. NI not been lower silcf 
1973; AMA IppI'Il\'e' 110I0I'l for me6ca1 doctors. 

2000 U.S. uock marltt bubbles boot, ending ut 
of linking ~ ~nty WIth 11000 and other 
finardil irntrumfnt~ MexiCo's PRI/oses ~ 
for tht first time In 71 years; Edward Gorey dies.1 
75; Bwh elect@<! U.S. president. 

2001 world popul3tion tltimaled at 6.2 biDion; 
new oi»malJon! of "darll energy" and "daR. mat­
ter"' fon::e re-m11JlOon rJ prf\'IOli!I)t held cosmofo. 
gy; soIar·powered alftraft ~ rtachtl96,500 
lett SOI11e 55"" of U.S. houIehoIch conUIll com­
puters; Senate and Houst offlc:e cklsed ~ of 
IIIthrax conlMTW\o1\1on, and .tleast 5 tIItwhert dot 
from it,: UN armed Iorc~ enter Afg~. 

2002 The hifo bec.0I'Tte'I officill curreocy of Aultria, 
BelgIUm. Finland, Fiance, Germany, Grtece,lrNnd, 
Italy, Luxemburg, tht Netllerland. PMugal, arld 
Spain; MiiOlevic war crimes trial begins; enormous 
Ktounting fraud~ and sul»tqutnt U.S. btJsinew~~ 
bankruptcies come to light; pifacy blamed, oot 
quality, as sale~ 01 recorded muIic and music. vidl'O! 
continUe 10 drop across the wOIId 

200] The G.l~ ~e probe was $eIlt cmhing 
into )upter a! 3:43 p.m. mT, concluding its lour· 
leeo-year ~ ;JITlIlng the outer plantts; prt'Ii-
0U5ty unknown 10 pnmatologisU, • ITl)'Iteriou! 
!pKieS of ape NI been fOl.ll1d III 1M nortflem 
Congo, re~ a (ross between ~r and 
chimpanztt, but larger Ulan either. i\1 
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Accounting ...... 
An thropology .. 
Archaeology ... 

lady J.me Simpsol1 Age H, Priveleged Dilettante 1890s 

STR 9 CON 13 SIZ 8 INT 13 POW1S Idea6S% luck75% KncM65% 
DEX 15 APP 14 SAN 75 EDU 17 

99·Cthulhu Mylhos _ HP 11 Damage- Bonus: none. 

SANITY POINTS 

In<anityO 1 2 3 4 5 6 7 8 9 101 1 121314 
1516171819202122 23 24 25 26 27 28 2930 31 

RDMD.' ••••• 'a.'«.' •••• 
.m~UHM".' •• H •• 'UUMM 
.u •• ro.'ngN®Nng~W8,a 
UMa.U ••• ~RnNM%~.R 

INVESTICATOR POINTS 

HIT POINTS 

Oead·2 · ' 0 +1 +2 
345678 
9 10 /11)1 2 13 14 
1S 16 )-(1 81920 

WEAPONS 

Weapon Skjll% Damage Ra'1gl! 5ho/!/R'1d 
l'endng Fo,160% 106+ 1 touch 1 

.. (10)_ " Fast Talk ......... (35)_ 'J Own l. (English).(65) __ J 

.. (01) _ 0 Fencing .. .... (60) _ 0 Oth.l. (French) ... (50) __ " ........................ 
... (01) _ 0 First Aid .. ....... (30) _ 0 Persuade. ........... (45) _ " Art (Painting) ..... (45)_ " Geology .. ........... (01) _ 0 Pharmacy ... .. ...... (01)_ " ........................ 

Astronomy . ..... (01)_ 0 Hide ... .... ........... (10) _ U Physics... .... ..... (01)_ J .......................... 
Bargain .. ............ (40) _ 0 History ......... (45) _ 'J Photography ...... (30) _ J 
Biology .... ..... ..... (25) _ 0 Jump .............. .... (55) _ a Psychoanalysis ... (01)_ J 
Conceal ....... ...... (25) _ 0 law .... ... (30) _ 0 Psychology .. ...... (45)_ " .............. ... 
Chemistry .......... (01) _ _ " library Use ... ..... (25)_ 0 Ride .. ........ (75) _ J ............. ..... 
Craft ( __ ).(05) __ 0 Listen ...... (25) _ 0 Sneak .. .... .. . (10)_ J 
Credit Rating ..... (95) __ a Locksmith .. ........ (01)_ 0 Spot Hidden ...... (50) _ J .................. 
Cthulhu Mythas .(00) __ a Mech. Repair ..... (20) _ 0 Swim ....... .......... (55)_ Firearm ~ 

Disguise ....... ....... (01 ) __ a Medicine ............ (05) __ a Track ....... (10) _ J Handgun ........... (20)_ 
Dodge ... ............. (50) __ 0 Natural History ... (60) __ U J Rifle ........ (25)_ 
Drive (Carriage) .. (20) __ " Occult ............... (40) __ J " Shotgun ... ......... (30)_ 

Present skill percentages are in parentheses: distribute 60 points among skills to customize investigator 

Stephrl1 St. John Age ~8, We.llthy SoliCitor (l.lwyer) 18')05 

STR 13 CON 12 SIZ 11 INT 16 POW 14 Idea80% l uck70% KrovnJ¥o 
DEX 10 APP 13 SAN 70 EDU 23 

99·Cthulhu Mythos _ HP 12 Damage Bonus: none. 

SANITY POINTS 

In<anltyO 1 2 3 4 5 6 7 8 9 101 1 121314 
15161718192021 2223 24 25 26 27 28 29 30 31 

RnMD.' ••••• 'U.3~UU.7. 
495051 52 53 54 55 56 57 58 59 60 61 62636465 

Mu •• ®nnnN~Nng~.~U 
U.B.U •••• ' RnNM%~ • • 

INVESTIGATOR POINTS 

HIT POINTS 

Dead·2 . 1 0 +1 +2 
345678 
9 10 IT tfi'l 13 14 
15 1617 'ts' 19 20 

MAGIC POINTS 

Unc.O 1 2 3 
4 5 6 7 1\ 
910111213 

@ 15 16 17 18 

WEAPONS 

Weapon Skii/% DQmage Rafllje Shot!/Rnd 
.30 Carbine 55% 206 SO yds. 1 

CJ Accounting ........ (10) __ o Fast Talk ...... (75) __ o Oth .l. (french) .. (30)__ U ....... ............. .. . 
o Anthropology .... (01) __ 
o Archaeology ... (01) __ 
CJ Art (lecture) ...... (45) __ 
o Astronomy ........ (01) __ 
o Bargain.... . ..(75) __ 
o Biology ............. (01) __ 
U Conceal ............. (25) __ 
f.J Chemistry .... (Oll __ 
o Craft ( __ ).(05) __ 
o Credit Rating .... .. (BO) __ 

Cthulhu Mythos .(00) __ 
a Disguise .............. (Ol) __ 
o Dodge ... ....... ... (50) _ _ 
,:I Drive (Carriage) .. (40) __ 

'J fi rst Aid ............. (30) __ 
o Geology .... (01) __ 
a Hide ...... . . .. (10) __ 
U History. . ... (20) __ 
.J Jump ..... . ....... (25) __ 
o law . ............ .... (75) __ 
a library Use ........ (55) __ 
..J listen.. . ..... (25) __ 
o Locksmith ...... .... (01) __ 
o Mech. Repair ..... (20) __ 
o Medicine ... ..(05) __ 
a Natural History .. (25) __ 
.J Occult ...... .......... (05) __ 
,:J Own l. (English).(80) __ 

o Oth.l. (latin) ..... (20)__ 0 ................. .. 
o Persuade .......... (55)__ 0 
o Pharmacy... ..(01)__ a 
o Physics. ..(01)__ 0 
o Photography ...... (10)__ 0 
o Psychoanalysis ... (01)__ 0 ........................ . 
U Psychology ......... (65)__ J ...................... .. . 
o Ride .......... ......... (30)__ 'J .............. .. ......... . 
o Sneak ........ . ..... (40)__ 0 ....................... . . 
o Spot Hidden ...... (50) __ " 
o Swim .............. (25) _ _ firearms 
a Track ......... (1 0) __ 0 Handgun.... ..(20) __ 
'J ...... ......... 0 Rifle ................... (55) __ 
'.J a Shotgun ............ (30) __ 

Present skill percentages are in parentheses; distribute 60 points among skills to customize investigator 

Wb N \ l t I c. \ 1 II l( .., 



.J 

.J 
Q 

0 
Q 

J 
0 
:l 
0 
.J 
.J 

.J 
0 
:l 

Accounting ......... (1 0) __ 
Anthropology ..... (25) __ 
Archaeology ....... (50) __ 
Art (Painting) ...... (2.5) __ 
Astronomy .......... (20l __ 
Bargain ....... (Ol l _ 
Biology ............... (Ol ) __ 
Conceal .............. (2S) __ 
Chemistry ........... {01 ) __ 
Craft ( __ ) .(05) __ 
Credit Rating ...... (75) __ 
Cthulhu Mythos .(00) __ 
Oisguise ...... (01)_ 
Dodge ................ (14) __ 
Drive (Auto) ........ (SO) __ 

Or. W,lrrell Bedford Age 'l(" Prot. of Europc,1Il HI,tory 1~)20s 

STR 10 CON 9 SIZ 10 INT 17 POW 16 Idea8S% luck80% ~ 
OEX 7 APP 9 SAN 80 EOU 23 

HIT POINTS 
99·Cthulhu Mytho~_ HP 10 Oamage Bonu~: none. 

SANITY POINTS 

InsanJty O 1 2 3 4 5 6 7 8 9 10 11 12 13 14 

1516171819202122232425262728293031 
32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 ~7 48 

•• "U"MHYDN •• 6,aUMM 
.u~.ro"nnNnNn~~88'm 
n~~uu ••• "nnMn%n~. 

Du d ·2 ·1 0 . 1 .2 
3 4 5 6 7 8 
9 !'1O'l 1112131 4 

15 'tt l 7 18 19 20 

Unc.O 1 2 3 
4 5 6 7 8 
9 10 11 12 /11) 
14 15 16 17 )g' 

WEAPONS 

Weapon Sk,!196 Da~ Ra,,~ ShOl5/Rnd 
_30 C~,bioe 40% 206 50 yd~. 1 

INVESTIGATOR POINTS 

.J Fan Talk.. ............ (OS) __ J Oth.l. (French) ... (4S) __ .J ........................... 

.J First Aid .............. (30) __ .J Oth.l. (German) .(30) __ .J ......................... .. 
:l Geology ......... ..... (Ol ) __ .J Oth.l. (Italian) .... (25) __ :l ........................... 
0 Hide ................... (1 0) __ 0 Oth.l. (latin) ...... (55) __ .J ........................... 
u History ............... . (85) __ U Persuade ... .......... (15) __ :0 ................. 
0 Jump .................. (25) __ U Pharmacy ... ....... (01)_ 0 ........................ 
.J law .................... (30) __ .J Physics .......... ..... (01)_ J .................... 
J library Use ......... (75) __ .J Photography ....... (10) _ _ J ........................... 
J listen .................. (25) __ J Psychoanalysis .... (01 ) __ .J ........................... 
) loclumith ........... (Ol) __ J Psychology ......... (55) __ .J ........................... 
'.J Mech. Repair ...... (20) __ .J Ride .................... (30) __ .J ........................... 
.J Medicine ............ (05) __ .J Sneak .................. (lO) __ Firearms 
.J Natural HislOf)' ... (35) __ J SPOI Hidden ....... (25) __ .J Handgun ............ (20) __ 
.J Occult ................ (SS) __ .J Swim .............. .... (2S) __ .J Rifle .................... (40) __ 
J Own l. (English).(8S) __ U Track ................... (10) __ .J Shotgun ...... ....... (30) __ 

Present skill percentages are in parentheses: distribute 60 points among skills to customize investigator 

R.ldld Ht' lllingw,IY Age U, .Journ,dist &. Writer 1'J10s 

STR 8 CON 11 SrI 9 INT 16 pawn Idea8S% luck6S% ~ 
DEX 12 APP 14 SAN 6S EDU 17 
99·Cthulhu Mytho~ _ HP 10 Damage Sonui: none. 

SANITY POINTS 

HIT POINTS 

Dead·2.1 0 -+ 1 .2 
345678 
9 tfO\ 11 121314 
15 'tt l 7 18 1920 

4 5 6 7 W 
9 10 1 I 12 3 
14 15 16 17 1 

WEAPONS 

Insanl tyO 1 2 3 4 5 6 7 8 9 1011 121314 
151617 1819 20 212223 24 25 26 27 28 29 30 31 

UDMU.U ••• • ' . 20«U%.' . 
49 SO 51 5253 54 55 56 57 58 59 60 61 62 63 64~ 

.u~.ro"nnNnNn~~~8' ~ 
Weapon Hil/'H> Damoge Range Shorl/Rnd 

j Biology ....... (01) _ _ 
.J Conceal ... (25) _ _ 
I.J Chemistry ........... (Ol) __ 
~ Craft( __ ).(05) __ 
~ Credit Rating ...... (40) __ 

Cthulhu Mythos .(00) __ 
~ D'sguise .............. (10) __ 
~ Dodge ................ (24) __ 
,J Drive (Auto) .. _ ..... (3S) __ 

I In.., h f \ I, , 

~ Geology ............. (01) __ 
.J Hide .................. (3S) __ 
.J History ............... (65) __ 
J Jump ................. (25) __ 
':J law ................... (45) __ 
'.J library Use ......... (75) __ 
.J Usten .................. (25) _ _ 
..J locksmith ........... (Ol) __ 
J Mech. Repair ..... (20) __ 
..J Medicine ............ (OS) __ 
CJ Natural History ... (25) __ 
J Occull ................ (40) __ 
.J Own L (English).(80) __ 

\ 

38 Revolve'40% 1010 15 yds. 2 

Pharmacy ........... (01) __ .J ......................... .. 
.J Physics.. .............. (Ol ) __ 
o Photography ....... (10)__ U 
:. Psychoanalysis.. .. (OI)__ J 
~ Psychology .... ..... (45)__ J 
.J Ride.... . .... (OS)__ J .......................... . 
'J Sneak .................. (35)__ .J 
J Spot Hidden ....... (2S)__ U 
iJ Swim...... .. .. (40)__ :l 
~ Track ................... (10)__ Firearms 
:. ........................... ~ 

J ........................... J 
J ...................... .... . J Shotgun 

-; II \If)R 
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Accounting 

Ann<l Vixen Age 27, Torch Singer & Actress 1920s 

STR 8 CON 14 SIZ 11 INT 10 POW1S Idea50% luck75% l<ncM601'o 
DEX 14 APP 17 SAN 75 EDU 12 
99-Cthulhu Mythos __ HP 13 Damage Bonus: none. 

SANITY POINTS 

InsanityO 1 2 1 4 5 6 7 8 9 101 1 121314 

1516171819202122 23 24 25 26 27 28 29 30 31 

U"MU ••••••• ' ~.,«~% ••• 
495051 5253 54 55 56 57 58 59 60 61 626364 65 

.u •• ronnn"@Nn~~.8' U 
UMU.U •••• 'nnNft% •••• 

INVESTIGATOR POINTS 

HIT POINTS 

Dead·2 _1 0 +1 +2 
345678 
9 1011 I} 1'13) 14 
15 16 17 18~20 

WEAPONS 

Weapon Skil/% Damage Range Sha/l/Rnd 

- -----

....... (10) _ 0 Drive (Auto) .. ..... (20) _ ] Own L. (English).(50) __ 0 ......... ...... 
Anthropology .... (01)_ 0 Fast Talk .. ........ (35) _ " ath.L (Spanish) .(30) __ :> ....................... 
Archaeology ...... (0 1)_ U First Aid .... ..... (30) _ :> Persuade ............. (75) __ 0 
Art (Acting) ........ (7S) _ 0 Geology . ... ........ (01) _ " Pharmacy .......... (01) _ _ ~ 

Art (Singing) ...... (75) _ 0 Hide .... .............. (10) _ " Physics ................ (Ol) __ w 
Astronomy ......... (01) _ " History ... ............ (20) _ :> Photography ....... (10) __ 0 
Bargain .... ........ (SO) _ 0 lump ... .............. (2S) _ 0 Psychoanalysis .... (01) __ 0 
Biology .... ...... (01) _ 0 l,w .................... (OS) _ 0 Psychology ......... (45) __ 0 
Conceal .. .......... . (25) _ 0 library Use ...... .. (25) _ " Ride ... . ..... (05)_ '" Chemistry ....... (01)_ " listen .. ..... (551 _ " 5neak .. .............. (10) _ ] ............... 
Cralt ( __ ) .(05) _ _ U locksmith .... ..... (01)_ j Spot Hidden ...... (45)_ :> .................... 
Credit Rating ...... (55) _ _ 0 Mech. Repair ..... (201 _ " Swim ............. (25) _ Firearms 
Cthulhu Mythos .(00) __ 0 Medicine ............ (05) _ _ " Track ............ ...... (10)_ w Handgun .... ....... (20) _ 
Disguise ..... ...... (01) _ U Natural History ... (10) __ 0 0 Rille .... .(25)_ 
Dodge .............. (28) __ 0 Occult ................ (05) __ 0 .............. ...... " Shotgun ............. (30) _ 

Present skill percentages are in parentheses; distribute 60 points among skills to customize investigator 

Artie Gumshoe Age ~6. Tough Pnv.lte Investigator 1920s 

STR 15 CON 16 SIZ 12 INT 11 POW12 Idea55% luck60% Know7Olfo 
DEX 14 APr 12 SAN 60 EDU 14 
99-Cthulhu Mythos _ HP 14 Damage Bonus: +104. 

SANITY POINTS 

InlanltyO 1 2 3 4 5 6 7 8 9 1011 121314 
15161718192021 22 232425262728293031 
D)IMU.D •••• '~O«~%U. 
495051 5253 54 55 56 57 58 59@61 62636465 

.u •• ro.'n"N~N"~~.8'U 
UMU.8 ••••• 'nnNM% •••• 

INVESTIGATOR POINTS 

HIT POINTS 

Oead·2·1 0 +1 +2 
345678 
9 1011 12 11 if4) 
1516 17181 9 }rj' 

MAGIC POINTS 

Unc.O 1 2 3 
4 5 6 7 8 
9 10 11 62'113 
1415 16 'i'1'18 

o Account ing ........ (10) _ _ o Fast Ta l ~. .(55) __ J Persuade ............ (35) __ "] .. ................... . 
o Anthropology .... (OI) _ _ o First Aid ..... .(30) __ J Pharmacy . .... ..... (01) __ 
U ArChaeology ...... (01 ) __ LJ Geology .. .(01) _ _ J Physics ...... (Ol} _ _ 
o Art (Harmonica) .(05) _ _ a Hide ....... (40) _ _ J Photography .... .. (45) __ 
o Astronomy ......... (OI) _ _ tJ History .............. (20) _ _ :i Psychoanalysi~ ... (01) _ _ 
o Bargain ...... (75) __ LJ Jump ........ ... ....... (25) _ _ :J Psychology ......... (45) _ _ 
J Biology .... . .. (01) __ o law ........... (55) __ :J Ride ....... (05) __ 
o Conceal .. . ...... (25) __ o libra ry Use ....... .. (25) __ J Sneak. . ..... (40) __ 
'J Chemistry .......... . (Ol) __ o listen .... ...... .... ... (25) __ .J Spot Hidden .. .... (25) _ _ 
o Cralt( __ ) .(05) _ _ U locksmith ... ....... (40) __ ") Swim ............... (25) __ 
oJ Credit Rating ...... (1 S) __ o Mech. Repair .. ... (20) _ _ J Track .. (10J _ _ 

Cthulhu Mythos .(00) __ ') Medicine .......... (05) __ J ................... . 
'=' Disguise .............. (20) __ J Natural History ... (10) _ _ 
:t Dodge. . ..... (28) __ o Occult ......... .. ..... (05) _ _ " 
J Drive (Auto) ........ (40) __ o Own l. (English).(5S)__ 0 

'] ....... ................ . 

" " o 
o 
.J .. ................. . ... . 

.J ................ ... . .. . . 

:> 
o 

" Firearms 
:J Handgun ......... (65) __ 
::J Rifle .. . ................ (25) _ _ 
W Shotgun .......... (30) __ 

Present skill percentages are in parentheses; distribute 60 points among skills to customize investigator 

1 () _ I " , , , . 
" 

, , 



Or. Elliot Jurgens Age 48. Ocdu_.lted Surgeon Now 

STR 11 CONH SIZ 10 INT 17 POW13 Idea85% Luck6S% Kno.-.99% 
OEX 16 APP 11 SAN 65 EDU 24 
99·Cthulhu Mythos _ HP 12 Damage Bonus: none. 

SANITY POINTS 

lnlanllyO I 2 3 4 5 6 7 8 9 1011 12 13 14 
1516171819 202112 23 24 25 26 27 28 293031 
32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 
•• "U"MU." ••• "UAM @ 
66 67 68 69 70 71 72 73 74 75 76 77 78 79 80 81 82 
UMU.U ••• "nUN •• D.W 

HIT POINTS 

De4d·2 · 1 0 . 1 . 2 
345678 
9 10 II tf2) 13 14 
151617 't!(1 920 

WEAPONS 

" 
Weapon 5*il/96 ()Qm~ Rangi' Shou/ Rt!d 

9mm Alita 4$% 1010 2(1 yd~. 3 

I INVESTIGATOR POINTS 

" " " " " " " " " " " 
" " " 

J 

" 0 
:> 
0 
J 
J 
0 
'0 

" " 
" " " 

Accounting ........... (10) __ " Fast Talk ............ .. (4S) __ " Oth.l. (Ulln) ...... (4S) __ " Anthropology ....... (01) __ " First Aid .... (SOl~ " Persuade ..... {2S)~ " Arch<leOlogy ..... (01) __ u Geology ....... (01) __ " Pharmacy .... .. (35)~ " Art (Violin) ...... ... ... (30) __ Q Hide ...... ........ (10) __ " Phy~ics ..(01) __ " .............. ...... 
Astrorlomy .. __ ... _ .. _ (01)~ " History ....... (30) __ " Photography ... .. .. (10)~ J 
Bargain .... .. .... .. _ ._(SO)~ " Jump . ......... .. ....... (25l __ " P5ychoanaly~i5 ..... (01) __ " ................ 
Biology ...... .......... (60)~ " law ..... . ... ...... (30) __ " Psychology .... ... ... (60) _ " Conceal ....... (2S)~ J Ubrary u~ .. ... _ .... (6S) __ J Ride. _ .... _(05)~ j .................... 
Chemlnry ............. {40l __ " USlen .... ... - . --(3 Sl~ J Snea~ ................... (10) __ J 
Craft ( ___ ).(05) __ " locbmith ...... ...... (01)_ " Spot Hidlkn ...... ... (lSl __ J 
Credit Rating ........ (7S) __ " Me(h. Repair ... .... (20) __ " Swim .................... (4S) _ _ 0 
Cthulhu Mythos ... (OOl __ " Medicine .............. (80) __ " Track ........... .. ... . .. (1 0) __ Flru rm~ 
Oisguise ........ .. ___ .. (01) __ " Natural Hislory .... (10) __ " ................ " Handgun .............. (4S) __ 
Dodgf .................. (32)~ " Occult .................. (05) __ " ......... .. ...... " Rille ...................... (2S) __ 
Drive (Auto) ......... (4S1 __ " Own L (English) .. (8S) __ J ................ -.. -- " Shotgun ............... (30) __ 

Present skill percentages are in parentheses; distribute 60 points among skills to customize investigator 

~ llIrlt·'y 8.lIh Age H, New Agt' AlililOr & l ccturcr Now 

STR 9 CON 16 SIZ 9 INT 12 POW1 7 Idea60% luck85% l(ro.o.9SO/o 
OEX 13 APP 12 SAN 85 EDU 19 

HIT POINTS 
99-Cthulhu Mythos _ HP 13 Damage Bonus: none. 

SANITY POINn 

InsanllyO 1 2 3 4 5 6 7 8 9 1011 12 13 14 
15 16 17 18 192021 222324 2526272829 3031 
UUMUM" •••• ,U.'MU.". 
• • "UHMUY".H~"UUMU 
.u~.m"nnNnNnN~W 8'U 

UM®MUU •• ~DUN •• U •• 

Dei!d-2 ·1 0 _I +2 

34 5 6 ~ 8 
91011121314 
1516171820 

4 5 6 7 8 
9 10 11 J.Z 13 
14 IS 16Q.lj18 

WEAPO NS 

WeoP<"l SkUl'I6 Darnagf Rm19i' ShO!I/Rnd 

------

INVESTIGATOR POINTS 

Accounting ......... (10) __ " ~a st Talk ..... ........ (45)~ " Own l . (English).(80)_ J ................ 
Anthropology ..... (~O) __ 0 first Aid ..... ..... (30)~ " Oth.l. (Sanskrit) .(25) __ :l ..... .... ...... 
Archaeology ....... {OI) __ 0 Geology .............. (O I )~ J Pe~uade ............. (75l __ " ................ 
Art (PainlingJ ...... {2SJ __ " Hide .. ................. (10J _ _ " Pharmacy ........... {Ol l __ :> 
Astronomy .. ........ (01 ) __ " Hislory ......... (45)~ U Physics ................ {OlJ __ J 
Bargain .. ........... (30J~ :> Jump ... (2S)~ 0 Photography ....... (10) __ J 
Biology ............... (OI ) __ :l Law .................... (ISJ __ J Psychoanalysis .... (01 ) __ " Conceal .. (")~ 0 Ubrary Use ..... (6S)~ " Psychology ......... (7S) __ 0 .................. .. ....... 
Chemi~try ........... (01 J __ '" listen. .... (2S) _ " Ride .. . (O5)~ " Craft ( __ ).(OS) __ " locksmith ........... (01 J __ ~ Sneak .................. (3Sl _ _ " ......................... 
Credit Raling ...... (65l __ J Mech. Repa ir ...... (20) __ " Spot Hidden ....... (2SJ __ " ............... 
Clhulhu Mythos .(OOJ __ J Medicine ............ (05) _ _ " Swim .................. (40) __ Firearms 
Disguise .............. (01 ) __ " Meditation .......... (40) __ " Track ................... {lO) __ " Handgun ..... ( 20)~ 
Dodge ........ ........ (24J __ Q Natural History ... (25) __ " .......................... " Rifle .............. ..... (25)~ 
Drive (Auto) ........ (4S) __ 'J Occult ................ (75) __ J ........................... " Shotgun ....... ..... (30) _ 

Present skill percentages are in parentheses; distribute 60 points among skills to customize investigator 

I , r I <.. \ I (1 II {( 



, 

Name 

Desc 

SAN Loss 

ST. - - - IN1 --APP --
CON -- POW -- EDU --
SIZ - --DEX - - MOV - -

HIT POINTS dead ~ O 1 , 3 • s 
6 , 8 9 10111213 14 15 1617 18 
19 2021 2223 2425262728293031 
3233 34 35 36 37 38 39 40 41424344 
45 4647 48 49 50 51 52 53 54 SS 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 9495 96 
979899100 

(YaiNi;;;rf,.ee 

Namc, =~=::::======== Desc :-
SAN Loss 

STO 
CON 
SIZ 

INT 
POW 
DEX 

APP 
EDll 
MOV 

HIT POI NTS DtAD ,,0 1 2 3 4 
.$ 6 7 8 9 10111213141516 
17 1819202122232425262728 
29 30 31 3233 34353637383940 
414243 44 4S 4647 4849 50 5152 
53 54 5S 56 57 5859 60 6 1 62 63 64 
65 66 67 68 69 7071 72 73 74 75 76 
77 78 7980 81 82 83 84 85 86 87 88 

Damage Bonus--;-:;;-__ ;-__ _ 

'''''<lIN''' .<ki ll dllllwge 

Fbt/Cll1w __ % -===== 
- _% -

AmlOf 

Skill s 

M(lgic Points 
Spells 

Possessions 

_% 
-_% 

% 

Skills 

Spells 

MAG IC PTS uncn 3 0 1 2 3 , S 
6 , 8 9 1011 121314 15 1617 18 

19 2021 22 23 24 25 26 27 28 29 30 31 
32 33 34 35 36 37 38 39 40 41 42 43 44 
45 46474849 SO 51 525354 55 5657 
58596061626364 65 66 67 68 69 70 
71 72 13 74 75 76 77 78 79 80 81 82 83 
84 85 86 87 88 8990 91 92 93 94 95 96 
97 9899 100 

STO 
CON 
SIZ 

INT 
POW 
DEX 

APP 
EDU 
MOV 

HIT POINTS OWl ",0 1 2 3 4 
5 6 7 8 9 1011 121314 1516 
17 18 19 20 11 22 23 24 2S 26 27 28 
29 3031 3233 34 35 36 37 38 39 40 
41 42434445464748495051 52 
53 54 55 56 57 58 59 60 61 62 6364 
65 66 67 68 69 70 71 72 73 74 75 76 
77 78 79 80 81 8283 84 85 86 8] 88 

Dam,lgc Bonus--;-:;;-__ ;-__ _ 
\I'('(II)()II ~kil/ dOl/mge 

Fist/Claw __ % -===== 
_% -

Annor 

Skills 

Magic Points 
Spells 

-_% 
-_% 

% 

Posscssion, ________ _ 

Damage Bonus 
" "<,apo/! 

Fist/Claw 

Armor 

Possessions 

STO 
CON 
SIZ 

IAill 

_% 

-_% 
_% 

--
--
--

INT 
POW 
DEX 

% 
% 
% 

d(wlllg l' 

APP 
EDU 
MOV 

H IT POINTS D!AD ,,0 1 2 3 4 
5 6 7 8 9 1011 12 13 14 15 16 
17 18192021 2223 24 25 26 27 28 
29 30 31 32 B 34 35 36 37 38 39 40 
41 42434445464748495051 52 
53 54 55 56 57 58 59 60 61 62 63 64 
65 666768 69 70 71 72 73 74 75 76 
77 78 79 80 81 8283 84 85 86 87 88 

Damage Bonll5--;-:;;-__ ;-__ _ 
~ '<!"I"''' _,kill domoge 

FistJClnw _% ____ _ 

Armor 

-_% =====:: -_% 
_% 

% 

Skills ________ _ 

Magic POi111S ________ _ 

Spe ll s 

Possessions 



II/elee 

0 Fi,t (50<;f-) 

o Grnppk: (2Yl-) 

o l1ead (1\)'l;) 

o Kick (25q-) 

0 
0 

Investigator Namc __________ _ Ctiameteristies '" t:!ulls 
Occupatioll _ _____________ 1 
Colleges, Degrees ___________ _ STR 

Birthplace _____________ _ CO N 

DEX 

All)' 

INT 

PO W 

Idea ___ 1 

Luck ___ 
1 

i\'lental Disorders ______ _____ _ 1 SIZ __ SAN __ EDU Know 

Sex Age 99-Ctllulllu M yl l10s 

~ _~ Sanib' Vuints - Mallie V()ints tiit VUints 
Unconsciou ~ 0 2 J I)tad -2 -1 0 2 J 

, 5 • 1 8 9 10 II , 5 6 1 , , It) II 

12 tJ 14 15 16 t7 18 19 12 t3 J-I 15 16 17 18 
" 

In~neO I 2 ] .. 5 6 7 H 9 10 II 12 13 1-1 

15 16 17 18 192021 22 2~ 2-1 25 262128 29 30 31 

32 33 3 .. 35 36 31 38 39 -iO -II -11 43 ~ -15 -+6 -11 48 

-19 50 51 52 53 54 55 56 57 58 59 60 61 62 63 6-1 65 

66 67 68 69 70 71 72 73 7-1 75 76 77 78 79 80 81 ~1 

83 8-1 85 86 R7 88 89 90 91 91 93 9-1 95 96 97 9~ 99 

10 21 22 23 24 25 26 27 20 21 22 23 2 .. 25 26 27 

28 29 30 3J 32 33 3-1 35 28 29 30 31 32 33 3-1 35 

0 Accoul1l ing (JOCk) 0 Law!05'K) 

0 Anthropology (0 1%) 0 Libmry U,e (25'1» 

0 Af("hacology (0 I q.) 0 Lbtcn (.25'1) 

An (05'1): 0 Lock~mi lh (O I 'l-) 
0 0 Manial Ans (0 1%) 

0 0 Mcch_ Repair (20'1 , 

0 Astronomy (O)f-k) 0 Mcdici nc (05 Ot) 

0 BMgain (05%) 0 Natura l History ( 10%) __ 

0 Bio logy (0 1 %) 0 Navigme ( 10%) 

0 Chemimy (0 I <;t.) 0 Occult (05%) 

0 Climb (-40IK) 0 Opr_ Hvy_ Mch_ (0 1%) __ 0 Sneak ( IO'KI 

0 ConccaI1l5%) Olher L:U1guagc (01'1,: 0 Spot Hidden (25%) 

Cmft (05'1): 0 0 Swim (25'1) 

0 0 0 Throw (25'-," 1 

0 0 0 Trnck (IO"f-) 

0 Crcd it Rating (IS'll Own L:lI1gu.tge (EDUxS%): 0 
Ctllulhu Mythos (00) 0 0 
Di sguise (0 I 'l-) 0 Pcrsuade (15%) 0 
Dodge (DEX xl) 0 Ph;mll<.lCY (0 I 'l) Cl 
Dri ve AlLto (20~) 0 Photography (10%) 0 
Elew_ Repair (1O'K) 0 Physics (0 I "iV:) 0 
Fast Talk (O5'l) Pilot (Ol 'l): t-' ircarms 

Firsl Aid (3O'K) Handgun (20'K) 

Geology (D ICk) Machine Gun ( 15'1) 

Hide (10%) Psychoanalysb (0 1%) __ Rifle (2S'K J 
Psychology (05'1 , 

Ride (0 5%) 

% dall/age IlIId I"IIg lIarl lip firea rm damage 1"118 
lD3+db I louch "', J 
special , louch "', 0 
]D-I+db 0 louch "', 0 
I D6+db u lou(-h "f' Cl 

0 
0 



~ .~' . -:--~ - Personal Data . 
~ _ _ ","",,-,..,.,__ __ _ d 

Investigator Name __________ _ El}isodes of Insanity 
Residence _____________ _ 

Personal Description _________ _ 
Wounds & Injurics __________ _ 

Family & Fricnds _ __________ _ 
Mnrks & Scars ________ _ __ _ 

Adventuring Gear & Possessions . 

Propcrty __________ _ 

Magic.aI ArtifaciS/Spel\s Known 
Artifacts _ ___ _ Spells _____ _ 



melee 

0 Fist (50'/f-) 

o Grupplc (25'1) 

o Head ( 10'1» 

0 Kick (25%) 

0 
0 

-Investigator Namc ____ ______ _ 
Occupalion _____________ _ ~-.~--- - -

Colleges. Degrees ___________ _ STR OF-X INT Idea 

Birthplace _____________ _ CON AI'I' POW Luck 

i\'lcntal Disorders _ _________ _ SIZ -- SAN __ EDU Know 

Sex Age 99-C!hulhu ~ ' ylllQ\ ___ D~m~J;'e Bonu, 

-
~-~- .... -
Ins:m ... O I 2 J .. 3 6 7 l! 9 10] I 12 13 14 Unconscious 0 2 J I)(>ad ·2 -I 0 I 2 3 

1516171819202122 2J 24 25 26 27 28 29 30 31 .J 5 6 7 R 9 10 II 456 78 91011 

12 13 P 15 16 17 18 19 

20 21 22 23 24 25 26 27 

28 29 30 31 32 33 34 3S 

36 37 38 39 40 41 42 43 

32 33 34 ~5 36 37 38 39 40 41 42 -I ) ~ 45 46 47 48 12 13 1-1 15 16 17 18 19 

49 50 51 52 53 54 55 56 57 58 59 60 61 62 63 ~ 65 20 21 22 23 24 2S 26 27 

66 67 68 69 70 71 n 73 74 15 76 77 78 79 80 81 82 28 29 30 31 32 3.l 34 35 

83 84 85 86 87 88 89 9(1 9 1 92939495 % 97 98 99 3637 38 39 -«J 41 4243 

Accounting ( IOt;i) :J Law (05'lc) 

0 Anthropology lOl/}) :::J Libra!) U~ (25'>'-) 

0 Archaeology (01 %) 0 Li ~len (25% ) 

Art (O51l): 0 Locksmith (0 l!if) 

0 0 Manial AT1~ (O I'k» 

0 0 Mcch . Repair (2011 ) 

0 A,tronomy (0 1%) 0 Medicine (05 rk) 

0 Bargain (05%) 0 N'lt ll i.ll History ( Iork) __ 

0 Biology (0 1 %) 0 Navigate ( IO'iH 

0 Chcmistry (01%) 0 OcclIl1 (05%) 

0 Climb (40'K) 0 apr. Hvy. Mch.lO I<;i) __ 0 Swim (25!if) 

0 Conceal (15%) Olher l..augllag(' (0 1 ',l»: 0 TIlroW (25t'f-) 

Craft (05%): :J 0 Track ( HYl) 

0 0 0 
0 0 0 
0 Credit Rating (15%) O wn l;lIIgliage (EDUx5'l): 0 

Clhulhu MYlhos (00) 0 0 
Disguise (0 1%) 0 Pmuadc ( 15 !ff.) 0 
Dodge (DEX x2) 0 Ph<lrmaey (O I 'l) 0 
Drive Cmiagc (10%) _ _ 0 Photography (10%) 0 
Eleclr. Repair (1O'l-) 0 Physics (0 1%) 0 
Fast Talk (051l:) 0 Pilot Balloon (0 I q) 0 
First Aid (30%) 0 Pilot Boat (0 1'1) firearms 

Geology (0 I 'lo) 0 Psychology (O5~) Handgun (20%) 

Hide (1O'K) 0 Ride (05%) Machine Gun ( 154) 

0 Rifle (25'1) 

0 

'* damage II/ul rng #all hI' firearm % damage mt/If m g Ht/ft .~/IOIS 

1D3+db I touch "', :::I 
~pecia l 2 louch lila 0 
1D4+db 0 touch n/a 0 
lD6+db 0 touch 0', 0 

'J 
0 



lIIelee 

Fist (SO'N) 

o Gr.lppk (IN·) 

o Head ( lOCk) , 0 Kid (25%) 

:J 0 
0 

I nvestigator Name [haracterist:ics Ii Rolls 

Colleges. Dcgrccs __________ __ 1 STR DEX .NT Idea 

Birthplace -------------1 
Mental Disorders ____________ 1 

CON APP POW Luek 

SIZ -- SAN ED U Know 
Age 99·Cthulhu i\'Ly!hos Damage Bonus 

_~ §anity Points Magic Poinl:!i Hit Poinl:!i 
Um"onscious 0 2 3 Lkad -2 -1 0 2 , InsaneO I :2 3 -I 5 6 7 8 \) 10 II 121 3 14 

15 16 17 18 19 20 11 22 2J 24 25 26 17 28 29 30 31 

.'1 33 3-1 35 36 37 38 394041 424344 45 46 47 48 

495051 52535455 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 

4567891011 

12 13 14 15 16 17 IS 19 

20 21 22 13 24 25 26 27 

28 29 30 31 32 33 34 35 

36 37 38 39 40 41 42 43 

-156 7 891011 

12 13 1-1 15 16 17 IS 19 

2011 222324252627 

0 A!:CQUll ling (10%) 0 
0 Anthropology (01 %) 0 
0 Arcl13cology (01 %) 0 

Art (05%): 0 
0 0 
0 0 
0 Astronomy (0 I %) 0 
0 Bargain (05%) 0 
0 Biology (OJ %) 0 
0 Chemistry (01 %) 0 
::l Climb (40'k) 0 
::l Computer Use (0 I % ) 0 
0 Concral ( 15%) 0 

Craft (05%): 

0 0 
0 0 
0 Credit Rating (15%) 0 

Cthulhu Mythos (OO) 

Disguise (01 % 0 
Dodge (DEX x2) 0 
Drive Auto (20%) ::l 
Electr. Repair (10%) 0 
Electronics (0 I %) 0 
Elst Talk (05 %) 

Fir.;t Aid (30%) 

Geology (01 %) 

% damage hlld 1"118 Hall hp 
ID3+db touch n/a 

special 1 louch nla 

I04+db 0 louch nhl 

ID6+db 0 louch n/a 

History (20%) 
Jump (25 %) 

Law (05%) 

Library Usc (25%) 

Listen (25%) 

Locksmith (01 %) 

Manial Ans (Ol 'k ) 

Mceh . Repair (20%) 

Medicine (05%) 

Natural History ( 10%) __ 

Nal'igatc (10%) 0 
Oc(;ult (05 %) 0 
Opr. Hvy. Mch. (01 %) __ 0 
Other Language (0 I 'i}.) : 0 

0 
0 
0 

Own Language (EDUx5%): 0 
0 

Perslwdc (150/,,) 0 
Pharm(lcy (01 %) 0 
Photography (10%) 

Physics (0 I %) 0 
Pilot (01 !K): 0 

0 
0 

firearm % dWllage 
0 
0 
0 
0 
0 
0 

2S 29 30 31 32 33 34 35 

36 37 38 39 40 -II 42 -13 

Psychology ,05 %) 

Ride (05 %) 

Sneak ( 10%) 

Spot Hidden (25%) 

Swim (25'*) 
Throw (25%) 

Track (10%) 

F irearms 

Handgun (20%) 

~bchinc Gun (15%) 

Ritle (25%) 

Shotgun (30% ) 

malf rng /lall .~hOls hp 



I Name IOccup:l lion 

ST. CON SIZ 
SAN 

INT 
EDU 

POW Idea % luck~ 

DEX_ APP 
99·ClhUlhU MythOS ~ HP ~ D~mage Bonus _ _ _ 

SANITY POINTS 

Insani tyO 1 2 3 4 5 6 7 8 91011121314 
15 16 17 18 192021 22232425262728 29 30 31 

anMH.D ••• ~G"«U." • 
•• ',YUMBYU ••• 6IUUMB 
Mu •• m.'nnN~Nnn~.8Ia 
UM •• D ••• ~nnM •• U •• 

INVESTIGATOR POINTS 

HIT POINTS 

Dead·2·1 0 +1 +2 
345 678 

.J Accounting ...... (1 0) _ ..I Dodge ...... (DEX x2)_ .J Occull... ........... (OS) _ :J Track ... ....... (10) _ 

.J Anthropology .. (01 )_ 
:l Archaeology ..... (OI) _ 
1..1 Art( ~~ ) .. (OS) _ 
..I Art( ~~ ) .. {OS) _ 
1..1 Astronomy ...... (01)_ 
.J Bargain . .......... (OS) _ 

..I Drive ( _ __ ) (20) 
::J Fast Talk ....... .. .. (OS) _ 
"J First Aid .......... (30) _ 
o Geology... . .. (0 1) _ 
.J Hide ......... .. .. ... (10)_ 
..I History ....... . .. (20) _ 

:i OwnL(~ ).(OI) _ 
.J Oth.L ( _ ).(OI) _ 
.J Oth.L( _ _ ).(Ol)_ 
I;:) Own l. (~ ).(01) _ 

o Persuade ......... (15) _ 
I:J Pharmacy ......... (O l )_ 

j .................. . 

:l 

Firearms 
::J Biology ..... ...... (01) _ ::J Jump ... (25) _ 'J Physics ............. (Ol ) _ :J Handgun ........ (20) _ 
.J Conceal ........... (IS)_ ::J law ...... .... ..... . (05)_ .J Photography .... ( I0) _ .J Rifle .............. .. (25) _ 
..I Chemistry ........ (01)_ .J Library Use .... .. (25) _ :t Psychoanalysis .. (O l )_ j Shotgun .......... (30) _ 
.J Craft(~~) (OS) 
.J Craft(~~) (OS) 
.J Credit Rating ... ( I S) _ 

..J Listen ............ .. (25) _ o Psychology ....... (OS)_ ::J SMG ............... ( IS) _ 
W locksmith ....... (01) _ U Ride .... ....... ...... (05) _ 
u Mech. Repair ... (20) _ u Sneak .... (10) _ 

Cthulhu Mythos (00) .J Medicine ...... ... (05) _ ':l Spot Hidden .... (2S) _ 
.J Disguise ........... (Ol) _ ::l Natural History (I 0) _ .J Swim ....... ...... .. (10) _ 

Following each skill name is the investigator base chance in parentheses 

""'w' " '()rtd-"'ide TeleQl"aph 
" The Globe in Seven Minutes 

1\f f) 10 I< CO ~" Ie 

~ 
, 

" " w ~ 

" ~ 

c 
~ 

w .-
:£ 
C 

" 2 -~ 
~ c 
~ -e; -
~ '" 
:<: 
5 ~ 
=> !: " 

fR"AI'IIC ., 0 ( OH \{.L 

\ 

WVT makes good f",th eftOl1 to receive transm,1 and 0 deltver ,t il communOCall(l(1S 001 can s~a'e no respoo I 
Slblirly lor IC>complele ,n;lccurate stolen mlsconstruoo mlss"nt or mlS$lr"Ig communocaloons whether by negl' 

ger.ce m,stake consp. lacy error 1'1'," Or ad of God 

I'.T'OK ("\.'\1 , " I (J k 'I • 



Weak ~cids: I D3·1 dJmagc per ro und. 

Strong acids: ID4 damage per round. 

DROWNING, SUfFOCATIO N 

Roll CO,~ ..:10 Or ks~ un ])\00 in the fi rst round: CO;.; x9 or I~s.s in the 
,,,,ond: CON x8 or less in Ihe lhird: and so on, 10 co;..' ~ I rer round 

Failurcrosls lD6daTTl "ge plus 11)6 ~"<;h 3ddition~1 round ,wl il r~,(u~_ 

No further CON rolls nml he made. 

EXPLOSIO N 

CaICl,latt dfw in lerms of 1he strength of lhf bl3st and tnt rJdius of 
Cffo:<:l in yards. Example; a sti(k of d)'n,mite dO<.'s 51)6 damage in !h~ 
firS1 two prds.4 1)6 in th( lhird yard, 3J)6 in lh~ fourth. Jnd so Oil. 

Each victim ta k~~ Sel'"r,te full damage_ DoI,bling a charge in(rca.le.l 
damage by half. 

FA LLlKG 

. i'<'r to ftt"! Or fract ion over tlrsll0 (c..,t: + I D6 points of damage. With 
~ su(cc>.Ifuljunlp rolilirSl. JO!.t I D6 fewer hit points. 

FIRE DiU.IAG E 

S .. riolislmr,,-, (ror,11 nn-eili"s halfhll paj,J(, ) (Osr APR CON. or DEX <15 
wt'lla.; hir poim,·. 

Small fire: I D6 damag~ per round. Luck roll to prevent Oamingdothes 
or haiL luck roll or firsl Aid roll to put out tir,> on person. 

lar~e bontire: 1061"2 damage per round , Hair and dOlh~, atl~ m e 

fl.OOIl\ in fiJll\es: 106+2 damage per round , luck roll ~a,h rollnd ur 
toegin ,uOixatin g. 

Co ntl ~gratiut1,: dead I)", ~ach a special ,";Ise . 

POISONING 

Mmcil poi5mls P(f[ ,~_ 1,/rt'<'IS CO,\' oPlik,i,I<1I1<"e Tubif. S,y Sump!" 
/'(115('11.<. 011 filcil1.~ pagt. 

If POT wim, poison takes ef)"w, usuall y doing damage eouj to full 
roT. 
Ii (0:-< wins,damag( e<:jual~ half POT or \cls. 

ELDER SIGN YELLOW SIGN 

Por rile 18905, roll I 0 10: I '" SSOO + room & board. 2 = S 1.000, 3 
-= 51,500, 4 == 52,000,.5 == $2,500,6 == 53.000, 7 = 54,000. 8 '" 
55,000,9== 55,000, 10 = 510,000. 

Fortlle 19205, roll I 0 I 0: I == 51500 1" room & board. 2 = 52,500, 3 
+ 4 = $3.500, 5 == 54,500, S6 = 5,500, 7 = 56,500.8 = 57.500,9 = 
510,000,10 == 520,000. 

For the Prrsent, roll I 010: I = 515,000, 2 = 525.000.3 = 5.15,000, 4 
= S45,000, 5 = 555,000, 6 = 575,000, 7 = $100,000,8 = 5200,000,9 
= 5300.000. 10 = 5500.000, 

The il1l"est igatoT also hn, propt'rt)" and other a,sets of I'alue equ~l l o 

fil'<' time, )"<,arl )' incomc: an inl"estigator in the Present who makes 
$55,000 has 5225,000 in assets. On<' tenth of that is banked as cash. 
Another one tcnth i, in stocks and bonds,con\"ertibk· in 30 days. 
Th<, Temaindt'r is in old hooks, ,1 house, or whatel'er seem, appro­

priale to the char.:tcter. 

Some skills are in more Ihan one calegoT),. 

Commzmimliorl-Art, Bargain, Craft, Credit Rating, Disguise, 

FaSt Talk. Other Language, Own Language. Persuade, Psychology. 

MalliplI!atioll- Art, Conceal, Craft, Disgoise, Driw Auto, 

Electric~ 1 Repair. First Aid. Handgun, lo(hmith. Mechanical 

Repair, Photography, Pi lo!. Rifl e, Shotgun, Submachine Gun. 

Percl'ptioll-An, Listen, Spot Hiddm. Track. 

Exertion-Art, Climb, Dodge, Hide, lump, iI!achinc Gun. illartial 

Ans, Operate HealI' Machine, Ride, Sne.1k, Swim, Throw. 

Tlzotlglzt- AcCOu nting, A ntnropolog)', A rchaeolog)', An, 

Astronotl1;', Biology, Cthlllhu .\I)' thos. Geology, History. Law. 

Library Use, ilkdicine, Natural History, Nal'igate, Occult, 

Pharmacy. Physics, Ps)"choanalysis . 

SIGN OF THE 
DARK MOTHER SIGN OF KOTH SIGN OF EIBON 

Of 1<\0 



TEMPORA.RY If'I'SANITY-5 or mOl? 5.Jni,y pOln1S ~I in a $in~Je rol!. ~ 
bt~o ... '3Nt~ (or ~ibl( insanil~s. ShINU(rm lilSIS for I/)IOU rom"", 
I'I!lmdJ. Lall}(t',-Inm la5Is/(lr 1DI00IO g.IIm·/wrJrS< /,1/1)..,.11111$1 roil moo. If 
",1111 IS I,\'T >'5 ar /(lJ. r,"'suil T(lIIr~mr)' /"WIII)·1ilbJrs. 

I/I'J)I;TINIT£ INSANITY- lo% or more of currer\! S~nil)' po ints 1~1 in onc 
g;Jm~ hour. "fleas /asl for 1/)6 morrrlil. (I' as rrtrrmgfd. Kif"'" fmd pld)'I'r,QI1' 

milIa (hoost "'! "l'l'fI'l'ri<llf ",flluli Jiwnltr. 

PI:·RMA.NENT INSANITY-nro Sann)' poin'$ rr~chr:d.l:ffrm 11151/p, 

1,'''''1",''/'''''''' <'"P"'''''/ p/')"""""'/' 10 (hoo$( "n uppmp,iu/( 

1- f.I!IIII1l'''r ''r~Jmlll IiI 

2 _ f1~$ in panic 

\ - hV",(ol hl~lc",' or cmoTrnnal "tlitlUf'illlau hln' erVin .<1<. ) 

4 - b.1bbling. inrohert'nl. rapid sp«Ch.1>T Iogorrllra (~ IOrrtnl Ii cohfrc'nt 
sp • .'cchl 

6 - homicidal or suicidal mania 

8 - tchopraxia (>f «holalia lin"cstigator ~!lSlIys what otht-rs around him 
dO/SI)') 

10 - stupor (as~umt5 frk.1aillOSition. oblil'ious to eWlls) orcatatonia ((~n 
sland hut has no will Of inltll$l; rna)' Ill: t.ro Of iorctd 10 simple J.,ions 
bUl ,~""s no ind~ndenl aCliun) 

011112 .;u nsed 10 lind man 1"'11 amnl.lt (arra" 

0111>3 surrris.ed 10 tind (orpS(' 

OIIlH '" mootnfindl"l<1\ an 
OI1IH ><'c a ~lream now wilh blood 

IIll14t I find man 100 human COlI sc 

WID6 awake Ir.lpp<'d in a c'<!flin 

(111)('. "'In,,,, a Incnd_ "",Ienl dealt.. 

I/ID6+i mttl 5Omrone you kn""' 10 be dtad 

H{IlIW unde ~"'A' lorture 

1111>10 >«a rorpst' risc from ils gral'( 

I lmnl"i rJ or 'Ill ,,{carolO",] 

4 strang.: sanal <itsirc"; (exhibitionism. n)'rnphomJlII3 of s;:unias,s. IfT-
, 

" It'II'h (1111('>.l1gator ,a1<.h .... onlo "'mr uh,<'(I.lyJ'<" "j Obl .... , .... r ~rson a 

a <,lfel hlankrtl 

6 un conlrollabk lirS.tremors.or lnabilily 10 communical,· , ia ~~fdJ or 

wril ing 

7 ",,,howmalt( bhndnl'Ss,do:afncss.or lur.s of thr u,e nf a hmb or hmb. 

8 bricl" (Ncti, ... pSj'dwsis (incohclTnct. ddu"ons. aberranl kha'·~l/. 

and/or hallucinations) 

'l t~m rarl ranOla 

10 l"Ompul$i'T riluais (,,-ashi"g hanoh conSlanlh·.I""J)"ing. ""ILillS in a 

partirular rhythm. n('\'rr 5lt'pping on ~r3ru.,hed:;ingon('S~Un con· 

stan1l!·. CIC.) 

-- ---

S~n\F 'f O"ON' 
S),lIIplOlIU 

3nunil3 ,; \.io!tnt Stomacll ralffi. \\ltTIiting. pund~ 

,fSt'flK' 1f21024h"urs II> bumm In ,\Imam "ioIrl11dwmca 

" uncoos.ciow;ness klr 1 hour. ~;J(h addC"d.Jo:s.o iocrt"aS<") I'fft.:l 11)' I hour "Ius a 1()'IQ chanct of mpira­
l(>f)' failu,,' 

h"'mtnrm I mund 15 unoonS(Clou<ors,.<I< ff'S.<t'I)"",, Ir.l""11 

c\"3niok 

skq>ingpilb 100j()mtnUI~ 6 

't/lrllllll"ot' 1020nllnul,'< III vioImmtl<deronlr"'t"'n.<." ''''13\",n 

\ I I \ 



Abd al·Mrad %, Ill, 120ff.238 

Abdul AI·Ha'Jed; SCl' Abd al·Azrad 

Abhoth. ,116,181.218 

Ab holh. Spawn of . , ....... 182 

Acids ...................... 57 

AI Azif , 96 

Ald,'baran 

Appea ranc~ 

Arkham . 

107. 117. 173. 167l[. 222. 219, 243ff 

Armiwge, Dr.llrnr)" . 

..................... 39 

II Sff. 213, 2S6ff, 2SOff 

.114.2 12. 216.230 

Armor. ... . .. 59 

rltla'h·t;\1cha . .. 116.166, 182.244 

Atlantis .94. III 

Attacks .................... ,56 

Auwmalk ACl ions .......... ... ... 52 

Automatir Weapons. .63 

AI·alars. .. 181 

AI, .. aren.·s~ .40 

Ar.athoth. . .. 107.122·123. m-m.lso. 
181- 182.191.196.m.214.m 

Bargairl 

Base ChJn"~$ 
Base Range. 

BOlSI • 

Beasts & .\lonste~ . 

Hi'mus ,\lellwdil'o . 

BeeSwams 

Bibliogrdphy , 

Ilite A!lacks . 

Black. The . 

.39.62.68 

.. 30.61.69 

.. .. 61.63 

181. 184 

102 

92 

.... 209 

.............. 194 

43.60 

. ....... 199 

Bwck Goat vf rhc \\'oods; see Shub·/I.'igg urath 

Hob'dts . .20) 

Bokrug. ...184·I~S 

Book of D::YIlII . . .............. 94 

/look of Ei~oll ................ 94, 10'}. 116. 197 

Brown )cnkin . 

Bunyips 

169.21 4 

.. 20.\ 

Bur>t.s. .. ... 63';0. i1, 74 

Brakhee ....... lOS , 1$0, 190. m. 232.235.244 

Carcosa 

(arter. Ra ndolph 

Cals 

C~laeno . 

Ch.osium Supplemcnts 

Chard{\cristics . 

l1S 

.............. 117, 190 

........... 21U82ff 

.. iJ!,l84 

11 7.229 

............. 296 

3O.38ff 

JNfe)( 
Rolls _ . _ .. . .. .. .. .. 40ff, 140 

lhaugn-r Faugn . Iii. 174. 185.226.131, 
237.244.246 

Chronologies 

Disasters ... 297 

E''Cnls in LOHcrnft·s Tales. . .......... 183 

Events Occult. 300 

Hundred Yea~ & More . .W3 

M)'tho\ Prehi~tory liJ9ff 
Chthonians ... 114.123. llS.l5IJff.I56.195.221! 

Clubs 58 

Colleges and D .. gr,~ . 

Colours Out of Space. 

Combat. 

Spot Rul es 

Commitment. Pnxedun-s 

Compara!in Si,.es . 

Condors. 

Constilution 

Cn-atinS lIarwy \\'alt~rs 

Crr3ting lnwsligators . 

Crilic-al and Fumbles. 

Crocodiles ... , 

.. .. 4.1 

" ...... 153-15-1 

. JQ. 52,56b' 

.59 

.. '$6ff.145ff 

.. ..... 162·163 

. .104 

................. 38 

....... 48-49 

)6·37 

140 

... 204 

olwm Aqumli':gm . . ......... 94·95 

Cthugha ...... 107#117, 185-186.222 

Cthulhu ............... 8ff3O, 10tiff.118, 120ff, 
173-174. 186·18i 

Cthulhu '\Iythos . 

Chronology 

Creat ionof 

Entities of . 

Pronundat>ons . 

Cthulhu ~l)·thos Books. 

Cthulhu M)'!hos Skill. 

Ollres drs Gmllt'$ 

(.1I11U~ ,\I(llrfir~rlllII 

Curwen, loseph . 

C)'a~sha , 

. .. 30.11)6· 111 

.109ff 

...... 115· 119 

. .......... 148ff 

I" 
9JjJ 

. 53.67,75-i6ff 

.95-116 

.. 97.l1J 

......... 213 

....... 187 

.. 30,54ff Damage. 

Damage Bonus,. .... . ............. .\0, 41 

D~ololh 

Dark Younl;. 

lJarkncss . . ,. 

De la Poer . 

...... 187 

. 107.123. 154. 172. 195. 223. 244 

.w 

Oe l'ermii5 Mysleriil. 

Death. 

..213 
.. .. 92.116 

.. 54.68. 71 

, .. , 148 

.... 54.56 

96.113 

and Gods . 

Near Death 

Dee.Dr_John 

Deep Ones 94ff. lOS. 115, 139, J 42, 
154·155.173. 180, 18i.201. 226 

Derby. Edward Pickman 

De~re rity 

DEX Rank 

Dholes . 

Dicr. 

Dimensional Shamblers 

.. 213.21\2 

. ]Y.S6 

39.56,5~ 

108.155·156.2(16,225 

.29.32.34 

.118.156.134.144 

Dimness. . t{) 

Dreamlands 156.16;, 166.168·169. 182-184. 19(), 
193.197. 198, 22~. 23~, 2~1. liS. 296 

Drowning 

Educa tion 

[ihor! 

,mOO . 
ElderGods . 

.. 3~ 

lS8, 218.226. 235 

.188.218 

. 11)5ff, IS lff 

Elder Sign. . .... 1()9, 181.23.1.316 

FJderTh i i l g~ ........... ... IOSff, 156·157. li3. 
1 i6, ISO. 197. 227 

Eltdowll Shards 

Elllmilli1i.l/JiN 

Eras of the Game . 

Ex,unpic of Pia), 

Experience Checks , 

Explosions . 

....... 95 

91 

." 
. S7-&l 

.30.53 

. ............ .. ...... . . 57 

Fa lling. .5i 

Fi);ures . .32 

fire ..... ~7, lOi 

Fire Vampirt . . .... I 1}9. 157-158. 166, 145 

Firearms .61-65 

Spot Rules 63 

Weapons Table. . ...... (\4·65 

First Aid . 

FII'ing PoI ~ps . 
162- 1601, 174· 180.227 

.. .\0. 43. 54. 68. 71 

. IOB.!f.IS8.159. 

Foils and Rapiers .. 58 

Fomalh;J ut lOi. 157. 186. 222.229.244 

r"{\rt'ign La nguage Editions 34 

F')[mlr~s Spawn . , 

Fthagg.hua . 

.159.1%.227 

.186 

Fungi from Yuggolh: set' ,\li.('o 

G'harne . 

G'JI,jrue Fmgmi/lf, . 

.,95. 123.151. 195.226 

.. ... ~5. 1 1~ 

Game Time. ,52 

{;hasts ............. . ....... 159.178 

Ghatanothoa ......... 111. 118,167,188 

,/ , ••. -\ N 0 \\ J 1 H S T R 4. N t. r -\ l (I , 



('hOS15 . 

()hools .. 

......•... !05.211.!!S,14l 

.. 1011. 124.160, 16'1.1'13. 215.22i 

Gilman. \\'al1",. • 

GlaJki ...... . 

Sen'ants of. 

Gm'l,h·Kffi . 

(;Qld~n Iklugh 

Gr~pplc 

(,real Old On!'S .. 

. 114.280 

97. I 18,lro-I61. 18'9·190 

. ..... 160·161 

161. 19~, 127 

.... n 
•. 59J}:68 

..... 107, 1~lff 

lIit PIlin!> ............ . '" 109·1l0, 158. GI"f31 Ra.:CO(Yilh ....•..••.•• 
IM·I6-1, I i9·180,2~3 

Il-..,tfic Fmm . 

Grrall"f Indep'-'nd~m . 

Grea ler SN\'itor 

Grimoirc 

(.ugs 

(;unfighr..s 

UJli .. 

Jllnd·to-ha!!d AHacks 

'" 
. lOB, 148ff 

.. 18S.148ff.245 

. 2liff 
........... 1601 

.19.~134 

. ..•...... lli,173.190 

. . .... ...... 3O.53ff 

1l~f\".1\"3!t~1"$. Creating ..•..•....•..• . . -13·49 

H~>!Ur .... . .... 107·108, lI7, 150, 190. 
m,B6.243,2-16 

Ibulllcr of lhe !JJrk. , _ 192 

I kalin~ .................... 30,54,56, 68,71 

H.'.Wlllwmtllt'r. exr 

!h~lor~·. U5t of 
Hil PointS 

7.tro Hil Points. 

Hounds ofTIndalos 
179.218.240 

.92 

.... !6.-I3,1~3144 

... ........ 3O,H.54ff 

......... H 

..... 117.165·166, 

Hunling Horrors . 166, IYJ,244 

Hydra ......... .............. 1~1-l55 

Ilypcrbon:a 

IlYl'llOl' .•. 

II) f'ROSis . 

.• 9-1,110·11 I, 114, 178, 18.2 

..190 

..1 ~ 1 

1 Ching 

Ib 

.... .........•...•.. ........ 92 

1&;.11011 

IlJ,"ck 

Impal<'S . 

Independent Races. 

1".It.( Expur:O:"lorilil. 

Injuries. 

Spot lI.ules 

.185 

.. 39,-10 

...... 185 

)0,59 

.. 10II.148ff 

II ) 

.... >4.56--57 

......... 57 

Innsm(lUlh ..... 115. tl7.1)(j.IH, 155,!80-28l 

InJJIlt Insighl .......... 82 

t \ r I'>J U H i\J.\ \ 

JNfe)( 
Insanil) ........................... iSff 

l!!definilt .... .. 30.83-84 

)'(>rmallcnt 

'Iemporary 

hlltlligtnCf .................. . 

Inv~s!ig,unrs . 

CffJ!ing 

RcaJ)··t"·r"'r 
Sllttt. Full·silt 

SIM.-tt. llali·size ..•........ 

lR'm .. 

. . 30. g.{ 

..... 3O.S} 

.... 38 

..30,35jf 

....... }6·37 

.... j()(j.3(19 

. }]]-314 

... lIS 

..16.115 

lthaqua .... 107. II 7, 129, 161, !67, ! 91 , 2!!-223 

- J K -

I;Ims ••.•. 

K'n·y;m .. 

Kad:l1h 

K«ptr . 

"fool Ki! . 

Kt'J of .<;0/"''''1/1 . 

Kmgm r,.uow. 

Kingsron ..... . 

KilahAI·Azif; 5tf AI·Azif 

Knock·oUIAtlack. 

Kno .... Roll . 

. .. 63 

'59 
... Y7 

.... 25. !l3ff 
. ...... . 140· 141 

. ... 91 

.9S.1I1 

1!7.28O·281 

. ...... 60 

. ...... 5·UO 

. 39.i2 

-, • •• •• 1 • 

L<,,!\r3sS(', In!.Jl«!or ......... .. . .8ff.214 

I.eng 

Glnss lrom . 

Pia!tJu of. 

Spiders 

236 

. ................... 166.174 

LtS5Cr Ind~ndell1 . 

... 166·167, 1~2 

............ los..l~8ff 

LtwrOther(;(lds _ ......... 107. lSI, 19!·191 

I.cs5tr St'nitor .•.... lOS. 148ff,2H 

Ubt-r Imnir;ste Book oft'il>orl 

LivTf ,1'["0>1; s.ee Book of fi/Jor, 

Unigor . .167·16I! 

........ 115ff LovtCr.ft. II. I' 

Slori~ . 

luck Roll 

Mas,e 

M~I\!C Points 

. .... 135 

......................... -10 

- M-

.......... 89ff.217ff 

....... 30,43.99,101 

Zero ~Iagi, PuiAls ....••..••.•.. ... H.101 

.... 63 .\Ialfuncnon :"'umbtrs ..•...•..••. 

II I I 

,I/"I/("s Mul'fimru1!! .. 

Malo!\(', Thomas F. .•......••. 

~ l3son. Kni3h ...... . 

Man Comb,1I ..... . 

M~$Sd'/' H.r'lui,m pi'r ShI'!1S<IY . 

~Ia~imllm Sani!)' ... .. ...... . 

. '12 

.214 

..... I~,214 

.135 

...... 95 

." 
~kdicine .. ..31.54,:.6.68. 71 

"'i·Gu.. 108. 110, 157. 162. 168, 
m·178, ISO, 188. 19;.128, 239. 247 

.\lin ~ign .. ..... ..... li4 

~ lI sb!/.l",( t:n;\~I"$;!)' .,. 11~·115, 216, 280·281 

MOO!Mr ,\b,(er ..... 310 

MOI/j(rt"S alld TI'rir Kymlr . 

Moon·B~aS!S .. " 1~·I69 

Mo'~ment ........... .. .. 51·52 

Mu. .. 97, 10l\.1O'J. 161.188 

~Iuh.plt TJrgtts . 

Mummies 

. .......... 63 

................ '!o7 

Mytho.s Boo4 Ste Cthulhu .\JylOOs Sook5 

N'K.!1 •.• 

.\·O!,ntIm c.tI/$ 
......... 159. 18!, 196.12; 

.•. 9';·96.118 

,\«nm'lnlial/l .. 11i.24.31. 'i(,·lIi. 10j'. 
I 11Jf. I 16ff. 118ff. 197. 212.116,280 

Game SUI, . 

O\"~rvle ..... 

:\ighlg;aums 

Nodens .. 

. .. %·97 

..... 112/J 

.. lli9, la 1'3. 199.245 

_ lOi-I08. I Ii, 169, I'll, !lJ,24S 

N) .. nalholq> .... 106·lOi. 109. 117, IN· I25 . 
m, 16S·166. tn, 181, 183.191-193.221.223. 
!2;,2n233.236.239,142 

t-i)"OI\lha.. .193 19~ ,123,2N·125 

..... il·il. 90·92. 98 

................. . 112 

Oc{uh •... 

'oob 
Q,;cuPJtions 

Olall5 \\'Qrmius . 

............ 31.42.0: 44-45 

. WI. 1 1l·1 Ll , 120. 124 

Ortld,'l of .\'~,lmd<!m"s .. . ........ 92 

Other Gods ........ 11)6·107. 181.191-192 

OUltr Gods . . •.. .\G-31, 106·107, In. 
124.171. 17J, IIHff 

I'arries . 

P~rt'JI CO"",3Imen! 

Pro('ft r>f lilt .lIom"i," . 

..31.59, 71 

60 

..... 97.116 

I>'-rccnlage and ~n:rn!ik Rolls ••..•..... 19. 31 

l'monal Anarks . . ... 31, S6·60.63.68. 70-;1 

11'1 



i'crS()nallll1crests ................. . JI.41. 50 

Personalities frt'lm Low.:rnfl"s 1a1~s 21~ff 

Ptrl Em Hr~ 

Phiktas. TheodO!lts. 

Phobias. 

Pic-kman. Richard Upton. 

Pia)" A id~ 

f'mtkori. MmwscriplS. 

Point ·blank . 

~isons 

l'Qnapt" SaiplIIl'fs 

Power . 

Incr~J.Sing . 

Pri"dplrsojll',t/tlrt> . 

...... 92 

... %.112.120,121 

.131 

.113. m 

......... 29,3 16·317 

97,117 

. . . 63 

..... 57,58,72 

.... 97 

.. 38·3~, 99ff 
. ...... 101 

" PsychMnalysi$ . . 31. 73. 79.86-87. 141.131, 240 

-QR-

Quachi l Ulta" •. . .......... 108.IY4 

QuetUlkO);!tl ......... 19':1 

R'i)"eh . . ......... 1Off, 30. 97. 109. 162. 167, 
173, 186· 188.201. 228. 2JS 

R'lyeh Text . . .... 9i 
Rat-l"h in g,; _ .. . 169' 170.214.228.231 

Reading a Book 

R~adr·to·pl a)" Inl"estigalllfs . 

Referene( S('<;tion 

Reloading firearms. 

Rfsi stan c~ Ta~le 

RfW!la/io"H!fGI~llki . 

Rhan·Tegoth 

Sample G~ar . 

5>mple 5>nity to,;s 

Sand·n"-ellm 

Sanity. 

lll"<:rtJsing 

In([easing 

Zero Sanit)" Poin ts 

Sa rn Jth 

Sccnarius 

Format. 

Se>:tiOll . 

.93/f 
J06.JO'i 

.IOS/f 

6J 
........ 31.52·54 

. .. 97,1'18 

11l!.194 

. 288j}' 

.. 76 

...... 117.170.228 

3U9.40.7Sff 

...... 75·76 

. .. .... 78 

" .. 111. 18-1 

249 

. 248 

Serpent People .......... j 10·1 11.160, 170·171, 
178· 179,196,237 

Sen' itor RacN 108,148/f.245 

Serl·;tor! of the Outer Gods ........... 107.171 

$ewlluyplir:al Books of HSIIli . . ... 97 

&wrnv.tlley 118,1n.188.19~ 

Shaggai. lOSl'.:t. (rom. .. . 171 ·172 

Shan: St'e Shaggai, l nsects from 

l1U 
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