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CALLof

U THULH 

A Psychiatric Glossary 
for the Present Day 

For filII ",slIIlil), ruin, Stt pages 69·79 of 'he edition 5.5 or 5.6 rilles. 

A1!tcl-the e){temaJ expressioo of a patient'S mood (SOOne5.\'. anger. joy. fear). 
May be InconSistent with patient's mood. depending 00 the disorder. 

Anoruia-IOh Of decrease of appetiu: . 

Catatonia-various strong moIOf 300mahes. for Instance colatonic stupor 
(slo .... ed lII;u~l\y 10 the point of immobilizauon): ceroflexibiliuu (the person 
can be molded illiO strange postures that are m:untamed), and coraumic 
ucilt'menl (aglla\ed. purpo:s.eless 1TlO\'CmenlS). 

Compulsion-the need \0 repeal an aCI repetimel). including various per­
sonal nluals. dipsomania. kleptomania. nymphomania. satyriasis. uich()(iI­
)omania (pulling OUI hair), etc. 

lJelirillln-a reversible syndrome of bewildemtent. restlessness. '::;::t:(l~ 
and disorienuuion. associated with fear lind hallucinations. all c 
somt underlying medical condition. 

Dtlusion-a firmly fixed false behef. one not based In 

bizarre. as in schlwphrenia. or sySlematized as in delusional 

Dt~rsonafjZlltion-sub.JCCIive feeling of being unreal. or ""r~';hM "~ 

/hrraJi;JlJWn--a subja:tive feeling mat the environment is strange or 
for instance. feeling the world to be a stage or a two-ciimensiooaJ 

Dissocinlion--confusion in the unitary sense of self and idemilY. 

f'orl/l;cU/ioll- lhe feehng Ihat insects are crawling all over one's body. a 
Inctile hallucinalion caused by cocaine and delirium tremens. 

lIallucinalioll-a perception of a sensory stimulus III the absence of sensory 
Slimulus. 

/fJusion-the mlsperception of a sensory Slimulus; for IIlSIarn:e. seeing the 
rusiling branches of 3 tree as tentacles. 

Logo"h~~oplous. coherent. logical speech. 

Mania-a mood characterized by dation and IIlcreased aCli\'iIY. 

Neurosis-this term refel'll to the theory of imropsychic connicts resulting III 
symptoms of depression. anxiety. etc. The lM:urotic patienl is in relatively 
good mental health compared to a schi7.0phrenic. 

Noesis-a re~elalion in which immense illumlllation occurs in association 
with a sense that one has been chosen to lead and command. 

Obsession-an idea or thoughl mal conslantly intrudes into consciousness. 

Paranoia- persistent. consistent. plausible. and mgemous delusions of per­
secuuon or ,tealousy. New information al ..... ays seems \0 suppon the increas, 
ing threat of some great conspiracy. Paranoia is more a symptom than a dis­
order, as II can appear in schizophrenia, mania. etc. 

Psyc!wsil'-symptoms consisling of thoughts and perceptions that are out of 
touch wllh reality. 

~hiZJJP"rell io---scparation between the IIlleliect and the emotions. inappro­
priate emotional react ions. distonions in nannal logical thought pnx:esses. 
and withdrawal from social contact into cklusions and halludnations. 

Somnambulism-sleepwalking. 

Somno/~nce-abnonnal drowsiness. 

Sy'/thesio-sensation caused by another sensallOl1: for mst.ance. seemg sound. 

1'ic-mvoluntary spasmodic motor mo'ement. 

Trailing Phenomenon-perceptual abnormality associated with hallucinogens 
in \l.hich moving objccb are seen in a series of discrete discontmuous images. 

Tronce-focused anent ion and altered consciousness. usually seen in hyp­
nosis, dissociativc disorders. and ecstatic religious expenences. 

Important Rulebook Sections 
This liSltng appl. .. s 10 Ih .... dmQII 5.5 lind 5.6 rules. 
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1\bjof Books of the: Mythos . . 86 
M~ MYlhos Tomes 90 
AddlcuOI1s ( Sub~:tance·Rclated Disorders) 116 
A Keeper ', Toolkit 124 
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MCNl Sler'i, byT)pe 134 
Mythos Comparnll,e SiltS. . . I J5 
Comparnll~e SI~.e Illustrallons 146 
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Lovecraft Country: GUIde to Arkh.:un ... . . . . .. 246 
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for foil Cl.Hn/)a1 QJlilmjul) rul .. s. Set pug .. s 5/-60 ofthi' Muwn 5.5 ()/" 5.6 ruin 

ACID CONTACT 
Weak acids: ID3-1 damage per round. 

• Strong acids: 1D4 damage per round. 
• Very strong acids: 106 damage per round. 

DROWNING. SUFFOCATION 
Roll CON xlO or less on DlOO in the first round; CON x9 or less In the: 
second: CON x8 or less in the third; and so on. to CON x I per roull(J. 
Failure costs 106 damuge plus 106 each additional round until rescue. 
No funtler CON rolls nced be made. 

EXPLOSION 
Calculate effect In terms of the SU'Cngth of the blast and the r3(itus of e!Tect In 

yards. ExampLe: a stick of dynanute does 506 damage In the fin.! two yards. 
406 In the UlIrd )'ard. 306 In the rOOM. and so 011. Each vK1lm tal.es sepa. 
r.lle full damage. Doubling a clwge increases damage and radius by half 

FALLING 
• Per 10 fcci or fraction o,er first 10 feel: +106 points of damage With a 

successful Jump roll first. lose 106 fewer hit POints. 

FIRE DAMAGE 
SU;QlU bums (101111 <':fc .... ding half hil POIIIIJ) cost APp, CON, or IJEX us 
weI/lis hil poims. 

Small fire: 106 damage per round. LUCK roll 10 pre\'cnt nallllng clothes 
or hair. Luck roll or First Aid roll to put out fire on person 
Large bonfire: 106+2 damage per round. Hair and clOlhe:s anlllJ'le. 
Room III names: 106+2 damage per round. Luck roll each round or 
begin suffexating. 
Connagrations: deadly. each I special case. 

I>()ISONING 
MUlch polS(m:S POT,·s. targer:S CON 011 Resistancr Tuble. Set' &.mp/e 
PO/SQIIs. Qn iK'ge 53 ofrhe ruiebook. 

If POT wins. poison takes effect. usually domg damage equal 10 full POT. 
• If CON wins. damage equals half POT or less. 



,kill hastC'h llllU 

A,.;,.oonlmg ' 0'> 

Skills & Base Chances 

skill baSt chance 
Drive: Auto/HON',· .. _ ........... 21)q 

skill baSt cham:t 
Li\lcn ................•...........•... 25% 

skill baSt t:h(l/Ict 

Pilot ................. 01'1 
_"nthropoIOJ) O,~ Ekclncal Rcp:ur .......... ........ I~ Lock5mith ........................ OJ '! Psychoanalysis·,. ..01% 
.vchx'Olu@:)' 0'" Electronics· 

Fast Talk 
First Aid ..... _ 
FistlPunch 
Geology 

Gun .......... . .... IS'l P!;ychology . ............. OS'l: 
An "' .. 
-\wooom) O , ~ 

B~:l.In 0'" 
BlOIog~ .01% 
Chc-m,\lr> 0'% 
Chmb .-

Arts ................... Ol"! 
Repair., ...•...... 2~ 

... 05% 

... 10% 

... 10% 
.. 05% 

Ride ... OSif 
R,ne ... . .................... 25 .. 
Sholgun.. . ......................... JO<.f 
SllCaJc .......................... 10% 
Spot Hidden ........................ 25"'" 
Submachine Gun· ................ 15% 

CompUler L'<,e" • 0'" , Swim 
Throw .. 

........... 25% 
COfIC'e"] ,,,. 
ern' 0'" 
Credu RaM! ,,~ 

Hide ... 
HiSlory .. 
Jump ................ . 

... ........ Ol 'l 
EDU 1l5'l 

,,~ 

Track ....... . 
............... 25" 
................. 10'l 

Clhulhu " ) Ihos. ......•... ClO"l Kkk ..••..•......•...•. ..... 2S'l 
.05% 
.25% 

Pharmacy .............................. OI'l 
-Not ul'lJlinbil' In III/111M pt'noth . 

For skill d,jim/;mu. S~ fH' !Jt'S 60·68 
of/hI/! ,dillon .5..5 0' 5.6 roIl'S. 

o.'!UI~ ............. OJ '! Law .............. . PhoIography... . ..•......•. 10% 

Dod" ........ DEX )1.2% Library Use ......... . Phys ic~ .................................. 01% 

Resistance Table 

55 60 65 70 75 80 85 90 95 --

50 55 60 65 70 75 80 85 90 95 

45 50 55 60 65 70 75 80 85 90 95 

707580859095--

35404550556065707580859095-

Range of 
Automatic 
Success 

25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 

15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 

10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 

10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95--

05101520 25 30 35 40 45 50 55 60 65 70 758085 9095--

051015202530 35 40 45 50 55 60 65 70 75 80 85 

05 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 

Range of 
Automatic 

Failure 

-- 05 10 15 20 25 30 35 40 45 50 55 60 85 70 

-- 05 10 15 20 25 30 35 40 45 5055 60 

-- 05 10 15 20 25 30 35 40 45 50 55 

-- -- 05 10 15 20 25 30 35 40 45 50 

For success, roll 0100 equal to or less than the indicated number. 

Damage Bonuses 

S TR+SIZ DB 
2to 12 -'06 
131016 -'04 
17 to 24 .. 
25 to 32 .'04 
33 to 40 .'06 
411056 .206 
57 to 72 .306 
73 to 88 +406 

Fo, tnch +16 or /f(lction /htf('Qj. 
+106 mort' 

About the 
Resistance Table 

This formula dctemlllK!li a Resistance 
Table chance: 

Bast' Chance or Success = 50% 

plus Aclh'e Chllrllcteristic xS 

minus PlIssh 'e Characteristic xS 

Though the printed Resistan!;:e Table 
has only 21 on an axis. the dimensions 
may be extended as far as desired. The 
results are valid. 

To mentally calculate one's poSition 
on the table. subtract the smaller 
amount from the larger amount and 
multiply the diITerence by 5: then either 
add or subtract that result from 50 for 
the percentage chance. Whether you 
:.dd or subtract depends only upon 
whether the larger number is the active 
or the passive force . 



Game Aid- Weapons and Combat 

Spot Rules for Combat 
ARMOR 

Some crealUre5 have armor lisled In lheir slatislics. represenllng lOUgh hide. II 
lhick laya ofmu~les and fal. or an e~lr.uem:ne body. Humans ha"e "'om a 
variely of body armors. from boiled lealher 10 htJllel'Mopping VCStS, How much 
and "hat wrt of danlOlge armor Stops is for ingenious investigators 10 explore. 

Annor is not IOSI if one auaek penelr;ues it Armor ha .. II 101 of surface 
area. and bullel holes and knife holes arc small. The chance of penclnuing 
armor in the same place twice is 100 small 10 consider. 

To acr:ounl for armor in the game. subtract thl- listed hit point faelor from 
lhe damage aClually rolled. 

Sample Armors 
Anrwr 
Heavy Leathl-r Jackct 
WWI Helmet . ........... ....... . 
I"' Hardwood .•....••. 

l)umage SWJlpru 
I HP. 

.2 H.P. 
. .. 3 H.P. 

Elephant Skin 
Prcso::m U.S. Helmel 

................... 41 1.P. 

Heavy Kevlar Vest 
6" ConCrete 
Military Body AmlOr ............••.. 
I.Y· Bulletproof Glass 
2" Sleel Plate ........ . 
Large Sand Bag 

DlMNJ:o:SS, I)ARKJ .... ESS. INVIS IRILlTY 

........ 5 H.P. 
. 8 H.P. 
.9 H.P. 

..12 H_P. 

.. 15 H.P. 
. 19 H.P_ 

.......•... 20 H.P. 

If something eannot be secn. lhere's liule chance to hil iI, \0 find iI, or \0 notice 
il. If the Imerest of !he game siluation demands \hat thl- investigators ne"cnh 
less act. then the keeper lowel"\ relevant skill~ by al leasl half in moonhgh 
makes their successful use a fuocrion of $OIl>(' low muhiplier of POW. If 
1l1tentlOn of the darkness is lhat the investigal~ will find it difficult to 'n 
men lhe keeper lowers skill thresholds 10 01. Some tasks. su.:h as reading II 
map. are plainly impossible without sight. 

DODGE 
Keepers. every investigator has Ihis sk ill , Along with the Luck roll it can be 
lhe roll of la.l reson in a time of danger. Remember to call for it. 

IMPA LING ATIACKS 

An Impale result can be achieved by pointed hand-to-hand wcapons and byal! 
firearms. Blunt weapons and personal attacks cannot perform impales. 

If an uuocker get~ a 0100 result equal 10 or less than one fifth of his skill 
mWlimum for the nuack. lhen an impale occurs. This means that the thrusting 
weapon or bullel chanced 10 stnke a vilal area. drove deeply through ar1cries. 
or slashed crucial lendons or muscles. Example: Harvey has Handgun at 20%. 
Dividing 20 by 5 yields 4. so if his player rolls 01. 02. 03. or 04 on 0100. 
Harvey's shOt would Impale [he larget. 

• An impale does mOil! damage. Roll for damage twice. rIQl once. and t01al 
the results tn delermine imJXIle damage. For IIlstance. a .22 bullel does I D6 
danlage. but an ,,,,palin,~ .22 bullet does 206 damage. In lheory. a .22 aUlO­
malic could Impale [hrec limes in om: round. doing 606 damage. 

• Snme Mythos erealures are Immune to Impales. 

• If a hand-to-hand weapon impales. it Slicks in lhe body of tIM: foe. In lhe 
neXl combat round. lhe anacker must pull il free by means of a DIUO roll 
equal to or less lhan his skill" ilh the weapon. An impale does no extra 
damage wh{'n removed. 

KNOC K-O UT A1TAC KS 
Use this rule to render a target unconscious rather [han [0 do phy~ical harm, 
The player or keeper should Slale the inlemion before making the attack. 
Perform kllOCk-out anacks only with Fis1lPunch. Kid. Grapple. Head Bun. 
clubs. or olher blum instrumenls. 

Roll for damage as in an onIinary al1xk , but match lhe result against lhe tar· 
get's hIt points on lhe Resistance Table. A success knocks lhe target unconscious 
for severnl minutes. and the ta~el takes one third of the damage originally rolled 
(round down any fmctu.m). If the Ullock succeeds but the Resist:mce Table roll 
docs noI.. then !here is no knock-out. and the target lakes full rolled damage. 

• Knock-out allacks work against humans. bUI not against moSI Creatures of 
the Mythos. 

• At the keeper's oplion. kllOCk-oUlS may work against deep ones, ghouls. 
serpent pl':Qple, and other humanoids. 

A successful First Aid or Medicine roll immediately wakes II victim of a 
knock-out allnek. 

I'ARRY 

A parry is lhe blocking of or lhe dh'ersion of a hand-[\rhand attock. It docs IlOI 

work against flfearms. llIe parry ski ll always equals the skill percentage held 
by the defender in the " 'eapon or object being used fOf' the parry. A parry is 
always defensive, A parry docs no damage to thl- attacker. 

One parry per panicip.ml can be allempted during a combat round. The 
player states which potential attacker wiJl be parried. If tIM: defender is 
knoc~ed out or slunned before the auxk OCCUT$. then the parry is foregone. If 
the allnek does nOl occur. the parry is foregone. 

An object used to parry absorbs all damage from P parried blow. If lhe 
damage exceeds the object's hit points. Ihe object breaks and the defender 
absorbs any damage e~cecding the object's hi t points. 

• Personal attacks can parry each other. 

• An edged or impaling hand-to· hand weapon can be parried with most 
o er hand-to-hand weapons and Wilh rilles and shotguns, Personal allacks 

nnot parry weapon allacks without risking normal damage. bUI if the 
ange is louch and 11M: perwn parrying has lhe higher DEX. he or she 
auld Grapple for a weapon. yielding the dfert of a parry. See below. 

Foils. rapiers. and mOSl swords and sabers can auack and parry in [he 
same round. 

Rines, shotguns, and lhe largesl submachine guns can parry. bUl cannot 
fire and parry in [he same round, When a firearm's hit points are exceeded 
III a parry. it no longer fires bUl doe.~ nOl break. 

• Two successful Grapples can In effcct parry an auack. one to establish 
contact and lhe next to grab the weapon or weapon hand. 

• A character can both parry and Dodge in [he same round. 

• Bullets cannot be parried, 

PARTIAL CONCEALMENT 

A targel partially concealed should noI. llOmlaJly reduce lhe anacker's chance to 
hit or the obser\'Cr's ch:mce to notice the target. If the target does seem difficult 
to notice. allow a Spot Hidden roll or an Idea roll to locate it. 

SURPRISE 

In the first round of n surpnsc attack, hah'e the DEX r.Itlb of the defenders. For 
extreme surprise. allow no t1efender auacks in the first round. Defenders can slill 
parry or Dodge allacks coming from the front or sides. 

THROWN OBJECTS 

If a characler lhrows an object. add half of his or her damage bonus to the 
damage done. Sec also the Throw skill. 

TWOWI-:APONS 

In a combat round. a hand-lo-hand weapon might be hcld III each hand, but 
only one attack and one parry could be made in the round. Sce also ''Two 
Handguns" on page 4. column I of this game aid . • 
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HAN~ To--HANO WEAPONS 

,w"""" 
E",' 

HANDGUNS" 

""""'-22 ," 

RiflES, see ,Iso .. ",ult rtfIH' 
.58 SpmgfieId Rifle Muskal 
.22 BoII·ActIon Rille 
.30 leYef.~ carbine 

.30-06 Semi·AulomabC Rifle 

.«4 Marlin Rifle 
EIephanI Gun (28) 

SHOTGUNS' 

""'''''''', ()( stanJng sIciI 

20 
20 
20 

" " " 

25 
25 

" 

Game Aid-Weapons and Combat 

Weapons Table 

...... ... ... """ 
10St1td1 .... 

106><1> .... 
lO6tltd1 .... 

106>1 
"lO 
106 
I 

""'" "" ""'" 

1/' 
3 
I 

'" I 
I 

I 
I 

1~2 

.... 
.O" 

, ... 
" .... 

I , 
I 

I , , 

5 
5 
2 

H'" 
""""'" 

10 
10 

" 

" " 

20 

8 , 
5 

12 

• 8 

I 
12 
12 
12 

~ 

''"'' 
W70 
1~100 

""'''' 

1/1rl5 
()5 

S300 

""' 

97 
00 

97 

" 00 
00 

00 .. 
00 

""""'" .~ 

d 
d .. 

... .. 

"""' 
"" 1920s, present 

1890s.1920s 

...." 

.""" d 
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-"""'" """'" 
ASSAULT RIFLES 
AK~7 orAKM 2S 

2S 
2S 

SUBMACHINE GUNS - " 1010+2 
Hedder & Koch MPS 1S 1010 
Ingram MAC-ll " "" _SMG 

" "" 

" '''"'' " '''"'' " ,06>3 

206 + kid! to bum 

ALIEN WEAPONS 

'~:::~ 0IsturtIance Device 10 Fi Plasma Pistol 

+db - pm damage bonus, 'MictI varies by i'II:IYIWaI 

spec'" - see !he Q!lIPPIe Mes in the sj(ib sectIOn lor !he possOlities. 

",.. 

20"", 

45 "'" 20,."" 
20 

"""" 10 
20 

I llIn - may parry. btrt may no! aCI lor 1 or 106 rounds, or as !he keeper inlkates; 
POW ~1 not 10 be t~riIy blinded 

Moran'. Air Rifle - uses compressed air rath&r!han explosive propeIlanl, actrieving 
rejallve!y silent operatton. 
lB, 2B - 1 barrel , 2 barrels. 
112, 113, 114 -can be aocora~ Hred tmry ~ I"OlJI"Id 

1 or 2 - one or both ban"eIs &able in same round. 
• - Itvs weapon or class 01 weapon can i'I'IpaIe 
•• - !he listed damage bonus assumes use !rom IIorsebatt. 
••• - use tIJ6esbooIc ~ procecb"e 10 detennne hit pool loss or death. 

••• , - 9llding styte heavy macNne gun, often motIlIed in heIicopIers. Hard-fiMg such 
a weapon lakes mlllloom STR 16 and SIZ 16 
••••• -Light An1i-tank Weapon, Iisposable. 

."'" .... "'" ""' '"" ... 
,~- 12 
,~ ... 12 , 12 

" 

,~ ... ,.." , ...... " "'0. ,~ ... ,..., 10 NA 97 ..... 
3~'" 32 6 7" " ..... 
3 or burst 20 6 NA " 

'"'" 200 20 , IlOO'2()(Y65()( " """ lr'2 or burst 20 " NAI800 00 ,,'" 
'"'" 

,,, 12 --{JOO(JIN, 96 ,"" 
'"'" 300 ~ 00 WWl' 

~----.... 
,..., , , 

, 
" 12 

, - do not use the point~ rBfl!III nAa lor Ills weapon. 
M _ An Impale seYefS a IlIndorn limb 

95 
00 .. 

... - secoo:l malfuocllon runbef applies only when modified lor h\Jman use. 
Bllrlt - burst capability unavailable to civilians: prices relied gray-marW. 
NA - unavailable in alllO-fire conl;guration or al aft. Aulolire is illegal 10 own. 
Convefler Kit may be available. 
mII-~ tUrber.....oMth '"I aIIIIdI cie ~ red eqJaIlO or I1{tIer IhiWl hlliIi"g 
weapon's mafon:tion 1'UTtIer. hi shoo::itef does not ~ miss--his or her weapoo Iiles 
not fire. See "MaILroIon turoers, Jams" allhII bcftm d pag& 4, aUm 1. 

Shotgun IoIId slug. - l().gauge 1010+a, 12-gauge 1010+6, 16-gauge 1010+5, 
2O-gauge 1010+4: base ranges 50 yatds: slugs C8f1 in1laIe . 
Rare - pertIaps obsolete, a file specmen for c:oIectors, or perhaps legal. 

E ... CosI - present-<lay prices reIIecI c:oIecIors' markeI. 1920s prces do nol. 
2yda, 3ydt, etc. - damage raOus 01 explosion in yards: damage done in eacn yard 
beyond ra<ius decreases by 106 per yard . 

Claymore Mine - !he we39Of"l1"las a cone 01 Hili: dow normal 12(kjegree elllICI. 

3 



4 Game Aid-Weapons and Combat 

Spot Rules for Fireanns 
AUTOMATIC WEA PONS. BURSTS 
Fully automatic weapons. such as Thompson submachinc gUflS. may 
lire a burst (multiple shots) on the shooter's DEX rank. For each 
shot fired in a burst, raise the anacker'S chance!O hit by 5 per­
centiles. No mailer how many sho[~ are fired. the shooter's chance 
cannot more than double. 

Roll DIOO once for all the shots fired against a single target. If 
the attack roll is a success, roll an appropriate die \0 determine the 
number of hils: thus if eight shots are fired. roll I D8 10 dctcnninc 
the number of hils. Per target. only the first bullet impales if an 
impaling hi t is rolled. Some keepers ask that bursts occur only in 
quamitics easy \0 roll. such as 65. 8s, lOs. and so on. 

• If multiple targets are spread across a field of fire. the shooter's 
chance to hit does not change: the opportunity exists to hit each 
target at nomlal chance. and each target is rolled for separately. 
The shooter allots how many bullets head toward each target. 

• [f a single target or multiple targets are within a narrow cone of 
fire, such as a group coming down a hallway or tunnel. increase 
the shooter's chance to hit, but never more than double the 
chance to hit. 

In ei ther situation. the keeper's description should include the infor· 
mation necessary to allow a player to choose Ihe beSt lactic. 

BIG TARGETS 

Big things are easier to hi t. For monsters of SIZ 30 or more, every 
to SIZ above SIZ 30 adds 5 percentiles 10 an anacker'S base chan 
to hit with a bullet. thrown object. or shotgun round. Point·blank 
and extcnded range modifiers apply. 

EXTENDED RANGE 
A charactcr may fire at up 10 double a weapon's base range at h,",,,",'" 
nonnal chance to hit. He or she may fire at up to triple the w....uon· 
base range at one quarter of nonnal chance to hit. quadruple atlflne 
eighth chance to hit. and so on. At such extreme ranges. damage 
done may be lessened as the bullet slows. 

LOAOIm REVOLVERS 

When revolvers were common. a common safety pmctice was to 
leave empty the chamber under the hammer. on the theory that if 
five bullets did not stop some malefactor. the sixth was unlikely to 
do so. A fully loaded revolver may sometimes go off accidentally. 
Resolve the situation with a Luck roll. 

MALFUNCTION NUMBERS. JAl\'IS 
If a fireaml skill roll is equal to or higher than the weapon's malfunc· 
tion number (mill on the Weapons Table). the weapon cannot fire. 

• [f the weapon is a revolver. bolt-action rifle. or double-barreled 
shotgun. the problem is a dud round. 

• If the weapon is aulomatic, semi-automatic. pump-action. or 
lever-action. then the malfunction is a jam. 

Fixing a jam takes ID6 combat rounds plus a successful Mechanical 
Repair roll or a skill roll for the jammed fireann. (For instance. a 
character could use Rifle skill to fix a jammed rine.) The owner can 
keep trying unti l succeeding. or until ruining the gun on a DlOO 
result of 96-00. 

POINT·BLANK FIRE 
Point-blank is that distance equal to or less than Ihe shooter'S DEX 
in feet. The shooter's chance to hit is doubled at poinl-blank range. 
The damage done is unchanged. 

PRECISION AIM, TELESCO PIC SIGHTS 
This rule applies only to rifles. The shooter braces the weapon and 
takes extra time to aim. shooting just once in a round at half DEX. 
The effect is to double the point-blank and base ranges for the rifle. 

RELOADING 
Allow one combat round to load two shells in to any handgun. rine. 
or shotgun_ Allow one round to exchange a clip. Allow two rounds 
to change a machine gun belt. 

[n a round. it is possible to put one round in a chamber and gel 
off Ihal shot al half DEX. 

SHOTG UNS 

Commonly. shotguns come in three types: those with multiple sin­
gle-shot barrels: those with one barrel fed by pump action: and those 
with one barrel fed by semi-automatic action. In the 1890s. most 
shotguns are double-barreled. and in the present day nearly all are 
pump-action or semi-automatic. 

A double-barreled shotgun may fire both barrels simu haneously 
at DEX in one round. one barrel al DEX and at half DEX in the 
samc round. or one barrel each in different rounds. Depending on 
gauge. a pump· action fires once or twice in a round. Any semi-auto­
matic fires once or twice in a round. 

IG HTS, TELESCOPIC & LASER 
For rifles equipped with telescopic sights. double the base range. If 

th telescopic sights and precision aim apply. quadruple the rifle's 
base range. Laser sights quadruple the base range without requiring 
Ihe precision aim modifier. 

SUI)PRESSORS (SILENCERS) 

A silencer is a long. thick tube filled with bames. It can be machined 
to attach to the muzzle of a fireann in order to mume the sound of its 
shots. [n doing so. it slows each bullel's velocity and halves the 
weupon's range. A silencer is made to order. II wears out completely 
after DlOO+ IO bullets have been fired through it. The more powerful 
the cartridge, the more quickly the silencer wears out. A silencer can­
not be allached to a shotgun or to a heavy machine gun. but a small 
automatic gun such as an Uzi can be silenced. 

Silencers are illegal almost everywhere by the [920s and up to 
the present. and by local jurisdictions in the 1890s. 

TWO HANDG UNS 
One person can hold and fire two handguns during a combat round. 
Usc the unaimed shots rule below. 

UNA IMED SHOTS 

The shots-per-round entries for fireanns assume that a shooter has 
an earnest desire to hit a target. and thus takes care in aiming. If a 
character wants to provide cover fire that is close enough to keep 
down heads, this is a good option. As a generoll guide, unaimed fire 
allows twice the number of attacks per round listed for the weapon 
on the Weapons Table. Reduce the shooter's chance to hil to one 
fifth of nomlal. If there is more than one target. determine randomly 
who gets hit. Impales occur nonnally . • 
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,.,.,.. ... ". ' per add"11ional cast 104+1 per additional cast specaal single command 2 miles 22(1 

5+1 per 10 rounos dural101l , 3 speaal 10 rounos per + 1 mp spOOal 198 
1081106'" speaaf speaal slQht 198 

Sour~ Noles - All spells h Ied here are If! the CaN 01 Cthulhv 5.5 and laler rules editions unless otherwrse staled. Certall1 
spells oIlimHed usefulness , and ltIose from T1Ie Complete D~amlar.ds Fout1h Edition, have been orruned to save space. 

(ARoE) - Described in A ReslMlron of Evilminr·ad'Vrlfllure only", flige number refers 10 thaI book. 

(V) - Voodoo spell (aclapted from the New Orleans GUIdeboo/() 

variable - the elrtoot 01 a spell characlenslic (casUng tme. range. duration, etc.) described as "\'anable' ~ ootemuned by 

the caSler andlor by game eve<l1S over the course of castio!)lusll"tg the spell; see the full ooSCflj:lllOn for more details. 
(BoS) - BroIhers 01 the SkIn speB (adapted Irom the ool-01·pril1 advrlflture. Horroroo/he Onent Express) 

(STIoIDIoI ) - Oesct'bed in Beyond /he Mountains 01 Madness adventu re onty; page numbel refers to !hat book. 

(0) - Dreamlands speno (E) - Enchantment. M - rwltiple casters possible. 
(Mi) - Mi-go speI. mp - magic ~ts. 

speclal - the eXioot 01 a spell charaClenstlC (castmg time. range. durallOn, etc.) descnbed as "speaar is delermlOOd by the 
keeper wheneVer necessary: see the Ju1l descliption tor more details. 

' - Refers 10 the first and second vel'SlOOs oIlhe spell. I.e. , 106 SAN loss for Blight Crop. 0 SAN loss for Bless Crop. etc. 

" - + 1 06 ooty applies to first casbng. 

.., - The first amount applies to tile caster; the second applies to any partlClpallW$uppf'lcantsfadditiorlaf casteniletc. 

, - The firsl amount is !or preparing the speA; the second is for casting it. 

~ - The first amount is the ~'s range; the second is ~s area 01 eNect. 

S~lurf'd $MII$l_ (ul))riehl ()2000 by Chaoslurn Inc.: "II rhlhts rew .... ·ed. 
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until cance8ed or caS1El( is hurl caster .98 
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Create Gate 
Create Mist of Releh 
Create 
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98+10 f>(J'N 

.~ii'PriI' 
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Detect Enchantment 
Detl1!flSference (605) 
Oommate 

DfeamVISIOIl 
Oust of SuIeumIn 

"""'"' Enthran VlCtrm 
E. 

Frst 01 Yog·SoIhoth 
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i 
3 
0 

I or more POW+bIood sacrrIice 
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1 per 106 STR 
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Source Notes - All spells listed nere are in the Can 01 CIIlulhu 5.5 and later rules editions unless OIhe!WJse stated. Certain 
speRs of lWlU!ed use!ulooss. and those from The CompIele Dreamlands Fourth Edibotr. have been ornrtIed to save space. 
(ARoE) - [)es.cribed in A ResloralJOn Df Evilmrni·adventure only; page number refers 10 that book. 

(BoS) - Brothers of the SIOO speI (adapted lrom the out-()l-prin1 adventure. Hom:xon IIl6 Orient ExpreSS). 
(BTMOM) - Described in Beyond the MoontalflS 01 Madfless adventure only; page number refers to that book. 

(O)- Dreamlands spell. (E)- Enchantment. M - mU"Ip!e casters possbIe. 

(MI) - MI-{IO spell. mp - magIC pons. 
speclal- the e~ent 01 a spei char!lCtensllC (castlllQ lune, range. duratlOl1, etc.) cIescribed as "specillr is determined by \he 
keeper wllene~ necessary; see the luI deseripIion lor more detailS. 

-

d,,!!9!i JO.lJ!C$ _ 
variable caS1El( ,,,,,,, _. 

204 
permanent .... '" 
2 "''''' 

10 yards 204 
-JiiIiIiI8iiri .....' 

, 
'" """, ..... 204 

1 IOOIlCI per 00se '-«- 204 
IPaltlQ..mi 
permanent 
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M - Voodoo spa" (adapted !fom the New Otfeans Guide/:looll). 

variable - the e~ent of a spell charactensuc (cas1lO9 \!me. range, durabon, etc.) described as "varlable" is detemuned by 
\he caSler arKllor by game events over \he coorse of caswvusil9 the spe"; see the luM descnpIion for more details. 

'- Relers to the ~rst and second verstons of VIe spell, i.e., 106 SAN loss for Blight Crop, a SAN loss for Bless Crop, etc. 

"- +106 only awlies 10 firsl casting. 

.., - The first amount applies 10 the caster; \he second awlies to any parllapamslsupplicantsladdillonal casters/etc. 

, - The first amount is for preparilg tile spell ; the second is lor casting ij. 

.. - The first amount Is the spefl's taf9&; the second IS its area 01 effect. 
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Source Not" - AW spells listed here ere in the Ca" 01 Clhulhu 5.5 and later rules editions unless othefW1S8 stated. Certain 
spells 01 imrted usefulfless, and thos8lrom TIle QxnpIele DreamJands Fourth Edition, nave been omitted to save spacEI. 

(ARoE) - Described in A ReslOfllIJon 01 EviJrrri-advenlure only; page number relers 10 IIlat bOO<. 

(BoS) - Brothers of the Skll"l speQ (adapted Irom the out-o/'pI'lnt adventure. Hotroroo me Orient Express). 
(87JfOM ) - Described in Beyond Ihe MoontalllS 01 Madness adventure only; page number relers to that i;looI(. 

(D) - Dreamlands spell. (E) - Enchantment M - mu~ipIe casters possible. 
(MI) - MI-go speI. mp - magic poiI1l$. 

speelal - the elltent 01 a spe~ charac1eristic (casting lIme. raroge. duration, etc.) described as "speaar is delfJfffitf\I!d by the 
keeper whenever necessary; see the fun description lor more details. 
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..­.-
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.­.-
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M - Voodoo speI (adapted !rom the New Orleans GiIldebooIc). 

'" 211 
211 
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'12 
'12 ", '12 
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>li. 
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variable - the elltent III a spell characterisbc (casting tme. raroge, duration, etc.) described as "Variable' is determined by 
the caster and/or by game events over the course 01 castinWusmg the speD: see It1e tuU description for more details. 

' - Reters 10 the first and second versions of the spell, i,e., 106 SAN loss for Blighl Crop, 0 SAN loss lor Bless Crop, etc. 
"- + 106 only applies 10 first casting. 

... - The first amoont applies to the cast8l'; the second applies 10 any par1lCipanwsupplicantslaOd~ionai casters/etc. 

, - The first amoont lS lor P1'epanng the speI: It1e second IS lor castll'19 ~. 

"- The first amoont is the spell's range: the second is its area of eftect. 
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Source Notes - All spells listed here are in the CaR 01 CthuIhu 5.5 and later IU~ editions unless otherwISe stated. C6flam 
spells 01 ~m.ted usetulrless. and those lrom The Complete Dreamlands Fourth EdibOO. have been omlUed to save spaCi! 

(ARoE) - Described in A Resrora/Jo() of Evilmln~adverl1ure only: ~ number retoafs to that book. 

(BoS) - BrOlhers 0/ the Sklfl speD (adapted tram the ooI1lI·pm1 adventure. HcxrorOfl the Doom EXjX8SS) 
(BTldDM) - Described ill Beyond the MoontaJ()$ of Madness adventure onr,-: page nUmber relen; to that book. 
(0) - Dreamlands speD, IE) - Enchantment. M - muillple casters possible 

(MI)- Mi.go speD. mp - maQIC poKlts. 

special- the extent 01 a speD charactenstlC (casung bme, range, duratIOn, etc, ) described as 'speaar is ootermUled ~ the 
keeper whenever necessary: see the luB ooscnptlOn for more details 
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""'" 
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(V) - Voodoo spell (adapted trom the New Orleans Gu~. 
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'" 213 
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'" '" 

'" '" 
'IS 
21' 

'" • 

21. 
21. 
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21. 

variable - the extent 01 a spell charac1eristic (casting ltne. range. duration. etc.) ooSCfibed as "vaoable° is detellToined by 
the caster ancVor by game events over the coorse of casliogiUStOg the speD; see the lull descfipllOn for more details. 

• - Refers to !he first and second vel'SlOOS 0/ the speu. i,e .. tOO SAN loss lor ~ighl Crop. 0 SAN loss lor Bless Crop. etc. 

•• - +1 D6 only applies to first castirlg. 

.,. - The lirst amount applies to the caster: the second applies 10 any participantsisuppllcants/adcIit!Mal caster&lelc. 

'- The first amount is for prepamg the spell: the second is for casltng n. 

.. - The lirst amount is the speII's range: the second is its area 01 effect. 
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~ Call of Cthulhu Monster Master ~ 
Name 

Dcsc 

SAN Loss 

STR __ INT APP -- --
CON --POW --EDU --
SIZ DEX __ MOV -- --
HIT POINTS ~"" 

, 2 3 4 5 
6 7 a 9 10 11 12 13 14 15 16 17 18 

19 20 21 22 23 24 25 26 27 28 29 30 3\ 
32 33 34 35 36 37 38 39 40 4\ 42 43 44 
45 46 47 48 49 50 51 52 53 54 55 56 57 
58 59 60 61 62 63 64 65 66 67 68 69 70 
71727374757677767980818283 
84 as 86 87 88 89 90 91 92 93 94 95 96 
97 98 99100 

MINION ONE 

Name 
Do" 
SAN Los~ 

STR __ INT APP 

CON pow EDU 
SIZ __ DEX __ MOV __ 

HIT POINTS DE.ID=O 1 2 3 .. 
5 6 7 8 9 10 11 12 13 14 15 16 
17 18 19 20 21 22 23 24 25 26 27 28 
29 JO 31 32 33 34 35 36 37 38 39 40 
4\ 42 43 44 45 46 47 48 49 50 51 52 
53 54 55 56 57 58 59 60 61 62 63 64 
65 6667 6869 70 71 n 73 74 7576 
n 78 7980 8182 83 84 85 86 87 88 

Damage Bonus-;-;;-_-; __ _ 
".~DpOfI skill dtlmlJS" 

Fist/Claw _'k ____ _ 

AmlOr 

Skills 

-"'== _% 
_% 

% 

Magic Points _______ _ 
Spells 

Posscnions 

Skills 

Spells 

MAGIC PTS """ "" , 2 3 4 5 
6 7 8 9 10 11 12 13 14 15 16 17 18 
19 20 21 22 23 24 25 26 27 28 29 30 31 
32 33 34 35 36 3738 39 40 41 42 43 44 
45 46 47 48 49 50 51 52 53 54 55 56 57 
58 59 60 61 62 63 64 65 66 61 68 69 70 
717273747576n787980818283 
84 85 86 87 88 89 90 91 92 93 94 95 96 
97 98 99100 

MINION TWO 

Name 

""" SAN Los~ 

STR __ INT APP 
CON __ POW __ EOU __ 
SIZ DEX __ MOV 

HIT POINTS 0f.AD-G 1 2 3 4 
5 6 7 8 9 10 11 12 13 14 15 16 
17 16 19 20 21 22 23 24 25 26 27 26 
29 30 31 32 33 34 35 36 37 36 39 40 
41 42 43 « 45 46 47 4fj 49 50 51 52 
53 54 55 56 57 58 59 60 61 62 63 64 
65 66 67 66 69 70 71 72 73 74 75 76 
77 76 79 80 61 B2 63 64 65 66 67 68 

Damage Bonus,--;-:;;-_-; __ _ 
"'Copon skill dfUMgf' 

FistIClaw _% -===== -"'-

Annor 

Skills 

Magic Points 
Spells 

POS§cssions 

_'k ==== _% .. 

Damage Bonus 
".~apon skill dama8~ 

Fist/Claw _% 
_% 
_% 
_% 
_% 

% 

Anno' 

Possessions 

MINION THREE 

Name 

Do" 
SAN Loss 

STR 
CON 
SIZ 

INT APP 
POW EDU 
OEX __ MOV 

HIT POINTS 0f.AD;;{) 1 2 3 .. 
5 6 7 8 9 10 11 12 13 14 15 16 
17 18 19 20 21 22 23 24 25 26 27 26 
29 30 31 32 33 34 35 36 37 36 39 40 
41 4243 44 45 46 47 4fj 49 50 51 52 
53 54 55 56 57 58 59 60 61 62 63 64 
65 66 67 66 69 70 71 72 73 74 75 76 
n 78 79 80 81 B2 63 84 65 66 87 86 

Damage BOllus--:c;;-_--;-__ _ 
"'f'upon skill dmnagf' 

FistIClaw _% ____ _ 

Skills 

-"== _% 
_% 

% 

Magic Poin(S, _______ _ 
Spells 

Possessions 

':II 
3 
~. 

o· 
= 



.... 
'" '" ..::: 
"" '" .... 
B 
"' OJ> 

.~ 

'" '" • :> E 

" • Z 

'" ," 
0 • 
N • ,., 
0'\ • 0: 

melee 
0 Fist (50%) 

o GnIppk (25%) 

o Head ( 10%) 

0 Kick (25%) 

0 
0 

Investigator Nllme __________ _ 

Occupation ____________ _ 

Colleges, Ocgrees __________ _ 
Birthplace _____________ _ 

Mental Disorders _______ ___ _ 

, 

STR 

CON 
SIZ __ 

Characteristics & Rolls 

DEX 
APP 
SAN __ 

tNT 

POW 

EDU 

Idea ___ 1 

Luck __ ' 1 
Know 

Sex Age 99-Cthulhu M) Ihos _ __ Damage Bonus 

Sanity Points Magic Points Hit Points 

Insanl.' O 1 '2 3 4 5 6 7 8 9 10 11 12 13 14 

15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 

32 ]3 34 3S 36 37 38 39 40 41 42 43 44 45 46 47 48 

49 so 51 52 53 54 5S S6 57 58 59 60 61 62 63 64 6S 

66 67 68 69 10 7] 12 73 74 75 76 77 78 79 80 81 82 

8384 85 86 87 88 89 90 91 9293 9-' 9S 96 97 98 99 

UneonsdOllS 0 I 2 3 

4 5 6 7 8 9 10 II 

12 13 14 15 16 17 18 19 

20 21 2223 24 2!i 26 27 

28 29 30 31 32 33 34 3S 

36 37 38 39 40 41 42 43 

Dead ·2 -1 0 I 2 3 

4 S 6 7 8 9 10 II 

12 13 14 IS ]6 17 ]8 19 

20 21 22 23 24 25 26 27 

2829 30 31 323334 JS 

36 37 38 39 40 41 42 43 

0 Accounting (10%) 0 Law (0511:) 

0 Anthropology (01 %) 0 Library Usc (25%) 

0 Archaeology (0 1%) 0 Lislen (25~) 

Art (05%): 0 Locks.mlth (0 1%) 

0 0 Man ial Arts (0 1%) 

0 0 Mech. Repair (20%) 

0 Astrono my (01 %) 0 Medicine (05%) 

0 Bargain (05%) 0 Natunt l History ( 10%) __ 

0 Biology (0 1%) 0 Navigate ( 10%) 

0 Chemistry (0 1%) 0 Occult (05%) 

0 C limb (40%) 0 Cpr. Uvy. Mch.(O I%) __ 0 Sneak ( 10%) 

0 Conceal (15%) Other Language (0 1%): 0 SpOi Hidden (25%) 

Craft (05%): 0 0 Swim (25%) 

0 0 0 Throw (25';1;) 

0 0 0 Trnck ( 10%) 

0 Credit Rating (15%) Own llInguage (EDUx5%): 0 
Cthulhu Mythos (00) 0 0 

0 Disguise (0 1%) 0 Persuade {I 5%) 0 
0 Dodge (DEX x2%) 0 Phannacy (0 1%) 0 
0 Drive Auto (20%) 0 Photography (10%) 0 
0 Eleclr. Repai r (1 0%) 0 Physics (0 1%) 0 
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We blew it. The KEEPER'S SCREEN contains an 
unfortunale omISSIOn: !he Active and Passille 
chafltcterislie values on !he Resistance Table. Wei , 
whir. the world without a little cn-I 

Here lIthe fix. You ean either use this lable-1op Standup 
by folding it in hall and taping the botlom tabs logethef. 
Or. dip out one 01 the table. and past. in onto you. 
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I A Restoration of Evil I 
Keeper Information 

Red '-look is an area of dilapidated streets and crum­
bling buildings located in .. neglected comer of 
Brooklyn's waterfront. The fact thaI mosl Red Hook 

resident~ are foreigners. coupled with the high crime rate 
and low propcn) values of the area. has caused the Nc" 
Vorl. city gO\cmmcnt to o\-crlook Ihe neighborhood and 
leave il \0 ils own devices for far 100 long. Red Hook\ 
pavement ;md buildings have not been repaired in yeaf"'>, 
The water pipes. phone lincl<., and elcctricil} lines frequently 
break down and go unfixed for daYlI. Litter is strewn about 
the ',!rCCh while pi les of garbage dog Ihe alleys where mon­
grel dog~ and !>lray cals search for scraps of food. The homc­
Ie .. s wander about aimlessly in bundles of filthy, discarded 
clothes. Red Hook is a place where hope seems like foil) 
and atrophy reigns. In shon. it is the perfect place for a 
group of lost souls to band together and v.orship the dread 
god of death, corruption and decay, This entity i:. knov.n as 
the "Green Flame of Death" - the Outer God Tulzscha. 

The Cult of the Green Flame congregates in the ba.-:.e­
ment of the condemned Tullio W<lrehouse. There the 
cuhi~t~ perform unspe;tkable rilUab ;lIld provide human 
sacrifices to Tulzscha during the equinoxe~, solstices. and 
major planetary conjunctioll~. Thi~ has gone on for three 
yeaf\. ~ince the infamous '"Red Hook Disaster" of 1925, but 
now the cult\ temple is threatened because the city ha:-. 
finally decided to do something about the festering wound 
that thi .. ~hunned immigrant community has become. 

The Hamilton Construction Company has been hired by 
the city of New York to renOV<lte the Red Hook area. In 
~ome c;tses, the buildi ng~ are ~ti l l ... ound enough to be 
repaired, but most are so run-down they :Ire scheduled to be 
completely demolished. One of the buildings to be leveled 
i, the Tullio Warehouse. The followers of the Cult of the 
Green Flame will nOt stand for thi~, and Ihey ha\e alread) 
murdered two sUf\eyon. from the construction company. 
David CI<lrk and Andre Vollinch<ln:-.ki. The nexi intended 
\Ictim i~ Horace Baker. the supef\'isor in charge of the two 
.,Iain men. More imponantly. thi\ man is also the neighbor 
of one of the investigators. so his death involves the imes­
tigators in this scenario. 

INVOLVING THE I)LAYERS 

Choose a player to be Mr. Baker's neighbor: anyone who 
li\'es alone in their own house is a good candidate. One night. 
when the investigator arrives at home. Mr. Baker also returns 
home at the same time. Horace Baker is a well-dres~. mid­
dle·aged man 'Who is slightly o\erv.eighl. \\ears glasses. and 
h: .. ., a fondnes~ for cigars. The in\estigator has talked with 
Hornce before. but never for long. Horace gets out of his car. 
wa\'e~ at the irl\e~tigator. and asks how their day is going. 
Aftcr ... orne ~mall talk. the IWO part company and that will 
seem to be the end of il. unti l late that night. 

Around 2 a.m .. the sleeping im·estigator i\ awakened b) 
a piercing scream. soon followed by another. Once out of 
bed thc inve~tigalOr hear~ onc fin .. 1 scream: if he make, ;\ 
Li~ten roll. he v. ill know thaI the screams carne from the 
direction of Horace Baker'~ house. If that roll is failed. he 
v. ill only know thai the ...cream .. came from outside hi~ 
home. An investigalOr who looh outside can attempt a 
SPOI Hidden roll to see a faint. eerie gn."Cn light emanatlllg 
from the windows of Mr. Baker's hou,e. 

If the investigator goe~ over to Baker's house. e\ery­
thing appears normal until he reaches the front porch. There 
he find~ a pi Ie of diny clothes sitting before the closed front 
door. A search through the pile reveal~ a pair of pant:-.. ;\ pair 
of .. hoe",. a long coat. and a hi.ll. All the clothing i., old. 
i.lgged. and of different sizes. right down to two differently 
\ized ~hoe~. FunhemlOre. each item is covered with a thid 
layer of filth and a foul-smelling :.Jime. 

Notes about Location 
Red Hook. an aetuill ncighborhooJ in ~outtme .. t 
Brookl)n. is referred to in H.P. Lo,ecralh 19~5 

\hort ~tor}. '"The Horror at Red Hook:· If at all po~­
\ible, the keeper ,hould read that 'tory before play­
ing through thi, ad\enture. There I' no timeline for 
Lo\'eeraft's ~toT), ,0 thi, author hoi' taken the libeny 
of placing those event .. in the year 1925. the ~ ear Ihat 
the tale \\'a~ v.rillen. Th;', ... ccnario take, place in 
1928. three years after the inf;\lTlOu~ raid thilt claimed 
countless lives at the end of Lo\eeT;lft', talc. Thi .. 
di~aster is detailed in the following ,cetion. "'AI the 
Library."' For more information about Red Hook III 

real life. see the folio" ing: 

• J:\ckson. Kenneth T .. cd. : n'e tllC\"clopedia of 
Nell York City (Nev. H:l\ en and London: Yale 
Uni\er-ity Pres~. 1995). 

• SancheL. Toby: Rt'll Hook Neighbor/IO()(I Profile 
(Ne" York: Brooklyn III Touch Information 
Center. 1986). 

Thi~ scenario assurne~ Ihat one of the investigators 
lives either in or ncar Ne\\ York and is Homce's neigh­
bor. For the sake of convenience. any of the Ne\\ 
Engl;md "lates could also be used. If this prerequi,itc 
doc, not fit into your existing campaign. then ,light 
changes could be made. Onc such altemtion could be 
for Hamilton Con'-:'tr\Jclion Compan) c\ecutl\e, to 
hire the investigators to investigate the recent death, 
of their employees after bccomrng di ...... :ui,fied \\ irh 
the policc department's hnndling of the ca~e. 



The house's front door is locked: the investigator must 
roll STR against the door 's STR of 20 on the Resistance 
Table to break it down. Failing this. the investigator can 
smash a nearby window and easily climb through. To spur 
the investigator into action, the kceper should have onc last 
scream come from within the house. 

Inside the house, a successfu l Spot Hidden roll by the 
investigator will reveal a series of filth y tracks that look 
human. These footprints commence from an area directly 
behind the locked front door that is stai ned with dirt and 
slime. The tracks lead deeper into the house and into the 
kitchen. where a dead body lies on the floor: it costs III D6 
SAN to sec because of the ghastly state of the corpse. The 
victim's flesh has turned grey and is dry, cracked. and flak · 
ing. Long unkempt tresses of whi te hair spill from the 
cadaver's scalp and flow pa~t Ihe man's waist. Seven·inch· 
long fi ngernails curl about themselves on the claw-like 
hands of the deceased. Worse yet, the man's face is froze n 
in an expression of absolute horror :md appears so old that 
it could belong to an Egyptian mummy, but it is neverthe· 
less still recognizable as Homce Baker! If the investigator 
makes a Biology roll. he wi ll guess that Mr. Baker appears 
to be well over a hundred years old. despite the fact thm 
Horace is on ly in his mid· forties! 

A detailed search of the house uncovers the same filth y 
tracks leading away from Horace's horribly aged body 
towards the back door. Once again, the footpri nts end in a 
large pile of fi lth right in front of the back door, whic h is 
also locked tight. In the backyard no sign of any intruder 
can be found. Going back to search the scene of the crime 
reveals that Mr. Baker is still in his pajamas and was get· 
ting a late night snack of ham (which lies on the floor next 
to him) out of the icebox when he died. A successful Spot 
Hidden or Idea roll will cause the investigator to notice that 
one of the corpse's h,lIlds is curled into a tight fist ,lIld is 
quite dirty. An investigator who pries open the dead fi ngers 
will see a slr,mge sight- three dead earthworms! 

The police have already been summoned by another 
neighbor who also heard the screams, and arri ve at 

Homce's house shortly. They want everyone out of the 
crime scene and take statements from everyone present. A 
city coroner soon shows up and takes away the body. The 
police wi ll stay at Mr. Baker's house until dawn searchi ng 
for clues. but finding very liule. 

W UAT H A PPENED? 

The leader of the Cul t of the Green Flame is a hOTTible crea­
ture that was once a man named Fat hcr Washington. He i~ 
now a "crawling one:' a bei ng comprised of thousands of 
maggots. wonns. and grubs. Thi!. disgusting mass of 
wonns assumes the rough shape of a human body. though 
each individual wonn and maggot is alive and wiggles and 
~uinns about. This abomination made the journey from 
Red Hook to Mr. Baker's house under the cover of darkness 
and dressed as a man so as to draw as liule altention to its 
true nature as possible. 

Once at Horace's house, Father Washington relinqui shed 
his hum:moid foml. slipped out of his clothes. and easily 
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crawled underneath the locked door. Inside, the cultist 
refonned. found Horace in his kitchen, and employed a tel'· 
rible spell that Tulzscha had bestowed upon him called the 
Touch of Decay, which rapidly aged Horace into a "natural" 
death. As he was dying, Horace wildly lashed OUi at Father 
Washington. snatching three eanhwonns OUI of the crawling 
one's mass: unfonunately for Horacc, his resis tance was 
insufficient to save him. Once the deed was done, Father 
Washington went to the back door of the house. once again 
reverted to a pile of wonns. cmwled under the door into the 
backyard, and easily slipped into the damp eanh. The clever 
cultist tmveled underground in thi s fashion for about a cit) 
block until he reached a spot where he had previously hid· 
den another change of clothcs. JUSt in case. By doing this, 
Father Washington hoped to baffle the police long enough to 
allow him and his cult to kill the remaining construction 
company members who threaten their glorious temple to the 
Green Rame. 

Father Washington, Cult Leader 
Fathcr Washington was once the priest in charge of the 
local Catholic church in Red Hook. but after witnessing 
countless hOTTOrs, both man· and Mythos· made. he lost his 
faith. Washington began to ignore his nomlal clerical duties 
and . in an altempt to win favor with the standoffish local 
populace. he allowed his church 10 be used as a dance hall 
on Wednesday nights. It wns through this increased social 
activity that the priest began to learn about the mnny faiths 
and beliefs of his incredibly diverse neighbors. In lime he 
started to associate with cultists and pagans in a quest 10 

find a new deity to worship. 
Father Washington was eventually approached by a man 

named Roben Suydllm who led a Lili th cult. However. since 
Lilith was related to hi s old fait h (being the first wife of 
Ad:nn), Washington could nevcr feci close to that dark god­
dess. but he did allow Suydam and his followers to hold their 
:abominable ri tes in the crypt benenth his church. such was 
his hatred for his fomler faith. For years the ex-priest dab· 
bled in many dark ans. but nevcr gained any any real knowl­
edge or power until the night of the 1925 Red Hook Disaster. 
That night Washington was inside one of the brick Parker 
Place buildings with a man from the Massachusetts town of 
Kingspon. Washington paid the man to teach him how to 
contact a powerful being called Tulzscha. The fonner priest 
was trying this spell for the first time when the police raid 
happened. and shonly thercafter all three of the Parker Place 
buildings collapsed. killing nearly everyone. includi ng 
Father Washington ... almost. 

The contact spell that Washington employed had an 
unexpected side effect due to a few unforeseen even\.') thai 
transpired right when the spell was cast- namely. the 
flooding of the area with magical energies used by another 
cldritch horror to collapse the building. combined with 
Wa~hington's body dying at the precise moment !.hal hi <; 
mind reached out 10 contact Tulzscha. This caused the 
humun"s frail mind to live on after the death of his body and 
cross the vastness of space to where Tu lzscha dwe lled. 
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within the court of mighty Azathoth! Needless to say. this 
experience drove Father Washington quite insane. 

After Washington pledged unending loyalty to Tul zscha. 
the Outer God returned his mind \0 Earth and gave him a 
new fonn \0 replace his broken body~that of a cmwling 
one. The devout cultist wanted others to share in the glory of 
the Green Flame. but bei ng comprised of a mass of wonns 
posed a serious obstacle. Crawling ones are not only grue­
some-looking, they arc also mute: they usually rely on writ­
ten messages to communicate. although they can still cast 
spells. Without a voice. Father Washington would have diffi­
cuhy organizing a cult even if he could find people who 
would overlook the fact that he was a mass of wonns! 
Luckily for him. Tulzscha taught him a very simple spell 
called Voice Thoughts that magicians have used for centuries 
for entertainment purposes. In essence. Voice Thoughts is the 
ulti mate form of ventri loquism: the casler can make his 
thoughts heard without ever speaking them. 

Because crawling ones are made out of thous:lIlds of 
worms, they are soft. weak. and lack any natural allack (and 
therefore must use weapons in contbat): however. they do 
have some advantages. First and foremost, they are immor­
tal. As old worms die they are simply replaced by new 
ones. This also means that it requires a lot of damage to kill 
a crawling one. If a crawling one is reduced to 0 HP or oth­
erwise "killed:' the W0011S. rnaggOls. and grubs that C0111-

prise its body will separate and crawl away in all directions. 
only to come together later at some predete01lined location. 
If JUSt 20% of the original mass lives. the crawling one wi ll 
reform, taking in fres h wonllS and grubs, and the monster 
will live again. Fi nally. crawli ng ones can break themselves 
down into their component pans (wonn5) and reform their 
human-like bodies later. Th is allows these crealurcs nearly 
unrestricted access to mosl places. 

Once Father Washington came to know his new body's 
abilities and restrictions, he donned human clothes and a 
painted lin mask 10 cover his inhuman visage. Such masks 
were used by veterans of the Great War to conceal gruesome 
facia l injuries that could not be repaired by the fledgling sci­
ence of reconstructive surgery. Armed with the semi-true 
story that he was a scarred survivor of Ihe 1925 disas ter who 
survived due to the powers of a "true"" god. Father 
Washington soon gathered a flock of degenerate lost souls 
into his fold. In time. he even showed them his true form. 
which only reinforced the cultists' vile belief in the Green 
Flame of Death. It wasn't long before Washington led his 
followers to the basement of the Tullio Warehouse where 
they constructed a temple to Tulzscha. Father Washington 
now has the unwavering faith. the powerful god. and the 
faithful followers he always wished for. He is not about to 
let anythi ng jeopardize his newfound happiness. 

FATII ER WAS IUNGTON, Monstrous I'riest of the Cult of 
lhe Green Flame 

STR 7 

DEX 8 

CON 15 SIZ 14 

APPO EOU 13 

Damage Bonus: none. 

INT 15 

SAND 

Weapon: Kitchen Knife 40%. damagc I D6 

POW 24 
HP I5 

Touch 60%, damage as Touch of Decay spell (see below) 

Armor: None. but due to their soft. resilient bodies. normal 
weapons do minimum damage. Bullets only do a single point of 
damage upon striking a crawling one. except for ~hOlgun pellets. 
which do minimum damage for that gauge of gun. Fire. magic. 
and enchanted weapons inflict nonnal damage. Finall). the crca· 
lUre will fully regenerate all wounds in one to len days' time 
unle~s over 80% of its entire ma~s i~ destroyed. Therefore. since 
Father Washington's HP = 15 and 80% of 15 = 12. Father 
Washington must be reduced 10 -13 hit points (i.e., at least 13 
hit points be/ow ~/'ro) before he truly dies. (Crawling ones slart 
to break apart at 0 HP. but investigators can still do damage to 
their remaining ma~s. as the keeper allows.) 

Spells: Call'Di~mi~s Tulzscha. Contact Dcllyrrulzseha. Touch of 
Decay. Voice Thoughts. Wither Limb. 
Skills: Cthulhu Mythos 66%. Disassemble/Reform Body 90%. 
Engli~h (read only) 75'it. Hide 70%. Latin (read only) 60%. 
Listen 70%. Organize Cult 70%. Sncak 80%. StrcCllvise 75%. 

Sanity Loss: 10 3/2010 Sanity points to see Father Washington. 

INVESTIGATING HO RACE BAKER'S HOUSE 
A fter the police leave. the investigators might want to 
search Horacc's house. This can be done with a Locksmith 
roll on one of the doors or by climbing through an unlocked 
window. For the sake of secrecy. the investigators should 
try the rear of the house. where Mr. Baker's backyard wall 
will shield them from prying eyes. If the in\ estigator broke 
down a door or smashed a window last night to enter the 
house. that avenue of enlrance has since been boarded up 
by the police. An easier way to gain entry to Baker's house 
wou ld be for the im'estigators to approach the police as PIs 
working the mysterious case for an unnamed source (client 
confi dentiality and all that). 

Baker's house has only one level. It con~ists of a living 
room. bathroom. kitchen. bedroom, and den. The only 
room where clues are to be found is the Ih ing room. which 
the fro nt door opens into. On one overstuffed chair lies 
Horace's briefcase. Inside are papers concerning the man's 
job that will relate the following infOO1lation. 

• Horace was a supervisor for the Hamilton Construction 
Company. 

• Mr. Baker was working on a renovation project for the city 
of New York dealing with a rundown section of the city 
known as Red Hook. Horace's crew was responsible for 
repairing Ihe streets. restoring salvageable buildings in the 
area. and demolishing buildings considered unsafe. 

• The area M r. Baker w:ts in charge of was comprised of 
six city streets: Aliano Boulevard. Beyington Street. 
Carpenter Street. Clinton Street. Famham Street. and 
Manders Street. 

In addition to these p:tpers another cl ue is possible. On the 
coffee table in front of the couch is a two day old copy of 
the Nell' York Times. If an investigator makes a Spot Hidde n 
roll, the paper catc hes his eye because of a small article 
(Evil Papers #1) with a headline containing the name "Red 
Hook." If the keeper chooses. the investigator can instead 
make an Idea roll to remember reading a story in the paper 
recently concerni ng Red Hook. bul won't recall the 



specifics of the story, Luckily, the investigator hasn't 
thrown that paper out yet. 

With these clues the investigators should understand 
that something strange is happeni ng with the Hamil ton 
Construction Company and Red Hook, They now have sev­
eral courses of action they could take. 

New Spells 

VOICE THOUG HTS 

This spell costs only I SAN and I magic point to cast 
and allows the casler to vocalize his thoughts and have 
them originate from another source in the immediate 
area other than his own mouth. The exact length of the 
phrase bei ng voiced in such a way is up to the keeper 
to decide, but as a rule of thumb. every four sentences 
should cost I magic point and I SAN, This spell can be 
used by clever casters to both dazzle groups of people 
and to throw a victim off guard by sayi ng something on 
one side of the target before attacking from an entirely 
different direction. (To distract an opponent, the caster 
uses Voice Thoughts to say something on one side of a 
target and ro lls INT versus the target's INT: if the caster 
succeeds. all of the target's ski ll percentages are halved 
for that combat round,) This spell takes one round to 
cast: the range is line-of-sight. 

TOUCH OF DECAY 

Use of this spell causes objects touched by the caSler 
to rapidly age. The spell costs 106 SAN to channel 
the power of Tulzscha and a variable amount of 
magic points. When in use, the spell covers one of the 
caster's hands in glowing green flames. If used on 
inanimate objects, the object ages ten years for every 
magic point spent. This aging is so rapid thaI it has 
di re effects on the Object. as if it was aging in the 
worst possible conditions. Wood warps. metal rusts, 
stone crumbles, glass shatters. but plastic and rubber 
are immune to the effect. The ::mlOUIlI of time requi red 
to rot away a specifi c item is up to the keeper. but for 
example. a doorknob will break in 40 years. wooden 
boards will rot in 70 years. bricks will cru mble in 100 
years. and an iron bar will snap in 140 years. 

If this spell is used on living beings. the amount of 
magic poi nts spent arc matched against the magic 
points of the target being touched on the Resistance 
Table. If the caster succeeds, the target will rapidly age 
five years for every magic point spent. In addition. the 
target wi11lose I point from a random stat for every 3 
magic poims spent . Roll I D4 to detenni ne the affccted 
stat: I = STR: 2 = DEX: 3 = CON: and 4 = APP. This 
spell takes one round to cast: the range is touch. Once 
the spell is cast. it does not need to be cast agai n until 
the caster chooses to end it or touches something or 
someone without spending magic points. 
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Research 

At the Library 

I
nvestigators might want to do some research before 
goi ng to Red Hook. Two possible avenues of inquiry for 
them to explore are Red Hook itself and the "'Red Hook 

Disaster of 1925." Each of these requires a successful 
Library Use roll. Researching Red Hook reveals Evil Paperl' 

#2. while investigating the 1925 disaster turns up EI'I', 
PalJers #3 and #4. both of which are newspaper art icles. 

Looking for Malone 
After Icarning about the 1925 disaster at Red Hook. the 
investigators might wish 10 speak to the survivor mentioned 
in the papers. but finding Detective Thomas Malone wi ll 
prove to be a difficult task. Checking with the Brooklyn 
Police Department onl y uncovers (after many Persuade 
rolls) that the man is on an extended medical disability 
leave after suffering from a "nervous breakdown." None of 
Malonc's former police friends knows where he's at. for he 
has been avoiding everyone since his accident. However, if 
the investigators are clever enough to check with either the 
police payroll or benefits offices. and can once again make 
successful Persuade or Fast Talk rolls. they can learn the 
address where Malone's checks are being sent. a small vil­
lage in Rhode Island called Chepachet. 

Traveling the many miles from Brooklyn to Rhode 
Island takes a few hours by train. Arriving at Providence. the 
investigators can take a cab to Chepachet. Once in the vil­
lage a brief inquiry with some of the locals will point the 
way to Malone's simple house on the outskirts of town. 
Approaching the dwelling, the group will see a large. 
robust-looki ng man tending to the bushes in the yard. This 
is the fornler police detective Thomas F. Malone. 

Malone tries to be pleasant with the investigators but is 
in complete denial about anythi ng weird ever happening in 
Red Hook. He can give as much or as little of the infonna­
tion found in Lovecraft"s "Horrar at Red Hook" story as the 
keeper wishes. but most likely he will say nothing and ask 
the investigators to leave. If the investigators are insensitive 
to the man's obvious mental condition and continue to pres!> 
him. Malone gets a weird look on his face and then recites 
the following verse in :1 dreamy. faraway voice: "0 Friend 
and companion of night. thou who rejoicest in the bayi ng of 
dogs and spill blood. who wanderest in the midst of shades 
among the tombs. who longest for blood and bringest terror 
to mortals. Gorgo. Monno. thousand-faced moon. look 
favourably on our sacrifices." Aftenl.'ards, he runs scream­
ing into his house and locks the door. If this is still not 
enough 10 drive the investigators away. Malone is quite 
capable of using his .38 revolver to do so. There is nothing 
more to learn from this poor. tortured man. 
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RED HOOK AND ITS SURROUNDINGS 



Conflicting Cults 
In Lovccraft's story, the cult Ihal Malone investigates 
is never thoroughly explained and neither is the deity 
Ihey worship. HPL hints that the emity might be 
Lilith. a female demon of Jewish mythology who was 
Adam's first wife and who now strangles babies and 
seduces men. Whether LovceI'M,'s Red Hook cult 
worshiped Lilith or not makes no difference in this 
scenario bccause that cult was largely wiped out whcn 
the Parker Place buildings came crashing down. The 
new cult in Red Hook is the Cult of the Green Flame 
and it has no links 10 the other group. save that its 
founder. Father Washington. was also "killed" in the 
Red Hook Disaster of 1925. If the investigators look 
for information on Ihc ·'Gorgo. Marmo" chant 
Malone mentioned. they can try 1I Library Use roll 10 
look it up or an Occult ro ll 10 remember it: success 
links the chant to yet another deity. the Greek goddess 
Hecate. (Hecate was the ancient Greek goddess of the 
night. the underworld. and magic.) Let the players 
follow any leads they wish: the more confusi ng the 
plot becomes for them. the beller. 

The City Coroner 
The investigators might want to know the exact cause of 
Horace Baker's death. Dr. Ross is the coroner and arrang­
ing to speak with him is easy. but gelling the man 10 com­
ment on the cause of death is nOL Dr. Ross is reluctant to 
IiIlk about the matter with anyone who is not directly 
involved with the C<lse. but he hints at strange finding!>. To 
get the doctor to speak. the investig<ltor!> can try ei ther a 
F<lst Talk or Persuade roll. Failing this. a bribe of $100 or 
more might just do it. 

All the coroner will be able to tell the investigators is 
something that they might already know: Horace Baker died 
of old age. with the specilic cause of death being heart fail­
ure. Dr. Ross will say thaI Baker's heart. in fact all of his 
imcmal organs, were placed under an incredible and sudden 
strain. The strange thing is. Mr. Baker's medical records 
state that he is only fony-four years old. yet anatomically he 
appears well over a hundred. Dr. Ross says it is Ihe most 
amazing case of advanced aging he's ever heard about. 

The Hamilton Construction Co. 
The investigators most likely want to get in touch with the 
conslruction compa ny. The Ham ilton Construction 
Company's office is located in New Jer:.ey. but going 
there will be a dead end. No one there has any informa­
tion and they refer all questions 10 Jerry Wells. the head 
foreman in charge of the Red Hook renovation project. 
Mr. Wells can be found at the fie ld headquarters at 1182 
Steadmont Street. 
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On Steadmont Street. the headquaners for the construc­
tion company is based o ut of an old storefront thai has been 
recently repaired. Inside is only one man. Jerry Wells. He 
agrees to speak with the investigators. but tells them to be 
brief because he is very busy today. If the investigators are 
not quick ,md couneous with the man. or if they ask too 
many awkw:lrd questions that Mr. Wells docs not know the 
answcr~ to. he will tell them to leave. The questions that he 
will answer are listed below. 

Evil Papers # 1 
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• Regarding his current project. Jerry says that he's in 
c harge of rep'liring nine city streets from around the 
nearby area. They are Aliano Boulevard. Beyington 
Street. Carpenter Street. Clinton Street . Farnham Street, 
Haight Street. Manders Street. Steadmont Street. and 
Wall hearst Street. Right now he is still inspecting the 
.. rea with a skeleton crew of six inspectors headed by 
Jerry: the hue Mr. Baker was his number two. 

• If he is asked about Hornce Baker. Mr. Wells wants to 
know how the inv~tigatoTS are related to the dead man. If 
they can give an acceptable answer he says that the police 
contacted him this morning and said that Horace was dead. 
Mr. Wells IOld his insJ>CCIOTS about the bad news when they 
arrived for work. and sent them home for the day. 

• If asked about David Clark. Ihe man who was murdered 
Iwo nights ago, Mr. Wells only restates whoLt was written 
in the newspaper. If a~ked where the man was last seen 
before he died, Jerry tells the inve!lt igators that he and his 
partner, Andre Vollinchanski . were ~ur"eying buildings 
to see if they could be repaired or needed 10 be demol­
ished. If asked for speci fi c buildings they were inspect­
ing, Me Wells says he wi ll have to look into it but that he 
should be able to getlhat infomlation 10 them later. 

• If asked about Mr. Vollinchanski. Mr. Wells will say that 
Andre is a good worker. but Ihat he did not show up for 
work today. If the investigators want the man's address 
to speak with him. it will take a successful Persuade roll 
10 get it. Andre lives in a small Russian district in 
Manhattan a few miles away. and Wells wi ll give the 
investigators the name of Andre's apartment building: 
Grcgorvich's Manor. 

Gregorvich's Manor 
Thi s fou r slOry building stands in the center o f a small. three 
ci ty block neighborhood comprised most ly of Russian 
immigrants. The building is rundown and dirty, but is a far 

Evil Papers #2 

Tile/ol/owillg is (I brief oren-jew of Red Hook com­
fJiled from variolls llell'sp(lfJer llr/;cle.f. 

Red Hook is .. small section of Brook lyn's lower 
west side, near the waterfront and across from 
Governor's Island. For the last fony years. this area 
has been a haven for immigrants recemly arrived in 
America and a census taken in 1922 claimed that the 
population of Red Hook was over 80% fore ign. Red 
Hook is poverty stricken and as a result has a high 
crime rate with robbery. assault, and murder being the 
most commo n offenses. Po lice have long suspected Ihe 
Red Hook wharfs to be a major inlet for smugglers of 
bootleg liquor, drugs, and illegul immigrants. 
However, the residents of Red Hook are notoriously 
closemouthed and shun o utsiders who come into their 
small. squalid nei ghborhood. 

sight better than the ~tructures found in and around Red 
Hook. Inside. behind the front counter, the investigators will 
find the owner of the building, Mikhail Gregorvich. 
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Mikhail is a small. rOlund man with three days' growth 
of beard and the smell of cheap cigars and old sweat cling­
ing to him. He scratches himself in publ ic, constantly 
belches or breaks wind. and leers lewdly at :Lny female pre­
sent. When asked for Andre Vollinchanski's room number, 
Mikhail comments that. "Andre must be getting popular. 
some other fellas were looking for him last night.·· He wi ll 
then quickly say that irs agai nst his policy to give out room 
numbers to strangers. A ten dollar "gift"' will get the man to 
bend his strict moral code just this once and he will tell the 
investigators that Andre lives in apartment 3E. If asked 
llboul the "other fell as" who visited Andre Inst night. Mr. 
Gregorvich will mutter something about his memory not 
being the same as il used to be, and he will wail for another 
"gift" before he tells them. 

MIKHAIL'S STATEMENT 
"Some dirty bums came in lasl night aski ng for Andre. 
was just about to throw them OUI for sti nking up the place, 
when they convinced me that they were good fri ends of the 
Vollinchanski family. So I told them same thing I told you. 
apartment3E. Hell. don', know ifit was worth my trouble. 
took me some time to scrub all the filth off of the money 
they slipped me. Dirty bums:' 

VO LLINC I·IANS KI'S APARTMENT 
When the investigators reach the thi rd floor apartment they 
will first see that the door stands sl ight ly ajar: then they will 
notice the doorknob. The handle to the door is now just a 
lump of twisted, rusted metal that has broken off and lies on 
the floor of the hall; this is a result of Father Washington's 
use of his Touch of Decay spell. 

The apartment is small with only four rooms. There are 
two bedrooms. one for Andre and his wife, and the other for 
their twO daughters; a tiny bathroom; and the main room 
which is di vided between the living area and the kitchen. 
The living room is the area the apartment door opens up 10. 

and where all the members of the Vollinchanski family will 
be found dead. Mrs. Vollinchanski lmd the two young girls 
(ages seven and nine) lie on the bloodsoaked floor in vari­
ous positions, their throats viciously CUI. In the center of the 
room. the body of another impossibly old man is tied to a 
chair with a dirty rag stuffed in his mouth. It appears that 
Andre suffe red Ihe same horrible death as Horace Baker. 
The sight of this room of death costs 1/1 D6 SAN. 

There is a clue to be found in this apartment. if the 
investigators have the stomach to look for it in the midst of 
all the carnage. Lying on the floor and splattered with blood 
is the cl ipboard Andre used in his surveyi ng work. The firs t 
page is a handwritten note (Evil Papers #5) from HOr..lce 
Baker detailing what bu ildings Andre Vollinchanski and 
David Clark were to inspect on the day that David disap­
peared. After reading th is notc the investigators can make 
an Idea roll 10 assu mc that Mr. Wells will be the next vic­
tim si nce he is the on ly person mentioned who has n~ 
already been murdered. Thi s assumption is correct. 
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DISASTROUS POLICE 
RAID IN RED HOOK 

LEAVES MANY DEAD. 
Yesterday, June 18. 1925 , shall be a dat e 

not soon forgotlen br po li ce HII ol'er the 

state of New York . On that day :t grea t 

tragedy befell the bral'e men of tlte New 
York Police Departllleill while they were 

performing their dUly in crime-infested Hed 

Ilook. The police were acting on II tip dun 

sel'era) of the reccntly kidnaped children 

were being held ill Olle of the th ree la rge, 

briek apartment buildings coll ectively 

known as Parker Place. This was the largest 

raid of this notorious neighborhood yet, 

witlt the combined man power of three 

police precincts li nd agents from the federal 

gOI'ernmelll all assisting in the endeavor. 

The raid began just after midnight and 

1111 wm, going well when. for reasons as yet 

unknown, a ll three of tlte rHassl\'c brick 

buildings of P:lTker Place collapsed in a 

thunderous ca lamity. Almost CI'cryonc at 

the ~ccne II'as killed insw ll tl~', ineluding 

t\\"ellly- three bral'e police officers . The 

numbcr of residents living ill Parker Plaee is 

not known, but so far fifty·(wo unidentified 

bodies have been pulled from the wreckage. 

Heseue crews lind I"oluntcers slill dig 

through the rubble looking for survivors but 

it has been man y hours sin ee that last livi ng 

body, 11 badly hurl police detectiw named 

Thomas F. ~ l lIlone. has bcen found. 
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Going Back to See Jerry Wells 
Sometime during this adventure. the investigators will want 

to go back to the Hamilton field office on Steadman! Street. 
Perhaps Ihey wllnt to ask Mr. Wells some more questions or 
they found the blood-stained note in Andre Vollinchanski's 
apartment and they have concluded that Jerry Wells might 
be the next target of the mysterious murderers. Well. once 

ag:tin. as the group approaches the bui lding the first thing 
they will notice is thaI the front door is slightly open. On the 
ground next to it lies a lump of rusted metal that was once (I 

doorknob. This shou ld immediately set off warning bells in 

the mind of any investigator who witnessed the bloodbath in 
the Vollinchanski apartment. Any investigator who specifi­
cally listens at the door before entering may make a Listen 
roll: whoever succeed~ hears muffled movement and low 
voices behind the nearly shut door. 

Father Washington and four of his faithful followers 
came to thi~ building only moments before the investiga­

tors arrived. The cultists rushed into Jerry Wells's office but 
did not kill him. Instead. they knocked him out and Futher 
Washington and one of his henchmen cnrried him away. 
The cult plans to sacrifice the man to Tulzscha in twO 

nights' time. As for the other three vagabond cultists. they 
are still in the building look ing for more information on the 

Hamilton Construction Company and their plans for their 
warehouse temple. If they spot the investigators. the trio 
will attack and will only attempt to flee once one of their 
number is slain. If any are captured. they will not talk. and 

will try to bite offthcir longue (a Medicine roll ;)t minus len 

Evil Pa.pers #5 
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2. The MacGulfin ho.Js:e at 1240 Wallhears;l:. 

3. The empt~ Tullio Warehouse al 1261 ~ight 
glreet. 

4. The burnt-out 9.imms. Pharrnac!;J building on 
the corner of Aliano Blvd and ~ight gl. 

5. The Ving glare on Aliano Blvd 

Check thE?<"-...e building<;; carefully. I')(')T)e 01 
them loc:ks too <;tur~ and <;orne 01 them still 
got people in them. Remember what happened 
here a lew year<; ago. Get lhe<;e report!> back 
to me by Thur<;d~ 

~race B~er 
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percentiles will stop them). T hese cultists would rather die 
than face the wrath of the Green Flame for belr;)ya1. 

THREE CULTISTS 

STR CON 

10 14 

2 t4 II 

J II 12 

SIZ 

12 

14 

10 

D£X POIV 

13 12 

10 09 

12 10 
Weapons: Fist/Punch 45%. damage ID3+db 
#1: Fireman's A:x 40%. damage 1 D8+2 
#2: Butchcr Knife 50%. damage I D6+ I D4 
#3: .32 Revolver 35%. damage 108 

NP DB 

J3 +0 

13 +104 

II +0 

Skills: Beg 45%, Cthulhu Mythos 03%, English 30%. Hide 
50%. Listen 60%. Spot Hidden 50'k. Strcetwise )0%. 

The Hamilton Construction Company office building is 
divided into two rooms. The front room contai ns Jerry 
Wells's desk and chair. three four-drawer filing cabinets. a 
closet full of office supplies. a long table. and;) half dozen 
folding metal chairs. The back room contai ns a small bath­
room but is otherwise devoid of furnishings. 

During the fighl. the cultists will drop the papers they 
came for. After it is over, any investigator who examines 
these papers and makes an Idea roll will know th;)t the cult 
was looking for infonnation on the renovation plans for thc 
area around Haight Street. A copy of the work order (Evil 
Papers #5) that could have becn found in the Vollinchanski 
ap:lrtment can also be here in case the investigators missed 
it before. Finally. it should be stressed 10 the players thaI 
Mr. Wells's body is not at this loc;)tion. and therefore he 

cou ld still be alive. 

Exploring 
Red Hook 

~
m the first moment the investigators begin to explore 

Red Hook they will be under the w;)lchful gaze of var­
ious members of the Cult of the Green Flame. With 

their vast network of street contaCL<;, the cultists know all the 
questions the investigators ask and see all the clues they 
uncovcr. This worries and upsets the cultists, so they begin to 
take action against the investigators. 

First. thc cultists wil1try not to gct directly involved. for 
they remember Ihe police raids of 1925. Ins tead. the cultists 
recruit a group of drug-addicted thugs to attack ;)nd hope­
fully frighten otT the investigators. This :llIack happens 
when the investigalOrs explore the abandoned Simms 
Pharmacy building and is detailed in that section. If this is 
not enough to drive the investigators away. the cultists will 
take more drastic action. Finally, F;)ther Washington may set 
a trap for the invcstigators in twO nights' time whcn he sum­
mons Tulzsch;). This possibility is detailed in the section. "A 
Possible Trap." As for Red Hook. several possible locations 
for the investigators to explore are li sted below. 
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The Church on Farnham Street 
This is the old stone church that was once entrusted to 
Father WashinglOn and which was raided by Brookl yn 
Police on more than one occasion. In Lovecraft's slOry. 
lifter the tragic raid or the Parker Place buildings, police 
found old smugglers' tunnels leading rrom those buildings' 
basements 10 the horrific cellar crypt beneath Washington's 
church. Such was the extent of the unholy abominations the 
stalwart police officers found there that the entire crypt was 
filled in. as were all of the smugglers' tunnels that they dis­
covered, After that the church. which had acted as the town 
dance hall on Wednesdays. became a full-time dance hall, 
but this was short lived. 

Once Father Washington was reborn in his new body he 
returned to his old church. Knowing that the stone church 
was the si te of much attention during the raids of 1925, 
Washington did not wish to place his temple to the Green 
Flame there. However, the inhuman cultist did desire the 
knowledge and artifacts that the now defunct Lilith cult hrtd 
collected over the years. In an auempt to find anything of 
worth the raiding police officers might have overlooked, 
and also 10 have private quarters of his own away from his 
fanatic followe rs, Washington and a few of his chosen 
cultists started digging out the filled-in crypt. Because they 
did not want 10 bring too much allention to their presence, 
they dug on a small scale but this activity still caused non­
cul tists to shun the tumbledown church and soon no one 
WilS dancing Ihere anymore. In time. rumors reached the 
ears of a few of the local police officers who in tum 
expressed concern that the filled-up crypt was being dug 
out again for some unknown. yet sinister purpose. These 
speculations were largely ignored by the officers' superiors. 
as arc many things concerning Red Hook. 

These days the church is a large gothic structure that has 
fallen into disuse and neglect. None of the local street peo­
ple live in here, and that faci might strike astute investiga­
tors as odd, especially if they make a successful Idea roll. 
Investigators who search the empty church will find noth­
ing of importance until they open a spli ntered door behind 
the pu lpit. 

Beyond the door is a small room that Father Washington 
used for his private chamber. The room is now only an empty 
space as everything of value has long since been stolen. The 
door to the room's closet can be opened to reveal a large hole 
in the stone noor and a rickety wooden ladder leading down 
into the darkness, Someone has dug a cramped tunnel 
through the ground. down into the darkness below. At the 
end of the ladder this tunnel levels out and opens up imo a 
small room also carved out of the raw earth. 

This is Father Washington's new lair and the site of his 
limited excavation. What will first draw the investigators' 
atlemion is a grisly shrine set into one muddy wall consisting 
of candles and the rotting. badly mutilated corpse of a man 
(SAN all D3 to see). This body is dressed in the tom and 
bloody garb of a Catholic priest and is none other than Father 
Washington's own body. removed from the rubble of the 
ruined Parker Place buildings by faithful cult members. 

Above the body is a message etched into the dirt: "Behold the 
power of a True God,'· 

All of the walls down here are filled with tiny holes that. 
upon closer exami nation and with a successful Biology 
roll. appear to be thousands of worm holes. This is because 
Washington will often break down his mass of worms from 
his roughly humanoid fonn and go burrowing through the 
earth looking for buried treasures. This way. the cult leader 
can guide his diggers in the proper direction. 

The rest of this subterranean vault contains only a pile 
of filthy. mismatched clothes that resemble those left on 
Horace Baker's porch on the night of his murder. and a 
crudely made table with a str.mge looking book resting 
upon it, This tome has a black leather cover with the words 
"Holy Bible" written upon it. but inside is only a collection 
of 32 filthy. mismatched pages (see "Father Washington's 
Bible." below). These pages are not bound into the book. 
are of various sizes. and obviously come from several dif­
ferent titles. Father Washington has uncovered these pages 
through his digging. 

The MacGuffin Home 
Liam MacGuffin lives in an old brick house that stands alone 
with two vacant lots on either side of it. Unlike most resi­
dents of Red Hook. Limn seems very friendly. and he will 
invite the investigators into his humble home for tea and 
stale cookies. Mr. MacGuffin has been alone for a long lime 
and is happy for any chance to entertain guests. Besides 
answering the investigators' questions. Limn has a lifetime of 
stories to tell and he will do his best 10 tell them all. 

Limn has lived in Red Hook for over fifty years. His 
house is the first piece of property he owned after leaving 
Scotland with his wife. Enna. who passed away eleven 
years ago. (Keepers who want to make a map of the house 
can make it similar to the Vollinchanski family apartment. 
only larger,) MacGuffin says when he firsl bought his house. 
Red Hook was a nice place to li ve. but as the years went by 
it became steadily worse. Liam says with disgust that Ihe 

Father Washington's Bible 
III El1glish, CemwlI wltl Lotin, II'ritlClIlIIrd tmllslated by 
\'(/rious ilUlil"iillwls. \'ariolls publication dates. This book is 
a looscleaf collection of assoned pages from at least five 
different MYlhos tomes. Three of the contributing works 
are in English. so the majority of the Bible is in English. 
but there are also pages in German and Latin a.~ well. 
None of the original sources are named. Anyone Irying 10 

read [his book musl know all Ihree languages or else learn 
lillie to Ilothing (maybe + I percenlile [0 Cthulhu Mythos). 
Subjects COllered in Ihis sirange (Orne ron [he gambit from 
lowly ghouls to mighty Cthulhu, but since the book is only 
a jumble of disjointed pages. making sense of 3nylhing is 
nearly impossible. Sallity loss I DJ/I D6; CtiJulllll My/iros 
+4 percelililes; (n'eroge 12 weeh 10 stlldy {J1Il1 cOIII/,re· 

bend, Spells: keeper's discrelion. 
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neighborhood now is a den for drug addicts. pro!>litutes. 
thugs. and murderers. The old man will then begin 10 prat­
tle on about his three sons, eight grandchildren, his life in 
his homeland. his career as II dock worker, and so on until 
the inve!>ligators politcly interrupt him and ask some of their 
own questions. 

If investigators ask Liam if he ever saw anything 
!>trange in Red Hook. or if he knows any unu!>ual stories 
about the neighborhood. MacGumn will ask the investiga­
tors if they know about the pol ice raids of 1925. If they 
don't, Liam will relate to the investigators the information 
found in the "At the Library" section concerni ng the Red 
Hook Disa!>ter of 1925, Once that infonnation is imparted 
MacGuffin will tell them the fo llowing tale. 

LIAM'S STATEl\'l ENT 

"There's some talk now of strange happenings starting to 
sti r again in Red Hook. Some say that there's a group of 
people living on the streets that's gone kill crazy. Some say. 
and I have a mind to believe them. that these people wor­
ship the deviL Most agree that the killing of that construc­
tion rella the other night was done by them, 

"I've seen the one thatlcads them. They call him 'Falher' 
WaShington and he used to be in charge of the old church on 
Farnham Street some years ago. Of course, that was before 
the big police raid of '25. He was r'lOnllal enough then. some 
say. but not me. I'm a Catholic but there's no way in hell you 
would get me to go to his church. Nowadays. old 
WaShington wears this mask all the time on account of him 
getting caught in th:tt disaster of '25. He's always seen now 
with the bums and riff-raff of the streets. I hear that he some­
times returns to his abandoned church on Famham, Probably 
just so he can defile it! If I was you, I wouldn't go meddling 
around with that man, or you're likely to wind up like that 
poor construction fclla." 

Parker Place 
This is a large area, about half the size of a ci ty block. 
where once stood three large brick buildings. Now there are 
only three piles of rubble to mark the site \\here Ml many 
lost their li ves. Keeper~. feel free to usc thi s area as you see 
lit. Maybe this is just the place where three bui ldings col­
lapsed and it is now completely harmless. . but then 
again, maybe not. Investigators who go poking around here 
could find a half·buried entrance to a tunnel that leads deep 
underground to the hellish basement flat where Detective 
Thomas F. Malone encountered unearthly horror and lost 
hi!. mind. Perhaps there is something down thcre that's not 
quite dead and still wanders about. hungry for fresh blood. 
Maybe investigators find a page or tWO torn from an old 
tome that was lost in the destruction. Such pages might 
mention the title of the book they once belonged 10, to 
entice the investigators further. Keepers, how far would 
your players dig if they found the title page to the 
NecronomicolI? Want to find out? Many other possibilities 
are bound to come to you if you think about it. Enjoy. 

The Simms Pharmacy 
This boarded-up brick structure has only one floor and 
shows the signs of having been gUllcd by fire some years 
ago. The building stands on the corner of Haight Street and 
Aliano Boulevard and the alley behind it is the location 
"here David Clark's dead body \\as found. Searching the 
alley uncovers nothlllg of IIlteres!. and exploring the phar­
macy likewise IUrn~ up no clues, but it places the investi­
gators in hann's WllY, The abandoned building can be 
entcred through its back door where Ihe boards have been 
removed. Inside it is dark, because any light that enters here 
has to filter through the gaps between the boards that cover 
the windows. The wind is also barred from this den and as 
a result the air is stale and reeks of s"cat and urine. 

The building is divided into two rooms: the storage and 
receivi ng area in Ihe back and the !.tore in the front, The 
only furniture consists of the charred rcmains of an L· 
shaped counter in the front room, which takes up the rear 
third of the room. Behind the counter is the doorway that 
connects the two rooms, 

Once inside. the investigators notice that they are not 
alone. Huddled in the comers of the front room and buried 
beneath pilcs of newspapers and mgs arc the vague shapes of 
five homeless men. These men arc dangerous drug addicts 
who have been paid in narcotics by the Cult of the Green 
Flame to attack (and hopefully frighten away or kill) the 
il1\estigators. After the investigators ha\'e been inside for a 
few moments. the scruffy thugs will begin to get up, One 
says. "These mu~t be 'em:' to which another casually 
an~wers. "Yeah. let's get it over with:'Thc fi ve derelicts then 
rul>h the party and begin their murderous task. 

FI VE T HUGS 

STH CON SIZ DEX POIV HP 
I 10 II II 12 14 12 
2 13 II 13 13 II 12 
1 12 11 13 10 10 13 , 14 08 14 II II II , 12 10 10 13 II 10 
Weapons: /III : Clav. Hammer -15%, damage 106+1. 
1;2: Switchblade SOCk. damage tD4+IO·t 
#3: Straight Razor 55%, damage 1 ~+ID4. 

It.;: Crowbar 50%, damage t 08+1 ~ , 

#5: Broken BOltle 45~, damage 1D-1. 

DB 
0 

+to-1 
+1]).1 
+1]).1 

0 

Skills: Beg 50%. Endure Withdrawal Symptom.) 30'k. Hide 
6()Cl. Li~ten 4W-. Sneak 40%. Streetwise 701"f. 

The investigator~ can handle this encounter in a number of 
ways. First. they can just retreat out of the building. If that 
happens, the addicts will think that they frightened them 
away. and thereby did what they were told to do. Second, 
if the investigators manage to kill or critically wound one 
of the vagabonds, the others lose their nerve and try to nee, 
Finally. if one of the investigators is a doctor, he or she can 
make e ither a Medicine or a Psychology roll to see th31 
these men are drug addicts. The investig3l0rs might then 
try to barter wilh the men by using drugs or promises of 
drugs and a successful Persuade roll. If this is done, the 



investigators learn that these men were hired by "some of 
Washington's people" to rough up anyone who came pok­
ing around. 

The Thllio Warehouse 
This large building is made out of crumbli ng bricks and 
rusted metal. An unu suall y strong qench. normally onl y 
encountered in large city dumps. permeates the air for yards 
around the structure. The inside of the building is separated 
into two parts. The first area i!.thc large front section of the 
warehouse. once used 10 store inventory. The second sec­
tion is a small office area in the back. The interior of the 
warehouse is strewn with garbage. broken w<xxlen crates. 
rusted barrels and bils of old junk. The only audible sounds 
arc those of dripping water and of the steel rafters, which 
gromt when the sli ghtest wind blows. Not a soul dwells 
withi n. although there are many rats. pigeons and stray 
cats. The fact that none of the w eet people have taken ~he l ­

ter in this building might strike an in .... estigator as odd. ifhe 
or ~he succeeds in an Idea roll. 

Exploring the warehouse wi ll uncover a few interesting 
clue~. but what the investigators .. hould not find. at least not 
yet. is the passageway that leads to the subterranean temple 
ofTullscha. That stairway is conceated by several old crates 
in an area where there are many such boxes. so unlel>S the 
investigators take the time to move each old crate. their 
chances of finding the hidden st:l irway are not good. 

The building's huge front room. where the inventory 
was once stored. is where the investigators might find some 
clues. First. anyone making a Spot Hidden roll will stumble 
upon a relatively new looking hammer. Normally. this 
wou ld not draw anyone's attention in a room as cluttered as 
thi s one is, but thi s hammer ha!. a piece of white tape 
wrapped arou nd its handle. and written on the t:lpe is the 
name. "David Clark ." Th is tool was dropped by Mr. Clark 
when he was examining the warehou~e and was attacked by 
the Cult of the Green Flame. 

Ncar the center of this room i!. an old steel drum without 
a lid. in which a small fire bums. Examination of this barrel 
reveals curious symbols etched into the drum's rusty sides 
and a phr.tse scratched into its bent lip. The phrase reads. 
"Hi ! I invoke the Glorious AanlC!" Next to the burning bar­
rel i~ a sm:lll sack made of filthy burlap that also has strange 
symbols wrillen on il. The bag holds a thick. grayish pow­
der that smells odd. An investigator who sifts through Ihi ~ 

powder will find ash. bits of glas!.. oily din. and small bone 
fragments. The barrel and the powder are special items used 
by Father WashinglOn 10 contact Tul/.scha when the cultist 
want!:> to converse with his god. (A successful Cthulhu 
Mythos roll will reveal that the symbolS and words are com­
ponents of a Contact Deity spell: a success at one-fifth the 
investigator 'S sk ill percentage or less will reveal that the 
deity in question is Tulzscha.) This spell can be ca!.t by 
throwing a handful of the powder into the fire in the steel 
drum and recit ing the word~ etched into it. If that happens. 
the person reciting the phrase will lose I point of POW and 
I D6 SAN as the Contact Dcityrrulzscha spell is enacted. 
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This will tum the normal fire within the barrel into a single 
column of cold. sickly green flmne. This small fornt of 
Tulzscha costs 0/1D4 SAN 10 see. and could cost more SAN 
if the investigators stan asking the Green Flame questions. 

The Brownstone 
Thi s ruined structure holds no cl ues for the investigators. 
on ly the risk of possible injury, The wi ndows are broken. 
the walls are crumbling. and the roof has huge g:lping holes 
in it through which rain has fa llen onto the second floor for 
ye:lrs. resulting in severe water damage and a floor that is 
rotting away :lnd very unstable. The investigators can 
safely explore the ground floor without incident. Anyone 
seeing the amount of damage done to the ceiling abo ... e 
should hopefully understand that going up 10 the second 
floor cou ld be very dangerous. Anyone who decides to 
explore up there anyway will fall right through the floor for 
I D8+1 points of damage unless he or she makes a Luek roll 

:II half normal percentage. 

Ving's Store 
This small store is set into the front of a two story house 
with faded. peeling paint and boarded-up windows. Over 
the front door hangs a faded sign that reads. "Ving's Store." 
Inside. investig:ltors find a collection of pieced-together 
~helves, an old. rusted icebox in the corner for keeping milk 
and other perishables cold. and a battered counter top sup­
poning an archaic cash register. The building's second floor 
is Mr. Ving's pri\ate residence and the stairway leading up 
to it is behind the counter with a cunain of red beads h:lng­
ing in front of it. 

This store is owned by Mr. Ving. a thin , elderl y Asian 
man with long white hair and a beard, and yellowish inch· 
long fingernail s. The man walks around hi s shop. day or 
night. in a long yellow robe that hangs open at the front 10 
reveal a diny white T-shin underneath and the handle of a 
.38 revolver sticking oUi of the waistband of hi s boxer 
shorts. Even investigators well-traveled in the Orient will 
be unable to identify Mr. Ving's homeland as he switches 
languages and accents in mid-sentence. drawing from 
Cantonese Chinese. Japanese. Korean. and Taiwanese. Mr. 
Ving wilt be pleasant enough to the investigators. as all 
good salesmen are. but answers no questions :lbout cults, 
murder. bl:lck magic. or strange events happening in the 
neighborhood. All he will ~ay when asked about those top­
ics is. "I know nothing of \hat- I keep nose clean!" 

All around the store. invest igators spot many trinkets. 
charms, symbols. feti shes. talismans, and even strange 
potions in tiny glass vials that seem to have occult signif­
icance. When asked :lbout this. Mr. Ving will only say. 
"A ll powerful items. Good luck to buy." Finally, on one 
wall of Ving's store is a large ca lendar with a day (the day 
the cult will summon Tulzscha) marked wi th a pentagram. 
If asked about it. Mr. Ving wi)) say. "That important night . 
All planets come in line. Good to have one of my wards 
agai nst evil on that nigh!." Although Mr. Ving might uct 
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like some stereotypical Oriental wizard. he is in fact a die 
hard atheist who believes in nothing and is just looking to 
make a quick buck. However. Ving does make a good red 
herring for the investigators to chase. so when playing the 
shopkeeper. ham it up. 

Searching for 
Washington 

O nee the investigators learn about Father 
Washington they are bound to search for him. but 
finding him will be nearly impossible. Since the 

cult leader is a walking mass of worms. he naturally keeps 
a low profile. usually venturing out at night and then only 
if necessary. If Washington wants something done. he sends 
one of his followers. The exception 10 this rule has been in 
the murders of construction workers; Washington has been 
present at each killing. A keeper could tantalize players 
with gli mpses of the elusive cult leader prowling the filthy 
streets at night. but since Washington knows the area like 
the back of his hand (if he had a hand) he can slip down an 
alley. cut across a vacant lot. or zip through a ruined build­
ing at any time to lose someone trying to tail him. Of 
course. if Father Washington does get cornered. he can eas­
ily scatter into a mass of worms and simply crawl away 
through the cracks in a wall or into a nearby sewer. 

Perhaps a beuer approach would be to look for members 
of the Cult of the Green Flame. This will also be hard to do 
as the cultists do not advertise their presence and those who 
know who they are. fear them. If the investigators are per­
sistent in their questioning. they might uncover a cu lti st or 
two. Trying to apprehend any of these fanatics is danger­
ous: they worship a god of death. so dying doesn't frighten 
them, but Tulzscha's punishment for betrayal does. Thi s 
means that the investigators run the risk of gelling hurt for 
very little gain. Once they have tangled with a few cultists 
in such a manner, the others will go into hiding until the 
night of the summoning of Tulzscha. 

A Possible Trap 
The conclusion to this adventure can be reached in a num­
ber of ways. Fi rst, the investigators could discover the tem­
pic of Tulzscha on their own and simply keep an eye on il. 
Once they sec a bunch of street people entering the ware­
house and the chanting begins, they'll know something's up 
but they won'\ have too much time to make plans. From Mr, 
Ving, they could know that the night of Tulzscha's sum­
moning is a night for a major planetary conjunction, so they 
could keep an extra careful eye on the streets. spot a group 
of cu ltists. and follow them 10 the temple. Failing that. 
Father Washington could be tired of the group's meddling, 
and could arrange for them to be led to the temple with the 

thought of tmpping them and offering them as sacrifices 
along with Mr. Wells. If this is the case the investigators will 
have the following message relayed to them, preferably late 
in the evening, either in person (by a cultist), in the form of 
a note, or an anonymous telephone call. 

A Mysterious Message 
"Father WashinglOn is gonna kill another one of 
them construction workers tonight. at midnight. for 
some kind of black magic thing. They're gonna do it 
in the basement of the Tullio W'lrehouse. I'm letting 
you know this' cause I wanl you to know that not all 
people living in Red Hook are with Father 
Washington and his kind. There has been too much 
killing here already. I hope you can stop it," 

TRYING TO GET HELP 
Going to the pol ice for help wi ll be pointless unless the inves­
tigators are quile crafty. The police leamed a biller lesson 
from the 1925 disaster; they now leave that area very much 
alone. Even credible claims of an impending murder will 
likely elicit the tired response or. "Okay, don't worry, we'll 
check it out." Nonnally this would be the end of it: however, 
because of an unfonunate event that happened earlier in the 
day (assuming that the investigators go to the police on the 
day when the summoni ng is scheduled), an investigator 
who's not above bending the truth might be able to convince 
the police to take action against Washington's cult. 

An investigator who makes a Psychology roll (or a Spot 
Hidden roll at half normal percentage) while inside the 
police station notices that it is unusually hectic and troubled. 
A successful Listen ro ll reveals why. A few hours earlier two 
men tried to rob a nearby bank, but their heist went awry, 
resulting in the deaths of one of the robbers, a bank teller, 
and the young beat cop who accidentally stumbled upon the 
robbery in progress. The police are detennined to catch the 
robber who managed to get away. A clever player might be 
able to use thi s tragic event by convincing the police (with 
a Persuade or Fast Talk roll) that the missing bank robber is 
hiding out in the Tullio Warehouse. (Alternately. a merciful 
keeper might allow investigators to enlist the police by 
telling them the truth and making a Fast Talk or Persuade 
roll at half normal percentage, or even have Thomas Malone 
return to confront the horrors of Red Hook-and his per­
sonal demons--(lflce morc.) This will get the police to send 
a dozen officers to raid the warehouse, but they will be iJI­
prepared for the horror or the Mythos, and a chaotic blood­
bath will surely ensuc. What fun! 

The Warehouse 
Around 10 p.m. various street people begin to filter into the 
building. These cultists travel in packs of three or four, so 
the investigators won'\ be able to take them out one at a 
time without some difficulty. In all. some twenty-four 
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cult ists arrive at the warehouse, but neither Father 
Washington nor Jerry Wells is seen. These two (along with 
three more culii sts) took one of Red Hook's old smugglers' 
tunnels that weill undiscovered. and therefore unfilled. by 
the police in 1925. Washington oflen takes this subter­
ranean route to avoid prying eyes. 

Investigators who enter the warehouse before the cultists 
arrive will find it in the same condition it was in when they 
first explored it. If the investigators hide amidst the piles of 
junk, they will see the cult members enter the warehouse and 
proceed to one comer of the main room. An exami nation of 
that are,l will reveal that some of the large crates formerly 
stacked against the wall have been pushed aside. revealing a 
staircase leading down. From this opening comes a ritual 
cnanting and a fli ckering. sickly green light. 

If Father Washington has set a trap. six of the twenty-four 
cultists will auempt to hide among the shadows and scallered 
debris in the warehouse. The investigators detect them with 
a successful Spot Hidden roll versus the cultists' Hide roll. If 
the investigators succeed in their roll and the cultists fail. or 
if both succeed but the investigators get a lower roll. they 
spot the cultists. If the investigators fail. or if the cultists get 
the lowcr successful roll. the cultists remain hidden until the 
investigators (and their police support, if any) have gone 
underground. at which point five of them follow and attack 
from behind. The sixth cultist stays above ground to block 
the stairway with broken crates until he hears a password 
spoken by a fe llow believer down below. 

THE TEMPLE OF TULZSCHA 
Beneath the Tullio Warehouse is a cavernous roomlwenty­
five feet in height, its length and width equal to those of 
the warehouse above il. For years the cult has modified the 
basement. heedless of the inherent danger. in order to pro­
vide their god a temple worthy of its greatness. The drip­
ping ceiling is supported by many thick columns that are 
carved or painted to appear either OIS stOiC ked skull s. skele­
tal arms. or roaring pillars of name. Scattered throughout 
the area are piles of garbage, various human remains, 
large pools of oily liquid. and unidentifiable he .. ps of rot­
ting organ ic matter. The mud teems with maggots and the 
stale. thick ai r swarms with nics. This vaul ted room is so 
awful to see, and so nauseating to smell. that it costs 
0/103 SAN just to be in it. and those investigators who 
f,liI a CON x4 roll will become sick (halve all skill per­
centages for sick investigators). 

When the investigators enter the temple they notice that 
in its center is a large hole in the earth and roaring out of it 
is a huge column of cold green flame. That flame is Ihe 
dark god Tulzscha, and seeing it costs 1 D3/1020 SAN. 
Standing by the Green Flame is Father WOIshington. Next to 
him lies the slumped and beaten form of Jerry Wells. All 
about the burning god are the members of the Cult of the 
Green Flame (twenty-one if they're expecti ng the investi­
gators, twenty-seven otherwise) in the midst of singing, 
dancing. chanti ng, and fornicating. 

If Father Washington laid a trap for the inve~tigators, 

they will notice five cultists nmning towards them from the 

stairs they JUS t used. The exit above has been blocked by 
heavy crates. At this poim, Father Washington will yell out 
in a booming voice (using the Voice Thoughts spell). 
"Bring the defilers before mighty Tulzscha so they can join 
their friend and be judged!" With that. the frenzied cultists 
will charge the investigators with wild abandon. All will 
fight to the death beneath the watchful gaze of their god. 
Their goal is to capture the investigators alive. but in their 
savage state. they might get carried away. Needless to say. 
even if the investigators are taken alive, they won't remai n 
that way for long. 

If that wasn't bad enough. once half of the cultists are 
either killed or disabled. Father Washington will beseech 
Tulzscha to kill the troublesome meddlcrs. Tulzscha will 
then begin to toss green fireballs into the fmy. aiming at 
investigators and cultists alike with equal cOntempL Father 
Washington ignores the crumpled fonn of Jerry Wells for the 
time being and uses either his Wither Limb or Touch of 
Decay spells. depending on the range of his target. 

If Washington didn't set a trap for the investigators. they 
can sneak around until their actions draw attention to them. 
but if they wait too long. poor Jerry Wells will be given to 
the Green Flame. 

What's an Investigator to Do? 
The investigators are in for a lough time of it. but remem­
ber. the cultists are poorly amled and none of them have 
any firearms or knowledge of spells. There are twenty­
~even cultists total (five attack from behind and one stays 
upstairs if Father Washington set a trap), but the investiga­
tors cou ld have a small squad of well -amled cops with 
them if they were clever. Father Washington is a challenge 
with his monstrou~ nature and fonn idable spells. but he's 
only one man. As for Tulzscha. well. it's an Outer God and 
meant to be fe'lred. If the investigators are silly enough to 
try and fight iI, they deserve what they get. 

The key to ending this adventu re comes with eit her 
killing Father Washington andlor freeing Jerry Wells. If 
Father Washington is killed. then Tul7.5cha disappears in 
short order and, after losing its high priest. most likely 
never returns to Red Hook. The Cult of the Green Flame 
disperses without a leader and its members return to thei r 
lives on the street. 

KILLING FATHER WASHINGTON 
As stated earlier, killing a crawling one is a difficult task 
to accomplish: unless its body is totally destroyed (i.e .. 
reduced to -13 HP or be low in Father Washington's case). 
it won't really be dead. For the sake oflhis scenario. if the 
investi gators can reduce Washington to 0 HP and cause 
his mass of worms to flee. it will have the same effect as 
if they really ki lled him , except that he will return in a few 
weeks' time to rebuild his cul t and to seek revenge agai nst 
the investigators. If the investigators want to be rid of 
Father Washington once and for all. they had better take 
special precautions or else be really lucky. Keepers with a 
sense of poetic justice might try to let their players figure 
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out that if Father Washington falls or is pushed into the 
roaring green names of Tu lzscha. then all of hi s writhing 
body will be aged many years and worms don't live 
T HAT long. 

If Jerry Wells is rescued before he is sacrificed to 
Tulzscha. then that will likewise have disastrous results for 
the cult. Outer Gods do not likc to be denied thcir 
promised sacrifices. and Tulzscha will vent its fmstration 
on Father Washington and the cultists. eventually causing 
the entire Tullio Warehouse to corne crashing down into 
the basement below it. (Hopefully the investigators get out 
before this happens.) 

If the investigators were ambushed. then they have to 
shove the crates out of the s tairway or destroy them in 
order to get out that way. The weight of the broken crates 
is equal to STR 20 on the Resistance Table; up to three 
investigators c:m combine their strength in an attempt to 
move them. (T here is insufficient room on the stairs for 
1I10re than three investigators to attempt this.) The investi­
gators can also smash the crates by innicting 20 HP of 
damage on them. Alternately. any investigator who 
se:trehes the temple for another exit. or who makes a Spot 
Hidden roll. will see the smugglers' tunnel that Father 
Washington uses. 11 leads to the Red Hook wharves It quar­
ter of a milc away. 

REWARDS 

For killing Father Washi ngton. and thereby disbanding the 
Cult of the Green Flame. each investigator receives + I D8 
SAN. For sav ing Jerry Wells's life. an additional +103 
SAN should be awarded: if he dies due to the act ions (or 
inaction) of the investigators. then thcy suffer a -I D6 
SAN penalty. 

Statistics 

THQl\'IAS F. MALONE. age 42. Police D('I('cth'e 

Malone is larg~. robu~1. nomlal-f~atured. and capablc-looking. A 
graduate of Dublin University. he wa~ as weI! equipped for the 
supematur.ll as any detective has a right to be. and yet he was 
o\"t:rwhelmed immediately. Malone faced Ihe horror of the 
Mythos head 011 alld lived to tell about it. but no one believed his 
t .. les and his mind sufTered for it. 

STR 14 

DEX II 

CON 15 SIZ IS [NT 15 

APP II EOU 16 SAN 28 

Damage 80nus: + I 0-1. 

Weapon: FbtlPunch 65%. damage 103+10-1 
Nightstick 38%. damage I D6 + I D-I 
.38 Revol\'er 70%. d .. mage 10 10 

POW 14 

HP15 

Skills: Bargain 65%. Climb 55'k. Credit Rating 35%. Dodge 
36%. Drive Automobile 35%. Fast Talk 10C'k. Greek 20'k. 
Hebrew 8'k. History 30%. Jump 50%. New York Street~ 85%. 
Latin 38%. Law 40%. Library U~e 55%. Listen 55~. Occult 
16%. Persuade 20%-. Psychology 60'«. Sncak 25%. Throw 45%. 

JERRY Wt: LtS. age 36. Construction Fo~man 

Being both strong and sman. Jcrry advanced quickly through the 
rank~ of Hamilton Construction Company to become one of their 
top foremen. A large man with tanned arms well corded with mus­
cle and a thick. blond beard. he has the look of a Viking warrior. 
Wells can be \ery intimidming when he wishes to be. but most of 
the time Jerry is prone to laughter. likeable. and very approach­
able by both friends and ~trang('rs alike. Unfonun:uel)'. when th~ 
investigatoflo meet him. Jerry is nO! at his best due to the recent 
deaths of hh employees. 

STR 16 CON 1-1 SIZ 15 INT 1-1 pow 12 

OEX II APP 13 EOU 14 SAN 51 HP IS 

Oamug(' 80nus: + I 04. 

Weupon: Fist/Punt'h 65%, d .. mage ID3+1 D4 

Skills: Drafting 50%. Electrical Repair 60%. First Aid 40%. 
Mechanical Repair 75<;(-. Operate Heavy Machine 55%. 
Persuade 50'k. 

MIK llAlt GREGO RVI CH. age ·U. Unscrupulous Landlord 

Mikhail is nn uncouth. ill-mannered. and detestable troll who is as 
unpleasanl to talk to as he i, to smell. This man never gives out 
any infon11ation for free. but would tell even the most intimate 
SL"Crets of hi~ wife (if he had one) to a stranger for :1 price. To tOp 
it off. he i~ a~ lazy a~ he is foul-mouthed. ~o his .. panmenl build­
ing is only slightly better looking than the rundown hovels thai 
infe~t Red Hook. 

STR 10 CON 12 SIZ 14 

DEX 9 APP5 EDU II 

Damage Bonus: none. 

INT 10 

SAN 50 

pow II 

HP 13 

W('npon: Sawed-OfT 12 Gauge 40'k. damage 406 

Skills: Blackmail 50'}. Bargain 65%. Belch Creatively 50%. 
Electrical Repair 20%. English 65%. Mechanical Repair 35%. 
Russian 75%. Swear and Curse 15%. 

LlAl\1 !\IacGUFFIN. age 65, Lonely Widower 

Born !II Scotland. Liam and his late wife came to America over 
forty years ago and settled down in Red Hook. which was a nice 
neighborhood at the time. There Liam worked the docks. raised a 
family. and watched his neighborhood deteriorate into the crime 
infested ~Ium it now r('~embles. After his wife passed away eleven 
yeaflo ago. Liam hn:. been alone. so he is always happy to entertain 
gu('~t~ .. nd have someone to help him pass the time away. 

STR II 

DEX 8 

CON 10 SIZ II 

APP 12 

Damage lIonus: none. 

'Veapon: none. 

EDU 13 

INT !3 

SAN 60 

pow 12 

HP II 

Skills: Bargain 50%. Home Repair 60%. Gossip 50%. Tell 
Stories 15%. Worry 70%. 

MR. YING. age 62. Curious Shop Owner 

Although Mr. Ving comes across like the ~tereotypical Asian man 
of mystery. he is quite normal in most respects. His first name is 
Jonathan. although he never goes by it. He was raised in an 
orphanage in New York that had many Asian children in it and so 
he wa~ able to learn many Eastern language~. Ving has Jived in 
Red Hook for twenty-five yeltrs. so he kno""~ when to kecp hi~ 
mouth ~hut and tum a blind eye. To pick up extra mone)'. this 
crnfty busine~smltn staned to sell magic trinkets and chnmls to 
many of his superstitiou~ neighbors. The selling of such items. 
many of which he makes himself. has proven to be profitable. 
Becau~e he has beell robbed four times. Mr. Ving now carries a 



·38 pistol :at :all limes Ih:al he will U"C on an}'one he lhink~ i~ If)'­
ing to h:ann him. In\'esti~ato", ,110\\ ing ofT their guns Of trying to 
bully this tiny man might f:all IntO Ihl' catcgory. 

STR 07 CON [[ S[Z 08 INT [5 

DEX 06 APP 07 EDU 17 SAN 6S 

DII111l1ge !Jonus: -1 04. 

Wcapon: .38 Special SO%-. damage I D IO 

pow 10 

HP to 

Skills: Accounting SO%. Bargain 6SQ. Cantone~e 75rt-. English 
55%. Fast Talk 6(Y;t, J apanc~e Soq. KoTt'an 551le. Make Phony 
Magic:a[ Channs 7S~. Tah\,ane<,c 60'1-

GREEN t'LAME CULTISTS 

STH CON SIZ DE.\ POll flP OB 

10 II " " 10 " 0 
2 12 O' IJ " 10 II +If).l 

3 09 13 " IJ 14 14 0 
4 " OS IS 10 IS 12 +If).l 

5 " II IJ " I] 12 +10. 

6 17 10 16 IJ 09 I] +11)6 

7 to " " IS II I] 0 
S II II IJ 09 08 " 0 

• IJ " 0' II I] II 0 
10 " " " 16 07 12 +If).l 

WeHpon.'): Small Knife/Srolen Boule ,",OSf-. damage I ~+db 

Large Knife/lead Pipc 40''ic. damagl! I D6+db 
Ba~eball BatfTire [ron 50'1-. damage lD8+db 

Skills: Cthulhu My tho, OJ<l. Hide 504. Li,(en 50tk. Sncak 
6O'l. Spot Hidden .~5q. Strce(\\I'c 6Oc;. 

Spells: None 
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I>()LICE:\IEN 

STH CON SIZ D£X POW 
I] 16 " 16 I] 

2 17 " IJ " II 

.1 I] " 12 II 09 

4 12 II IS II 10 
5 IS I] 13 to II 

6 16 10 12 0' IS 

Weapons: .38 Rc\"ol\er 4W. damage IDIO 
Bill} Club 40"k. damage I D6 + db 
Gr.lpple 40'l. damage special 

HP DB 
IS +If).l 
14 +1D4 

12 +If).l 
I] +ID4 
I] +104 

II +104 

Skills: Dodge 4Q1l. Dri~e Auto ]W. Fast Tall 25'K. Law IS"k. 
]'sychology JSIle. Spot Hidden 301l. 

T ULZSC HA. Outer God. The Green Flume 

STR 60 CON 36 SIZ 78 INT 15 POW 15 

DEX 12 HP 57 

Damage "onus: as energy. not upplicable. 

Wellpon: Flame Gout 801le. damage special· 

·EJJe("lil"l! til 50 [l'n or It'SJ: 1 altad. pt'r rollnd. Till' gom 0/ 
.~""t'II.fifl'balls mll.\" lw dodgt'd. lVilil a slIcct'n/1I1 allack. Iltt' /(Ir­
~et ages 2D/OI·t'(lrs. Tltt' I(Jrgt'/ III/1St "'(I/.;t' CON x5 and POIV 
f5 mils (}II 0100. ltill, Ilrt' /OS5t'S t'.lprV!SJt'(/ as /1106 CON mul 
/11/16 POW fl's(W(·/il"t'(I·. A sl'col!tf POlY d roll is IIl'Cl'.fSlIrI" m· 

)'1'1/: filiUllt: il. roll 106: 1-2 '" lose 1 STR: 3--1 = losl' 1 DEX: 
5-6 = 1ml' 1 ;lPP' 

Arl11or: none. bUI immune to impaling weapons and to heal. 
cold. acid. and elect ricity. Explosives and all other phy~ical 
attach do minimum damage. MagiC afTccts it oonnall). but 
Tulz<,cha cun only be driven :away b} reaching zero hit points. 

Spd1s: all Mythos spells. and as the keeper wishes. 

Sanil ) Loss: 103/1 D20 Sanity POlllt:s to sec Tulzscha . • 




