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Enterprises, Inc. 

OPENS THE DOORS 
TO ADVENTURE 

Look for these 

CALL OF CTHULHU adventures 
0 The Arkham Evil 
0 Death in Dunwich 

Pursuit t o  Kadath 

Available at better Game and Hobby stores 
or write to: 

Theatre Of the Mind Enterprises 
Inc., 

2706 Hamilton Drive, 
Kirkwood, NJ 08043 

By permission of Arkham House 
Approved by Chaosium, Inc. 

CALL OF CTHULHU 
Metal Figure Sets 

Awesomely detailed and authentic recreations of 1920s 
characters and creatures of the Cthulhu Mythos. 

6501 ADVENTURERS ............. $9.95 

6502 CREATURES ................ $9.95 

12 daring adventurers willing to meet the challenge of Cthulhu. 

10 nightmarish servants of Cthulhu. 

NEW CREATURES AND ADVENTURERS 
WILL BE RELEASED IN THE SPRING OF 1984 

For a free catalogue of all the GRENADIER MODELS 
products, write to 

GRENADIER MODELS 
PO BOX 305 

SPRINGFIELD, PA. 19064 

 



WHAT’S IN THIS BOX? 
An Explanation of the Parts 

The boxed CALL OF CTHULHU role-playing game contains two booklets, one world 
map, a set of identical character sheets, cardstock character silhouettes for use in a game, 
six dice, and other enclosures. Each of the major items fulfills or supplements particular 
needs. 

CALL OF CTHULHU (we say it kuh-THOOL-hoo; Lovecraft said it ‘klhul-hloo’ or 
‘tluhluh’) tells how your Investigators interact with the horrors of H.P. Lovecraft’s 
macabre mythology. It was written expressely for people without great experience in 
role-playing. This book explains all of the Investigator characteristics including Sanity, 
the consequences and SAN losses required when meeting fearsome creatures, the alien in- 
telligences of the Cthulhu Mythos, a magic system and spells for the Mythos, scenarios so 
that you can begin play immediately, and appendices with useful additional materials. 

A SOURCEBOOK FOR THE 1920s provides much of  the campaign material that a game- 
master (called in the Cthulhu rules a ’keeper’) needs for extended role-playing in the 
1920s. Though the rules are not time-specific, this book is. As such it may be used or 
ignored without affecting the rules. It contains prices, distances, travel times, historical 
background , archaeological site plans, an expanded weapons l i s t  , and additional monsters. 

The WORLD MAP shows major cities, continents, mountains, rivers, actual archaeological 
sites, and suspected Cthulhoid locations. Call of Cthulhu investigations can be globe- 
trotting adventures! 

The CHARACTER SHEETS provided will get your Investigators started; permission is 
granted to photocopy these sheets as needed for personal use only - they may not be re- 
produced for sale. 

The CHARACTER SILHOUETTES can be cut apart and used to show the exact positions 
of the Investigators and the minions and monsters which they meet; these figures make 
the complexities of whodoes-what-to-whom in a melee round much more understandable. 

We have packed SIX DICE (2D20, 1D8, 3D6) in this box, sufficient to play CALL OF 
CTHULHU. If you are unfamiliar with their interesting shapes, the introductory chapter 
in the CALL OF CTHULHU rulesbook explains their use, and well as many other things 
about the hobby and conventions of role-playing. 

~ 
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Cut out the figures on the solid lines, then fold each figure on 
the dotted limes according to the diagram. Tape each figure to 
a penny or a button for stability, as shown on the diagram. 
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Slightly out of period, the Hindenburg plan is a model of the kind 
of airship that an arch-villain (or an arch-hero) might plan and build. I n  place of 
passenger cabins might be hangars for special aircraft which take of f  and land 
by cable and winch, chart rooms, extra-powerful telescopes, electroscopes 
for detecting approaching enemies and storms, perhaps giant loudspeakers 
with which to  broadcast to  the ground, and so on. (Be sure to load your gas cells 
with helium, not hydrogen.) Given pre-planning, such airships were perfectly capable 
of soaring thousands of miles, or even around the world. Bon voyage! 

The ship is covered by rubberized fabric, wire netting, and cable bracing, 
then by longitudinal stringers under the outer layer of fabric. 

1 

Side View, HINDENBURG keel 

landing wheel 

I 

water ballast 

Bottom View, HINDENBURG 

water b2 

 



Yurek Chodak, Tadashi Ehara, Harry Henderson, Steve Perrin, 
Sandy Petersen, Greg Stafford, Lynn Willis k 

' eontents 

A Sourcebook for the 7920s copyright 0 1981,1983 by Chaosium Inc.; all rights reserved. 
Published by Chaosium Inc., Box 6302, Albany CA 94706-0302. 

Printed in the United States of America. 
A 

ABOUT THIS BOOK - 
The Timeline was divided into three parts, so that referees could 
have a variety of viewpoints about the world. Every event record- 
ed actually happened, or was represented as having happened in 
the case of the Fortean incidents. The timeline starts in 1890; it 
is supposed that most player-characters wil l not be born earlier 
than that year if they are active during the 1920's. but there is 
no proscription against older characters. The function of the 
timeline is t o  give referees and players common background. 

I wish that the Biographies section could have been longer- 
the cast of characters of the day is remarkable. Their selection 
followed no plan, except that they seemed interesting to  me, and 
might be interesting in a campaign. Everybody should have a 
chance to  meet someone famous or infamous, or someone who 
one day wil l be. The judgments about the people are mine. They 
are considered judgments, but they are still judgments, and you 
should ignore them as you please. 

Throughout the text there are site maps, mostly redrawn 
from the Hawkes book mentioned in the bibliography. The era 
was an important one for archaeology, and treasures have always 
had fascination for  role-players. I n  most cases the maps were 
altered in some fashion which seemed t o  make the layout more 
amenable t o  play. They are still very accurate representations, 
though if you went to  some of the sites in 1920 you would find 
that no spade work had been done. Whether or not the sites are 
being worked is a matter left  to  the referee. Often the sites were 
chosen as examples for fictional places which exploring adven- 
turers might stumble across. 

A l l  of the prices, travel times, speeds, and so on depend very 
much upon just what year your game is in, and just where your 
game is set. Food prices are city prices; they may drop dramatic- 
ally in the country, depending on the time of year (tomatoes in 
Vermont in January, 1920, are going t o  be very expensive, if in 
fact you can get them at all). Please remember that the informa- 
tion given is based on national yearly averages, and adjust it as 
you see fit. 

This book adds quite a few new weapons to the basic Call of 
Cfhulhu rules system. Their black-market prices are completely 
conjectural, as the die roll prices should indicate. Keepers are 
advised that they should either make such heavy weapons diff i- 
cult t o  get, or should make sure that Investigators fully explore 
the consequences of owning such merchandise. 

-Lynn Willis 
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All of the following people actually lived. 

The 1920s were perhaps the apogee of 
personal literacy; most people actually 
wrote letters, and print was s t i l l  an inex- 
pensive medium for fact and fiction. In 
consequence, the era and the 60-70 
years before it were, in what can be 
called the English-speaking universe, the 
best-recorded in history. From our point 
of view, the 1920's are also far enough 
back in time that we can begin to be ob- 
jective about the events of that day in a 
way which we cannot be about events 
nearer to us. There i s  consequently a 
mass of information which even an 
army of scholars could not master. The 
following biographical sketches give a 
taste of the times and an indication of 
some historical currents; it may be amus- 
ing to run into some of these people as 
NPCs in the course of an adventure. 
Dates given are birth and death. I f  there 
is  no death date, then the person lived 
on past 1930. 

Aguinaldo, Ernilio (1869-1 Local antiSpanish 
Phillipino revolutionary, he fought alongside 
the US. during the Spanish-American war, 
then, still seeking independence for the Philli- 
pines, he fought against the US. until he was 
captured by a ruse. He later adjusted to Amer- 
ican rule, and lived t o  see ful l  independence 
for his nation after WWII. 

Ataturk, Ghazi Mudapha Kernal(1881-) Born 
in  Salonika, the son of a Turkish customs 
official. As a lieutenant, he engaged in under- 
ground political activities, yet was also recog- 
nized as an excellent commander. A colonel 
by  WWI, he gained national recognition for 
his defense of Gallipoli. He strove t o  block 
foreign partition of his nation. He was elected 
President of the newTurkish republic in 1923. 
He oriented Turkey toward the West through- 
out the 1920's. 

Berlin, Irving (1888-1 Born Israel Baline, he 
was originally a saloon singer. His first big hit 
was 'Alexander's Ragtime Band,' 191 1. One 
of the most famous composers of his day, his 
most successful musicals included the Ziegfield 
Follies (1919, 1920. 1927) and the Music Box 
Revues (1921, 1922, 1923, 1924). 

Besant, Annie (1847-1 This remarkable wo- 
man was by turns an Anglican minister's wife, 
a freethinker, prosecuted for  obscenity while 
publishing sex education materials, a Fabian 
socialist, a theosophist, the international pres- 
ident of the Theosophical society, a Hindu, 
a founder of a Hindu college in Benares, India, 
interned for agitating for home rule for India 
during WWI, elected president of the Indian 
National congress, and the discoverer and f irm 
advocate of J. Krishnamurti as the vehicle of 
the new Messiah-all accomplished with great 
verve and wit. 

Bierce, Arnbrose (1842-19141) A famous 
journalist and author of his time, he long 
worked for  the Hearst papers in San Francisco 
and Washington, D.C. He was lost during a 
journey t o  Mexico in 1914; the situation of 
his death remains unknown. Ascerbic and in 
range half-way between Poe and Samuel John- 
son, he heavily influenced writers like Stephen 
Crane and H. L. Mencken. In the Midst of 
Life (1892, 1898). Can Such Things Be (1893). 
Devil's Dictionary (191 11, Collected Works 

Byrd, Richard Evelyn (1888-1 With an upper- 
class birth and education, he was a pioneer in 
naval aviation. He made polar aerial explora- 
tions in 1925 and 1926, circling the North 
Pole in the latter year. Now famous, he turn- 
ed t o  the Antarctic and flew t o  the South 
Pole and returned in 1929. He led later US. 
Antarctic expeditions. 

Capone, A1 "Scarface" (1899-1 Nominally 
born in Naples, Italy, Capone was a nationally- 
known US. gangster b y  1920. Moving from 
Brooklyn to  Chicago, he took control of the 
bootlegging industry and was the de facto 
ruler of Chicago in the late '20's and early 
1930's. He was responsible for the St. Valen- 
tine's Day Massacre in 1929. 

( 1909-191 2). 

Carnegie, Andrew (1835-1919) Born poor, he 
worked his way up the Pennsylvania Rail- 
road managerial ladder, and the Civil War con- 
firmed his wealth. In the 1870's he put his 
capital into steel, and dominated the industry 
after 1880. Despairing of successfully compet- 
ing, J. Pierpont Morgan bought out Carnegie's 
entire steel holdings in 1901 for 500 mill ion 
dollars, and in the next 20 years Carnegie gave 
away about 350 mill ion of that total. Believ- 
ing that the wealthy must use their wealth for 
the good of the community, his most out- 
standing act o f  philanthropy was the funding 
of hundreds of new libraries across the Us. 

Caruso, Enrico (1873-1921) Born poor, he 
was the eighteenth child of a mechanic. I n  
1898 he electrified Milan wi th  a historic tri- 
umph in 'Fedora';offers camefrom every large 
opera company. Shortly after the turn of the 
century he appeared wi th  the Metropolitan in 
New York, and thereafter was connected wi th  
it. A t  the peak of his career he made a half- 
million a year from opera, and was also a ma- 
jor sound recording star. He died in Naples, 2 
Aug., 1921. He was probably the greatest 
tenor of the century. A generous and gracious 
man, he was mourned across the world. 

Chaplin. Charles (1889-) Born poor, he was a 
popular British music hall performer by age 
19. Sennett starred him in silent pictures be- 
ginning in 1910, and he thereafter progressive- 
ly more and more controlled his artistic des- 
tiny. His fame dimmed when talking pictures 
changed the requirements for film success. 

Chiang Kai-Shek (1887-) The son of a mer- 
chant, he was educated at military academies. 
He joined Sun YatSen's ongoing revolution; 
in 1918-20 money speculations and cordial 
relations with Shanghai's 'Green Gang' im- 
proved his prospects for  the future. He be- 

came Sun's chief of staff in 1923; when Sun 
died Chiang took control of Sun's political 
party, the Kuomintang (KMT). In 1925-1928 
he unified east and central China by force, 
though other areas of the old empire were 
held by  war lords, communists, the Japanese, 
and European colonial powers. Chiang's 
famous purge of KMT communists was in the 
same year he married missionary-educated 
Soong Mei-Ling (1927). 

Chou En-Lai (189%) One of the most skilled 
diplomats alive during his lifetime, Chou had 
a traditional Chinese education. He became a 
Marxist about 191 7, and travelled and organ- 
ized Chinese students in Europe throughout 
the early 1920's. A communist and member 
of the KMT, he held Chinese goverment posts 
1925-1926; he was purged by  Chiang in 1927. 
He organized the famous Shanghai general 
strike in 1927, and escaped t o  theSoviet Union 
when it was quashed. Returning t o  China, he 
became the liason between Mao Tse-Tung and 
the CCP Central Committee in the early 1930's. 
A man persistently of the Middle Way, he 
tempered extremists and sharpened dullards 
throughout his life. 

Churchill, Winston Spencer (1874-1 With an 
upper-class but lonely childhood, he became 
a military man and journalist as soon as he 
reached his majority, and served in and wrote 
about Cuba, India, South Africa, and the Su- 
dan between 1895-1899; in a world filled 
with dashing young journalists, he became 
almost the prototype with his Boer War esca- 
pades. MP in 1900; First Lord of the Admiral- 
t y  1912. The Gallipoli disaster lost him most 
public confidence, after which he activated 
his Army commission and served on the 
Western Front. He was in general political iso- 
lation throughout the 1920's. 

Du Bois, W. E. B. (1868-1 This famous black 
activist and scholar is the author of several 
landmark books, including Suppression of the 
African Slave Trade (1895) and Black Recon- 
struction in America (1935). One of the 
founders of the NAACP and a leading organ- 
izer of and theorizer about Pan-Africanism 
and the role of Black Africa in the history of  
the world. Ascerbic, incisive, controversial. 

Edison, Thomas Alva (1847-1 The most 
famous and the most honored American in- 
ventor: the stock ticker, the phonograph, the 
incandescent lamp, the electric power system, 
the first patent for wireless transmission, the 
fluorescope, motion picture, more. Always 
maintaining excellent media relations, Edison 
was the founder and organizer o f  modern in- 
dustrial research. 

Einstein, Albert (1879-) A German-born 
physicist, he hypothecated the Special and 
General theories of relativity (1905 and 1919) 
which essentially ended his creative work, a 
common-enough situation for theoreticians. 
As wi th  Edison, he was able t o  maintain very 
good media relations, and with the advent of 
Nazism his Jewishness and his prominence 
thrust him frequently into roles of spokes- 
man and letter-writer. 

Fitzgerald, Francis Scott Key (1896-) This 
American author was a spare and precise writ- 
er of some importance, chiefly as a debunker 
of the Carnegie myth: Fitzgerald's self-made 
millionaires get their status by  shady deals 
and are shallow hypocrites without capacity 
for self-reflection. He and Zelda were free- 

 



spending alcoholics, and probably more 
people wished for their lifestyle than ever 
read his books. 

Ford, Henry (1863-1 The son of a farmer, he 
loved machines, and started his first auto 
company in 1899. It failed, but the second 
(1903) produced the Model A, and it succeed- 
ed. I n  1909 he decided to  produce only 
Model T Fords, and by 1913 he was selling 
40,000 cars annually. He installed conveyer 
belts and thereby created the assembly line; 
he also raised his employees'wages t o  $5 a day, 
nearly double the industry standard for the 
time. Continuing t o  produce Model T's until 
1927, he lost the auto lead to  GM, which 
took advantage of tailored marketing and 
advertising to divide his 'uniform' market. His 
isolationist political activities were inept and 
often controversial. 

Freud, Sigmund (1856-) He laid the system- 
atic foundations for consideration of the un- 
scious mind, for  the meaning of dreams, for 
the study of pre-pubescent sexuality, for the 
understanding of neurotic behavior, and more. 
A seminal 20th century mind. Books include 
The Interpretation of Dreams (19011, Three 
Essays on Sexuality (1905). Totem and 
Taboo (1912). Beyond the Pleasure Principle 
(19201, and The Ego and the Id (1923). With 
rare exception, later psychological thought 
uniformly agrees with or departs from one 
man: Sigmund Freud. 

Gandhi, Mohandas Karamchand (1869-1 A 
lawyer and activist, he lived for many years i n  
England and South Africa (1888-1915) and 
developed his ideas and techniques while in 
South Africa. His methods of passive civil dis- 
obedience and his unrelenting wil l for the 
independence of India contributed to  the end 
of British control after WWI I. The poet Tagore 
first called him 'Mahatmaji,' and he was usual- 
ly so known thereafter. Intelligent, contra- 
dictory, fearless, dedicated. 

Gershwin, George (1898-1 Popular composer 
of songs, as well as longer works of more ser- 
ious intent (Porgy and Bess, A n  American in  
Paris, etc.) which attempted with some suc- 
cess to fuse American popular music with 
black American musical concepts and with 
European classical forms. 

Goddard, Robert Hutchings (1882-1 Had a 
PhD in physics, and studied rocketry persist- 
ently. Published 'A Method of Reaching Ex- 
tremely High Altitudes' in 1919. Experiment- 
ed with rockets throughout the 1920's, and 
fired his first liquid-fueled rocket in 1926, 
near Auburn, Mass. 

Goldman, Emma (1869-1 American anarchist. 
Implicated in the attempted assassination of 
Frick, Carnegie's partner, (1899) she later 
ceased to  advocate violence. Stood strongly 
for women's rights. Imprisoned several times. 
Though an early supporter, she disavowed the 
results of the Russian Revolution, 1923-1924. 
Living My Life (1931) is her autobiography. 

Goring, Hermann Wilhelm (1893-) Upper- 
class child, and a flying ace for Germany in 
WWI; led Von Richtoffen's squadron after the 
Red Baron was downed; won a l l  important 
German decorations. Met Hitler i n  1922; be- 
came Munich Storm Troopers commander 
1923. Won seat in Reichstag 1928. 

6 
Moved his chain of newspapers away from 
'hard' news and toward comics, sports, head- 
lines, and columns, a trend that has generally 
continued. Supported a succession of mis- 
tresses and expensive hobbies, among them 
Marion Davies and the San Simeon estate. 
Held the world's largest private art collection. 
Always unsuccessful politically. Orson Welles' 
Citizen Kane is a fictionalized account of 
WRH. 

Hemingway, Ernest Miller (1898-1 Reporter, 
soldier, author, personality. Served Italy in 
WWI. I n  Paris during the 1920's. Known for 
his short stories and novels like The Sun Also 
Rises (1926) and A Farewell to  Arms (1929). 
His life as a celebrity really starts during the 
Spanish Civil War and WWI I. 

Hitler, Adolf (1889-1 Lower middle class 
child; his attempts a t  an artistic career failed 
during his teens, and he developed his anti- 
Semitic and Aryan Race mythologies. Fought 
wi th distinction in WWI; decorations include 
Iron Cross, First Class. A significant political 
force in Bavaria, 1923, his 'beer-hall putsch' 
failed and he was imprisoned for a year during 
which he wrote Mein Kampf. He had no solid 
national strength unti l the Depression. 

Hoover, John Edgar (1895-) Made Acting 
Director of the FBI in 1924, he recruited top- 
notch specialists as agents in combatting 
crime. In  the 1920's and 1930's the FBI was 
unparalleled in the United States for i ts  trail- 
making use and methodical study of finger- 
prints, the ballistics laboratory, and what now 
seem elementary police training procedures. 

Houdini, Harry (1874-1926) Born Erik Weisz, 
he was attracted to  the  circus at an early age, 
and began his show business career by doing 
tricks and magic. But his genius lay in per- 
forming escapes from cells, chains, caskets in 
rivers, strait jackets, and anything else his 
fertile mind could imagine. He was an expert 
publicist, but he also knew more about locks 
and their solutions than any other human, 
and was obsessed in following their details. He 
collected magic tricks, and filled rooms in  his 
home with defunct props, posters, tools, and 
books of magic. He was also an indefatigable 
exposer of spiritualist fraud, as well as a star 
in many motion pictures. He died on Oct. 31, 
1926, the victim of peritonitis caused by  a 
mistaken blow from an admirer. 

Kroeber, Alfred Louis (1876-) An anthropol- 
ogist, Kroeber taught a t  UC Berkeley unti l he 
retired in 1946. His life's work was the des- 
cription of the California indians, but he also 
did major work on Zuni, Arapaho, and Peru- 
vian archaeology topics. Probably the most 
widely-known and respected American anthro- 
pologist of his day. Also did extensive field- 
work and systemized previously unconnected 
areas of study. 

Lawrence, Thomas Edward (1888-1 Soldier, 
diplomat, writer, and mystic. A student of the 
Middle East and the Arabs in particular, Law- 
rence advised (and frequently led) Arab guer- 
illa raids on Turkish positions during WWI. 
Their ingenious, flexible, and far-ranging tac- 
tics were in marked contrast to the ponderous 
military orthodoxies of the day, and he some- 
times was in as much trouble with his super- 
iors in Cairo as he was with the Turks. He 

Lenin, Vladimir llich (1870-1924) Marxist 
theorist and revolutionary, nearly unique in 
the lasting impact of some of his writings and 
in his active political achievements. Upper- 
class child, a Marxist by his majority, he was 
soon imprisoned and exiled, and spent most 
of the next 20 years in Western Europe. His 
acumen and wil l led directly to  the triumph 
of the Bolsheviks after the successive collapse 
of the Czarist and constitutional regimes. He 
was tireless, self-effacing, and intelligent, and 
his death occurred a t  an unfortunate time for 
his nation, rigidifying 'democratic centralism' 
into a form which could not adequately dis- 
tinguish between thought and action. Works 
include The Development of Capitalism in 
Russia, What's To  Be Done?, The State and 
Revolution, more. 

Lindbergh, Charles Augustus (1902-1 Upper 
middle class child, fascinated by flying. With 
St. Louis financial backing, The Spirit of St. 
Louis, a very fast monoplane, was built, and 
with it he flew from Roosevelt Field, Long 
Island, to L e  Bourget Airport, near Paris, the 
first solo flight across the Atlantic. From this 
feat he received tremendous fame and popu- 
larity, May 20-21, 1927. 

London, John Griff ith ("Jack") (1876-1916) 
Author and socialist. A poor and illegitimate 
child, he held various jobs connected with the 
sea, then joined the Klondike gold rush, 1899. 
His experiences led to  popular books like The 
Call of the Wild (1903). TheSea Wolf (1904). 
White Fang (1906). and Martin Eden (1909). 
His fiction gets power from stereotypes of 
Social Darwinist and Marxist ideas, mixed 
with liberal doses of the notion of female 
purity, also popular in the time. 

Mao Tse-Tung (1893-1 A middle class child, 
he did not become a communist unti l he 
studied for a time in Peking when he was 
about 25. He was a founding member of the 
Chinese Communist Party, and until the purge 
of 1927 was also a member of the Kuomin- 
tang, and worked as a coordinator between 
the two. Lacking sophistication, he was sent 
back to  his home province, and spent the next 
years agitating and building a revolutionary 
base. By substituting the peasantry for the 
almost non-existent Chinese proletariat, Mao 
was able to  depart from Comintern theory 
and find a suitable mode of operation in 
China. Even after the disasters of the purge 
and the Shanghai general strike, however, the 
central committee steadily retook power from 
Mao in his 'liberated' zone, and his authority 
eroded unti l the Tsunyi conference (1935) 
during the Long March. 

Mussolini, Benito (1883-1 The son of a black- 
smith, he was from his early 20's a politician 
journalist, and orator, urging reform at any 
cost. It was his genius to  understand the un- 
rest of the middle classes in Italy before and 
after WWI, and to  offer a program theoretical- 
ly granting a l l  power to  the workers which 
actually stifled and impoverished them, for 
which he and his party were greatly rewarded 
by the upper and middle classes. He took 
power in 1922, with the famous 'march' on 
Rome. By 1930 he was irrevocably in control 
of Italy, the conclusion of the decade being 
marked by  accolades about him from Pope 
Pius XI. 

Hearst, William Randolph (1863-1 Upper- stayed in government service after WWI, and Peary, Robert Edwin (1856-1920) A n  engin- 
class child; began sensationalist journalism was stationed in India near the Soviet frontier eer, he was fascinated by the Arctic, and led 
career with the San Francisco Examiner. 1926-1928. a succession of land expeditions trying to  
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reach the North Pole. The eighth expedition 
reached the Pole by utilizing support teams t o  
clear the way, somewhat in the fashion of a 
step rocket. His officially supported triumph 
was upstaged by  prior claims of another ex- joined the Bolshevik underground in the of power-and then out of the country. 

Stalin, Joseph (1879-1 The son of a Georgian 
cobbler, Stalin prepared for the ministry but 
was expelled for subversive activity. Though 
finally banished t o  Siberia, he escaped and 

armed force under diff icult circumstances. A 
brilliant thinker and orator, he was by  nature 
incapable of constructing a firm factional base 
and Stalin rather quickly maneuvered him out 

plorer, but those claims were later discredited. 

Pershing, Johh Joseph ("Black Jack") (1860-1 
Serving in thephillipinesand other Asian posts, 
he was chosen t o  command the 1916 punitive 
expedition into Mexico in search of  Pancho 
Villa. Though he failed in that effort, he was 
chosen because of his active service record t o  
command the American Expeditionary Force 
dispatched t o  Europe. There he struggled 
mightily t o  retain the U.S. troops as an inde- 
pendent command which would otherwise 
have been fragmented between the Allies and 
( i t  seems likely) have been expended in early 
wave attacks. A stern, unfriendly man who 
had tragically lost his family, he did his utmost 
for  his troops, and earned general respect. 

Reed, John Silas (1887-1920) Rich and well- 
educated, Reed became a radical journalist 
who travelled the globe. Hewasa 'staff officer' 
for  Pancho Villa. He covered the Great War in  
Germany, Russia, Serbia, Rumania, and Bul- 
garia. He witnessed the October Revolution in 
what would become Leningrad, and wrote '1 0 
Days That Shook the World,' an inaccurate 
and inspiring book about it. He was named 
Soviet Consul-General in New York, but since 
the Soviet Union was not recognized by the 
United States government, neither was Reed. 
He died of typhus in Moscow, 1920, and was 
given a state funeral and burial in the Kremlin. 
Reed is an example of the many colorful and 
committed journalists of the day, of all polit- 
ical Dersuasions. 

Rockefeller, John Davison (1839-1 A middle- 
class child, he quickly showed an extraordin- 
ary talent for economy, efficiency, and organ- 
ization, and was fortunate enough t o  have 
started in the oil business early in its develop- 
ment, helped immensely by  the Civil War. By  
1880 Rockefeller holdings refined 90% of 
American oil, owning all of its own support 
industries such as transport, storage, ships, 
and so on. Though Congress broke apart the 
Standard Oil Trust. in practice its policies 
continued t o  be coordinated after the Sher- 
man Anti-Trust act. He had a personal fortune 
of 900 million in 1913, and gave away some 
500 million dollars during his life. The Rocke- 
feller Foundation was chartered in 1913. 
Rockefeller remained simple, frugal, and 
obsessed with work. 

Roosevelt. Theodore (1858-1919) A n  upper- 
class child and Harvard Phi Beta Kappa, he 
was soon elected t o  the New York Assembly, 
and was thereafter a politician and author- 
lecturer except for a year or so spent ranching 
and writing on the  Lit t le Missouri river i n  
Dakota Territory. He gained a justified repu- 
tation for honesty and energy in the various 
offices he held, and returned a war hero after 
the Spanish-American War. Elected governor 
of New York, he accepted the U.S. Vice-Presi- 
dential nomination two years later, and when 
McKinley was assassinated, became President 
in 1901. Though moving slowly at first, he 
used the Presidency frequently t o  promote 
conservationist and progressivist policies 
which have had very long-term effects. A t r y  
for re-election in 1912 split the Republican 
party and insured Wilson's victory. 

south. Stalin organized bank robberies and 
raids in the early part of the century which 
materially aided the international wing of the 
party (with Lenin at its head) as well as the 
local cells. He was finally caught in 1912 and 
exiled t o  the Arctic Circle, where he remained 
until 1917. He was a military commissar again 
in the south and several other fronts during 
the Civil War, then rose in standing during the 
next few years as Lenin's troubleshooter and 
finally as one of the three-man committee 
that administered party and nation after the 
death of Lenin. Over the next few years he 
engineered the exile of Trotsky, his only vi- 
able rival, and finally assumed full personal 
authority. 

Stefansson, Vilhjalmur (1879-1 A brilliant, 
mostly self-educated student and ethnologist, 
he came to the  conclusion that the Arctic was 
hostile only when explorers treated it with 
contempt and did not bother t o  learn the 
Eskimo survival techniques. In proof o f  this 
theory, and confounding the ponderous Arc- 
t ic expeditions of the day, Stefansson and 
two companions once travelled 500 miles 
across the moving ice of the Beaufort Sea 
with l itt le more than light packs. A popular 
author and lecturer, his works can still be 
read with profit, especially by those who still 
divide humans into 'civilized' and 'uncivilized' 
categories. During and after the Depression he 
served as adviser, consultant, and compiler of 
survival techniques. If adventurers want t o  go 
a-travelling in the Arctic, they should find this 
man first. 

Sunday, William Ashley ("Billy") (1862-) A n  
orphan, Sunday was first a drifter and then an 
early major-league baseball player. Becoming 
a committed Christian, he was ordained in 
1903, and quickly evolved a show-business 
style of religious presentation. The height of 
his career was in the second decade of the 
century. It was Bil ly Sunday who exhorted 
sinners to  "put it over the plate for Jesus." 

Villa, Francisco ("Pancho") (1878-1923) A n  
orphaned peasant, he became a skillful fighter 
and organizer wi th  Francisco Madero. Once 
Huerta had usurped the victory over Diaz, 
Villa again took the field, uneasily allied with 
Carranza and Zapata. In the confused years 
following, Villa was finally localized as a force 
in Mexico t o  Chihuahua, and was there assas- 
sinated. Villa attacked Columbus, N.M., in 
retaliation for the US. recognition of Carran- 
za; Pershing's columns unsuccessfully chased 
Villa for months in return. 

Wells. Herbert George (1866-) A lower mid- 
dle class child, Wells originally trained as a 
science teacher, but forswore it upon the suc- 
cess of The Time Machine (1895). In the ten 
years following, he established or improved 
upon most of the classic themes of what is 
now called science fiction, in prose lucid wi th  
both political thought and symbolic sophisti- 
cation. He then wrote a series of 'social prob- 
lem' novels which also were successful. WWi 
corrupted his basic optimism, and after that 
usually saw his role as a popular educator on 
a mission t o  make mankind understand its 
own motives. He loved women and pursued 
them as long as he was able. 

Zapata, Emiliano (1879-1919) Perhaps the 
'saint' o f  Mexican revolutionaries, Zapata was 
single-minded in his determination to restore 
land t o  the control of those who worked it. 
He was rather l ike Lenin in his self-effacement 
(the opposite of swaggering Villa) and pursuit 
of final goals, but  was much more gentle than 
Lenin in the actual application of force. I f  
adventurers have t o  be captured by  a revolu- 
tionary, this one wil l probably lecture them 
and take them t o  the border o f  Morelos and 
bid them good day. 

Tesla, Nikola (1856-1 A Croatian-American 
inventor, he fathered the alternating electrical 
current system known throughout the world, 
as well as the induction motor, fluorescent 
lights, and more. He refused the 1912 Nobel 
Prize, offered as a joint award t o  him and to  
Edison. In the latter days of his career he ex- 
perimented obsessively wi th  the possibilities 
of broadcasted electrical power. H e  was repu- 
ted t o  have unusual powers of foresight and 
perception, and grew more and more reclusive 
as he grew older. 

Trotsky, Leon (1879-1 A middle class child, 
he was a Marxist by his late teens, whereupon 
he was exiled to  Siberia, but escaped t o  West- 
ern Europe some time later. There he initially 
sided against Lenin and wi th  the Mensheviks. 
Returning to  St. Petersburg during the 1905 
Revolution, he was again exiled t o  Siberia 
when it was put down, but  he again escaped 
t o  the West and did not return t o  Russia till 
1917. The Great War caused him and Lenin t o  
reach more similar positions, and in the 1917 

 



8 

Borden Milk. Campbell's condensed soup had nation-wide distribu- 
tion. Food processing had beome big business. But, whether they were 
canned, dried, or condensed, they didn't taste or look like what people 
were used to. Carnation evaporated milk, "Milk from contented cows." 
Dole canned pineapples, "It Cuts with a Spoon-Like a Peach." Coca- 
Cola came in bottles, "The pause that refreshes." Del Monte. Swift. 
Postum Cereal. Jell-0. Log Cabin syrup. Ting & Bettles. Birdseye's fro- 
zen foods. Betty Crocker. Wheaties. Gerber baby foods. Minnesota 
Valley Canning. "Green Giant." Heinz. The 5 cent Hershey bar. Hor- 
mel. Kellogg's Corn Flakes. Libby. Oscar Mayer. National Biscuit 
(Nabisco). Nestle. Pepsi-Cola. I n  1929, Americans drank an average of 
35.4 soft drinks (12 0 2 .  bottles). Pillsbury. Quaker Oats. Aunt Jemima. 
Maxwell House coffee. Fleischmann. Chase & Sanborn coffee. Staley. 

A&P. There were 70,000 milkmen with horse-drawn wagons. Jewel. 
Kroger. Safeway. Skaggs. Jolly Time popcorn. 

The public loved Burlington's shiny new fabric, rayon. J. P. Stevens. 
Buster Brown shoes. Shirts with attached collars were introduced, "Only 
Arrow Shirts Have the Arrow Collar." Hooklen fasteners (zippers) were 
perfected. Levi's jeans still had a rivet at the crotch. Thom McAn shoes. 
Black & Decker portable electric drills. Toastmaster pop-up toasters 
were introduced. 

Avon. Gillette. Band Aids. Vicks VapoRub. Aspirin became a gener- 
ic word. Walgreen drugstores. 

Willys-Overland. Maxell Motor Car. Ford's Model T did about 35 
mph. In 1924 Chrysler introduced the 6-cylinder Chrysler 50 that did 
50 rnph. DeSoto and Plymouth were introduced. Dodge. Autohorse. 
Gearless Steamer. Humpmobile. Roamer. 

Kresge. J. C. Penny. Sears, Roebuck & Co. There were over 1000 
Woolworth stores, nothing costing over 10 cents. Hale Bros. Dayton's. 
Macy's. 

Arthur Murray Dance Studios. Pond's cold cream. Rinso soap. Jer- 
gens lotion. Sun Maid raisins. By 1929 there was a radio set in more 
than one-third of  U.S. homes. Procter & Gamble popularized a new art 
form-soap sculpture. 

Wall Street Journal. Barron's. Dow Jones ticker service. Douglas 
Fairbanks plugged Lucky Strike cigarettes. Charlie Chaplin plugged Old 
Gold cigarettes. Mary Pickford plugged Lux dishwashing soap. Charles 
Lindberg plugged Bulova "Lone Eagle" watches. Reader's Digest was 
available only through subscription. Time magazine had circulation of 
220,000 in 1929. Kodak cameras. Bell telephone. National Cash Reg- 
ister. International Business Machines. 

American Express. Esso. Phillips 66 gas stations. Peabody Coal Com- 

Kotex. Kleenex. Toilet papers and paper towels became necessities. 
Cellophane. John Deere. International Harvester. 

Northern Pacific. Chicago, Burlington & Quincy Railroad Company. 
Great Northern. Missouri Pacific. Norfolk & Western. Atchison, Topeka 
and Santa Fe. Southern Pacific. Union Pacific. Illinois Central. 

Steamboat Willie. A & W Root Beer. MGM. Doubleday. Harcourt, 
Brace & Company. James Thurber. E. B. White. Robert Benchley. Har- 
per & Brothers. McGraw-Hill Book Company. 

Chesterfields, "Blow some my way." "I'd walk a mile for a camel." 
Prohibition. 

3M masking tapes. Hallmark cards. Wrigley's Spearmint gum. 

pany. 

ABOUT ARRESTS 
The idea of "arrest" implies a hierarchy of authority and function: 

were there only one person, then that person would be policeman, 
judge, jury, jailer, and executioner all in one, and the idea of  arrest 
would be pointless. 

Every arrest wil l vary, but commonly each arrest wil l present one 
or more hypotheses or assumptions on the part of the arresting officer. 

1. The officer doesn't know what the adventurers are doing, but 
it looks suspicious: preventive arrest. 

2. They committed a crime of property. 
3. They committed a crime of violence. 
4. They outraged local custom and public decency. 
5. The authorities wish t o  confiscate something (or everything) 

that the adventurers own. 
6. Information that the adventurers have may be embarrassing, 

compromising, etc., t o  individuals, a government, a group, a 
nation, etc. 

7. The adventurers are obviously insane and society must be pro- 
tected against them. 

8. The adventurersare dangerous in  some manner t o  the authorities. 
9. The adventurers are in danger, and need the protection the jail 

offers. 
Any policeman making an arrest additionally must weigh factors 

such as what he individually stands t o  gain or t o  lose by making the ar- 
rest, the apparent status and probable wealth of the adventurers, the 
visibility of the offense, the importance of the offense, and the appar- 
ent danger t o  the way thingsare as posed by the adventurers. The referee 
should make clear the motivations of the arresting officer, because it 
wil l determine the players' course of action. 

PROCEDURES OF ARREST AND PROSECUTION 

1. The arresting officer wil l identify himself or his authority, so 
that the adventurers know he has the backing of law or society. De- 
pending on the custom or the strength of the evidence, the arresting 
officer rnay or may not bother t o  tell the adventurers why they are 
being arrested. 

2. I f  the adventurers resist, the police wil l  use the force appropriate 
t o  make the adventurers conform t o  the needs of the state. 

3. If the adventurers go quietly, they wil l be disarmed and secured 
in some, manner, then wil l be taken t o  some station, court, or superior 
official so that the arresting officer can transfer the responsiblility of 
his prisoners and record the fact of their apprehension. 

4. The adventurers wil l  be questioned en route and at the station, 
and may be required t o  make a statement. 

5. Even after being jailed, the adventurers rnay be unable to learn 
the reason for their arrest. They rnay or may not be allowed communi- 
cation with the outside. The fact o f  their arrest may be kept secret. 
They may be kept imprisoned separately, rather than as a group. They 
rnay be tortured for information. 

6. The authorities may or may not allow a trial. They may refuse 
to  allow witnesses favorable t o  the adventurers. 

7. I f  found guilty the penalty may reflect the crime, or it may re- 
flect the  danger the adventurers pose t o  an individual, a group, or the 
state. 

8. Sentences rnay split up the adventurers, or otherwise be de- 
signed t o  force them t o  lose cohesiveness. Adventurers who cooperate 
with corrupt authorities rnay not live long, because they then become 
evidence of that corruption. 
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SOME HISTORY 
On January 16, 1920, the 18th Amendment to the U.S. con- 
stitution went into effect, beginning what quickly became 
known as Prohibition, a period lasting until the Roosevelt 
administration in the 1930's. Though the Amendment stopped 
legal production of alchoholic beverages in the United States 
and i t s  territories, it did not halt the demand for liquor, and 
from that demand rose a number of criminal syndicates deter- 
mined (for a price) to quench the thirst of Americans. 

Small illegal distilleries produced liquor for the heartland of 
the nation, but poisonings occurred often enough from such 
homegrown spirits that both safety and prestige lay in securing 
good liquor produced in other countries. Thus began the 
bootlegging era. 

Much of the bootlegged liquor came from British vessels 
anchored outside the formal three-mile limit which was then 
the area of oceanic control claimed and enforced by the 
United States. Motor boats smuggled the contraband to var- 
ious points along the east coast of the nation. Trucks from 
Canada and rum-runners from the Carribean also provided the 
bonded quality booze that brought the high prices and the 
highest profits. The syndicates sold the liquor (either straight 
or cut) to independent distributors who either sold it directly 
to retail customers or to 'speakeasies,' illegal bars whose only 
advertisement was word-of-mouth. 

In general, the syndicates transferred, rather than produced, 
and therefore did not have the normal operating requirements 
of industries, such as raw materials, capital investment for 
plants, and so on. However the necessities of extensive com- 
munication and transportation networks stimulated coopera- 
tion between syndicates in various regions of the nation. As a 
practical matter, the Volstead act turned gangs into corpora- 
tions, and immeasurably aided the growth of organized crime. 

With the enormous profits from bootlegging, the syndicates 
were able to capitalize and regularize illegal activities of every 
sort-bookmaking, gambling, the fencing of stolen property, 
prostitution, control of unions, loansharking, the numbers 
racket, narcotics, 'protection,' and so on. In every case where 
well-intentioned legislation attempted to stifle personal de- 
mands of citizens, organized crime was equipped and prepared 
to fill the demand a t  a much higher price. The vastness of the 
various markets and the lengthy existence of organized crime 

indicates a total cash outlay for all these illegal activities of 
hundreds of billions of dollars. 

The largest and most successful syndicate was the 'Big 
Seven,' which included Waxey Gordon, Charles (Lucky) Luci- 
ano, Bugsy Seigal, and Frank Costello, and which controlled 
the east coast. 

In the New York area, Guiseppe (Big Boss) Masseria con- 
trolled vice in Brooklyn and Manhattan. Dutch Schultz ran the 
bootlegging and numbers rackets. Lepke Buchalter and Gurrah 
Shapiro controlled narcotics and extortion as well as engaging 
in strike-breaking and labor-extorting enterprises. 

In Chicago, the Shelton Gang headed bootlegging and 
gambling. AI Capone watched over almost every significant 
criminal action. The competition included Dion (Deany) 
O'Bannion, Hymie Weiss, and George (Bugs) Moran. During 
the decade Chicago knew 629 unsolved gangland murders (and 
a total of 5000 apparently non-gang-related killings). Most 
famous of the episodes was the St. Valentine's Day Massacre 
on 14 February, 1928, when seven underlings of Bugs Moran's 
North Siders were shot to death in a Chicago warehouse by 
agents of AI Capone. 

In Detroit, the Purple Gang with Eddie Fletcher controlled 
bootlegging. The Licavoli Gang distributed the liquor and con- 
trolled extortion. 

In a different vein, the early 1920's also saw the return of 
and the heightened influence of the Ku Klux Klan, especially 
in the Ohio river valley, the South, and in portions of Oregon 
and California. The Klan, however, never succeeded in finding 
firm financial backing, and i ts  history is more one of moments 
of terror than of omnipresent control. A Klan rally of 100.000 
people was held in Kokomo, IN, in July of 1923. 

With the economic depression signalled by the stock market 
crash of October 24, 1929, organized crime began to take a 
backseat in the popular press to the exploits of individual bank 
robbers like Pretty Boy Floyd, Ma Barker, Bonnie and Clyde, 
and John Dillinger. Carefully-laid federal indictments for tax- 
evasion also made visibility a distinct hazard for organized 
criminals, and more and more the swaggering anti-heroes of 
the 1920's became conservative, well-dressed, and inconspic- 
uous men without public names. 

BRIBERY 
Officials are most likely t o  be bribable if they are in small towns and 
rural areas (where pay is low and the consequences possible from a 
bribe are well-known) or in large cities (where the bribee constantly 

bribe. Alternatively. the bribee may think the PCs are fools, and hold 
Out  for twice as many dollars. Player-characters should h i t  the right 
range, or suffer the consequences. 

contrasts his expectations w i t h  the affluence around him). Referees 
might make the sk i l l  of bribery a function of the briber's CHA or POW. 

Calculate bribe rates in terms of a day's wages for the bribed official, 
and accept bribes along these lines: minor matters might cost 1-4 hours 
pay as a bribe; major matters wil l  cost a day to  a month or more, 
depending on the seriousness of the matter. The higher the level of the 
bribed official, the more money he or she wil l cost. Use the same rate 
basis for  bribes in foreign lands. 

Rates may also differ wi th  the degree of the offense in the eyes of 
the bribee. A county sheriff who is glad t o  see the old Barnsworth place 
burn because neighbor kids kept getting hurt there wil l  want less (or 
nothing at all) from those who burnt it; the Same sheriff wil l react 
differently when the only hotel in Ponyville goes up in flames, along 
with four odd but peaceable-seeming residents whom some firebug 
freaks from Chicago claim were vampires. 

If player-characters over-bribe, the bribee will become alarmed and 
think that perhaps he doesn't understand the situation, and refuse the 

Bribe to  Rural Policeman - $2.00 misdemeanor, etc. 
- 5.00 more serious matter 
- 100.00 capital offense 

- 10.00 more serious matter 
- 250.00 capital offense 

Bribe to Urban Policeman - 4.00 misdemeanor, etc. 

Bribe to  Government Official 
(police chief, tax assessor, 
district attorney, sheriff, 
smallish-town mayor, etc.) - $50.00 small matter 

- 200.00 more serious matter 
- 1000.00 capital offense 

If the player-characters are trying to bribe their way out of a serious 
situation, then they may need to bribe several different people or even 
a whole layer of civil servants. 
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Humans often worship the alien entities of the Lovecraft mythos. These 
humans are usually primitive, sometimes mutated, and always are a bit  
deranged. Lovecraft rarely emphasizes them, yet often suggests them; 
this essay will guide Keepers in entity worship and entity worshippers. 

Worship may take any of several forms, but in general the worship- 
pers admit their inferiority t o  the entities they worship, sacrifice some- 
thing to  the entities t o  show their respect and submission, and oc- 
casionally receive something in return. Theie are usually presiding 

officials, commonly called priests, and there are always sacred cere- 
monies and rituals which are followed during worship. These forms are 
followed by the cultists of the Lovecraft mythos as well, and these 
points are detailed in the following section. 

The mortal cultists are most often the enemies which the players 
will encounter. There are several reasons for this, primarily the fact 
that they are the most common and most visible part of the alien pre- 
sence. Also, these cultist are usually the holders of some knowledge, 

 



magical spells (especially o f  protection), or magical items which are valu- 
able t o  the player characters. Finally, any PCs who have gained know- 
ledge of what they are up against wil l t ry  to keep as far away from the 
main entities as possible, but wil l continue relentlessly t o  wage war 
against them. This means the destruction of the deranged worshippers 
wherever possible, either through the theft of their sacred or protective 
items or through the actual death of the individuals. It is also most like- 
ly  that the worshipped entities wil l use their mortal pawns t o  attempt 
t o  destroy the intrusive player-characters. 

GENERAL NOTES ON THE CULTS 

The cults of the alien 'gods' or of their inferior races all have certain 
facets in common. 

They are led by a priest. This priest may have other assistants with 
powers similar, though generally weaker or less developed, than his. The 
priests wil l  know, perhaps, minor protective spells created by the Keep- 
er and a Summon or two. The Summon will be for the god worshipped, 
and perhaps also for calling the right kind of race that serves the god. 
The priests might know the spells t o  Dispel such creatures, as well. 

Priests also may be a good source for minor treasures and magical 
items which could be useful t o  player-characters in  the future. They 
might have magical books or scrolls for their spells, or might have amu- 
lets of protection or communication. Whatever is decided, a priest 
always should have the force needed t o  cow a congregation and lead 
the ceremonies. 

Priests are, almost by  definition, permanently insane. They have de- 
voted themselves t o  the worship of the 'god' and have viewed it many 
times, losing SAN each viewing. By the time they become effective 
priests, they are quite mad. 

It is possible that the priests maintain the ability t o  act, rather than 
go into one of the states designated on the Insanity Table, because they 
voluntarily began the worship of the god. Notice that this does not pro- 
tect their SAN, it only makes them into slaves of the entity worshipped. 

Initiates or worshippers of the cult wil l also be deranged by having 
viewed the ceremonies and manifestations, but they wil l not have lost 
all mental faculities through voluntary subjugation t o  the cult. 

If any player-characters decide t o  join the cult, they of  course wil l 
go permanently insane when their SAN reaches zero. N o  priest wil l 
trust a recent convert wi th  any valuable information, and probably wil l 
wait unti l the PC's permanent insanity proves his eternal devotion. 

Thus you can see that the common band of  worshippers are also 
quite insane. This i s  characterized by  their fanatical devotion to their 
religion. They are also likely t o  be as frightened of the priests and lead- 
ers as they are of the gods. 

PRIMITIVE CULTS 
Many stories present primitive peoples as having been transfixed by 

these creatures or  entities in ages past, continuing their unholy worship 
in the dark corners of the worlds. This is quite likely since any civilized 
peoples or  organized religion would do everything possible t o  suppress 
such insanity. 

Remember that it would be diff icult to  penetrate such uncivilized 
regions, and that hostile inhabitants could make it even more difficult. 
Not  all natives may be hostile. Most of them may despise the cultists as 
much as do  the player-characters. The natives may appeal t o  the players 
for assistance and offer aid in return. 

Keepers and players should not infer that humans who putatively 
are uncivilized also are necessarily unsophisticated about the way of 
l i fe their land demands. It takes brains, skill, and guts to survive in a 
wild environment. Any common farmer in his own realm is more likely 
to  be tougher and better able t o  cope than the best-educated and best- 
equipped outsider. 

SACR I FlCES 

It i s  quite likely that the cults wi l l  sacrifice living humans t o  their 
outrageous demon gods. This provides the motivation for hundreds of 
pulp stories. 

The sacrificial ceremonies may have the victim be any random hu- 
man. It may be someone picked for certain characteristics, whether i t  
is blonde hair or a true devotion to  the god being worshipped. The rites 
wil l  always be a full ceremony requiring all the participants to  generate 
enough frenzied and insane energy t o  summon the monster. 

The victim may be thrown into the ring of Summoning, given to  a 
servant who flies away with the prize, or be ripped t o  shreds by the 
worshippers. Or it may be simply that the servants of  the god wil l appear 
t o  the Summons and go through and destroy random members of the 
congregation. 

Other items of sacrifice are always possible, but unlikely to  appeal 
t o  insane gods without being accompanied by  senseless brutality and 
meaningless loss. Such creatures inevitably deserve the destruction 
which the players wil l attempt to  deliver. 

BENEFITS TO THE WORSHIPPERS 

The unimaginable benefits derived from worshipping insane beliefs 
are le f t  t o  the perverted minds of  the worshippers, but we can imagine 
that they believe themselves somehow 'chosen' by  the god for some 
greater glory. 

NON-HUMAN WORSHIPPERS 
I n  some places there are cults consisting of non-human or mutated 

human creatures. These monsters always are kept well-hidden and their 
ceremonies are kept a great secret. 

Even so, their priests wil l be quite insane, their ceremonies wild and 
frightening, and the worshippers fanatical beyond all reason. 

Nan Madol, ca. 900 A.D. or earlier, consists of about I75 acres of 
artificial islands (only the main ones are shown on the map) which 
include burial places, ceremonial platforms, and eel- and turtle-holding 
pens. The islands, mostly covered by  nearly impenetrable mangroves, 
are made of natural basalt columns piled in alternating rows, like logs. 
The site is located just off the eastern tip of Ponape, in the Caroline 
Islands of  the Pacific, 
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It i s  likely that worshippers know all too well the real dangers of the 

monster and receive some protection, limited or full, for their support. 
The priest wil l always benefit most, his assistants derive the next great- 
er benefits, and the worshippers get the least. 

COSTS OF WORSHIP 
For whatever benefits they receive, or think they receive, the wor- 

shippers of these foul entities all suffer certain results for their mis- 
guided piety. 

Al l  worshippers are, by definition, insane after a few services. As 
such they lose all individual indentity, and then come under the control 
o f  the referee. 

They are generally quite fanatical, capable of great actions when in a 
frenzy but quite unlikely t o  be capable of intelligent actions, especially 
after or during their profane services or when spurred on by their priest 
or god. 

They become the pawns of manipulative priests or alien gods who 
have no regard for the worshippers' beliefs, desires, or  intentions. 

In general, they lead sub-human lives of vile motive and of desperate 
meaninglessness. As reward for their lives and souls, worshippers receive 
small tokens from their priests and god; such rewards are illusory com- 
pared t o  the cost. The constant anger of the worshippers comes from 
their unconscious realization of the cheat-and their inability t o  do 
anything about it. 

a 
Boating 

The Boating skill provides a character wi th  the techniques of small 
boats. Small boats include rafts, canoes, rowboats, and small motor- 
boats. It does not include craft powered by  sails (see Sailing, below). If 
a craft is controlled by more than one person, as a canoe might be, then 
each character must attempt to make successful Boating skill rolls, un- 
less there is a commander who makes his Shiphandling roll instead. 

Sailing 

The Sailing skill determine success or failure in moving a boat or 
ship using sails. The skill includes all sailing craft of any size. In large 
ships which require many people t o  handle the sails, every crewmember 
must make a Sailing roll, unless the individual in command makes his 
Shiphandling roll. 

Shiphandling 

Shiphandlers know how to run a ship or boat, making the most 
efficient use of  craft and crew. The skill is usable only by the command- 
er, and is rolled only when the gamesmaster callsfor it. If you want to 
get the best sailing speed or row the most efficiently or take proper 
advantage of the tides, your Shiphandling skill can help. Differentiate it 
generally from Boating below by recognizing that Shiphandling is con- 
cerned wi th  the strategies and tactics for conduct in fresh and salt 
water. Differentiate it from the Sailing skill by  recognizing that Sailing 
concerns only the techniques of handling vessels with sails. The Ship- 
handling skill wil l always take precedence over either Boating or Sailing, 
and is a true command-level skill. 

Sages are known by many names: philosopher, guru, wise man (or 
wise woman), and so on. In Call of Cthulhu, the name indicates an 
optional NPC character type intended to give extra Keeper flexibil i ty 
during a campaign. Sages have high Psychoanalyze and First Aid, know 
their locales intimately, have considerable Occult skill, and even may 
have some Cthulhu Mythos. As an NPC, the sage may be used by  the 
Keeper to provide limited help for the player-characters, to supply the 
PCs with information, or even act as a sympathetic character whose 
death proves the evil villainy of  the deathdoer. Sages sometimes threat- 
en PCs, as related below. 

CHARACTERISTICS OF A SAGE 

A sage is a man or  woman who has evolved a way of  l i fe in harmony 
wi th  the universe. Sages refuse involvement wi th  worldly bustle, prefer- 

EXAMPLE: Ben, Jerry, and Marge are sailing on a pleasant Sun- 
day afternoon, between adventures. Their little craft is named 
the Myra. Foolishly, Ben mentions the Name Which Should Not 
Ever Even Be Whispered, a new deity in their campaign. Within 
minutes a storm is brewing. and a chill northern wind whips 
about their frail sailboat. 

Ben. experienced in Sailing from his yachting days, makes his 
Sailing roll and the boat does what is best for the situation. For 
the moment everyone is safe, but the gamemaster tells them it 
will take eight more successful Sailing rolls to reach shore. The 
clouds are black, and there is ice on Ben's well-trimmed mous- 
tache as he handles lines and tiller. Then Ben 's player misses the 
Sailing roll with a 98. and the gamemaster rules that something 
bad happened because the roll was so high. The mast has snap- 
ped, he says, and the Myra is awash. 

Fortunately, they have some oars! Since there is no longer a 
mast, the Myra is no longer a sailing craft. All three aboard grab 
oars and frantically try to make their Boating rolls. Jerry, who is 
smart but weak, is only 15% and fails continually. Each failure 
means that the craft is no closer to shore. 

A t  last Marge reveals that she had been raised by Trobriand 
islanders many years before, and has a good Shiphandling skill. 
ignoring the protests of macho Ben. she orders Jerry to dump 
mast and sail, then counts time with a rowing chant and makes 
her die roll easily. She makes it again, six times in a row, and the 
stonn lessens. A t  last the Myra limps to the dock, ruined and 
icecovered, to the astonishment of gentlemen in high hats with 
ladies on their arms, the whoops of picnicking children, and the 
whispers of their parents sipping tea and staring up from their 
lunches, all of them wondering what could have happened to 
that ugly boat on such a calm and sunny day. 

ring t o  study their own motives and the meanings implicit in the world. 
This understanding leads them t o  deeper levels of perception. Though 
sages are very realistic, most people who encounter them perceive sages 
as mystics and magicians. 

A l l  cultures at all times produce sages. Typically thought of as lead- 
ing hermit-like existences, sages actually work at every occupation not 
demanding duplicity and misrepresentation. A sage can be a nurse, 
carpenter, or  scientist, but can not be an advertising copywriter or a 
politician. Since sages need time t o  recognize the truth, they normally 
are more than 50 years old. Sages look and dress normally. The Investi- 
gator who meets a sage wil l notice keenness, a sense of humor, and 
warmth. PCs may notice unusual tolerance and intolerances in a sage. 

Players should not be told of  the existence of sages. Sages never cre- 
ate organizations or committees. Sages are often found near libraries 
wi th  extensive Occult holdings, there pursuing their spiritual progress. 

 



STUDYING WITH A SAGE 

If, during the course of play, a sage demonstrates his unusual powers, 
player-characters may ask to study with him. Though counseling that 
such study will take years, the sage wil l  accept as a student any who 
then ask, who also can roll their POW x 5 or less on D100. Later re- 
quests will not be honored. 

Every six months of study with a sage restores 1 D20 points of SAN 
and adds l D l O  points to  the Investigators Occult skill. If the Investi- 
gator's Occult roll happens to  be 9 or 10 (9-0). the Investigator wi l l  fur- 
ther receive 1D6 points of Cthulhu Mythos (added Cthulhu Mythos wil l  
decrease the Investigator's maximum SAN by an equal amount). 

Any Investigator who studies wi th a sage runs the risk of beini 
converted to  the path of the sage, thereby forgetting his fellow Investi- 
gators and his potentially world-saving mission. The player-character 
cannot leave the sage unti l  his POW has overcome the sage's POW on a 
resistance table roll. The PC gets two chances t o  beat the sage, a t  succes- 
sive six game-month periods. Failure means that the PC is unalterably 
on the way to sage-dom. The character becomes an NPC, now in the 
possession of the Keeper. 

WALT WHITMAN KOVACS, carpenter, age 58. Lives in Pamansett, 13 
Long Island. Specialist in stairs and cupolas. Citizen of U S A .  Has 
grade school formal education. 

STR 14 CON 15 SI2 12 Parry 75% with any object; wi l l  not 
INT 15 POW 18 DEX 14 use offensive weapons. 
C H A 1 3  EDU16 SAN90 

SPELLS: no spells, but makes hypnotic pass which casts his POW vs. 
the POW of any servitor race on the resistance table. Only good against 
one monster per melee round, and not good unless the being can see or 
otherwise detect the hypnotic pass. 

SKILLS - [Knowledge] Readwrite English 90%. Readwrite Latin 
60%. Readwrite Sanskrit 30%. Accounting 15%. Anthropology 35%, 
Archaeology 25%. Astronomy 25%. Botany 75%. Chemistry 10%. 
Cthulhu Mythos 05%, First Aid 60%. Geology lo%, History 45%. Law 
lo%, Library Use 60%, Linguist 25%. Occult 45%, Pharmacology 30%, 
Treat Disease 30%. Treat Poison 30%. Water Divining 80%. Weather 
Forecasting 70%. Zoology 15%; [Perception] Diagnose Disease 30%. 
Listen 80%, Psychology 80%. Spot Hidden Object 25%. Track 15% 
[Manipulation] Drive Auto 25%. Electrical Repair lo%, Make Toys 
90%, Mechanical Repair 20%. Operate Heavy Machine 10%. Pilot Air- 
craft 00%; [Stealth] Camouflage 70%. Hide 55%. Move Quietly 75%. 
Pick Pocket 10%; [Communication1 Bargain 95%. Calm Mammals 85%. 
Commune with Universe 9546, Credit Rating 25%, Debate 60%, Fast 
Talk 75%. Green Thumb 80%. Oratory 50%. Psychoanalyze go%, Sing 
15%. Whistle 80%; [Agility] Climb 45%. Dodge 70%. Jump 35%. Ride 
20%, Swim 30%. Throw 45%. 

EQUIPMENT: carpenter's tools, fishing pole (no hooks), small micro- 
scope, spyglass, barometer. 

MONEY: $3.78 in cash, $670 in savings bank. 
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IFE, in Nigeria, is the holy city of the 
Yoruba, and the medieval producer of 
some of the most famous African sculp- 
ture, in both terracotta and brass. The 
heavy black lines are town walls from 
various periods, broken for roads or 
obliterated for other construction, or still 
standing. Upright walls will be a mini- 
mum of two men tall. The indentations 
in the walls guard gates. 

SCARA B M E  was excavated by V. Gor- 
don Childe between 1927-1930. I t  is a 
hamlet from about 2000 B.C.; in i ts  finest 
phase the houses were built of drystone 
and a slab-covered ‘main street’ ran be- 
tween the dwellinzs. There is a central 

 



I t  

This PULLMAN COMPARTMENT SLEEPING AND PARLOR CAR is one of the many arrangements produced by that 
company. This one features seven private state rooms connectable by interior doors, which could be kept locked or unlocked 
depending upon the size of the party of travellers and their desire for privacy; notice that adventurers could move down the 
coach either through the passageway or through the connecting rooms. The beds unfolded, and in the daytime were small 
settees. A t  night, with the beds made up, there was barely enough room to open the state room door. The coach could be 
entered by outside doors at either side of either coach end, as well as from adjoining cars. 

door 

door 

Here is a sample PRIVATE RAIL WAY CAR. Other such cars had several smaller state rooms, or perhaps a more central loca- 
tion for the kitchen, giving added separation and privacy to the ends of the car. This car is notable for the generosity of its 
few rooms, and was built for one man or one family. Entrances again are at either end, from either side. The private car was 
not built so that foot traffic on the train passed through it; entrance from the main train is possible only by leaping the 

These EUROPEAN-STYLE CARS were built at about the turn of the century, for service on British railroads. The obvious 
difference between U. S. and European coaches is that the European coach has compartments which are entered directly 
from the station platform, an advantage in the ease of movement. The special thirdclass ladies' section allowed poor but 
virtuous women to segregate themselves from the potentially rowdy and rude behavior of males-their portion of the train 

T h i r d  C l a s s  
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These floorplans can be useful for 15mm and 25mm figures. The bases for most 25mm figures may be large for the space, 
though the space taken up by a figure itself will be nearly to scale. Only 15mm figures can be used with the last diagram, 
since its scale is somewhat larger, in order to fit on these two pages. The PULLMAN COMPARTMENT SLEEPING AND 
PARLOR CAR and the PRIVATE CAR are both about seventy feet long, with an interior floor width of slightly less than ten 
feet. The EUROPEAN-STYLE CARS diagram is actually of three cars linked together, in a configuration used around the 
turn of the century. The scale of this last diagram is about 20% larger than the other two. 

door 

P A S S A G E W A Y  

door 
coupling holding the private car to the train, at the kitchen end of the car. Private cars were always attached to the ends of 
trains, and the Observation Room would always look out over the vista which had just been passed. This car has available 
three unfoldable doubles and three singles, enough for an entire party of adventurers. Private cars could be attached either to 
regularly-running trains, or to a rented locomotive, though passage would have to be cleared for such special trains. 

-*.-

could be entered only while the train was halted. Notice also how the kitchen separated thirdclass from the moniedpart of 
the train, forbidding interior movement. Since compartments were entered directly from the platform, there was no need for 
full movement down the length of the train; ticket-takers would wait for the next station to enter the next series of cars. 

ling Car 

S e c o n d  C l a s s  F i r s t  C l a s s  
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TRANSPORT SPEEDS 
Throughout the 19th century and into the 20th century, 

the steam engine steadily decreased the time needed to travel 
from one place to another. Up to and through the Great War, 
the keys to travel were the steamship and the railroad. 

World War One greatly advanced the young inventions of 
the automobile and the airplane, and they were in the fore- 
front of travel after 1950-but in the 1920’s their day had not 
quite yet come, and it was not to them that people looked for 
speed, reliability, or comfort. 

Below are sample transportation times for al l  the common 
carriers, as well as some speed records good till 1930 for your 
education and delectation. The travel times and speeds listed 
are simply convenient averages. Your own historical research 
will reveal more exact figures for particular areas, years, and 
vehicles. 

Air Speeds and Ranges 

Normal single-engine fixed-wing aircraft - 300-500 miles, with 

Normal double-engine fixed wing aircraft - 500-800 miles, 

Large dirigible or zeppelin - 1000 miles, with an air speed of 

Longer ranges are available with special preparation. 

a ground speed of 120mph. 

with a ground speed of 90mph. 

5-10 knots. 

Ship Speeds 

The following table gives the average ability of a type of ship 
to follow a schedule, what i t s  average speed is, and what the 
usual price for passage is. Most prices are given in cost per 100 
miles and cost per 1000 miles. For a short run, use the former 
column; for a long run, such as around the world, use the lat- 
ter column. 

Type On Time? Speed Per 100 Miles Per 1000 Miles 

Tramp +/- 30 days 10 knts $ 5.00 $15.00 
Freighter +/- 5 days 14 knts 10.00 30.00 
Liner +/- 12 hrs 25 knts 20.00 60.00” 
Ferry +/- 15 min 5 knts .I5 first mile, .05 per miles there- 

First class accomodations on the liner are available at triple prices. 
Miles traveled per 8 hr. day: Tramp - approx. 90 mi.: Freighter - 
approx. 130 mi.; Liner - approx. 230 mi.; Ferry - approx. 45 mi. 

Automobile Speeds 

The average long-distance auto speed over 1920‘s roads in a 
1920’s car was 15 MPH over eight hours, or 120 miles per day. 
In certain well-paved corridors, of course, such as between 
Boston and Philadelphia, the average speed could be higher. 

Cost cost 

after 

Railroad Speeds 

The average long-distance rail speed was 35mph for 24 
hours, or 840 miles per day. Here are some representative 
travel times for regularly scheduled runs: 

Run Time 

San Francisco/Oakland-Omaha-Chicago 70 hours 
New Orleans-Los Angeles 60 hours 
San Francisco-New Orleans 73 hours 

Record Train Speeds, by 1930 
20th Century Ltd., Elkhart lN/Toledo OH, 74.26mph. 
NY Central Special, between Granite City IL  and Berea OH, 

Flying Scotsman, LondodEdinburgh, 49.1 mph. 
Fleming to Jacksonville FL, 5 miles, 120 mph. 

67.3 mph. 

Fastest Voyages of Various Kinds, by 1930 
Fastest day on a sailing vessel, 437 miles in 24 hours. 
Fastest trans-Atlantic passage by clipper ship, 12 days. 
Fastest trans-Atlantic passage by yacht, 12 days, 4 hours. 
Fastest passage between Cherbourg/Southampton, 4 hours and 

Fastest passage New York/Cherbourg, 5 days, 1 hour, 49 min. 
Fastest day‘s steamship run: the Mauretania, 676 knots, aver- 

Fastest motorboat run: 10 km in 6:12, 58.84 mph. 
Fastest trip around the world: 23 days, 15 hours, 21 min, 3 

seconds. 
“They left New York by seaplane and overtook the Olympic off 
Long Island. From Cherbourg they flew by air across Europe and 
Asia, reaching Tokyo on July 11. They got by steamer to Vancouver 
BC on July 20, and flew thence to NYC.” - World Almanac. June 
29/July 22. 

19 minutes. 

aging 27.04 knots per hour. 

THIRTY LARGEST STEAMSHIPS 
Name 

Leviathan 
I mperator 
E u ropa 
Aquitania 
Olympic 

REGISTERED IN 1920 

Reg. 
Tonnage 

54,282 
52,000 
50,000 
47.000 
45,000 

Columbus 35,000 
Mauretania 32,000 
George Washington 25,570 
Kaiserin Augusta Victoria 24,581 
Adriatic 24,541 
Rotterdam 
Baltic 
France 
America 
Cedric 

Scythia 
Celtic 
Minnesota 
Caronia 
Carmania 

24,170 
23,876 
23,666 
22,622 
2 1,035 
21,000 
20,904 
20.718 
19,594 
19,524 

Mount Vernon 19,503 
Aeneas 19,500 
Agamemnon 19,361 
Lapland 18,694 
President Lincoln 18,168 
President Grant 18,072 
Berlin 17,324 
Prince Frederick Wilhelm 17.084 
Cleveland 17.000 
New Amsterdam 16,697 

Length 
(feet) 

920 
858 
91 1 
90 1 
890 
696 
790 
722 
677 
726 
668 
726 
720 
687 
680 
600 
680 
622 
650 
650 
706 
500 
684 
620 
616 
616 
61 2 
61 3 
608 
600 

Breadth 
(feet) 

100 
97 
96 
92 
92 
76 
83 
78 
77 
75 
77 
75 
75 
74 
75 
73 
75 
73 
72 
72 
72 
60 
72 
70 
68 
68 
70 
68 
65 
69 
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MAIL ROUTE DISTANCES BETWEEN EUROPEAN CITIES, 1920, IN MILES 

London 
202 Liverpool 
287 489 Paris 

1195 1397 908 Madrid 

1610 1812 1323 415 Lisbon 
276 472 211 1119 1530 Antwerp 
657 859 587 1495 1804 412 Hamburg 

Subtract 20% 
for air distances. 

746 948 674 1582 1889 497 178 Berlin 
618 848 359 1183 1602 460 678 611 Berne 
787 989 500 1073 1506 719 839 837 297 Turin 

980 1182 849 1668 2157 727 605 427 533 720 Vienna 
768 970 582 1477 1897 522 579 401 295 470 266 Munich 

1195 1397 907 1223 1746 1033 1180 1048 639 414 840 647 Rome 

1150 1252 863 1416 1828 1009 1066 838 533 391 370 487 510 Trieste 
1135 1557 1067 1925 2593 895 576 398 1021 1156 436 702 1276 806 Warsaw 
2030 2232 1899 2748 3345 2025 1903 1699 1883 2018 1298 1564 2138 1725 1205 Istanbul 

1917 2119 1760 2635 3117 1737 1418 1240 1545 1680 969 1226 1800 1330 842 363 Odessa 
1915 2117 1843 2904 3414 1706 1387 1209 1832 1967 1247 1513 1087 1617 811 1339 950 Moscow 
1774 1976 1699 2874 3286 1588 1269 1091 1714 2119 399 1395 2239 1769 693 1733 1356 406 Leningral 

1283 1491 1219 1972 2384 993 580 685 1176 1337 1110 1084 1731 1171 1082 2408 1510 836 430 Stockholm 
919 1131 812 1600 2012 620 208 270 885 1047 897 671 1318 967 668 1510 1510 1252 846 416 Copenhagen 

DISTANCES FROM THE PANAMA CANAL 
TO VARIOUS PORTS, IN NAUTICAL MILES 

Boston, M A  2157 Hamburg, Germany 5010 
Baltimore, MD 1901 Leningrad, USSR 6282 
New York, N Y  1974 Vancouver, Canada 4032 
Jacksonville, F L  1535 Portland, OR 3869 
New Orleans, L A  1403 San Francisco, CA 3245 
Vera Cruz, Mexico 1420 San Diego, CA 2843 
Havana, Cuba 1003 Callao, Peru 1346 
Rio de Janeiro, Br. 5349 Valpariso, Chile 2616 
Buenos Aires, Arg. 5450 Yokohama, Japan 7682 
Cape Town, S. Af. 6574 Shanghia, China 8556 
Gibraltar 4343 Hongkong, China 9195 
Naples, Italy 5325 Manila, Phillipines 9347 
Istanbul, Turkey 6166 Singapore 10505 
Port Said, Egypt 6268 Tahiti Islands 4486 
Havre, France 4610 Sydney, Australia 7674 
London, England 4763 Wellington, N. Zealand 6505 

- 

DISTANCES BETWEEN CITIES OF THE UNITED STATES 
BY LAND, IN MILES 

New York New Orleans San Francisco 

Atlanta, Georgia 876 
Boston, Massachusetts 235 
Charleston, S. Carolina 739 
Chicago, lllinios 912 
Columbus, Ohio 637 
Dallas, Texas 1769 
Denver, Colorado 1930 
E I Paso, Texas 2310 
Helena, Montana 2452 
Jacksonville, Florida 983 
Los Angeles, California 3149 
Memphis, Tennessee 11 57 
Minneapolis, Minnesota 1332 
New Orleans, Louisiana 1372 
New York, New York -- 
Pittsburgh, Pennsylvania 444 
Portland, Oregon 3204 
San Diego. California 3231 
San Francisco, California 3191 
Seattle, Washington 3151 
St. Louis, Missouri 1065 
Washington, D.C. 228 

496 
1607 
776 
912 
945 
515 

1357 
1195 
21 52 
616 

2007 
396 

1285 

1372 
1142 
2746 
2088 
2482 
2931 

699 
1144 

-- 

2810 
3313 
31 19 
2279 
2593 
1932 
1376 
1287 
1255 
3098 
475 

2439 
2101 
2482 
3191 
2747 

722 
602 

957 
2199 
3069 

-- 

DISTANCES FROM NEW YORK, NEW ORLEANS AND SAN 
FRANCISCO TO PRINCIPAL PORTS AND CITIES 

New York 

Aden 6532 
Bombay 8120 
Buenos Aires 5868 
Calcutta 9830 
Cape Town 6815 

Congo River, Mouth of 5862 
Hamburg 3637 
Havre 3169 
Hongkong 11431 
Honolulu 6686 

London 3233 
Manila 11546 
Melbourne 10628 
Mexico City** 2898 
Nome 8010 

Port Said 5122 
Punta Arenas 6895 
Rio de Janeiro 4778 
Leningrad 4632 
Shanghai 10855 

Singapore 10170 
Valparaiso 4637 
Vladivostok 10001 tt 
We1 I ington 8540 
Yokohama 8986t t  

New Orleans 

7870 
9536 
6318 

11239 
7374 

6580 
5249 
4760 

10830 
6085 

4507 
10993 
9437 
1626 
7410 

6509 
7340 
5218 
6223 

10254 

11500 
4035 
9410tP 
7939 
7762t t  

San Francisco 

11500 
9780 
751 1 
8920 
9898 

8853t 
831 5 
7855 
6086 
2097 

8038 
6289* 
7040 
251 2 
2705 

9562 
6199 
7678 
7823t 
5550 

7502 
5140 
4706 
5909 
4536 

Distances are shortest water routes available, except as specially noted. 
AN water distances are in nautical miles. 

Route is via Yokohama. 

* * A l l  three routes are entirely by land. 

t Via New York by land. 

t t  Via San Francisco and Tehuantepec by sea. 

These distances are entirely by land; water or landhater routes in some 
cases will be shorter. Figures are as established b y  the War Department, 
for the year 1920. 
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Until the Great War, the United States was a debtor nation 
internationally, s t i l l  paying off the vast European (particularly 
British) investments that had gone to fund such v i ta l  improve- 
ments as the national railway system. The Great War, how- 
ever, liquidated a l l  participant holdings in the United States, 
either through seizure (in the case of Germany, for instance) 
or through payment for military aid. While it is true that 
almost no state ever repaid i t s  war debt to  the U.S., this nation 
received payment enough: not until OPEC in the early 1970's 
would it be a debtor nation again, with persistent balance-of- 
payments problems. 

Buoyed by elimination of foreign control and increased 
gold reserves, and initially fueled by the heavy inflation 
accompanying WWI, the 1920's were a generally favorable era 
for economic expansion and profit. Throughout the decade 
prices and wages remained relatively stationary with respect to 
each other, and inflation appears to have been effectively 
about 1% per year. By policy, the dollar was convertible to 
gold; silver prices consistently slumped. 

Average Price of One Fine Ounce of Gold or Silver 
On the London Market, in Dollars, 1920- 1930 

Year Gold Silver 
1920 $27.49 $1.35 
1921 26.05 .81 
1922 22.71 .75 
1923 21.96 .67 
1924 22.80 .74 
1925 20.80 .70 
1926 20.66 .63 
1927 20.67 .57 
1928 20.67 .59 
1929 20.67 .54 
1930 20.68 .39 

Since the U.S. was on the gold standard a t  this time, gold can 
be bought and sold like any other commodity. The advantages 
of the era will be obvious to any adventurer: not only were al l  
precious metals translatable, but foreign currencies could be 
pegged directly to the gold price if any exchanges became 
necessary during an adventure. 

Wages 

As an example of a wage spectrum within a particular 
industry, here are the national average yearly sums received by 
railroad labor and management over thirty years. 

Year Officer Clerk Foreman Crpnter Conductor Laborer 

1900 3260 683 524 636 989 533 
1914 5011 792 686 830 1395 686 
1920 6347 1647 2254 1808 2971 1306 
1928 7000 1645 1558 1500 3118 1083 

General Section 

Note the drop off in wages among some of the occupations by 
1928. This i s  partially prompted by the worsening financial 
condition of the railroad industry as a whole, which includes 
the short commuter trains and trollies under heavy competi- 
tion from the automobile by 1928. Worsening conditions also 
impress upon business the desirability of 'piece-work' labor, 
which does not need to  be paid for unless it is used. These 
yearly rates should not necessarily be taken as indicators that 
the hourly wage decreased, only that the number of such 
hours on the averaged decreased. 

Taxes 

Law-abiding adventurers should be paying a small local 
property tax if they own land (to finance the schools), and 
about 5% yearly to the federal government if the adventurer i s  
making more than $20,000 yearly. There are no sales taxes 
during this time, as a general rule. 

Prices 

The following prices have been arranged in categories com- 
monly of interest to globe-hopping adventurers. The prices are 
representative of the year 1920, but should not be taken to 
indicate that any one item (such as a Model T Ford) exactly 
costs the listed price. Additionally, there is  slight inflation 
averaging about 1% a year over the decade, and referees inter- 
ested in that sort of thing may wish to adjust costs as the years 
of the campaign progress. 

TRANSPORTATION COSTS 
Automobile/Truck Animal 

used auto $250. OK saddle horse $400. 
new cheap auto 1000. old saddle horse 200. 
luxury auto 7000. tops mule 100. 
used truck 350. burro 50. 
small truck 1400. sled dog 50. 
large truck 3500. up buggy 85. 
med. auto tire 12. farm wagon 65. 
tire chains 5. double horse harness 45. 
tire rpr kit/pump 2.50 western saddle 20. 
tire jack 1. 
auto spotlight 3. Ship* 
auto battery 15. ferry, . I 5  first mile, .05 each 
gasoline, gallon .20 additional mile 
average mpg, 30 
repair book 1.50 fraction thereof 

liner, $60 per 1000 miles or 

Trains 
local commuter .05 

+ .02 per zone 
medium range 25-400 

miles, 1. + .02 per mile 
transcontinental, 1. + .01 

per mile"" 

freighter, $30 per 1000 miles 
or fraction thereof 

tramp, $15 per 1000 miles 
or fraction thereof 

rowboat $35. 
canoe 75. 
outboard motor 80. 

Air Travel Bicycle, suitable to attach 
28. 191 9 cost from London motor to to Paris was €21 ($100) 

1930 av. price was .09-.60 
per passenger mile 

These prices are for good to excellent accomodations. The relation 
between cost, speed, and reliability is given in Ship Speeds, p. 18. 

** There are no transcontinental lines in this period. Characters always 
will have to transfer when going across the US. Chartered trains (called 
'specials') can go across the nation by special arrangement. 

CAMPING GEAR 
Cheap trunk (40 Ibs.) $4. 2-man tent (39 Ibs.) $12. 
Expensive trunk (55 Ibs.) IO. 4-man tent (62 Ibs.) 22. 
Water bag, 1 gal. 1. 8-man tent (92 Ibs.) 35. 
Water bag, 5 gal. 2. 25-man tent (233 Ibs.) 95. 
Camp stove 6. 16 x 20 tarpaulin 15. 
Cooking kit  9. Hunting knife 3. 
Camp cot 6. Kerosene lantern 2. 
Good quart thermos 5. Light rod and reel IO. 
Fishing tackle outfit 10. 

 



LODGING AND DINING 

Flophouse (guard your valuables) 
Dingy (but you get a private room) 
Comfortable (good bed, hot water) 
Deluxe (bell-boys, tippable) 
Deluxe meal on train 1.50 
Good meal in restaurant .75 
Good breakfast .30 
Dozen eggs a t  the store .50 
Quart of milk a t  the store .I5 
Loaf of bread a t  the store .25 
Pound of bacon with l i t t le  fat .45 
Excellent cigar after your meal .20 

$ .20 night 
1.00 night 
5.00 night 

10.00 night and up 

CLOTHING 
These are standard items of apparel, often useful for re- 

outfitting the adventurer who has escaped deadly peril sans 
clothing. 

Man's topcoat 
Rain slicker and hood 
Hikinghiding suit 
Quality woman's dress 
Woman's wool coat 
Hunter's coat 
Hip boots 
Union suit 
Man's shirt 
Woman's frock 

$14. 

12. 
15. 
14. 
5. 
6. 
1. 
1. 
5. 

5. up 

EQUIPMENT FOR ADVENTU R E M *  
Shoulder holster $ 1.25 Plated cross, IO" t..jh $ 2. 
Moneyhartridge belt 2.25 Wind-up alarm clock 3. 
Gasoline table lamp (runs 6X binoculars 24. 

12-1 5 hours 6.50 12-G shotgun shell, 500 20. 

Varmint trap -50 .30 carbine bullets, 100 9. 
Pocket knife .50 Box camera 6. 

Flashlight battery .IO 144 8x10 photopaper 5. 
Carbide spelunker lamp Photolab equipment 15. 

Tablet .05 Flapped pistol holder 1. 
* The particular rules you are using may also have priced items. 

IOOX microscope 17.50 .22 bullets, 200 1. 
Basebal I bat 1.50 .45 bullets, 100 3. 

Pencil .01 3-cell flashlight 2. 
Popular novel 1.50 Holy Bible 4. 

(runs 9-10 hours) 5.00 Battery spot light 5. 

MISCELLANEOUS GEAR FOR ADVENTURERS 

Wrist watch $25. Shovel $ 1. 
Pocket watch 15. Axe 2. 
Cheap signet ring 4. %" steel link chain, per 
Good fountain pen 3. foot, .25 
48-piece jeweler kit 16. Carpenter tool set 50. 
6 needle files 1. Blacksmith tool set 80. 
Rubber gloves .75 Plated cavalry trumpet 7. 
Wheelchair (75 Ibs) 40. Typewriter 65. 
Ordinary violin 35. Ukelele 8. 
Rope, per 100'. %" 3. 

part of an Adventurer's utility kit. 

Banks and Savings 

Banks in this period are completely independent entities, 
and whether or not they thrive or collapse depends upon the 
stockholders and managers of the bank and on general eco- 
nomic conditions. There is no federal insurance on DriVate 

These items can be potentially useful, but usually are not 

savings, for instance, nor are there federal limits as to how 21 
much or how l i t t le  interest a bank pays. The interest rates on 
loans may be regulated in some areas, for a ceiling rate may be 
in effect, but often they may not be. 

In general, the better the interest rate on a savings account, 
the shakier the bank will be. Any rate above 3% probably indi- 
cates that the bank unduly needs cash. It may be amusing to 
tempt player-characters with high interest rates. The characters 
also may occasionally lose their savings in a bank collapse, and 
regain part or none of it months later-but this should happen 
rarely. 

Y 

A few miles north of  Meiico City, Teotihuacan dates from 200- 750 
A.D., and was a very large city-over 100,000. The enormous pyra- 
mid to the right o f  the Avenue of the Dead is the Pyramid of the 
Sun; the compound and small pyramid at the bottom right is the 
Temple of Quetzalcoatl. There have been excavations and restorals 
throughout this century. 
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It was perhaps in the 1920's that the strangest weapons mixtures in all of history were found. While the imperial rivalries 
that led to the Great War had introduced the gamut of automatic weapons known to us today, their technologies and econo- 
mies of production had not yet penetrated many parts of the world. At no other time was the military disparity between the 
colonizer and the colonized as great. In interpreting the tables below, you will need also to determine the status or race of the 
group to be rolled up: are they Boers or Zulus? Are they American cowboys or Digger indians? Use these tables judiciously, 
to reflect the realities of the time as accurately as you can. 

In order to arm random civilian groups, the world has been divided into eleven areas, the chief differences of which are 
climate and consequent affluence. All of the groups are considered to be rural, not urban: for urban groups, half of each such 
party should not be armed a t  all, or armed only with the most casual weapons possible-sticks, bricks, straight-edge razors, 
and so on. Handle boundary areas between zones as you wish. The demarkations are suggestive, not authorative. 

Referring to the accompanying map, World Weapon Zones, roll 1D20+4 for the number in the group, then roll 1D10 to 
arm each individual in the posse, mob, robber band, or group of justifiably outraged citizens. 

ZONE 2 - Eastern Europe 

roll ID 10 result roll 10 10 result 

2-3 shotgun 4-5 ax 4-5 knife 
4-6 ax 6-7 scythe or sickle 6 
7-9 scythe or sickle 8-9 whip 7-9 spear 
0 rifle 0 shotgun 0 bow 

ZONE 3 - Subarctic, New Guinea & ZONE 1 -Western and 
Middle Europe and the Russias Borneo interiors, SW Africa 

roll ID 10 result 
1 club 1-3 club 1-3 club 

hatchet 

ZONE 5 - Asian mountains, ZONE 6 - south Canada, U.S.A., ZONE 4 - North Africa, 
the Mid-East, Trans-Caspia Tibet non-jungle Mexico, settled South 

America, white S. Africa, Australia 

cn w 
2 roll ID10 result roll 1 D 10 result roll ID 10 result 

1-3 club 1-2 knife 
4-6 knife 3-4 ax 
7-8 spear 

0 

5-6 pistol (not allowed in Canada; 
0 ilz !:z:d

1\1 ;-9 musket 9 sword make club instead) rifle 
rifle 7-8 shotgun 

9-0 rifle cn Z ZONE 7 - junde areas be- 
tween Mexico and Argentina 

roll ID10 result 

knife 

ZONE 8 - India, China, Japan 

roll 1D 10 result roll ID 10 result 

4-5 knife 5-6 spear 
i - 2  club 

4-5 spear 6-7 torch 7 sword 

8-9 bow 0 sword 0 musket 

ZONE 9 - Southeast Asia 

1-3 club 1-4 club 

6-7 poison dart 8-9 sickle 8-9 bow 

rifle 

a 
ZONE 10 - jungle and savanna ZONE 11 - aboriginal Australia 
of Africa 
roll 10 10 result roll 1D 10 result 

club 1-2 club 1 
2-5 spear 3 knife 
6-7 javelin 4-6 spear 
8-9 bow 7-9 boomerang 
0 musket 0 bow 

g o  

 



Cultural Weapons Around the World 
Remember that these groups are armed spontaneously. With time, they might all be able to arm themselves in a more deadly 
fashion. But when an adventurer needs help, he probably needs it quickly. And when he runs into a flock of villains, they 
may not have been waiting just for him-even bad guys sometimes have other things to do. 

ient damage to b instantly. Since Ohi 

 



24WEAPONS NOTES 
BOOMERANG - this 'throwing-stick' is intended for killing or 
wounding small game. In  the hands of an expert, the specially 
curved stick will come back to the user's general vicinity if he 
misses his target; a successful throw means that the boomerang 
hits the target and drops to the ground. 

MUSKET - a long-barreled, often hand-made, usually smooth- 
bored weapon. I t s  users may attain a t  least a 70% accuracy 
with it, due to long familiarity, but newcomers to it will be 
sorely tested even to load it. 

SCYTHE - the massive two-handed reaping tool of peasantry 
everywhere. It does damage like a wood ax, but can impale. 

SICKLE - a curved-bladed reaping tool for shorter grains and 
grasses. It i s  used one-handed. It does damage like a hatchet 
but can impale. 

WHIP - this cross between a melee and a throwing weapon is 
useless for hand-to-hand fighting, doing about the same dam- 
age as a head butt when it is  doubled up and used as a small 
club. Between 5-10 yards it inflicts ID3  of damage and a dis- 
concerting slap of pain. An entangle with the whip means that 
it has wrapped around the target object that the user desired, 
and that the target object now can be snatched from the grip 
of i t s  holder unless the holder makes a DEX x 1 roll or has 
specified he is guarding against this maneuver (when he needs a 
DEX x 5 roll). I f  wrapped around a limb, or a successfully-held 
item, the whip user can attempt to pull the target off his feet 
with a successful STR vs. STR roll on the resistance table. 

THOMPSON SUBMACHINE GUN - the tommygun was in- 
vented in 1918 as a weapon with which to end the Great War. 
The war ending anyway, the gun was available generally for a 
short while, a favorite of company police and other hired gun- 
men. However, it was quickly outlawed for civilian use, and 
from then on only criminals and certain police forces had 
access to it. The famous 100-round drum was cumbersome 
and almost never was used. 

MACHINE GUN, .30 - this is the traditional light machine 
gun used by nearly every armed force of the day. Though John 
Wayne might have been able to  fire it from the hip, in your 
play it will take two men to fire it from a tripod. It i s  water- 
cooled and has a 20% chance of jamming any time it is used 

for a 'full magazine' (20-round) burst instead of a 3-round 
burst. I t s  ammunition usually comes in 500-round belts, and 
without a second crewman to load the gun the likelihood of 
jamming is  20% everytime the gun is  fired, 3-round bursts or 
not. 

MACHINE GUN, .50 - another end-the-Great-War invention, 
it was meant to punch through the tank armor of the day. 
Though later conventions of war prohibited i t s  use against 
personnel, those prohibitions were ignored as necessary for the 
survival of the crews serving the weapons. In this period these 
water-cooled weapons need 3-man crews-if only to carry the 
gun, i t s  tripod, and the ammunition boxes. It also used belt- 
fed ammunition. 

MORTAR - this device fires a high-trajectory high-explosive 
shell which can reach targets out of the line-of-sight of the 
weapon. It requires a t  least a crew of two, and careful training 
is needed to use it a t  a l l  properly. Because of i t s  high trajec- 
tory, it cannot be fired a t  a range under the first figure shown 
on the table. 

HAND GRENADE - contains a high explosive in a brittle 
metal container which will shatter into shards of shrapnel; it i s  
the shrapnel which causes most of the damage. A hand grenade 
has two catches which must be released before it will explode; 
the nominal time of explosion after the second pin is pulled 
will be about four seconds. 

DYNAMITE STICK - t o  throw a single stick of dynamite, the 
character must have inserted a fuse and lit it; a dynamite stick 
will take one melee round to 'fuse' and a second one to light 
and throw it. The stick will go off after al l  other action has 
ceased in the second melee round. Packs made up of more 
than one stick of dynamite cannot be thrown. Immobile dyna- 
mite mines of any size can be created, and they can be explod- 
ed by burning fuse, electrical discharge, or by a very strong 
impact, such as a bullet. 

75mm FIELD GUN - this i s  a mobile towed field gun with a 
firing shield, similar to the French '75. The base chance in the 
table assumes a trained militia crew. The range is  based on 
visual sighting and fire by the gun crew. Shells may be arrnor- 
piercing or high-explosive. 

BLACK MARKET WEAPONS 
Characters desiring heavy weapons will not find them in the 
Sears, Roebuck catalog, and neither will they find them inex- 
pensive or No force in the world will help pcS buy 
such weapons unless they are intended for export-and then 
are exported. No honest police force will ever help characters 
bring such items as machine guns into a country. 

Thompson SMG - l D l O  x $50 + 150 for one weapon; 1D6 x $50 for 

.30 cal MG-  1 D lOO ~ $ 1 5  + 300 for one weapon: large lots unavailable. 

.30 cal MG ammunition - 500-round ammo belt $100. 

.50 cal MG - 1 D1OO x $30 + 400 for one weapon: large lots unavail. 
Mortar - D6 $200; unavailable in 
Mortar ammunition - $2 per shell; 1/3 will be duds. 

75mm field gun - lDlOO x $100 + 800 per weapon; weapons which 

7smm field gun - $10 per shell, specify piercing or 

Handgrenade - $50 per box of 24; 40% will be duds. 

lots of 20 or more. 

Even if the weapons are intended for export, the arms mar- Dynamite - if refused leagal purchase, S2 per stick. 

cost less than $3000 will have an accuracy limited to 200 yards. 

high explosive. Half of the shells will be duds. 

ket i s  such that there i s  a 25% chance per total purchase that 
the goods will prove undeliverable, or that the sellers will steal 
the money and not deliver the goods, or that the police will 
break up the proceedings. 

 



finds bhich date from 800 B.C., incliding a 
man clasping a golden bowl who had been 
hY1led by a falling beam. The curving section 
a t  the left and top of the drawing i s  a por- 
tion of the city wall. The small squares are 
individual pillars in the buildings. 

U 
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Hasanlu is in extreme northwest Iran. The 
period shown in this drawing was ended 
abruptly by battle and fire. Archaeologists 
were fascinated to uncover extremelv rich HAWLU,  

 



26 

BAT. LARGE 

Characteristics Average 
STR 2D4 5 Move 1/12 flight 
CON 2D6 7 H i t  Pts: 6 
SIZ 2D4 5 
POW 2D6 7 
DEX 1D6+18 21-22 

Weapon Attack Damage 
Bite 40% 1 D4 

OTHER SKILLS-Spot Hidden Items 75%. 

HABITAT-warm and temperate olimates world-wide. 

BEAR, COMMON BLACK 

Characteristics Average 
STR 3D6+6 16-17 Move8 
CON 2D6+6 13 Hit Pts: 15 
SI2 3D6+6 16-17 
POW 3D6 10-11 
DEX 3D6 10-11 

Weapon Attack Damage 
Bite 45% 1D6+1D8 
Claw 30% 1D6+1D6 
Hug 30% 3D6 

A bear either may bite and claw twice OR bite and hug in a melee 
round. If choosing to bite and hug, both attacks must be against the 
same foe. If the bear bites and claws twice, he may attack up to three 
separate foes. 

ARMOR-2 poin: skin. 

OTHER SKILLS-Track 40%. Climb 50%. 

HABITAT-temperate climates, brushy or wooded areas. 

DOG, ORDINARY 

Characteristics Average 
STR 2D6 7 Move 12 
CON 3D6 10-1 1 H i t  Pts: 8 
SIZ 1 D6+1 4-5 
POW 2D6 7 
DEX 2D6+6 13 

Weapon Attack Damage 
Bite 30% 1 D6 

OTHER SKILLS-Track by  Smell 80%. Spot Hidden Item 60%. 

Dogs usually hunt in packs of 1D8+3. 

HAB ITAT-everywhere. 

CONDOR or EAGLE, GIANT 

Only the largest birds will attack a man, though a vulture might attack 
a helpless man. A l l  birds have the special ability to cut an attacker's 
chance to hit in half while flying. 

Characteristics Average 
STR 3D6+12 22-23 Move 5/12 flight 
CON 3D6 10-11 Hit  Pts: 14 
S I 2  3D6+6 16-17 
POW 2D6+6 13 
DEX 2D6+12 19 

Weapon Attack Damage 
Bite 45% 1D8+1D6 

1D6+1 D6 Claw 45% 

ARMOR-2 point feathers. 

HABITAT-the higher hills and mountains which offer safe nesting 
sites. Nests may be among pinnacles or on rocky ledges, or even in trees 
which have grown close together and can support the considerable 
weight of several to a half-dozen large birds and nest. Range is basically 
western hemisphere, but there is no reason as far as adventures go that 
a referee simply cannot say, 'A giant bird is diving at  you' in any place 
this side of Antarctica, where the only giant birds walk. 

CROCODILE, NINE YARDS LONG 

Characteristics Average 
STR 3D6+30 4041  Move7 
CON 2D6+12 19 H i t  Pts: 30 
S I 2  3D6+30 40-41 
POW 306  10-11 
DEX 2D6+3 10 

Weapon A ftack Damage 
Bite't 60% lD10t4D6 
Tail Lash*t t  60% 1 D6+4D6 

Bite and tail lash may strike simultaneously, but not at the same' 
opponent. 
t I f  the croc is in water, it wil l  cling wi th the bite and spin, doing its 
damage bonus each round. 
tt Roll STR x 5 or less on DlOO or fall down immediately. 

ARMOR-10 point skin. 

HABITAT-jungle marshes across the globe. 

NOTES-the crocodile presented isvery large. For smaller, garden-variety 
crocs, divide STR, CON, SIZ, and POW by 2 or 3 and make the damage 
add +1D6 rather than +4D6. 

WASP SWARM (OR ENRAGED BEES) 

This swarm of stinger-equipped, flying insects will attack for 2D6 melee 
rounds. Unless the victims are completely covered (as wi th netting or by 
being enclosed in an auto) there will be no protection against them. 

Damage Weapon Attack 
l D l O  stings 15% 1 per sting 

HABITAT-deserts, woods, plains, and jungles. 

ALTERNATE SYSTEM-the wasp swarm can last 1D6+1 melee rounds 
with characteristicsvaried by a 1D4 roll: 
Roll Weapon A ftack Damage 
1 1 D 4  stings 100% 1 per sting 
2 1D6 stings 100% 1 per sting 
3 1D8 stings 100% 1 per sting 
4 1 D8 stings 100% 1 per sting 

 



GHOSTS 

Each ghost should be individually crafted by  the referee for the circum- 
stances appropriate. Ghosts generally possess only the characteristics of 
INT and POW, appearing in a misty form. When matching their POW vs. 
their victim's POW, the ghost appears t o  be clawing at, enveloping, or 
otherwise physically attacking the victim. 

'Ordinary' ghosts attack each melee round by  matching their POW 
vs. the POW of the victim on the resistance table. If the ghost over- 
comes the POW of the victim, the victim loses 1D3 of POW. If the 
victim can Overcome the ghost, he causes it t o  lose 1D3 points of POW. 
Some ghosts may be of great strength, draining 1D6 POW or more from 
a victim in a single melee round, but  such powerful ghosts still wi l l  lose 
only 1D3 POW if overcome by  the victim in a particular round. 

'Individually crafted' ghosts can be sources of good, spooky scenarios. 
Entire campaigns can be devoted t o  the study of and the exorcising of 
ghosts. Books t o  read before crafting individual ghosts include The 
Haunting o f  Hi// House (both the novel and the film, in fact) by  Shirley 
Jackson, The Shining by Stephen King, any of William Hope Hodgson's 
ghost stories (particularly the Carnacki-Ghost Hunter tales), and any 
ghost stories written by Montague Rhodes James [M. R. James]. Some 
of these books may prove diff icult t o  get hold of (like the ghosts they 
portray), but most public libraries should have them. Good luck on 
your library rolls. 

GORILLA 

Characteris tics Average 
STR 4D6+12 26 
CON 306 10-1 1 
S I 2  2DG+12 19 
INT 1D6+1 4 5  
POW 3D6 10-1 1 
DEX 3D6+6 16-17 

Weapon A track 
Bite' 45% 
Hand' 45% 

Move 8 
Hit Pts: 15 

Damage 
1 D6+2D6 
1D6t 

Gorillas can bite and attack with both hands in one round. 
t If the gorilla hits wi th  both hands, it wi l l  grapple its foe, doing the 
gorilla's damage bonus in damage t o  the victim in each successive 
round unti l the victim breaks the gorilla's grasp wi th  a successful STR 
vs. STR rol l  on the resistance table. A gorilla can bite while grappling. A 
grappled victim cannot melee wi th  weapons longer than a dagger or 
hatchet. 

ARMOR-2 points. 

If provoked, the gorilla may act violently, but is normally peaceful and 
shy. 

HORSES 

The best o f  horses can be described politely as stupid; extremely stupid 
horses are common. For the purposes of role-playing, horses are divided 
into three classes: the cart horse, the cavalry horse, and the riding horse. 

THE CART HORSE 
This class includes all the animals used as beasts of burden-horse, 

mule, burro, llama, etc. They may or may not be usable as riding ani- 
mals, but their training is such that they wil l not move much faster than 
a broken trot,and wil l  not even trot for very long. Around angry people 
or the sound of gunfire, their only interest wi l l  be t o  flee. 

THE CAVALRY HORSE 
A cavalry horse is trained t o  stay calm in battle, carrying its rider 

where he wants to go. Such horses are not trained t o  fight independent- 
ly of or to fight in coordination wi th  their riders: a rider would have t o  
make Ride rolls and do nothing else if his horse commenced fighting for 
any reason. Such a horse probably wil l  stay before natural and unnatural 
creatures. 

THE RIDING HORSE 
A riding horse wil l carry a rider and gear for a goodly distance dur- 

ing a given period if the horse receives adequate care and feed. Grass is 
not good food for horses that must do heavy work; oats and other grains 
can better maintain horses used t o  such a diet, but such high-energy 
food wil l have t o  be carried along. Riding horses wi l l  not fight unless 
cornered or unless in a territorial fight with another horse. Horses al- 
most never wil l f ight t o  k i l l  another horse. 

Characteris tics Average 
STR 3D6+18 28-29 Move 12 
CON 2D6+6 13 
S I 2  4D6+12 26 
POW 3D6 10-11 
DEX 3D6 10-1 1 

Hit Pts: 20 
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Damage Weapon Attack 
Bite 05% ID10  
K ick t  05% 1 D8+2D6 
Readplunge* 05% 2D8+2D6 
Tramplett 25% 4D6 to downed foe 

t There is a 65% chance the blow wil l  knock down a target of S I 2  12 or 
less, wi th  10% less chance for every 6 points of SI2 larger. 

There is a 10% chance for every 6 SIZ points over 12 that the target 
wi l l  not fall down. if it is sti l l  alive and capable of standing. A horse 
that rears and plunges can make no other attack. 
tt A horse wi l l  only trample when directed t o  do so; they will not 
trample ordinarily. A trampling horse can make no other attack. 

ARMOR-1 point skin. 

H A 6  ITAT-plains, steppes, and temperate climates. 

LION 

Characteristics Average 
STR 2D6+12 19 Move 10 
CON 3D6 10-11 Hit Pts: 14 
SIZ 3D6+6 16-17 
POW 2D6+6 13 
DEX 2D6+12 19 

Weapon Attack 
Bite* 
Claw* 
Ripping*t 80% 406 

* Gets two claw attacks and one bite attack in a melee round; all must 
be used against the same opponent. 
t If it scores hits with both claws, it wil l hang on and rip with its hind 
legs from then on, and may continue t o  attack by biting as well. 

ARMOR-2 point skin. 

HABITAT-Africa and Near East. 

Damage 
40% 1D10+1D6 
60% 1D6+1D6 

ELEPHANT (MAMMOTH) 

Characteristics Average 
STR 4D6+36 50 Move 10 
CON 306 10-11 H i t  Pts: 31 
SI2 4D6+36 50 
POW 3D6 10-1 1 
DEX 2D6 7 

Weapon A track Damage 
Gore* 65% 1 D8+5D6 
Trample 75% 10D6 

* Instead o f  goring an elephant may attack with its trunk.The percent- 
age chance ot success is the same as its chance t o  gore, but no damage is 
done. Instead, the victim must roll STR vs. half the animal's STR or be 
placed in position t o  be automatically trampled on the next round. 
Alternately, the beast may fl ing away the victim, doing falling damage 
t o  the victim based on 1 yard distance per every 3 points of the mam- 
moth'sSTR. Forevery6 SI2 points over 16 that the victim has, he lands 
2 meters closer and thus takes less damage. 

The trunk of all elephants is sensitive, and wil l not be used for fight- 
ing unless the beast is made desperate by losing half or more of its total 
hit points. 

MUMMY 
These undead beings are similar t o  intelligent zombies. Some cults keep 
mummies in their temples as guardians. Like zombies they must be 
hacked apart before they cease action. Contrary t o  popular belief, 
many mummies lack bandage wrappings and move relatively swiftly. 
Like vampires, mummies have no true POW of their own, and cannot 
replace it normally if spent. Mummies are effective fighters, and wil l 
have a minimum percentage attack chance of DEX x 5.. 
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Characteristic 
STR 3 D 6 x 2  
CON 3 D 6 x  1% 
SI2 3D6 
INT 3D6 
POW 1D6+12 
DEX 2D6 
CHA 1D6 

Average 
20-22 Move6 
15-17 Hit Pts: 13-14 
10-11 
10-1 1 
15-16 
7 
3-4 

Weapon Attack Damage 
Fist 70% 1D6+1D4 
any weapon 50% as per weapon + 1 D6 
except firearms 

ARMOR-2 point skin plus any worn armor. 

OTHER SKILLS-Move Quietly 50%. 

Mummies are so horrendous, and their stench of bitumen and 
death is so strong, that there may be an effect upon a viewer's conscious- 
ness o r  sanity. 

PIXIE 

Loosely-run campaigns occasionally may want t o  have some of the 
'little folk' drop in. Pixies are diminutative elves capable of flight with 
small transparent wings. These imps tend t o  use the sling. They are nat- 
urally invisible, although they become visible if they attack, and spend 
most o f  their time playing pranks on  travellers in the woods. 

Characteristics 
STR 2D4 
CON 3D6 
SIZ 1D6 
INT 3D6 
POW 2D6+6 
DEX 4D6 
CHA 3D6 

Weapon Attack 
Sling 30% 

Average 
5 Move 3/10 flight 
10-1 1 Hi t  Pts: 7 
3-4 
10-11 
13 
14 
10-11 

Damage 
1 D8 

OTHER SKILLS-Move Quietly 50%. Spot Hidden Item 40%. Practical 
Joke 80%. 

PYTHON (very large snake) 
Though not a mythical or  legendary creature. the python does possess a 
number of legendary properties. Pythons have the ability t o  entrance 
their prey as dovampires, causing the victim t o  stand still unti l attacked. 
Determine the outcome by  matching POWs on the resistance table. The 
victim may not parry or otherwise defend himself. If the victim resists 
the effects of the serpent's gaze, he need not defend himself again from 
the hypnotic gaze during that struggle with the python. 

Characteristics Average 
STR 3D6+12 22-23 Move6 
CON 286+6 13 Hi t  Pts: 16 
SI2 5D6 17-18 
POW 3D6 10-1 1 
DEX 2D6+6 13 

Weapon Attack Damage 
Bite" 40% 1 D6 
Crush* 60% 2D6t 

There is a +20% chance to  bite or t o  crush an entranced victim. 
t I f  the crush attack succeeds once, the victim is totally enfolded in the 
coils of the serpent. The victim may have his weapon arm free to  fight 
if he is not surprised and can roll DEX x 3 or less on D100. He cannot 
speak or cry for help. Each round of crushing does 2D6 damage-armor 
wil l help in resisting this, if any of the characters are weird enough t o  
go trotting about in medieval plate. The victim also must successfully 
roll CON x 5 or less on D100, or he wil l fall unconscious. 

ARMOR-2 point skin. 

SKILLS-Move Quietly 90%, Hide in Cover 75%. 

HAB ITAT-tropical forests. 

RAT PACKS 

Rats may attack in packs. In each fight first f ind out how many rat 
packs are attacking and then relate the figure to the player. A reason- 
able attack might be ID8 + 2 rat packs in one situation, and 1D3 in 
another-you wil l  need t o  tailor your attacks. Tell the players how 
many are attacking, and then always allow the Characters first attack. 
If a character happens t o  make his percentage with whatever weap- 
on he has, then he kills a rat, and one pack scampers away in dismay, 
reducing the overall attack in the round. 

Rats always attack second. Find the number of packs and multiply 
the figure by 5% to establish their current chance of a successful attack. 
A successful attack wil l do 103  points damage to  a character. If the 
character is armored, the armor may absorb the damage of each attack 
individually. 

When telling players about the horde of red-eyed rats meeping and 
gibbering across the floor, multiply the number of packs by 10 and give 
the players the total number of rats involved-there is no  need to in- 
form them that the number of rat packs is the only important element. 

SQUIDS, GIANT 

This is a prototype squid. T o  make a whale-battler, add 1D6 of S I2  and 
STR for wery two feet of span from tentacle-tip t o  tentacle-tip. The 
statistics are for a squid about four yards across. 

Characteristics Average 

STR 6D6 21 Move 4/10 swimming 
CON 2D6+6 13 H i t  Pts: 17 
SI2  6D6 21 
INT 2D6 7 
POW 3D6 10-11 
DEX 2D6+12 19 

Weapon Attack Damage 
Beak* 45% 1 DlO+ poison, potency equals CON 
Tentacle* 45% 1D6t 

The beak and the eight tentacles can attack simultaneously at u p  to  
eight different targets. 
t If a tentacle strikes a foe, it wil l hang on. When a foe has been struck 
by  two different tentacles, they wi l l  constrict him, giving him 4D6 
points of damage per round. Armor wil l  protect against this damage. 

ARMOR-2 point skin. 

SKILLS-Hide in Cover 70%. 

HABITAT-salt water only; world-wide, but much prefers the cooler 
sub-surface waters, especially those closer t o  either pole. 

SKELETON, HUMAN 

Animated skeletons are encountered in a very few legends of medieval 
times. Skeletons are fairly brittle, and damage easily with a heavy 
weapon. They remain relatively immune t o  impaling weapons. 

Any weapon which hits a skeleton has a chance of destroying it 
equal t o  or less than the number of  damage points rolled x 4 on D100. 
For example, if an axe hit a skeleton and did 8 points damage, there 
would be a 32% chance of  destroying the skeleton b y  shattering it. 
Unless the skeleton is shattered, it remains undamaged. I mpaling-type 
weapons do less damage, having only a damage done x 2 chance on 
DlOO of destroying the skeletons. This includes firearms: a .45 revolver 
doing 10 points of damage t o  a skeleton wil l  destroy the skeleton only 
on a D100 rol l  of 01-20. They may not be harmed otherwise. 

Skeletons need triggering t o  be animated. The activating went  may 
be an unadvised push of a button or the entering of a sacred room. 
Once set in motion, skeletons fight t o  the death. Roll individually for 
skeleton weapons. 

Characteristics Average 
STR 3D6 10-11 Move8 
CON N/A - - -  Hi t  Pts: 9 
SI2  3D6 10-11 
POW 3D6 10-11 
DEX 2D6+6 13 

 



ro l l  1D6 weapon attack damage number appearing 
1 sword D E X x 4 %  1D8+1 3D6 
2 ax S T R x 4 %  1D6+1 
3 flail DEX x 3% 1D6 
4 mace 20% 1 D6+2 
5 morning 

6 sickle DEX+STR% 1D6+1 

ARMOR-within a group they all wear the same 1D6 armor. 

HABITAT-anywhere that magicians have worked. 

star flail DEX x 2% lD10+1 

TIGER 

Characteristics Average 
STR 3D6+12 22-23 Move 10 
CON 3D6 10-11 Hit Pts: 13 
SI2 3D6+6 16-17 
POW 3D6 10-1 1 
DEX 2D6+12 19 

Weapon Attack Damage 
Bite* 45% 1 D10+1 D6 
Claw' 70% 1 D8+1 D6 
Ripping't 80% 2D8+2D6 

* A l l  felines get two claw attacks and one bite attack in a round. These 
must all be used against the same opponent. 
t If the tiger hits a foe with both claws, it wi l l  hang on and rip wi th  its 
hind legs from then on, and may continue t o  attack by  biting as well. 

ARMOR-2 point skin. 

OTHER SKILLS-Move Quietly 75%; Hide in Cover 80%; Track 50%. 

HABITAT-tropical jungles of the eastern hemisphere. 

VAMPIRE 

Every campaign needs vampires. But there are so many conflicting 
stories about vampires and about their powers and abilities that it seems 
best t o  l e t  the individual gamemaster determine which vampire facts in 
particular are true in their campaign and which legends are merely old 
wives' tales. The following guidelines are not meant t o  be hard and fast 
rules. 

Vampires have all the traditional powers and problems imputed t o  
them. The cross gives protection from a vampire. Vampires are twice as 
strong as a man. Once its hit  points have been exceeded, the vampire 
wil l turn into smoke at the end of the melee round and regain CON at a 
rate of 1 point per melee round. A vampire can turn into smoke or mist 
at will. A vampire can change into a wolf or a bat. Vampire smoke wil l 
move at one movement unit per melee round. Vampires have no special 
powers in daylight, and may be unable t o  move abroad. Vampires may 
be forced to return to  soil in which they originally were buried in order 
t o  pass the daylight hours. 

However, if the vampire's hit points have been reduced exactly t o  
zero, its head has been hit: the vampire wil l fall and cannot turn into 
smoke. Then a stake driven through its heart wi l l  ki l l  for ever. One may 
also have to  cut o f f  the head, though this differsfrom legend t o  legend. 

Characteristics Average 
STR 3 D 6 x 2  20-22 Species move + 2 
CON 2D6+2 13 Hit Pts: 12 
SIZ 3D6 10-1 1 
INT 3D6 10-1 1 
POW 2D6+6 13 
DEX 3D6 10-1 1 
CHA 3D6 10-1 1 

Weapon Attack Damage 
Touch* 50% 1D4+1D4 
Bitet 50% 1 D4 

The touch of a vampire can reach through armor and attack a charac- 
ter's POW. If the vampire wins, the character loses POW. 
t I f  the bite of avampirepenetratecarmor, itdrains 1D6 in STR (blood) 
from the victim per melee round. It wil l  stay attached until the victim is 
dead or the vampire is destroyed. 

ARMOR-usually none, but it can wear any available armor. The armor 
wil l not turn into smoke as does the vampire. 
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HYPNOTIC GAZE-if the vampire catches the glance of a character, it 
can attempt t o  control the character through a POW vs. POW roll on  
the resistance table. A roll of the target character's POW x 5 or less 
must be made on DlOO t o  see if he was lucky enough t o  avoid the gaze 
o f  the vampire. 

Unlike living creatures, vampires cannot regain POW after losing it 
by using magic or by  the POW vs. POW combat also used by  ghosts (g.v.). 
However their POW-draining ability removes POW from victims and 
transfers it immediately t o  the vampire's permanent POW, and increases 
it. In this way only the vampire restores POW. The victim of POW loss 
to  a vampire wil l  regenerate his own POW t o  i t s  normal maximum in 
the usual fashion. A vampire's maximum POW is 21; further drain of 
POW wil l  be lost t o  the vampire as well as to the victim. 

HABITAT-wherever deals wi th  Satan are made. 

WEREWOLF 

There seem t o  be two types of werewolf, and either type could be used 
in play. Lon Chaney, Jr.'s The Wolfman, an old and well-known film, 
typifies the first: a normal human is cursed and occasionally thereafter 
turns into a monster, half-human and half-beast. The human may be un- 
aware of his curse; if he is, he detests his fate (see also Robert E. How- 
ard's Wolfshead). The second type of  werewolf is the fiend who enjoys 
becoming a wolf and ravening on human flesh. This type may transmute 
into a full-fledged wolf, rather than the half-human monster. It also has 
more control over its metamorphoses than the cursed-human type. 

Either type can be damaged only by  silver weapons or b y  fire. 

Characteris tics 
STR 3 D 6 ( x 2 )  
CON 3D6 
SI2  3D6 
INT 306 
POW 3D6 
DEX 3D6 
CHA 3D6 

Average 10-1 1 (22) Move 8 (12) 

10-1 1 
10-1 1 
10-11 (5-6) 
10-11 
10-1 1 
10-11 (1) 

Hit Pts: 10-1 1 

Weapon Attack Damage 
Bite 30% 1D8+1D4 

ARMOR-1 point skin. 

OTHER SKILLS-Track by Smell 60%, Hide in Cover 50%. 

H AB I TAT-wherever the fu  I I moon shines brightly . 

WOLF 

Characteristics Average 
STR 2D6+6 13 Move 12 
CON 306  10-11 HitPts: 10-11 
S I 2  3D6 10-1 1 
POW 3D6 10-1 1 
DEX 2D6+6 13 

Weapon Attack Damage 
Bite 30% 1 D8 

ARMOR-1 point fur. 

OTHER SKILLS-Tracking by Smell 80%; Spot Hidden Item 60%. 

HABITAT-approximately the same ranges as cold and temperate- 
climate larger ruminants and herbivores. 

Wolves may hunt in packs in the presence of  herds of deer or elk; they 
wil l as often hunt singly or in family pairings. They are normally shy, 
and verified attacks on healthy humans have been rare t o  non-existent. 

WRAITHS 

Wraiths are a special form of ghost, the creation of which was prompted 
by  the overwhelming frustration and hate of the deceased at his or her 
time of death. Wraiths are malignant to all forms of life, but are friend- 
l y  t o  the undead. Wraiths, like ghosts in general, should be handcrafted, 
and rarely have POWs less than 13. 

Wraiths live on the ethereal plane, and this gives them special powers 
and vulnerabilities. Wraiths are vulnerable t o  magic and their POW acts 
like CON in dealing wi th  a magical attack. If a wraith loses all i t s  hit  
points. it dissolves and cannot reform for at least a week. It may not be 
able t o  reform at all. 

 



I n  an attack, the wraith matches its POW vs. the victim's CON on 
the resistance table. I f  the victim fails to  resist, he loses characteristic 
points from his STR, INT, or his CON, depending upon the type of 
wraith encountered, but always equal in number to  the current POW of 
the wraith. A wraith can attack in this manner only once per victim. I f  
the victim's score in a characteristic is reduced to  below 1, the victim 
dies. I f  the victim survives the initial attack, the wraith must attack the 
victim's POW on all subsequent attacks. I f  such an attack is success- 
fu l  in a round, the victim loses D6-1 (0-5) points POW; i f  the victim 
attacks back successfully, the wraith loses D6-1 (0-5) points of POW. 
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ZOMBIE 

Though everyone knows what zombies are like from the movies, there 
are not many stories written about them. Zombies are almost immune 
to  weapons which impale (including firearms), although such weapons 
will further damage the zombie's appearance, Any hi t  by an impaling 
weapon does 1 point damage t o  the creature's CON. A l l  other weapons 
do only half the normally-rolled damage, and the'zombie literally must 
be hacked apart before it wil l  cease i ts  deeds. A few spells and sub- 

stances may deactivate zombies, but these are best left to  the individual 
referee. 

Like skeletons, the 1 point of POW motivates the entity. I n  the case 
of zombies, the POW is supplied by the spell creating them. The spell- 
caster directs them: zombies have no motivation of their own. 

The STR and CON of a zombie are multiplied by 1.5 as part of the 
spell-the zombie is a clumsy opponent, but a real damage-doer if it hits 
you. Zombie programming is sufficient to  let it hit  a t  i t s  DEX x 5 or 
less on D100, but it rarely parries a t  more than half that. Zombies often 
have two-handed weapons, and they can wear any type of armor. 

Characteristics Average 
STR 3D6 x 1.5 15-17 Move6 
CON 3D6 x 1.5 15-17 Hit Pts: 13-14 
SI2  3D6 10-1 1 
POW 1 1 
DEX 2D6 7 

Weapon Attack Damage 
Maul 35% 2D8+1D6 

ARMOR-as provided, usually 2-point leather. 
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by Ventura Books, Inc., New York, 1979. 

SEARS, ROEBUCK & CO. 1923 CATALOG. Selected pages edited by 
Joseph J. Schroeder, Jr., DBI Books, Inc., Northfield, Illinois, 1973. 
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The Luxor temple was primarily 
for the worship of Amen. The 
open circles are columns; the dark 
lines are walls. About half an inch 
from the left in the drawing is a 
shape like two brackets on their 
sides: that is the inner sanctum of 
the temple. The temple becomes 
progressively more public as the 
rooms open to the right. The first 
large court to the right was built 
by Amenhetep III, and the second 
was built by Rameses I[. A pro- 
cessional way led to Karnak and 
the main temple complexes. The 
ruins are now roofless. 
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The Moundbuilders of the Mississippi Valley may have been 
influenced by the brilliant Mexican cultures to the south, but 
they were indigenous peoples, as eyewitness reports in the 
16th and 18th centuries make clear. Like the early Nile cul- 
tures, the villagers worked land which was annually renewed 
by floods, and the people were led or ruled by a priestly class 
obsessed With death. Every pyramid originally had some sort 
of sacred tempIe or religious structure atop, made of wood 
and thatch. In the example o f  the Moundville structures, they 
appear to be grouped around an open ceremonial center. 
Note that one mound is circular, not pyramidal. 

4 N 
Q 
# 
9% 

The main structures were built and used during the last 
half of the first millenium. This is a hilltop site, with 
many descending terraces. The main pyramid is the highest 
point o f  the complex. The main entrance is the long 
avenue which starts a t  the bottom of the drawing. There 
is a ball court to the left of the top o f  the entrance avenue, 
as well as a series o f  small altars. AN over the small city 
are underground ways and rooms, the purposes of which 
are conjectural. Xochicalco is an excellent example of the 
sort of lost city that adventurers might stumble across. 
The actual site is in Morelos, south of Mexico City. 

The Pan-P'o site dates from about 4500 B.C., and can be 
taken by a referee as typical of small primitive villages. 
There are slightly more than a dozen circular homes out- 
lined by their remaining foundations. There are many 
storage wells (the smallest circles shown, and many not 
shown) which were dug into the ground as far as 20 feet, 
and were lined with burned clay as protection. The site 
is bisected by a ditch. 0 

 



NOTES 

 



Sandy Petersen 
 



 



CRLL Of 
CTH u LH u 

Fantasy Role-Playing 
in the Worlds of H.€? Lovecraft 

Sandy Petersen 
William James Hamblin 111, Steve Perrin, Greg Stafford,  

Anders Swenson, Lynn Willis, Charlie Krank 
Gene Day, illus. 

by permission of Arkham House 

A Chaosium 
Publication 

 



A Chaosium game. 

First Edition 1981 
Reprinted 1981,1982,1983 
Revised and Reprinted 1983 

Copyright@1981,1983 by Chaosium Inc., all rights reserved. 
CALL OF CTHULHUois Chaosium Inc.’s registered name 
for its H.P. Lovecraft role-playing game. 

The map reproduced on page 4 is based on a map by Rand McNally & Company 
and is used with permission. 

Published by Chaosium Inc., 
Box 6302, Albany CA 94706-0302 

Printed in the United States of America 

 



ACKNOWLEDGEMENTS AND DEDICATION 

I dedicate this work to my father, who introduced me both to Lovecraft 
and to science fiction in general. From one of his books I read my first 
Lovecraftian story, Pickman’s Model. Thanks, Dad. 

I wish to thank the following persons, who have done so much to help in 
the completion of this manuscript: 

Steve Marsh James Memmott 
Wade Roundy Greg Stdord 
Paul Work Scott Clegg 

I wish especially to thank Marc Hutchison, Bill Hamblin, and Eric Petersen 
for the extremely fine aid they have given me. 

I also wish to thank Howard Philips Lovecraft, without whom this work 
would never have been possible. 

Howard Phillips Lovecraft 
1890- 1937 

CHAOSIUM PLAYTESTING 

Chaosium wishes to thank A1 Dewey, whose Cthulhu campaign gave basis to most of the playtesting. 

Playtesters: Yurek Chodak, Allen Dalcher, Charlotte Coulon, A1 Dewey, Bruce Dresselhaus, Jerry Epperson, 
Sherman Kahn, Ken Kaufer, Charlie Krank, Fred Malmberg, Hal Moe, Steve Perrin, Rory Root, Greg 
Stafford, Anders Swenson, and Lynn Willis. 

 



- 4 -  

 



Introduction 
I Welcome to the Cthulhu Mythos, as created by Howard Phillips Lovecraft and others. 

This is a world o f  the 1920s, full of mystery and supernatural horror. 

Call of Cthulhu is a fantasy role-playing game based 
upon the works of H. P. Lovecraft and a few others. 
H. P. Lovecraft was a fairly popular writer during the 
1920s and 1930s and he became a cult figure before 
his death in 1937. Since his death, his stature has grown, 
and now he is generally recognized as the major horror- 
story writer of the twentieth century. His stories ranged 
from pure science fiction to gothic horror. His nonfiction 
includes a history of Quebec and a commentary entitled 
Supernatural Horror in Literature. 

Lovecraft’s most famous invention was the Cthulhu 
Mythos, a series of stories sharing as plot elements cer- 
tain mythical books of arcane lore and diabolical enti- 
ties. The Cthulhu mythos fired the imagination of other 
authors, mostly proteges and friends of Lovecraft, and 
soon they were adding to his complex mythology. Today, 
Cthulhu stories are still being written by heirs to Love- 
craft’s literary legacy. 

Purpose of the Game 
Players in Call of Cthulhu take the part of intrepid inves- 
tigators of the unknown, attempting to ferret out, under- 
stand, and eventually destroy the horrors, mysteries, and 
secrets of the Cthulhu mythos. A game moderator, known 
as the Keeper of Arcane Lore (“Keeper”), is necessary for 
this game, and his role is t o  attempt (within the rules of 
the game) to set up situations for the players to confront. 

The investigators need not be anything like the peo- 
ple who play them. Indeed, it is often more rewarding 
and enjoyable for players to create characters entirely 
unlike themselves: tough private eyes, taxi dancers, or 
sinisterly genteel occultists. 

Call of CthuZhu is an interaction between players, who 
operate (run) characters, and a game moderator who runs 
the world in which the adventures occur. 

Most of the play is verbal exchange. The players tell 
the referee what they wish or intend to  do. The referee 
then tells them if they can or may do it, and, if not, what 
happens instead. 

The actual game rules are important only when there 
is some question of success or failure, for the rules are 
the agreed-upon ’reality’ which makes the game world 
understandable. The rules tell you how to discover the 
outcome of game action. 

In ca2l of Cthulhu, the keeper has the immense re- 
sponsibility of preparing a scenario and playing it with- 
out bias. It is the keeper’s duty to make the opposition 
smart and mean, or there will be little challenge for the 
players, and they will be bored. But the referee must 
refrain from arbitrary decisions even if the players out- 
wit, out-guess, or out-fight him in the end. 

The players also have a duty to play their investigators 
within the known limits of the characters they run. Re- 
maining unbiased is as difficult for the players as for the 
referee. Just because a player is a science major and 
knows how to concoct subtle and potent compounds 
does not mean that his 1922 New York street cop char- 
acter (without learning or training) could stroll to Yon- 
kers and set up a pharmacy. 

Operating within the limits of their characters presses 
the imagination of every player, and it is just this situa- 
tion that makes this a game of role-playing. The players 
themselves act out the roles endowed to  their investiga- 
tors as though only those characters existed. Doing this 
well is the most difficult and most satisfying part of the 
game. 

Like anything else, role-playing is easier when you 
have done i t  a few times. Always have some idea of your 
investigator’s personality and character before you start, 
but also allow the events of his or her life to help shape 

- 5  

 



the investigator, and allow him to grow. Allow yourself 
different roles for different characters. 

As you go through this book, y o u 1  learn a basic role- 
playing system. The booklet explains the game mech- 
anics which define Lovecraft’s world. But you must 
create your own investigator and define his personality. 

Developing an investigator will also depend upon the 
basic abilities which the character has, and those will be 
discussed below. But you must clothe the numbers with 
imagination, and that is the real play in the game. 

Cooperation and Competition 
Gaming is social. If you want t o  use your imagination 
alone, you could read a book. But be warned: when a 
number of people get together cooperatively, they can 
form a communal fantasy far more interesting and im- 
aginative than could any one person, and the joint ef- 
fort results in an extremely satisfying experience for all 
involved . 

Players must work together. For instance, an expedi- 
tion into a Persian ghoul-haunted ruin will not survive if 
the investigators are not willing to  aid each other, heal 
each other, and guard each other. This is not to  say that 
you cannot play a back-stabbing secret agent, only to  
suggest that if everyone plays that way, there will be no 
incentive to  play together. There must be honor even 
among thieves, so far as gaming goes: if all of your inves- 
tigators are cut-throats, who will want to  play with you? 

There also needs to  be cooperation between players 
and the keeper. Though the keeper does mastermind the 
world and does set up and run the details, it’s also true 
that the game remains a game for him as well, and that 
he likes to  have fun playing too. The investigators should 
pit themselves against the Cthulhu mythos, not the 
keeper. The keeper should not be afraid to  ask others for 
their opinions on game matters, and the players should 
not be afraid of debating rules questions or play oppor- 
tunities with the keeper. Keeper rulings should be final, 
though, and players must be willing to  take losses if the 
keeper is adamant in his thinking. 

Simple communication will build an enjoyable and 
understandable world t o  play in. The rewards of cooper- 
ation are great; hostility and resentment are fatal to  
play. Remember, the object of al l  this is to  have fun. 

Winners and Losers 
In Call of Cthulhu, there are no winners and losers in the 
normal competitive sense. Play is cooperative, wherein 
the participants work together to  atain a common goal. 
The opponent is some alien or hostile situation controlled 
by an impartial keeper, not another player. 

Winring in such a situation depends on whether or 
not the investigators succeed in their goal. Losing is what 
happens if they fail (they may just try again later). The 
death of a single investigator matters little if it means the 
repulsing of part of Cthulhu’s master plan to  enslave all 
Earth! 

Characters who survive will gain in power from ar- 
cane volumes of forgotten lore, knowledge of horren- 
dous monsters, and experience in their skills. Characters 
will continue to  progress until their demise or retire- 
ment. Since Call of Cthulhu has a high mortality rate, 
players are advised not to  get too attached to  their charac- 
ters. 

What This Game Covers 
This game normally limits itself to the parts of the Cthul- 
hu mythos originated by Lovecraft himself. However, 
certain interesting concepts and creations by some of 
Lovecraft’s friends are also used. 

Call of Cthulhu is set in the United States, circa 1920. 
If so desired, a keeper may change the period to  a more 
modern date or a more ancient one. The magic and mon- 
sters of the mythos are timeless and will not vary with 
the period. However, certain arcane books may be un- 
published, less available, or more available in other ages, 
and Keepers should take this into account. 

Notice to Keepers 
Anyone desiring to  moderate a game of Call of Cthulhu 
must first familiarize himself or herself with the works 
of H. P. Lovecraft. Read anything written by him, but 
the following works are the heart of the mythos, and 
will make a good start: 

The Lurking Fear 
The Horror at Red Hook 
The Colour Out of Space 
The Dunwich Horror 
The Shadow Over lnnsmouth 
The Dreams in the Witch-House 
The Haunter of the Dark 
The Shunned House 
The Gzll of Cthulhu [a must!] 
The Case of Charles Dexter Ward 
The Whisperer in Darkness 
A t  the Mountains of Madness 
The Shadow Out of Time 
The Fungi From Yuggoth [poetry] 

If the keeper reads at least half of the above works, 
which are mostly novelettes, he or she will be reasonably 
fit to  run this game. Potential players of the game should 
read at least one story before trying to investigate any of 
the mysteries of the mythos. 

Playing Aids 

Dice 
Call of Cthulhu uses a number of different dice. For con- 
venience, players usually use their own sets, but they can 
also share. Three types of dice are used: 20-sided, %sided, 
and 6-sided. When two 20-sided dice are used together, or 
when one 20-sided die is rolled twice, a number between 
01-100 is generated - a ’percentile roll.’ D20s usually 
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have two sets of single digit numbers 0-9 on their 20 sides, 
so they can be used to generate a D10 result by rolling the 
die once; this is commonly done. 

Abbreviations are used to designate these dice. The 
letter ‘D’ stands for the word Dice. This letter will be fol- 
lowed by a number denoting the number of sides on the 
die being used. Thus a D20 is a 20-sided die, a D6 is a 
6-sided die, and a DlOO is a pair of 20-sided dice used to 
generate a percentile. 

Designations may be preceded by a number. This num- 
ber tells the player the amount of that kind of dice to roll. 
For instance, 2D6 means that two 6-sided dice should be 
rolled and their results added together. If you don’t have 
enough of that kind of die, roll the one you have a num- 
ber of times equal to the value of the first number, and 
total the result. 

Sometimes additions must be made to dice rolls. You 
might see “lD6t1.” The number following the plus sign 
should be added to the result of the 1D6 roll. ‘‘1D6+1” 
means that the final result must be between 2 and 7, 
though the exact result depends on the actual roll of 
the D6. 

Finally, there are occasional results requiring that dif- 
ferent dice be rolled at one time. If a monster’s claw does 
1D6t2D4 damage, the actual damage will be found by 
rolling the three requested dice and summing their results. 

Reading the Dice 
Most of us are familiar with the good old cubical D6. We 
read it by throwing it so that it rolls, and then taking the 
number which is face up on the die as the result. This is 
the method used for reading D8 as well. The top number 
is the number rolled. 

Though D20 is also read from the top, as with D6 and 
D8, they have only two sets of single digit numbers 0-9 
on their 20 sides. This is fine for using the die as a D10 
(simply read the ‘Os’ as IOs), but not for D20s. What 
to do? 

There are two usual ways to make a D20 yield 20 dif- 
ferent numbers (and still be usable as a D10 and D100). 
You can take a marking pen and mark one each of the 
numbers from 0-9 to distinguish them from the other set 
of ten numbers, and then decide whether the marked or 
unmarked numbers represent the single digits. The others 
will be the teen’ numbers. As a D20, the low zero will 
be 10, and the high zero will be 20. For use as a D10, 
simply ignore the marking. 

An alternate method does not mark the die. Roll the 
D20 and any other die at the same time. The other die 
result determines whether the D20 is a single digit or a 
double digit number: low equals 1-10, and high equals 
11-20. 

DlOO rolls are actually easier. If you have only one 
D20, you need to roll it twice. The first roll is the ‘tens’ 
roll, and the second roll is the ‘ones.’ If you roll a 5 the 

first time and an 8 the second time, you’ve rolled 58. 
“00” always equals 100. 

With two D20s of different colors, you only roll both 
at the same time to read the DlOO number. Decide 
which color is the ‘tens’ and which is the ‘ones.’ Then al- 
ways read the dice the same way. 

Occasionally these rules will refer to ‘D3s’ and ‘D~s.’ 
These are conventions used to designate rolling either a 
D6 or a D8 and halving the result. Thus, to roll a ‘D4’ 
requires rolling a D8 and reading a result of 1-2 as 1 ; 3-4 
as 2; 5-6 as 3; and 7-8 as 4. Halve the result of a D6 roll to 
obtain numbers in a D3 range. 

Character Sheet 
Included in the game box are eight Call of Cthulhu 
character sheets. Any one sheet holds all the immediate 
character information you’ll need about a particular 
investigator. You’ll learn later to fill out the form and 
what the sections mean. You may photo-copy the charac- 
ter sheets so that you can reuse them; a sample completed 
character sheet is on page 13. 
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Figures and Focus 
Though it can be played as a strictly verbal game many 
sessions of Call of Cthulhu, are played using miniature 
figures. 

Focus is always useful, for all the players can then 
weave their imaginations into the same framework. For 
instance, setting up a marching order for a party of inves- 
tigators to  travel up the Amazon shows which characters 
will be in a position to speak to each; this may be signifi- 
cant later if a character must choose one person out of 
many to aid. 

Aiding rules interpretations is an excellent reason for 
using figures. When the figures are on the table, it is possi- 
ble to see that your friends are blocking the field of fire 
your shotgun might have, or it will show which characters 
are first assailed by berserk gypsies striking from the 
flank, or how long it will take for one character to aid 
another. With figures, measurement provides answers to 
questions like “My guy was supposed to be here,” and 
“Where is the elephant?” Cardboard counters can easily 
act as figures. 

A few props provide drama. Large ruins can be con- 
structed with children’s blocks. Scrounging will unearth 
railroad accessories, cake decorations, weird things from 

hardware bins, dollhouse accessories, and so on. Styro- 
foam packaging can be carved to  different shapes. Some 
HO-scale trees, toy fences, and a large rock could give an 
otherwise lifeless situation intriguing possibilities for de- 
ployment and use of special skills. 

Figures are normally 1”  high lead miniatures, purchas- 
able at many game and hobby stores, or ordered by mail. 
Many people make good use of economical available toy 
figures. Preferences and pocketbooks influence what is 
used. No one is likely to  have every kind of monster or 
person which a game demands. Substitution is common. 

We have provided a sheet of cut-out Cthulhoid charac- 
ter silhouettes in the box. 

It is often useful for the keeper to draw out the area of 
activity on an ordinary sheet of paper and to  note the 
scale there. When the action shifts to individual scale, the 
keeper turns to the miniature figures. 

Other Aids 
Paper and pencil are desirable. Some keepers may wish 
their players to have graph paper to aid in mapping ruins 
or old buildings. We have also provided a world map in 
the box, which includes time zones and archaeological 
sites of interest. 
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Creatina 
U 

the Investigator 
The Investigator seeks to understand the monsters of the Mythos so that he or she 

may eventually defeat them and drive them from our world. 

This chapter discusses the details of what you will need to 
create an investigator to probe the mysteries of the Cthul- 
hu mythos. The first step is to name the investigator and 
pick his or her nationality. Since Lovecraft’s stories gen- 
erally took place in New England, we suggest that most 
characters be American. Non-american characters should 
probably be most often Europeans. In any case, everyone 
is assumed to  speak English well. 

Character Creation and Characteristic Rolls 
Every player starts in role-playing by creating a character. 
The numbers rolled which represent his basic character- 
istics will go a long way towards determining his relative 
worth and value in the game world. 

The nine basic characteristics are Strength (STR), 
Constitution (CON), Size (SIZ), Intelligence (INT), Power 
(POW), Dexterity (DEX), Appearance (APP), Education 
(EDU), and Sanity (SAN). 

For human beings, these basic characteristics are found 
by rolling 3D6 once for each of STR, CON, POW, DEX, 
and APP; 2D6t6 once for SIZ and INT; and 3D6t3 for 
EDU. SAN is not rolled for in the same manner as the 
other characteristics. Using the appropriate dice, deter- 
mine your investigator’s scores for each of his characteris- 
tics and write it down in the appropriate place on the 
character sheet. You are free to  ignore the existence of 
characters who do not interest you. In fact, you are free 
to do what you will with the game or the characters! If 
your investigators become wealthy, and they build a home 
base, you could populate your home mansion or pent- 
house with the characters you otherwise might not run. 
After all, somebody has to wash the windows and answer 
the phone! 

Take this opportunity to  roll up the characteristics for 
your own character, and copy the results onto one of the 
character sheets. 

Introducing Harvey Walters 
Throughout these rules, the story of Harvey Walters, 

the New York mystic, will be an example for play. Let 3 
roll Harvey up and see his scores, using the appropriate 
dice. 

STR is Strength; rolled on 3D6. This measures the muscle 
power of the character. STR measures what and how easi- 
ly he or she can pick up something. (We rolled a 4 for 
Harvey. This is abysmal. Harvey is exceptionally puny and 
weak.) 

CON is Constitution; rolled on 3D6. This is a relative mea- 
sure of health. From CON and SIZ together, you can fig- 
ure a character’s hit points (HP). This will tell the amount 
of damage a character can take before becoming uncon- 
scious or dead. CON will also resist poison and disease, as 
explained later. Note that CON is not lowered by damage. 
(Luckily for Harvey, the author rolled a 14. This is pretty 
good, and Harvey will be fairly hardy. This may help 
make up for his terrible STR.) 
SIZ is Size; rolled on 2D6t6. This combines height and 
weight into one figure. This will be important if some- 
thing wants to lift your character, or if he or she needs to  
squeeze into a small space, or even to  determine who in 
an expedition is first attacked. Size also helps determine 
hit points, since increased mass makes you harder to kill. 
(Harvey has a SI2 of 16, so he is good-sized, if weak. It is 
likely that he is overweight. You can see how the bare 
numbers of the Characteristics alone begin to give an in- 
vestigator a personality.) 
INT is Intelligence; rolled on 2D6t6. Your character is 
that smart and no smarter. It’s hard to  play a smart char- 
acter if you aren’t, and it’s almost as hard for a smart per- 
son to play a dumb one. For that reason, the ‘Idea Roll’is 
used. The character’s INT is multiplied times 5 ,  and then 
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the character tries to roll equal to or less than this number 
on DlOO to “really” think of it. A player may have to 
play a character who is ignorant of facts the player knows, 
and sometimes the keeper must give data to the player 
which the player’s investigator normally would know but 
which the player doesn’t, since he is unfamiliar with the 
milieu. Thus, an investigator could see arcane runes 
chalked on a wall. The player does not know the meaning, 
but the keeper has him make his Idea roll on 1D100. A 
roll of less than INTx5 means the character recognized the 
meaning of the symbols. If the keeper decides that a par- 
ticular fact would be especially difficult to  figure out, he 
may force investigators attempting an Idea roll to roll 
their INTx3 or even less, instead of the standard INTx5. 
Or, he could simply decide that there would be no chance 
whatsoever that the investigators would be able to know 
a particular fact. In the space labelled ‘Idea’ next to INT 
on the character sheet, writ? in the product of the char- 
acter’s INTx5. (Harvey has an ZNT of 17. This is an impor- 
tant item, and Harvey is smart. He has an Idea roll of 85.) 

POW is Power; rolled on 3D6. This is the measure of a per- 
son’s charisma, soul, or will. When magic is used, POW 
resists spells cast at the character, and is also used to cast 
spells. Use it also as a ‘Luck Roll’ for tight spots. For in- 
stance, if a character falls down an oubliette, he might 
land upright and take no damage. This could be deter- 
mined by rolling his POWx5 or less on D100, success 
meaning that he was okay. In the space next to POW on 
the character sheet, labelled ‘Luck’, write in your investi- 
gator’s POWx5. 

Magic Points are also derived from Power. A character’s 
Magic Points are the measure of his or her current level of 
potential magical ability. Beginning investigators start 
with Magic Points equal to their Power. Magic Points can 
be expended either through the casting of mystic spells or 
by being sapped by some malignant monster. If a charac- 
ter’s Magic Points reach 0, he falls unconscious. 

Power is used as a measure of each investigator’s lead- 
ership ability, characters with higher Power scores being 
the better leaders. 

POW also determines a character’s initial SAN. (Har- 
vey’s POW is 9, meaning that he is not especially great in 
the magical arts. His Luck roll of 45% is not good. He has 
9 Magic Points. His mediocre POW will also affect his SAN 
deleteriously.) 

DEX is Dexterity; rolled on 3D6. This tells you how quick 
a character is. In combat, the character with the higher 
DEX hits first, hopefully disabling his opponent before 
being hit himself. Characters can try to dodge when they 
see something coming from a distance, such as a rolling 
rock, or swerving automobile, and concentrate on getting 
out of the way. The typical ‘Dodge Roll’ is DEXx2, mak- 
ing it lower than other characteristic rolls. However, the 
Dodge roll may increase with experience, unlike other 
characteristic rolls, which are tied to the characteristic. 
The Dodge roll is buried deep in the character sheet, 
among the skills in the lower right hand corner. Put the 

total of your character’s DEXx2 in that space. (The 
author rolls a total of I 2  for Harvey; high average. Harvey 
has a basic Dodge score of 24%.) 

APP is Appearance; rolled on 3D6. This measures personal 
handsomeness or beauty. It also measures less objective 
facets of appeal, such as personality and sex appeal. It 
does not measure a character’s leadership nor charisma - 
these are covered by the POW score. APP is also very use- 
ful in social contexts, or when trying to make an initial 
impression on a member of the opposite sex. (Harvey’s 
APP is 17. Whatever his other flaws, Harvey has a spark- 
ling personality.) 

EDU is Education; rolled on 3D6+3. This roughly mea- 
sures the amount of time that the character spent effec- 
tively studying before entering the game-world. It is more 
or less equal to the number of years of general schooling 
that an investigator has had. A score of 12 indicates a high 
school graduate; a score of 14 indicates a person with 
some college years. EDU really only measures general edu- 
cation, and most college years cover specialized subjects, 
so a character with an EDU of 13 or 14 could be consi- 
ered to have a B.S. or B.A. degree. A character with an 
EDU of greater than 16 could have a graduate degree. 
EDU includes more than book-learning. A person who has 
spent a great deal of time just “knocking around” may 
have a high EDU, though he may not have sat very long at 
a school desk. Lovecraft’s characters invariably were 
studious. Non-player-characters usually will roll 3D6 for 
their EDU if they are from a civilized area or nation. 
Someone from the backwoods may only get 2D6, or even 
1D6 for his EDU score. 

In game terms, EDU measures the ability of a character 
to know facts not deductible by INT alone. For example, 
if the character hears a distant chanting while in the 
woods, his EDU would give him a chance to discern what 
language it was in, whether or not he understands Laat 
particular language. EDU is also the ability of the char- 
acter to know simpZe chemical formulas, to do basic 
math, and to have some limited knowledge of biology. 
Whenever a character wishes to use EDU for one of the 
above purposes, he must make a ‘Know Roll’ of EDUxS 
or less on D100. If the keeper decides that the task is 
especially hard, he may be forced to  roll EDUx3 or even 
x l  . EDU may be increased by spending a year in school 
taking general courses. To see whether or not this works, 
have the investigator attempt an Idea roll. If he succeeds, 
then his EDU goes up one point. Also, for each 10 years 
of character life past the age of 20, 1 point may be auto- 
matically added to the character’s EDU, representing the 
wisdom and understanding that comes with age. (Har- 
vey ’s EDU is 16. This is good. Harvey can be assumed to 
have graduated from college, and his player states that 
he has an M.A.)  

SAN is Sanity.Every character has a measure of his 
Sanity expressed as a number between 1 and 99. A San- 
ity of 99 represents an exceptionally strong mind, capable 
of absorbing strong shocks to the intellect without in- 
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curring permanent damage. A factor of 01 indicates an 
excessively fragile mind, which any shock could drive into 
permanent madness. The maximum possible SAN equals 
[99 minus the character’s Cthulhu Mythos knowledge %] . 
A character’s initial S A N  is equal to his Luck roll 
(POWx.5). In the section right about the middle of the 
character sheet, labelled SANITY POINTS, circle the 
number equal to your investigator’s beginning Sanity. In 
the space between SIZ and EDU write the number 99 
(your investigator has no Cthulhu Mythos knowledge, 
yet). As the character gains Cthulhu Mythos knowledge, 
this maximum SAN indication will decrease. (Harvey has a 
POW of 9, so his beginning SAN is 45.) 

Other Character istics 
All humans can move 8 meters each melee round while 
running, unless wounded or crippled, when they might 
move more slowly at the Keepers discretion. 

All beings have a characteristic known as the damage 
bonus. Larger, stronger creatures can do more physical 
damage than their lesser brethren. To determine a charac- 
ter’s (or a monster’s) damage bonus, add his or her SIZ 
and STR together, and index the total against the follow- 
ing chart. The result given is in the form of D6 rolls. The 
number of dice listed is added to  all the character’s blows 
in melee combat, whether using natural weapons such as 
fists or man-made weapons such as axes or clubs. If a 
character physically throws an object, he may add half his 
damage bonus to the damage done by the thrown object. 
For example, a monster with a 2D6 damage bonus that 
threw an object would add +2D3 to the damage the object 
did. An investigator’s damage bonus is written in the ap- 
propriate box on the character sheet. 

All beings have Hit Points. Hit Points are figured by 
taking the average of SIZ and CON (i.e., SIZ+CON divided 
by two). 

Harvey Walters has no damage bonus, as his STR and 
SZZ add up to a total of 20. He has 15 hit points. Harvey 
would probably be well-advised to stay away from any 
fights. He probably could talk his way out o f  most difF 
culties anyway, with his brains and good looks. 

Whenever a character is damaged, mark off the number 
of damage points taken directly on the Hit Point section. 
Damage can be repaired only through rest and time. When 
his or her hit points reach 0 or less, the character will die. 

Working for a Living 
Characters need some reason to investigate the Cthulhu 
mythos; this may be provided by the characters’ occupa- 
tions. The players are allowed to choose their investi- 
gator’s occupation from the following list. 

Journalist [newspaper, magazine] 
Parapsychologist 
Professor 
HistorianlA n tiquarian 
Author [novelist, freelance, etc.] 
Private Investigator 
Dilettante 
Other [Doctor, Lawyer, Clergyman, etc., as deter- 

mined by keeper] 

In starting out, the character obtains skills representing 
his or her past training in the occupation. To determine 
the character’s experience, decide upon his or her occupa- 
tion and then multiply his EDU x 15. This number is the 
number of percentile points he may add to  the skills listed 
under his occupation (see the table on page 12). After com- 
pletely allocating his points (points not allocated are lost), 
he multiplies his INT x 5; this determines the number of 
percentile points he may allocate among any skills he 
wishes, including skills not covered by his occupation and 
combat skills. In this manner, players have the opportun- 
ity to  make a more or less balanced character. The skills 
themselves and their uses are described in the following 
chapter. 

Combat - Combat skills, naturally enough, include 
skills such as striking with a melee weapon, or aiming a 
firearm properly. It also includes the skills of parrying 
with objects when engaged in hand-to-hand combat. These 
are not listed separately on the sheet. Instead, all a charac- 
ter’s combat skills are listed at the bottom of the charac- 
ter sheet, under ‘WEAPONS.’ 

EXAMPLE: Harvey Walters decides to become a jour- 
nalist and to work for the magazine Enigma, which looks 
into the mysteries of the occult. He has an EDU of 16, so 
he can add 240 points onto his initial scores in those skills 
listed for journalists. His present skill in ReadlWrite Eng- 
lish is already 80% (EDUx.5 for native speakers), so he 
decides not to add any more to that score. He decides to 
learn to read Latin, with a base chance of  00%. He adds 
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40 of his 240 points on for a 40% ability. Next, he adds 
10 to his Oratory rating, raising it to 15%. He now has 
I90 points left. He puts 40 points into Debate, 35 into 
Fast Talk, 30 into Law, and 35 into Psychology, and gains 
scores of 50%, 40%, 40%, and 40%, respectively. He 
now has SO points left. He is permitted to gain one aca- 
demic skill as a personal specialty, so he chooses Archaeo- 

log,) and adds his SO remaining points onto it for 50%. 
Harvey has spent his entire allowance for Journalist skills. 

He may now multiply his INTxS for other skills. His 
INT is 17, so his total is 17x5 or 85 points. He uses 60 of 
it to gain an ability to Pilot Aircraft at 60% and 25 more 
to know Library Use at 50%. 
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CRLL of 
C'_THULHu 

Name.. hrAR?bY. W'?kTgRS. . . . . . . . . . . . . . . . 
Occupation .?y???C. . . . Sex .flw.. Age 3%. . . . 
Nationality A.?!?C!!?. Residence !!EF. b!ee&. . . 

IIIIIIIIIIIIII MAGIC POINTS 1111111~111111111111llllllllllllllllllllllll11llllllllllltllllllllllll 

Accounting (10) 
Anthropology (00) 
Archaeology (00) 
Astronomy (00) 
Bargain (05) 
Botany (00) 
Camouflage (25) 
Chemistry (00) 
Climb (40) 
Credit Rating (15) 
Cthulhu Mythos (00) 
Debate (1 0) 
Diagnose Disease (05) 
Dodge (DEX x2) 
Drive Automobile (20) 
Electrical Repair (10) 
Fast Talk (05) 
First Aid (30) 

111111111111 INVESTIGATOR STATISTICS 1111111111111 

STR. .?. DEX !& INT!.?. Idea.8.5.. 
CON 19. APP.!?. POW .?. Luck .45.. 
SIZ .16. SAN ??. EDU 1.6 Know 80. 
Schools. .!?!SK?ATafllL.. . . . .  . .  . . .  . 
Degrees. nA:. .$O.QtJYALfS.H.. . . . 
Damage Bonus/Penalty . . b!o% . . . . . . . 

. . . .  0 

. . . .  0 

. . . .  0 

. . . .  0 

. . . .  0 

.... 0 

. . . .  0 

. . . .  0 

. . . .  0 

. . . .  0 

. . . .  0 

. . . .  0 

. . . .  0 

. . . .  0 

. . . .  0 

SQ. 

RQ 0 

9.0. 0 

0 lo l1  l2  l 3  

l5  l 7  l8 l9 2o 21 

111111111111111 HIT POINTS 111111111111 

1 2 3 4 5 6 7 
8 9 10 11 12 13  14 
0 16 17 18 19 20 21 

Geology (00) 
Hide (10) 
History (20) 

Law (05) 
Library Use (25) 
Linguist (00) 
Listen (25) 
Make Maps (IO) 
Mechanical Repair (20) 
Occult (05) 
Operate Hv. Machine (00) 
Oratory (05) 
Pharmacy (00) 
Photography (IO) 
Pick Pocket (05) 
Pilot Aircraft (00) 
Psychoanalysis (00) 

Jump (25) 

Weapon Attk% Damage Impale Parry% Hit Points 

. . . . . . . .  . . . .  . . . .  . . . .  . . . .  ...... 

. . . .  0 

. . . .  0 

. . . .  0 

. .o .*. 0 
50. 0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 

.... 0 

. . . .  0 

.... 0 

. . . .  0 

./.e . 0 

69. 0 

.Ir?J..LO!?r=.:. .?54m.. pee. . Y E A i l .  . . . 

.54.VI.P6S. .% 9QQ. . . . . . . . . . . . . . . 

Psychology (OS) 
Read/Write Eng. (EDU x5) 
Read/Write.U?fN. . (00) 
Read/Write. . . . . . . (00) 
Read/Write. . . . . . . (00) 
Ride (05) 
Sing (05) 
Sneak (10) 
Speak . . . . . . . . . . (00) 
Speak . . . . . . . . . . (00) 
Spot Hidden (25) 
Swim (25) 
Throw (25) 
Track (10) 
Treat Disease (05) 
Treat Poison (05) 
Zoology (00) 
. . . . . . . . . . . . . . . . .  

.4Q. 0 
880. 0 
49.0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  0 
. . . .  
. . . .  0 
. . . .  0 
I . . .  0 
. . . .  0 

. . . . . . . .  . . . .  . . . .  . . . .  . . . .  ...... 

. . . . . . . .  . . . .  . . . .  . . . .  . . . .  . . . . . .  

. . . . . . . .  . . . .  . . . .  . . . .  . . . .  ...... 

. . . . . . . .  . . . .  . . . .  . . . .  . . . .  . . . . . .  

. . . . . . . .  . . . .  . . . .  . . . .  . . . .  . . . . . .  

......:. .... . . . .  . . . .  . . . .  ...... 

.................................... 

.................................... 

.................................... 

.................................... 

.................................... 

.................................... 
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111. 
Game System and Skills 

Here the mysteries of the game are explained. Critical Investigator actions succeed or fail 
through the result of percentile dice rolls. An Investigator can learn from success 

and improve his or her skills percentiles. 

How Skills Work 
Whether your character is heroic or dastardly, you’ll want 
him to act and succeed. In Call of Cthulhu your investi- 
gator can succeed in three ways: (1) automatic actions, 
(2) simple percentile rolls, and (3) the resistance table roll. 
These will be discussed separately. 

Automatic Actions 
This term describes activities which are always successful 
under normal circumstances. There is no need to roll any 
dice for these. They are assumed 100% successful. These 
include walking, running, talking, seeing, hearing, and any 
other basic function. 

Attempting to  do these things under extraordinary 
conditions, or trying to do them with close scrutiny, re- 
quires a die roll, as outlined in the next section. 

Also, if a character has been injured in some way, 
normal actions such as climbing a ladder may become 
difficult or even impossible. This is up to the keeper. 

Simple Percentile Rolls 
Ordinary actions performed under stress or requiring con- 
centration need a die roll to be successful. This includes 
Climb, Jump, Search, Listen, or Sneak, all skills listed on 
your character sheet. Further, any action which requires a 
specific special skill to do requires a die roll as well. Exam- 
ples of these are Ride, Swim, Throw, or Pick Pockets. 

Combat skills are also in this category. 
To decide whether or not a character succeeded in the 

use of one of these skills, the player must roll 1D100. If 
the die total is equal to or less than the character’s skill 
level, then he has succeeded. Otherwise, he has failed. 

Example: Harvey’s airplane runs into some turbulence 
while he is flying over the rockies. Desperately he heaves 
at the controls, trying to keep his plane in the air. His 

Pilot Aircraft skill is 60%, so his player must roll 60 or less 
on DI 00 for Harvey to succeed. 

Resistance Table Rolls 
The final method of determining success is by using the 
Resistance Table. It makes it easy to figure out if your 
character succeeds in pitting some characteristic of his 
against something else, also expressed as a simple number 
comparable to the characteristic. The table is a ready-to- 
use version of the formula devised to solve such problems; 
it is printed below. 

To use it,  take the active person’s characteristic and 
find it on the upper, horizontal entry. Then find the pas- 
sive object’s characteristic on the left-hand, vertical line. 
Cross-index them and you have the maximum number 
you can roll and still succeed in the task. 

For instance, a character with a STR of 12 wants to 
open a stuck door. The keeper decides that the door’s 
STR is 6. Checking the resistance table, you’ll see that the 
character needs to roll 80% or less to  succeed. If he rolls 
that, then the door has been pulled open. 

Sometimes it is more appropriate t o  pit one character- 
istic against another, different one. For example, if a char- 
acter were trying to  lift his friend, it would be appropriate 
to pit the first character’s STR vs. his friend’s SIZ. 

The formula used to determine a character’s chances is 
Base Chance of Success = 50% + (Active Characteristic 
times 5) - (Passive Characteristic times 5). The Active 
Characteristic is the one trying to  influence the other, 
Passive, quantity. If a certain STR were trying to move a 
certain SIZ, the active element would be the STR. 

These three methods of determining success give you 
all the mechanics you need for a character to perform nor- 
mal activities. 
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Rewards of Experience 
A great pleasure of continued role-playing is watching and 
participating in the advancement of a character from his 
humble beginnings to his ultimate fate. Characters grow 
and change, generally getting better at whatever they at- 
tempt to do. There is real satisfaction in having characters 
be successful. 

Success is measured in many ways. Your character may 
be important in whatever campaign he participates. He 
may be a famous author, renowned occultist, or notorious 
private eye. The main measure of success, of course, is in 
how well your investigator has succeeded in thwarting the 
malign purposes of the Great Old Ones. 

There is another measurement of success, advancement 
through experience. Simply put, the more you use a skill, 
the more you learn about it and the better you get at it. 
This includes concrete skills, such as swordfighting and 
jumping, abstract ones such as listening, or exotic skills 
such as flying aircraft. 

When a character uses a skill successfully during play, 
the keeper may allow that character’s player to put a 
check by that skill. Just trying is not enough to learn by - 
you must succeed. No matter how many times a character 
succeeds in a skill, he gets only one chance, between 
adventures, to learn by experience. Also, the character 
may only check a skill with the keeper’s permission. After 
your character has finished an adventure, typically after 

play is done and before everyone goes home, you should 
check over his character sheet to see what skills have been 
checked (i.e., have successfully been used during play). 

Example: Harvey, on assignment from Enigma, is 
covering a fancy dress ball put on by the occult-oriented 
Order of the Silver Twilight. He decides to impress the girl 
he is dancing with by attempting to expound on his favor- 
ite subject, Archaeology. He makes the skill roll, but the 
keeper states that his player may not check the skill for an 
experience increase, because Harvey has not learned any- 
thing in Archaeology by droning on in front of this poor 
girl - if he had successfully identified a group of old pots, 
that might be a different matter. Later on in the evening, 
Harvey sees three men in tuxedos slip out through the ser- 
vice entrance. Harvey decides that it might be interesting 
to see where they are going and tries to Sneak after them. 
He makes his Sneak roll, and the keeper allows him to 
check that skill. After all, i f  Harvey had failed to Sneak, 
the men he is following would have heard him, leading to 
possibly serious consequences, and certainly the loss of 
the story. 

For each skill that an investigator has checked on his 
character sheet, roll lDlOO after the adventure. If his 
player rolls higher than his current skill level, then his 
expertise in that skill rises by 1D6%. If the player rolls 
equal to or less than the character’s skill level, then the 
investigator hasn’t learned from the experience. 

RESISTANCE TABLE 
ACT[ VE CHARACTERISTIC 
01 02 03 04 05 06 07 08 09 10 11 12 13 14 15 16 17 18 19 20 21 

01 50 5 5  60 65 70 75 80 85 90 95 - - - - - - - - - - - 
02 45 50 5 5  60 65 70 75 80 85 90 95 - - - - - - - - - - 

- _ _ _ _  

07 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 - - - - - 

- - - _  
1 5 -  - - - - 05 10 15 20 25 30 35 40 45 SO 55 60 65 70 75 80 

17 - - - - - - - 05 10 15 20 25 30 35 40 45 50 55 60 65 70 
16 - - - - - - 05 10 15 20 25 30 35 40 45 50 55 60 65 70 75 

18 - - - - - - - - 05 10 1 5  20 25 30 35 40 45 50 55 60 65 

- 15 - 

 



Repeat the procedure for all skills used in the adven- 
ture. Note that for combat skills, a successful attack does 
not raise a parry skill, and vice versa. 

You can see that successfully doing something you’re 
poor at is hard, but also that if you succeed at it, then 
you’re likely to learn from the experience. Conversely, if 
you’re good at a skill you’ll usually succeed at it, but it 
will get progressively harder to increase your skills. 

Finally, remember that characteristic rolls, such as the 
Know roll or the Luck roll, do not increase this way. 
Those are constant unless the characteristic itself should 
change for some reason. 

Costs of Failure 
If success is rewarded, failure is not. It is painful t o  miss 
out on a chance, even if it has no immediate effect on 
your investigator other than not bringing home the lost 
manuscript just then. While your investigator may get a 
bit hungry without money, that may only motivate him 
more strongly on the next expedition. But there can be 
worse fates, such as the failure t o  finish climbing up a 
rope, or failing to  block an axe’s swing. 

Taking Damage 
Damage is a measure of the hurt which characters’ bodies 
can take. Damage is inflicted whenever there is a physical 
cause, such as falling from a height or being shot. 

Normally, when a character is hit, the amount of dam- 
age he receives is subtracted from the total HP (hit points) 
available. In Call of Cthulhu, there is no penalty for taking 
cumulative damage until the character is down to 2 HP or 
less, unless the keeper decrees otherwise. 

Example: Harvey is surprised while illegally searching 
a notorious occultist’s office for incriminating papers. He 
quickly snatches up a poker from the fireplace, which 
proves to be red-hot. The keeper determines that Harvey 
must take ID6 points of damage from the red-hot poker. 
Though he manages to escape the room by jumping 
through the window, the damage remains. Since all the 
damage is in Harvey 3 hands, the keeper states that he can- 
not perform normal actions with his hands, including any 
Manipulation skills, until they are healed. It will be a long 
time before Harvey picks up a potentially hot object with- 
out inspecting it carefully first! 

When a character has only 1 or 2 HP left, he falls un- 
conscious. This means that the investigator is alive, but 
will not wake until aided by outsiders. He must be tended 
till he heals or enough first aid is given to wake him. 

When a character’s hit points are reduced to 0 or less, 
he dies. This is generally a sorrowful occasion. 

Healing is a natural process wherein the body regene- 
rates HP. This occurs for all living creatures. Healing hap- 
pens normally at the rate of 1 HP per week of game time. 
Thus, a character that has taken 7 points damage will not 
be naturally healed for 7 weeks, though he could go out 
and expedition with fewer than his maximum HP. If a 
character is being tended by a competent doctor or nurse, 

or is in a hospital, the keeper may allow him to heal at 
the rate of 2 points per week, or even 3 points under 
extraordinary circumstances. 

Shock 
A character that takes a great deal of damage all at once 
may well be knocked unconscious or faint. If an investiga- 
tor takes damage equal to half or more of his current hit 
points from a single wound, he must roll his CON or less 
on 1D20 or he will fall unconscious. 

Example: Harvey jumps through a window to escape 
the occultist mentioned in the last example. He has taken 
3 points of damage to his hands by idiotically picking up 
a hot poker, so he has only 12 hit points left (normally, 
he has 15). He crashes to the ground below, and takes 6 
points more of damage. This is equal to half his current 
hit points, so he must roll his CON or less on I020 to 
keep from being knocked cold. Harvey rolls 5 on the 020 
and succeeds, so he groggily stands up and staggers to- 
wards the gate. He hears dogs barking behind him, so he 
hurries across the road, failing to notice a car speed- 
ing towards him. The driver slams on the brakes, but skids 
into Harvey. However, since the car was nearly stopped, 
Harvey takes only 3 more points of damage. Since Harvey 
has only 6 current hit points, he must again attempt to 
roll his CON or less on 1020 to remain conscious. This 
time he rolls I7  and rolls over and over down the 
road, out cold. The driver jumps out of his vehicle, 
and, like any good Samaritan, puts Harvey into the 
back of his car and wom*edly rushes off to the nearest 
hospital, where Harvey will be for some time to come. 

Falling 
When a character drops from a height, he takes 1D6 
points of damage per 10 feet that he falls. If he makes a 
successful Jumping roll when he leaps, then he takes 1Df; 
points less damage. 

Drowning 
If the character was expecting a sudden immersion, he 
must make a roll of CONxlO or less on lDlOO the first 
round that he has no air available. On the second round, 
he must roll CONx9. On the third, he must roll CONx8, 
and so on, until he reaches CONxl. After the tenth round, 
he may keep attempting to roll CONxl each round. 

If the character fails one of the rolls, then he has taken 
a breath of whatever medium he was in. If he was in water 
(the most common case), then he will take 1D8 points of 
damage from drowning on the round he fails the CON 
roll. On all following rounds, he automatically takes 1D8 
points of damage: CON rolls are no longer made after 
one is missed. 

This rule is applicable to normal drowning and failed 
swimming rolls. It can be adapted for use with characters 
being strangled or surrounded by poison gas as well. It 
can even be used for smoke inhalation. 
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Poison 
All poisons have a numerical rating. When an investigator 
has been poisoned, he matches the poison’s potency (the 
rating) against his CON and makes a resistance roll, using 
the poison as the active characteristic. If the poison over- 
comes the victim’s CON, then something bad happens. A 
common result is for the victim to take the poison’s full 
potency as damage to his hit points. If the poison fails to 
overcome the victim’s CON, then the results are not as 
bad; he may take only half the poison’s potency as dam- 
age, or he may even take no damage at all. 

Most poisons do not act instantly, and even cyanide 
takes until the following round to kill. Most fast-acting 
poisons will begin to work within 3 or 4 rounds after they 
have been ingested, and most animal venoms take a 
minute or so to act, even the fastest. It takes fifteen min- 
utes or so for a character to begin to feel the effects of a 
cobra bite. 

Combat Skills 
This game divides attack skills into two main categories: 
melee and firearms. Melee skills include fencing, hand-to- 
hand attacks, knives, and clubs. Firearms include hand- 
guns, rifles, and shotguns. 

A target will suffer a variable amount of damage when 
successfully hit by a weapon, depending on type. Looking 
at the Melee Weapons table on page 19 we can see that a 
sharpened fencing foil will do 1D6 points of damage to a 
hapless victim. The Firearms table on page 20 lists the 
damage the various types of firearms will do. 

Some types of monsters have armor, representing their 
tough hides or thick layers of muscle and fat. A monster’s 
armor value is subtracted from damage done to it. A mon- 
ster with 4 points of armor that was shot by a rifle bullet 
doing 10 points would only take 6 points of damage. 

In melee combat, some weapons are capable of parry- 
ing other weapons. Only melee weapons can be parried. If 
a successful Parry roll is made in combat, then the user 
can block the attack of a foe. This means that the weapon 
takes damage instead of the character doing the parrying. 

Fighting 
Fighting is done in ‘combat rounds.’ When a number of 
foes fight, the order in which they strike at  each other is 
important, and is determined by the DEX of the combat- 
ants. In each combat round, all creatures with DEX 18 
try to strike. Then all creatures with DEX 17 go, then 16, 
15, 14, and so forth, till every creature has an opportunity 
to strike or shoot. 

If melee weapons are being used against firearms, all 
aimed and ready firearms shoot once before any melee 
combat takes place. This simulates the relative ease of 
pulling a trigger as opposed to swinging a melee weapon in 
an attack. The firearms in the melee shoot in the order of 
their wielders’ DEX, highest dexterity first. After these 
first shots, all characters wielding melee weapons or those 
needing to either draw their pistols or shoulder their 

rifles or shotguns strike or shoot in DEX order. If a gun 
can fire twice in a round, the second shot takes place in 
this later part of the combat round, with melee weapons 
and unready guns. The second shot takes place at the 
user’s DEX. Guns capable of a third shot in the round fire 
at  half the user’s DEX in the later part of the round. 

The Impale 
An ‘impale’ is a special type of successful attack which 
can be done by firearms and long pointed melee weapons. 
Impaling weapons include all firearms except for shot- 
guns, and those melee weapons marked with a * on the 
Melee Weapons table. An investigator using one of these 
weapons should always notice if he rolled lower than one- 
fifth (20%) the required attack. If he did, then he has 
impaled his foe. When determining a weapon’s impale 
chances, divide the user’s skill level with the weapon by 
5 and drop all fractions. 

Example: Harvey has the ordinary base chance of 20% 
to hit with a revolver. 201.5 is 4, so if he rolles 04 or less 
on percentile dice when shooting at an enemy, he has im- 
paled him. 

This means that the thrusting weapon or bullet hap- 
pened by chance to strike a vital area, or slipped in, driv- 
ing deep into vital organs or bone. Because of this, two 
special things happen: 

(1) More damage is done. The attack must roll the nor- 
mal damage (ID6 for a .22 revolver, for example) and 
then roll it again, adding the two results together. An im- 
paling .22 revolver bullet would do 2D6 damage; far su- 
perior to its normal capabilities. 

(2) If a melee weapon, the attacking weapon is stuck in 
the enemies body. The next combat round, the attacker 
can try to pull it out by rolling ID100 equal to or less 
than half his normal chance to hit with the weapon. 

Using Melee Weapons 

Melee weapons have two uses, attacking and parrying. 
Hand-to-hand weapons (including fist, kick, head butt, 
and kick) and knives cannot parry. Other melee weapons 
may perform one parry and one attack each round. 
A firearm may be used to parry with if it is not fired dur- 
ing that round. 

Though an attack may only be made at one’s own DEX 
rank, parrying can happen anytime during the combat 
round, whether before or after one’s DEX. In parrying, 
the character states who he intends to parry (among his 
attackers) at the beginning of the round, before anyone 
attacks. If he is knocked out or stunned before the at- 
tack he intends to parry has occurred, then he loses that 
parry opportunity. 

Fencing covers the skills of fighting with a foil or rap- 
ier. Sharpened foils do ID6 points of damage, and actual 
rapiers or sharpened heavy epees do 1D6+1 points of dam- 
age. Most sword-canes fall into the ‘sharpened foil’ cate- 
gory. A character with the fencing skill may use both foil 
and rapier at the same chance for success. However, he 
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must advance in Fencing Attack and Fencing Parry sep- 
arately. Both foils and rapiers can impale. These weapons 
are quick enough for the user to both attack and parry in 
arately. Both foils and rapiers can impale. 

Hand-to-hand combat skills actually include four dif- 
ferent types of attacks, which are used and increased by 
experience separately. These are FistlPunch, Head Butt, 
Kick, and Grapple. Only one of these attacks may be 
used in a given combat round. 

Grappling is a special type of unarmed combat. A grap- 
ple attack may only be parried by another, successful, 
grapple roll. A Grappling character may make one grapple 
attack and one ‘parry’ each round. If a grapple attack suc- 
ceeds and is not parried, then the character has got ahold 
of his target and may exercise one of three options. He 
may simply try to  immobilize his target. This is done by 
successfully overcoming the target’s STR with one’s own 
STR on the resistance table. If the grappler succeeds, then 
the target is held fast until the grappler attempts another 

action. A second option is to knock down the target. This 
option will succeed automatically if used. The last option 
is to try to  break the target’s bones or strangle him. If the 
grappler wishes to damage the target, he must make a sec- 
ond successful grapple attack in the round in which he 
initially grapples. Success indicates that the target takes 
ID6 points of damage plus the attacker’s damage bonus. 
On successive rounds after the first, the attacker can con- 
tinue to attempt grapple attacks; doing ID6 damage plus 
damage bonus each round he succeeds in. If the grappler 
wishes to  strangle his target instead, he may maintain a 
grip and the target asphyxiates as per the Drowning rules 
given on page 16. A strangler need not make successive 
grappling attacks to  keep his target’s windpipe shut off. In 
either type of damage-producing grapple attacks, the vic- 
tim is caught, and can only escape by successfully match- 
ing his STR vs. the attacker’s STR on a round. 

Knife-fighting includes several types of knives, from 
large bowie knives to  stop-gap weapons such as kitchen 
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implements. A character with the knife-fighting skill may 
use any knife at the same % chance for success.. Knives 
may either attack or parry (but not both) in a combat 
round. A well-made fighting dagger or bowie knife does 
1D4+2 points of damage. A standard butcher knife or 
bayonet does 1D6 points of damage. A small knife such as 
a small kitchen knife or concealable large switchblade, 
does only 1D4 points of damage, and a pocketknife or 
small switchblade does but ID3 points of damage. Regard- 
less of type, a knife is capable of impaling. 

Clubs include the policeman’s nightstick as well as the 
mugger’s sap. A typical small club does 1D6 points of 
damage when it hits. A large club, such as a baseball bat 
or poker, does 1D8 points of damage. A really big club 
might even do lDlO points of damage, but would require 
a character with a STR of at least 13 to wield. 

Other melee weapons may be used in Call ofCthuZhu, 
but the possibilities are so numerous that it is impossible 
to do more than list them here. On the Melee Weapons 
table Name indicates a typical form of the weapon, Dam- 
age provides the dice rolled to determine damage done 
(the character’s damage bonus is added to  this), and Base 
Chance is the initial skill level for an untrained user to hit 
or parry with the weapon. Hit Points is the number of 
points of damage the weapon can take before breaking. A 
weapon can be damaged when used to parry or when 
dropped or otherwise abused. Cost gives a standard price 
for the item in U.S. dollars for this period. Some items 
must be imported. 

Firearms 
There are three main firearm skills: Handgun, Rifle, and 
Shotgun. A character with the Handgun skill can fire any 

type of handgun with the same % chance for success. A 
character with Rifle can use any rifle and a character 
knowing Shotgun may use any shotgun. All types of fire- 
arms except for shotguns are capable of impaling. 

When a firearm is used at point-blank range, the firer’s 
chance to hit is doubled. Point-blank is defined as equal to 
or less than the user’s DEX in feet. 

A character may fire at targets at up to double the 
weapons base range at half his normal chance to hit. He 
may fire at up to triple base range at one quarter his nor- 
mal chance, quadruple at one eighth normal chance, and 
so forth. 

Revolvers are assumed to have a cylinder of 6 bullets. 
Common practice was to leave empty the chamber resting 
under the hammer of the gun, because even in the 1920s 
accidents could happen and the gun go off in the holster, 
pocket, briefcase, or wherever it was being carried. Keep- 
ers might wish to keep track of which players are proceed- 
ing with fully-loaded revolvers and have them make Luck 
rolls to keep the gun from going off in appropriate cir- 
cumstances. 

Automatic pistols of the period were unreliable and 
likely to jam. If a character makes an attack roll of 99 or 
00, his automatic has jammed. To clear the jam, he must 
make his Mechanical Repair roll, and it takes at least 1D6 
rounds to do so. He may keep trying until he has suc- 
ceeded or destroyed the gun trying. A standard automatic 
may be considered to have 7 rounds in the clip, though 
the actual number varied between 5 and 9. It is possible 
to put an extra round in the chamber, but this gives the 
same chance of an unfortunate accident as does carrying 
a bullet under the hammer of a revolver. 
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It takes one full combat round to load two shells into a 
revolver or automatic. I t  is possible to put just one round 
into the appropriate chamber and get off a shot at 
half one’s DEX, if the investigator feels a real need to 
shoot during the round. Better he should duck behind a 
wall and reload in peace. 

There are two basic types of rifles in this game: auto- 
matics and bolt-action. Automatic rifles may fire twice a 
round, but the automatic rifles of the time will jam on an 
attack roll of 96-00, requiring a Mechanical Repair skill 
roll and ID6 rounds to fix. Both bolt-action and auto- 
matic rifles of the time have, as a rule, five round maga- 
zines built into the rifle. Automatic rifles have only 8 
breakage points while bolt-action rifles have 12. It  takes 
the same amount of time to  load a rifle as it does to load 
a handgun. 

At this time, shotguns are generally double-barrelled, 
though some pump-action repeaters are available. Such 
pump-action shotguns jam on a roll of 96-00, as do auto- 
matic rifles and pistols. Shotguns may fire both barrels 

simultaneously (at the same target) for two different at- 
tack rolls at the same DEX, or one barrel may be fired at 
a time. Shotguns fire in a spreading pattern, so they 
have an increased basic chance to hit. While the damage a 
shotgun does is lessened with distance, at any range be- 
yond 20 yards, a cluster of close targets (within 3 feet 
of each other) may be hit for the same damage if an at- 
tack roll is successful. Shotguns are loaded at the same 
rate as other weapons. Pump action shotguns have 8 hit 
points while normal ones have 12. 

Example: Harvey Walters is investigating the old 
Whateley house when he surprises a burglar attempting 
the same endeavor for more pecunious reasons. They run 
into each other in the hall, so no movement is called for. 
The burglar heard Harvey coming and has his revolver 
ready to fire as Harvey rounds the comer. Harvey, investi- 
gating a mysterious noise, has a broken chair leg in his 
hand. The burglar’s gun is ready, so he fires first at his 
DEX of 10, even though Harvey is more dextrous. His 
skill with the revolver is the basic 20%,. and even with the 
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doubling for point-blank range, he misses with a roll of 
72. Harvey lashes out with the chair leg at the basic 25% 
chance of hitting with a club-like object, and rolls 84, no 
hit. The burglar fires a second round from his .32 revolver 
at his DEX of IO, and rolls 45, another miss. He then gets 
a third shot a t  DEX 5 (half his DEX of IO), and rolls 94, 
yet another miss. 

Harvey hits the floor and tries to get away from the 
gun. The burglar runs pell-mell down the hall and out the 
back door he jimmied earlier. Harvey gets to his feet, un- 
sure in the dark whether he has met man or ghost. 

Skills Descriptions 

Accounting: This skill enables the user to perform basic 
mathematics and to be able to keep correct books for his 
business. I t  also enables him to check the books of ano- 
ther to see if they have made an error or if they have 
been cheating somehow on their tax schedules or pay 
receipts. In looking over old receipt books, it will enable 
the user to discover how the owner gained his money, e.g., 
grain, slave-trading, whiskey, etc. He can also tell how 
much of the money has been spent and on what. 

Anthropology: Successful use of this skill allows the user 
to tell from what culture a particular individual has come, 
as well as his racial type or nationality. If the character is 
able to observe a culture for a while (at least a day or so), 
he may make simple predictions about that culture’s 
mores and morals that he did not witness. If he can study 
the culture for a month or more, he may know many 
details about that culture by making his Anthropology 
roll. This knowledge may help him to make predictions 
about a particular individuah actions and/or beliefs. 

Example: Professor Anderson sees a swarthy man swag- 
ger down the street and into a bar. Anderson has an An- 
thropology skill of 75%, and succeeds on his skill roll, so 
he can tell that the character was a Dravidian Indian by 
ethinicity and probably a Hindu by religion. The professor 
then attempts his Anthropology roll a second time to 
make a prediction or deduction about that individual 
(Professor Anderson is allowed to do so because he once 
spent a semester in India observing the natives), and he 
can tell that the character observed is  probably devout be- 
cause of various caste marks, and that such an individual 
should not be going into a bar, as members of his sect are 
teetotalers. He can also tell that the scarf around the 
man’s neck is a sign of the secret sect of Thuggee, a band 
of assassins. 

Archaeology: Use of this skill allows the user to recognize 
the time period and source of an ancient artifact. It is also 
the percentage chance to detect a fraudulent artifact. If 
the character has a chance to look over an entire site and 
t o  inspect it thoroughly, he may make deductions about 
the culture of the former inhabitants if he can successfully 
roll his Archaeology. If he can succeed in using Anthropo- 
logy as well, his deductions will be more correct and 
detailed. 

Astronomy: This skill enables the user to know which 
stars are overhead at any particular time of year, and 
which planets are visible, and to name any given star. Of 
course, especially well-known stars (such as Betelgeuse or 
Antares), and any constellation will be known automati- 
cally by any astronomer with a skill of 25% or more. As- 
tronomy also gives a character’s chance to predict condi- 
tions on the surface of a given moon or planet, and to 
know when eclipses and meteor showers will occur. 
Bargain: Bargaining is the skill of buying something for a 
lower price than listed. To use it,  one must be in a situa- 
tion where bargaining is reasonable; bargaining with a 
clerk at the grocery is not feasible. Also, the bargainer 
must state the price at which he wishes to purchase the 
item, and for each 2% difference between that price and 
the asking price, he must subtract 1% from his Bargain 
skill. In any case, the person selling the item will not take 
a loss, no matter how well the character Bargains with him. 

Example: Harvey Walters wishes to purchase a shotgun 
over the counter in Kriegs, Germany, to take with him 
while he investigates the disappearance of his manservant, 
Kurt, in the old ruins. (Kurt failed a Sneak roll and was 
caught by the inhabitant.) The elderly shopkeeper asks 
$100 American for the weapon, and Walters is on a 
limited budget. Walters offers the shopkeeper $70, and at- 
tempts to make his Bargain skill roll. A t  this time, he has a 
skill of 20%, but he wants the gun for 30% less than nor- 
ma, so his chance for success is reduced by 15% to only 
05%. He rolls 22 and fails. Harvey then offers $80, in- 
creasing his chances for success to 10%. He rolls 02, 
succeeding. 
Botany: Use of this skill allows the character correctly to 
identify any plant, and to make an informed comment as 
to its uses and/or misuses. If an unknown plant is pre- 
sented before him, he may attempt to deduce what its 
normal habitat is by rolling his skill or less. He can try to 
name any plant known to mankind, and will also know its 
normal range and habitat if he makes his skill roll. 
Camouflage: This skill allows the covering of oneself, 
one’s comrades, or an object with debris or cloth or other 
concealing materials to keep them from being spotted. It 
also includes hiding small objects in a room or place. 
Chemistry: This skill allows the character to make fairly 
complex chemical compounds, including simple explo- 
sives, poisons, gases, and acids by merely rolling his per- 
centage change of success and spending at least a day or 
so with the proper equipment and chemicals. He can also 
analyse an unknown substance, given a week in a lab, if 
he makes his roll. 
Climb: Climb is self-explanatory. A successful Climb roll 
must be made every 10 to 30 feet, depending on the diffi- 
culty of the climb. If a character needs to climb quietly, 
his die roll is matched vs. both Sneak and Climb. If the 
character’s roll is such that he succeeds in Climb but fails 
Sneak, he is considered to have climbed successfully, mak- 
ing noise. 
Credit Rating: This is the investigator’s chance to  get a 
loan, either from a bank or business, or simply by pan- 
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”handling. The amount of money he is able to get will 
vary greatly from situation to  situation, and must be 
adjudged by the keeper with particular note of the char- 
acter’s social standing, job, and wealth, or lack of same. If 
the character fails in his skill roll, he gets no money. 
Bonuses may be added onto this roll if the character ap- 
pears wealthy or has known business interests. This skill 
is also the chance for the character t o  pass a bad check 
successfully or to bluff past a demand for credentials. 
Cthulhu Mythos: This skill starts at a base percentage of 
0%, and never exceeds 98% for a player-character. No 
investigator may choose this as a starting skill, and it may 
not be increased by normal experience. Cthulhu Mythos 
skill is gained only by insane insights into the nature of 
the universe (see Chapter IV for details) or by reading 
forbidden books (see Chapter VI). Increases due to insan- 
ity and reading books are permanent. This skill will de- 
crease a character’s maximum SAN. A character’s Sanity 
may never be higher than 99 minus his Cthulhu Mythos 
skill level. Once learned, Cthulhu Mythos cannot be 
forgotten. 

Whenever spoor or other evidence of mythos monsters 
is seen, a successful roll against this skill allows the investi- 
gator to know the general class of monster involved (as 
given on the Five Classes of Monsters table on page 34). If 
the investigator sees a monster (even briefly), he may roll 
vs. this skill to identify the exact creature involved. Use of 
this skill will also allow a character is identify a spell from 
watching its casting, and it will allow him to identify a 
Mythos book by skimming over a page or two. 

Example: Harvey Walters has worked his Cthulhu 
Mythos up to 15% and sees a smeared spot on the road, 
heavy with goo and slime. He rolls 08 on his skill roll, and 
is told that whatever made the smear was at least a major 
monster. Harvey goes in the other direction. 

Note that although the keeper should only give the 
monster’s general class, the investigator may well be able 
to figure out more. For instance, a footprint in the Ari- 
zona desert is unlikely to be a Deep One’s trail. 
Debate: This is the ability to convince a targeted victim 
intellectually that the debater is correct in whatever prin- 
ciple he is expounding. He may still deny it emotionally, 
or he may go home and look it up, but he will admit to 
himself that the debater sounds right. Two debaters try- 
ing against one another each roll their skills simultaneous- 
ly, continuing until one fails while the other succeeds. 
Diagnose Disease: This allows the user to tell from what 
disease a given victim (including himself) suffers, including 
knowing whether or not someone is malingering. If the 
character has the Pharmacy or Treat Disease skills, he can 
double his normal chances for success in these skills by 
succeeding in Diagnose Disease on the ailment to be 
treated. 
Dodge: Allows a character to evade seen blows, missiles, 
etc.; a function of DEX. It may be increased by experi- 
ence. A character attempting to dodge may perform no 
other actions in that combat round, including making no 
attacks. 

Drive Automobile: Anyone with a skill of 25% in driving 
can successfully drive a car down the road. If the charact- 
er is trying to lose a pursuer or trail someone, both par- 
ticipants should attempt Driving rolls til one fails, and the 
other succeeds. In addition, if a drive is made under bad 
conditions, such as high speed, over very slick ice, or 
down a steep mountain trail, the character must succeed 
in a Drive roll or wreck. 
Electrical Repair: This enables the investigator to repair 
and piece of electrical equipment that has been broken or 
otherwise damaged. It also allows him to perform such 
operations as hot-wiring cars. To fix a device, he may re- 
quire special parts or tools at the keeper’s discretion. 
Fast Talk: This skill causes the victim to  agree with what- 
ever the fast talker is saying. He does so without thinking 
and will proceed to sign the paper, allow the fast talker to 
trespass, or whatever else is needed. If allowed a moment’s 
thought, he will come back to  his senses if he makes an 
Idea roll successfully. 

Example: Slimy Sam the insurance man is using his 
Fast Talk pitch on a target, and has succeeded. The tar- 
get proceeds to go upstairs for a pencil to sign the con- 
tract, but while upstairs is allowed an Idea roll to come 
to his senses, and succeeds. He comes down determined 
not to sign the contract. 

Fast Talk will not work on a target that has already 
made up his mind, and Debate or Oratory must be used 
instead. The advantage of Fast Talk is that obviously false 
or suspect goods or facts may be passed off as true. It also 
takes less time (only a minute or so) to work. Debate or 
Oratory usually take at least five minutes to work. 
First Aid: This skill allows the user to heal 1D3 points of 
damage that he or another has taken. Once a character has 
had First Aid applied, whether or not the attempt was a 
success, he may not receive it again until and unless he is 
wounded again. This also gives the percentage chance of 
awakening an unconscious or stunned comrade, setting a 
broken limb, and performing limited operations (such as 
taking out large splinters). If the character performing the 
First Aid makes a Special roll (same as chance to impale 
for weapons, or 115 the normal chance for success), then 
the target has 2D3 points of damage healed. If the char- 
acter rolls 96-00 on the percentile dice, then 1D3 points 
of damage is done instead of any healing. 
Geology: Geology enables a character to tell the approxi- 
mate age of a rock stratum, recognize fossil types, and tell 
the name of a particular fossil. It also allows him to recog- 
nize potential earthquake zones, landslide areas, or places 
that could contain caves. By looking around an area and 
inspecting the mouth of a cave, the character can try to 
tell the approximate extent of the cave. He can also iden- 
tify rocks and minerals with this skill, and even tell what 
areas rare minerals are known to come from. 
Hide: This aids the user to hide behind objects or in 
bushes or otherwise to attempt to conceal himself. If 
shadows are extremely deep, the user could try to hide 
in them, but note that cover must be present before this 
skill may be used. If the user wishes to move while re - 
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maining in cover, his chances for success are figured by 
using his Hide skill cut in half. 
History: The character is enabled to  remember the history 
of a country or city by successfully rolling this skill, with 
particular reference to  events that would interest that 
character. Subtractions may be made from the user’s 
chance of success if he is trying to  know something about 
a particularly obscure fact or tiny area. 

Example: Harvey Walters is on location in Germany in 
the small town of Frundsberg. He decides to use his His- 
tory skill to see if he can find out anything. His recent 
studies have given him a chance of 25%, and he rolls an 
07! The keeper tells him that he remembers that the vil- 
lage next to Frundsberg has a very bloody history, and 
that during the Thirty Years’ War agreat massacre occurred 
in which over 200 accused witches and warlocks were 
burned to death. Harvey is fascinated, and immediate& 
goes to that neighboring town to investigate and look 
for monuments. 
Jump: Successful use of the Jump skill allows the char- 
acter t o  leap through openings or to leap a distance up to 
his own height vertically, or twice his own height horizon- 
tally. A character falling from a height that makes a suc- 
cessful Jump roll can subtract 1 D6 from damage done. 
Law: This is the character’s chance of knowing a given law 
which pertains to  his present situation, whatever it is. If 
operating in a foreign country, the chance for success is 
halved, unless the character spends some time (30-INT in 
days) studying the nation’s law. 
Library Use: Use of this skill enables the character to find 
a given book, newspaper, or reference in a library, assum- 
ing that the reference exists. Failure indicates that he has 
wasted his time and must try again. It takes four hours of 
continual search to  use this skill, so a character rarely gets 
more than two tries per day. This skill will not let a char- 
acter into a locked-case or rare-book special collection, 
though he can locate the proper case. He may need Fast 
Talk, Oratory, or proper credentials to get at such books. 
Linguist: A linguist has a percentage chance of speaking 
any common language at a chance equal to his Linguist 
skill/S. He may recognize the exact language and/or dia- 
lect of a speaker by making his percentage roll as well. 
This even applies if the speaker is trying to conceal his 
accent, but the linguist must concentrate and hear the 
character speak for at least 30 seconds. He can use this 
shll to tell the native tongue of a character speaking a 
foreign language as well, so that he could tell that the per- 
son by the counter speaking in Polish was actually a Finn, 
for example. However, this last use is limited by the char- 
acter’s skill in the language being spoken. Thus, in the 
previous example, if the linguist had a Linguist skill of 
90%, but could speak Polish only at SO%, his chance of 
detecting that the person at the counter was Finnish 
would only be 50%. 
Listen: This skill is the ability of listening intently for 
sound. It includes trying to overhear conversations and 
hearing through a closed door. The keeper may use it t o  

determine the results of such situations as whether or 
not you were awakened by that cracking twig. 
Make Maps: This skill allows the user accurately to map 
an measure an area, whether it is an island or the inside of 
a room. It includes properly estimating distances. Failure 
indicates that the map is somehow misleading. 
Mechanical Repair: This allows the user t o  repair a broken 
machine. It is a companion skill t o  Electrical Repair, and 
both may be necessary to  fix some devices. Special tools 
or parts may be required to  fix some machines. This skill 
can be used t o  pick locks, but usually special tools are also 
required, except with simple locks. 
Occult: This skill enables the user t o  recognize occult 
paraphernalia and words, as well as recognize grimoires of 
magic and occult codes when he sees them, though he 
may not be able t o  translate the code. This skill does not 
apply to  spells, books, and magic of the Cthulhu mythos, 
but as most of the more ignorant human worshippers of 
the Great Old Ones believe in the conventional occult as 
well, it may prove of use. 
Operate Heavy Machinery: This is required to drive a trac- 
tor, tank, or other heavy equipment. It works similarly to 
Drive Automobile. If the user is trying t o  perform an 
exacting piece of work, he must succeed on his Heavy 
Machinery roll t o  do it. If he has a skill of 25% or more, 
he may successfully use the machine except for difficult 
tasks or in bad conditions, when the roll must be made. 
Each different type of machinery counts as a different 
skill. However, a character with skill in one type can 
operate similar types as well. 
Oratory: This is the counterpart to Debate. It convinces 
the target(s) emotionally that what the user says is true, 
though it will not necessarily make them believe it intel- 
lectually. Usually it is a more potent tool than Debate, 
but if the victims have a few minutes to  think it over, they 
may begin to  poke holes in the speaker’s rhetoric. 
Pharmacy: This skill allows the caster t o  know the name 
and side-effects of a drug which will produce any desired 
effect. If he hears the name of a drug, he may use this skill 
t o  attempt t o  realize what its effects are. Players may 
keep a record of drugs known. A character cannot proper- 
ly prescribe drugs to  help disease unless he knows the 
exact disease being dealt with (and possibly not even 
then). However, he might be able to use drugs t o  relieve 
symptoms. 
Photography: This skill allows one to  take clear pictures, 
and develop them properly. If this skill is failed when a 
photo is made, then it was blurred or did not show what 
it was intended to. 
Pickpocket: This is an overtly criminal skill. It allows the 
user t o  steal unobtrusively from the person of the victim. 
If the object being stolen is in intimate contact with 
the victim (such as a watch or necklace), the chances 
for success are cut in half. 
Pilot Aircraft:A trip made in an aircraft may require the 
user t o  successfully make his Pilot skill roll to avoid minor 
disaster. If he is forced to fly in a storm, navigate by 
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instruments, or perform other difficult tasks, he must also 
make his piloting roll. Upon any landing, even under good 
conditions, he must try his Pilot roll as well. If conditions 
are good, chances for success are doubled on landing. Un- 
less the landing field is really bad, the only effect of a 
failed Pilot roll on landing will be damage to the craft, 
which will need to  be repaired before the next takeoff. 
Each different basic type of aircraft counts as a different 
skill. There were no helicopters during the 1920s, only 
airplanes and dirigibles. 
Psychoanalysis: This skill enables a character temporarily 
t o  cure a neurotic or psychotic patient of his or her fears 
and problems. It takes at least an hour to  perform, but it 
will permit the madman or madwoman t o  behave some- 
what normally for a day or so. It may be used to cure 
insanity permanently if the skiU is used over a prolonged 
period of time (see Sanity, Chapter IV). It can also be 
used to  increase a person’s SAN (see Sanity, Chapter IV). 

Psychology: This skill allows the user t o  study an indivi- 
dual and tell if he is overtly psychotic or not. A second 
successful use allows him to  tell the specific ailment that 
the victim suffers from. He can also make a general guess 
as t o  a particular individual’s desires and/or needs. 

Example: Harvey, when he reaches the nearby town of 
Kriegs, meets a fellow American, sloppily dressed and un- 
kempt, with shifty eyes. The fellow accosts Harvey and 
begins to talk to him. Harvey tries a Psychology roll to see 
what the fellow wants and succeeds. He can tell that this 
man is evidently w i n g  to start a fight, so he turns and 
walks away. 

Readwrite English: The basic chance for this skill is ex- 
tremely high, EDUx5 for native speakers. The character 
only needs to roll his skill or less if an extremely difficult 
document is read, or if a paper is in an archaic dialect, 
when it functions as does the similar ReadlWrite Other 
Language skill. No communication skill (including Bar- 
gain, Debate, Fast Talk, and Oratory) may have a higher 
chance of success when written than the character’s Write 

English score. For example, Slimy Sam the conman has a 
Read/Write score of only 50%. Although he has a Fast 
Talk ability of 95%, if he is trying to  con somebody by 
mail, his chance for success can be no higher than his 
Read/Write score, or 50%. 
Read/Write Other Language: The character’s skill percent- 
age in reading a language is his chance of understanding a 
document in a foreign language. In general, he will have a 
chance equal to his skill of understanding each important 
point in the manuscript. Each separate language counts as 
a separate skill. A character’s skill in Reading a language is 
never less than 1/2 his ability to Speak that language-as- 
suming the language has a written form. 

Example: Harvey Walters uncovers an ancient docu- 
ment while in the old castle in Kriegs. He can tell that it is 
in Latin and proceeds to take it home and try to read it. 
He has an ability of 40% in Latin, and the keeper deter- 
mines that there are three important facts in the docu- 
ment. Harvey tries to roll his percentage chance three 
times, and rolls a 39, a 22, and a 67, so he cannot make 
out the third reference. The keeper tells him that, first, 
the old manuscript is written by a Theophobos Elias, who 
claims to be a wizard, and second, that he claims to have 
buried a monster beneath the castle. Harvey rushes out to 
disinter the monster and photograph its bones. Unfor- 
tunately for him, the third fact was that the monster is 
still alive! 

If the character is not trying to read a manuscript, but 
is trying to understand a volume of arcane lore (see Chap- 
ter VI), he need only roll once. Success indicates that he 
gets the gist of the book and failure indicates that he has 
only been able to skim the surface. He may attempt to re- 
read the book only when his skill with the languages im- 
proves by at least 10%. If he wishes to study the book 
later on, looking for specific facts, he must attempt to  
make his Read/Write skill while perusing the book. Failure 
indicates that the references he was looking for were too 
difficult to make out. 

If a character is writing to another, his chance of suc- 
ceeding in Bargain, Debate, Fast Talk, or Oratory can be 
no greater than his skill in Writing in that language. 
Ride: Riding a horse is easy, as long as the horse remains 
in a slow gait, no more than a trot. If a rider has a 25% or 
higher ability in Ride, he can stay on a horse at any gait. 
When a horse does something unexpected, such as falling 
or rearing, the character’s chance of remaining on the 
horse’s back is equal t o  his Ride. If a character falls off a 
horse, either because the horse has suddenly collapsed, 
fallen, or died, or because the character failed a Ride roll, 
he may attempt another Ride roll t o  land on his feet. If 
he fails the roll, he takes 1D6 points of damage. 
Sing: Success in this skill indicates that the performance 
is pleasing and that the audience is happy. Failure indi- 
cates that the singer went off-key or forgot the words. 
The better the singer’s chance for success, the better the 
song when performed, so that a singer with an 80% skill 
sounds better than one with a 40% skill, even if both 
make their skill rolls successfully. 

24 - 

 



Sneak: This skill covers the act of moving quietly, without 
alerting an enemy. If it is used with the skill of Hide (see 
above), the investigator makes a single die roll, which is 
used for both skills. The investigator may succeed with 
one skill and fail with the other using this method. 

Example: Exploring an ancient castle just north of 
Kriegs, Harvey’s servant Kurt has heard footsteps coming 
down one of  the otherwise deserted hallways, and he 
wishes to move secret& and quietly down the hall, con- 
cealing himself behind the heavy shadows and draperies so 
that he can see the intruder. His skill in Hide is 70% and 
his skill in Sneak is 25%. Since he is moving and w i n g  to 
remain hidden simultaneously, his Hide skill is cut in half 
to 35%. Kurt rolls 29, thus successfilly keeping under 
cover, but his shoes click loudly on the hallway’s paving 
stones as he fails his Sneak skill roll. 
Speak Other Language: When two characters are speaking 
together in a foreign language, the total chance for success 
is equal t o  twice the Speak Language skill of the less 
skilled speaker. A character’s basic chance to  speak his 
native tongue is equal to  his INTxS. When two characters 
speak their native tongue together, there is no chance for 
a misunderstanding. A character’s chance to speak another 
language is never less than half his chance to  read or write 
that language, except in the case of certain dead or picto- 
graphic languages, such as Cuneiform. Thus, since Harvey 
Walters has a 40% ability to  Read Latin, he also has a 20% 
chance of speaking it, if he can find anyone to  talk to. 
Failure in using this skill indicates that a misunderstanding 
has occurred. Each separate language counts as a separate 
skill. A character must use his Speak Language skill to  
understand something overheard in a foreign language. A 
character’s chances for success in a foreign language using 
Bargain, Debate, Fast Talk, or Oratory can never be higher 
than his ability to  speak that same language. 
Spot Hidden: This skill allows the user to  spot a secret 
door, hidden compartment, camouflaged car, concealed 
ambushers, or anything similar. 
Swim: Swim is the ability to  stay afloat and moving. 
When in water, the character may use a Swim roll either 
to  keep from drowning or to move across a distance. If a 
character fails a Swim roll, he must undergo the drowning 
procedures (see above, under Drowning). A drowning 
character may attempt a Swim roll each round. If he suc- 
ceeds, in a Swim roll, then he can reach the surface, and if 
he then succeeds in a second Swim roll, he can begin to 
move. If he fails in the second Swim roll, he again begins 
to  drown. 
Throw: This skill is used to  hit a target with a casual 
object, hitting the target with the right part of the object 
thrown (such as the blade of a throwing knife). A palm- 
sized object balanced for throwing can be hurled one 
meter for every STR point of the investigator which 
exceeds the object’s size. If the throw roll fails, then 
randomly determine where the object lands. 
Track: This allows the investigator to  follow a person, car, 
or animal over soft earth or leaves successfully. Each day 
old that the tracks are subtracts 10% from chances of suc- 

cess, and an intervening rainy day may make tracking im- 
possible. A being cannot be tracked over concrete. 
Treat Disease: Successful use of this skill allows the sick 
person cared for by the user to  recover and to  be more or 
less comfortable. This skil will not help a victim recover if 
he has an extremely virulent disease, but the user will be 
able to  tell that the victim belongs in the hospital. This 
skill is intended for use on mild illnesses, or recurrent 
severe ones such as malaria or influenza. If your investi- 
gator comes down with the bubonic plague, this skill will 
only help him to remam comfortable while he dies. 

If this skill is used in a hospital, with proper equip- 
ment, access to  drugs, and continual care, the skill may be 
able to  treat even very severe diseases. 
Treat Poison: If a character has the skill of Treat Poison 
applied to him before the poison’s effects have become 
evident, he will be purged of 2D6 levels of poison. This 
skill can also be used to  know what type of poison a vic- 
tim has been poisoned with, and what the best course of 
treatment would be. 
Zoology: This skill allows the user t o  name a given animal 
from any part of reasonable size (“reasonable” depends 
on the skill of the zoologist and the judgment of the 
keeper). He can also judge the probable ecological niche 
and habitat of an unknown animal presented to  him. 

CHAOS1 UM PRONUNCIATIONS 
OF CTHULHOID NAMES 
The capitalized syllable is the one most stressed. Consonants are 
always hard. All S’s are silibants. An apostrophe indicates an ex- 
tremely-compressed short-I sound. A short4  is written 0; a broad- 
0 is written AU; a long4  is written OE. A short-A is written A; a 
broad-A is written AH. A short-E is written E or EH; a long-E is 
written EE. A short-I is written I or IH; a long-I is written IGH. A 
short-U is written I or UH; a long-U is written 00. The letter Y is 
always pronounced as it is in ‘yawn.’ 

Azathoth 
Bvakhee 
Chthonian 
Cthugha 
Cthulhu 
Dagon 
Dhole 
Claaki 
Hastur 
Nvdra 
Ithaqua 
Mi-  Go 
Necronomicon 
Nodens 
Nyarlathotep 
Ny ogtha 
Shantak 
Shoggoth 
Shu b- Niggurath 
Shudde M’ell 

Tindalos 
Tsathoggua 
Wendigo 
Y ’golonac 
r ig  
Yith 
Yog-Sothoth 
Yuggoth 

TChO- Tcho 

[AZ-uh - thoth] 
IB ’YA HK - heel 
lkuh- THOEN-ee-unn] 
[kuh -THOOG-hah] 

[DA G - on] 
[DOEL] 
[CLAHK - eel 
[HAS- tur] 
[HIGH- drah] 
(ITH-uh -kwah] 
[MEE -goel 
[nek-roe-NOM-ih -kahn] 
[NOE- denz] 
[n  >ad- A TH - oh - tep] 
[N’YOG- thah] 
[SHAN-tuk] 
[SHAHG -auth] 
[shub -NIC-ger-ath] 
[shood-eh MEL] 
[CHOE-choe] 
[ TIN-dah1 -ose] 
[tkath-OC-goo-ah] 
[ WHEN-dee-goe] 
f ee -  GOEL -un -ak] 

[ YITH] 
[ YAHG -sauth -auth] 
[ YUG-auth] 

[kuh- THOOL - ~ o o ]  

1 YIGl 
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IV. 

lnsanity is the primary cause of  Investigator disablement. Here the use of Sanity 
and the effects and benefits of i ts  loss are explained. Several methods 

for the recovery of  SAN are also provided. 

General 
Sanity is the natural mental state of ordinary life. It is 
possible to lose this state of mind when confronted with 
the horrors and terrors of the Cthulhu mythos. It is possi- 
ble to regain or even increase one’s initial SAN. Know- 
ledge of the Cthulhu mythos always lowers a character’s 
maximum SAN. Temporary insanity can be cured; per- 
manent insanity results when a character’s SAN is reduced 
to  or below zero. Permanent insanity is incurable. 

Using SAN 
All characters are required to roll their SAN as a percen- 
tage whenever encountering a monster which is unnatural 
or which is behaving sufficiently unnaturally (such as a 
attacking horde of frothing rats) to endanger a person’s 
SAN. Sometimes a situation, such as finding a companion 
horribly and inexplicably mutilated, will also call for a 
SAN roll. 

Further, a character must lose SAN when reading cer- 
tain books and when attempting to learn and/or cast cer- 
tain spells. 

A successful roll usually means that the character loses 
either no or a minimal amount of SAN, and is capable of 
continuing his current actions until confronted with a dif- 
ferent danger. But each confrontation, even if involving 
first reading a book, then casting a spell from the book, 
then facing the monster conjured by the spell, requires 
another SAN roll. Confronting a number of monsters at 
one time or in rapid succession (such as a series of attack- 
ing dholes) calls for just one roll. However, if encounters 
are spread out over several hours, then successive rolls are 
needed to simulate the situations. 

Failure to make the SAN roll always means that the 
character loses some SAN. The amount lost depends on 

the monster type or on the situation as ruled by the 
keeper. 

Losing S A N  may also cause the character to go tem- 
porarily insane, as described below. 

Finally, when a character’s SAN is reduced to zero, he 
is hopelessly, incurably insane, and becomes a non- 
player-character (NE) for the keeper to play. 

INSANITY 
Shock and Temporary Loss 
Whenever a character loses 5 or more points of SAN in a 
single experience, he has suffered a terrible shock. He 
must make a DlOO roll. If he succeeds in an Idea roll, then 
he has realized the full significance of what he beheld, and 
will go temporarily insane. The keeper should determine 
what happens, and the investigator will remain in the re- 
sulting state for the amount of time shown by rolling on 
the Temporary Insanity Time Table, below. 

If the roll is over the character’s Idea roll, the investi- 
gator does not go mad, but may not clearly remember 
what he just experienced. 
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Temporary insanity due to this type of loss need not 
represent true insanity: the character may just faint, 
go into hysterics, or suffer a nervous breakdown. It is 
likely that he will receive a phobia associated with the 
cause of his insanity. 

Indefinite Insanity 
Whenever a character loses 20% or more of his current 
SAN in a single hour, he will automatically go insane. 
To find the exact mania induced by the experience, the 
keeper must pick an appropriate infirmity from the In- 
sanity Table (page 29). The effect begins immediately. 

This type of insanity is indefinite, and the sufferer will 
not recover of his own accord. Recovery from insanity 
is described in Curing Insanity, below. 

Example: As Harvey Walters, armed with his new shot- 
gun, enters Kriegscastle, he confronts the horribly muti- 
lated corpse of his former servant, Kurt, hanging from a 
hook. The keeper rules that he must make a SAN roll 
against his current SAN of 45. He fails with a roll of 72 
and the keeper rolls ID6 to determine the SAN damage. 
Harvey loses 3 points. 

A few seconds later, while Harvey is still stunned from 
the macabre vision before him, a dismal shriek is heard 
overhead, and Harvey quails before the sight of an entire 
frock of ternfiing winged things, not twenty feet over- 
head. (The winged things are byakhee.) Harvey attempts a 
SAN roll against his new SAN of 42 and rolls 54. Because 
there are twenty monsters, the keeper rules that Harvey 
loses 6 full points of SAN, rather than rolling 106 for the 
amount. 

Harvey’s original SAN was 45, and he lost 9 points in 
rapid succession. As 20% of his total SAN was 9, Harvey 
must go insane. The keeper decides to roll ID6 on the In- 
sanity Table, rather than merely choosing an appropriate 
insanity as he could have done, and rolls 3. Harvey is 
under Stupefaction. His gun drops from nerveless fingers, 
and he is found beside the corpse next morning, singing 
tunelessly and babbling nonsense to Kurt’s corpse. 

The Value of Insanity 
It  is possible for a character who has gone mad to gain 
from the experience in two ways: 

First, the character may add to his Cthulhu mythos 
skill. The first time a character goes temporarily or 
indefinitely insane from any mythos-type source, he may 
add +5% to his Cthulhu mythos skill. Each time he goes 
insane thereafter, he may add an additional 1% to his 
Cthuhu mythos skill. 

Example: Harvey Walters has a 5% skill in Cthulhu 
mythos since he read a manuscript found in an abandoned 
house. After he sees the byakhee fly overhead and goes 
insane, his raving mind attempts to understand these 
unearthly manifestations. Since he has never gone mad 
before, he adds 5% to his Cthulhu mythos knowledge, 
bringing it to a total of 10%. This means that his SAN 
may never reach higher than 79 (99 minus his Cthulhu 
mythos). Of course, his current SAN is still only 36. 

Secondly, a madman may gain an unnatural insight 
into the problems or monster facing him. Whether this 
happens is determined by rolling a number greater than 
the character’s Idea roll on percentile dice after going 
insane. Keeper judgment and sensitivity are needed to 
help maintain game balance and dramatic tension. 

Example: Confronted with a vampire in the Carpathians, 
Chastity Thirstwhistle loses her mind. Her Idea roll is 75 
and she rolls 99, thus gaining an insight. The keeper rules 
that in her delirium she realizes that vampires are repulsed 
by garlic. She screams, “Get into the kitchen!” - even 
though they are outside, and she starts picking various 
plants. Whether anyone realizes what she is doing, or 
questions her, is up to the keeper and players. 

REGAINING AND INCREASING SAN 
Skills 
Each time a character attains 90% ability in a skill during 
the course of a game (excluding skills at 90% at the start 
of the campaign), he is allowed to add 2D6 more points of 
SAN to his current SAN, though his SAN may still not ex- 
ceed 99 minus his Cthulhu mythos. This addition to SAN 
represents the self-discipline and self-esteem gained in 
mastering a skill. 

Defeating Monsters 
When a character manages to defeat a monster, he may 
manifest the increased confidence he gains by his perfor- 
mance by increasing his SAN by an amount equal to the 
normal danger to SAN which the being(s) posed. If he 
kills a dimensional shambler, for example, he regains 
lD lO points of S A N .  His S A N  may not increase past the 
limit of 99 minus Cthulhu mythos. 

If a temporarily or indefinitely insane character man- 
ages to defeat a monster and regain SAN, he does not be- 
come cured of his insanity. He must still recover normally 
(for temporary insanity) or undergo treatment (for indef- 
inite insanity). See Curing Insanity below.) 

 



his madness (i.e., a paranoiac may keep poliqhing his silvel 
ware before eating, and have occasional suspicions, thounl 

accents and mongrel face 
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The criteria for “defeating a monster” have purposely 
been left vague. The keeper should decide what the goals 
of the monster were, whether or not the investigator(s) 
succeeded in foiling it, and whether the characters realize 
that the monster’s goals were blocked. 

If the monster had no particular aims beyond the im- 
mediate destruction or hampering of the characters, 
“defeat” generally consists of slaying it or permanently 
driving it away. Whether one monster or a hundred were 
defeated, the SAN gain is about the same. If a greater 
number were defeated, the keeper may desire to increase 
the SAN reward to its maximum for the type. Under no 
circumstances should the SAN reward be increased be- 
yond the maximum possible for that type of being. For 
example, defeating any number of dimensional shamblers 
with magic should never restore more than 10 points to 
the character, since the type S A N  rating is 1D10. If the 
character did exceptionally wqll, the keeper may wish to  
reward him with 10 points automatically. The same prin- 
ciple applies to other rewards. 

Psychoanalysis 
It is possible to increase SAN through intensive psychoana- 
lysis, though it can never increase a character’s maximum 
SAN. One psychoanalyst may work on one player-charac- 
ter per week. If the psychoanalyst makes his skill roll that 
week, then the patient gains 1 point of SAN. However, if 
the psychoanalyst rolls 96-00, then the patient loses 1D6 
points of SAN. The SAN may never be raised higher 
than the character’s Luck roll by this method. If his SAN 
is already higher than his Luck roll, psychoanalysis is of 
no avail in raising SAN. Some people are always a little 
shakier than others. If the psychoanalyst makes a special 
roll on the DlOO (20% or less of the needed roll, or equal 
to  chances for an ‘impale’) then the patient regains ID3 
points of SAN that week. 

CURING INSANITY 
Psychoanalysis 
It is possible for competent characters to  attempt to 
psychoanalyze other characters to  cure them of their 
temporary insanity. Until cured in this manner the PCs 
will continue insane. 

The procedure is long and tedious and not always suc- 
cessful. The PC attempting the cure must have a Psycho- 
analysis skill to succeed at all. Each character to be cured 
must spend ID6 full game months in intensive communi- 
cation with the psychoanalyst, during which time they 
may do nothing else. 

After this time period, the psychoanalyst’s player must 
attempt to  make his skill roll on 1D100. If a successful 
roll is made, the character has been cured. If the psycho- 
analyst rolls 20% or less of his needed roll (for example, if 
he had a 75% skill and rolled 15 or less), then the insane 
character also recovers 1D6 points of SAN. However, if a 
roll of 96-00 is made, then the character loses 1D6 points 
of SAN and may never be cured by that psychoanalyst. 

Curing Insanity by Institutionalization 
It is possible for a character to recover sanity by being 
committed to  an institution. Psychology at this time was 
primitive at best, however, and there is a distinct danger 
in the process. 

In the 1920s, insane asylums (the phrase “mental 
health facility” was yet to come) ranged from enlightened 
bastions of healing to real snake pits. Even if the player- 
character’s friends know enough to avoid a real quack- 
works, enlightened psychotherapy of the period has its 
pitfalls. For instance, electroshock therapy might shock 
a player-character out of his insanity while lowering his 
Intelligence until he is useless as an investigator. 

Each time a character is institutionalized for insanity, 
the keeper should establish a Cure Rate for the place by 
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rolling lDlOO and subtracting 25 from the result. If the 
result is under 01, then the place is for caretaking only, 
and has no chance of curing the insane. The keeper should 
retain an institution’s Cure Rate in his records, as the 
players may want to use the place again if it restores the 
first character they bring to be cured. 

Each ID6 game months, review the character to see 
if he can be released. The keeper rolls lDlOO against the 
Cure Rate of the institution. If the roll is equal to or less 
than the Cure Rate, the character is cured and free. If not, 
then the character loses 1D6 points of SAN. If the roll is 
96-00, then the character loses ID6 points of SAN and 
the keeper rolls on the Institutional Disaster Table. 

Example: After Harvey Walters ‘went insane, fiends 
and colleagues found the best institution in the area and 
put him into it. I t  happens to be v e v  good (a keeper’s roll 
of 87, subtract 25, still gives a 62% Cure Rate). The 
keeper rolls 106 for the months until Harvey’s review, 
and gets a 3. Harvey is not cured, and Ioses 106 more 
SAN. Fortunately for Harvey, the roll is only I ,  so his 
SAN is now 35. A second keeper roll for months until 
review gives 5 for the next period, and the cure rate roll 
this time is 32, so Harvey is now cured. Fortunately, he 

did not run into any institutional disasters. Eight months 
after his incredible shock, Harvey is again sane, but with a 
lower tolerance for further shocks. 

Institutionalization can never increase a character’s 
SAN . 

Availability of Institutions 
If a character goes mad anywhere in Europe, the Western 
Hemisphere, Japan, or a colonially-influenced country, 
there will be an institution of some sort available to the 
authorities for incarcerating madmen. If the keeper rules 
that it is not a true mental institution, the cure rate can 
be found by rolling ID100 and subtracting 50. If the re- 
sult is under 01, the institution has no intention of curing 
the mad. Just locked away, the character’s player can only 
hope that events will lead to his character’s being rescued 
and put into a curing environment. 

Many Moslem-influenced countries had no institutions 
available. Madmen were touched by Allah and were left 
alone to make what way they could in the world. Again, 
the player will have to hope for rescue of some sort for 
the character. 
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V. 
The CthulhuMythos 

I 

Many o f  the creatures and beings of the Cthulhu Mythos are invulnerable to the actions 
o f  the Investigators. Such beings rarely deign to involve themselves directly 

in human affairs. This they leave to their worshippers and agents, 
who can be foiled by clever Investigators. 

THE MYTHOS 
Lovecraft once wrote: “All my tales are based upon the 
fundamental premise that common human laws and inter- 
ests and emotions have no validity or significance in the 
vast cosmos-at-large.” When mankind finds out the truths 
of the universe, the cosmic horrors that lurk beyond the 
sky creep in and cause madness and death. In the totality 
of the Cthulhu mythos, there is a complex and broad 
group of legends, and it is difficult, if not impossible to 
give a full summary. Keepers are reminded that one of the 
most important features of the Cthulhu mythos is the ease 
with which new additions are absorbed into the frame- 
work, and they are invited to add their own legends, 
monsters, and stories. 

The ‘deities’ of the mythos appear to be extremely 
powerful alien beings, some of whom may be of extra- 
cosmic origin. They can be ranked on a continuum of 
power, ranging from all-ruling Azathoth, down through 
great Cthulhu, to lesser sorts such as the Deep Ones. 

Summary of the Mythos 
The universe is ruled by beings known as the Elder Gods, 
Outer Gods, or Other Gods. Only a few of these are 
known by name; the majority are both blind and idiotic. 
They are controlled to some extent by their messenger 
and soul, Nyarlathotep, and are immensely powerful. 
Azathoth, the daemon sultan and ruler of the cosmos, 
writhes mindlessly to the piping of a demon flute at the 
center of the universe. Yog-Sothoth, either a second- 
in-command or co-ruler, is coterminous with all time and 
space, but locked somehow outside the mundane universe, 
and can only be summoned to this side through the use of 
mighty spells, whereas Azathoth theoretically might be 
met simply by travelling far enough through space. A 
group of the Other Gods dance slowly around Azathoth, 
but none are named. When troubles arise, these deities 

are discomforted, which sends Nyarlathotep out to in- 
vestigate. All the races and lesser deities of the mythos 
acknowledge the Other Gods, and many worship them. 

Under the Other Gods in power, though not in im- 
portance, are the beings known as the Great Old Ones. 
The Great Old Ones appear to  be immensely powerful 
alien beings, rather than true gods in the sense that the 
Elder Gods are. Each of the Great Old Ones is indepen- 
dent of the others, and many seem to be temporarily 
imprisoned in some way. It  is said that “when the stars 
are right” the Great Old Ones can plunge from world to 
world, but when the stars are not right they cannot live. 
“Cannot live” does not necessarily mean death for one of 
this group. The arab Abdul Alhazred [Abd Al-Azrad] 
wrote the following couplet in his work “Al k i f ”  on this 
subject: 

That is not dead which can eternal lie, 
and with strange eons even death may die. 

The most famous creation of Lovecraft is a Great Old 
One, Cthulhu himself. Cthulhu, with the rest of his race, is 
at present imbedded in a vast tomb at the bottom of the 
Pacific Ocean. He seems to be the most important Great 
Old One on earth. Others exist of different races, but 
they seem to be both less powerful and freer. Ithaqua the 
Windwalker seems to be more or less free on earth, but 
restricted to arctic latitudes. Hastur the Unspeakable 
dwells near Aldebaran and Cthugha near Fomalhaut. 
Other Great Old Ones doubtless infest other worlds, and 
it may be common for a world to be ruled by dominant 
Great Old Ones. AU the Great Old Ones known on earth 
are often invoked and/or worshipped, but Cthulhu is 
evidently worshipped more than all the other denizens of 
the Cthulhu mythos put together. 

After the Great Old Ones come a host of minor deities 
and beings such as Quachil Uttaus, the Treader of Dust; 
Fthagghua; and similar beings. These entities usually have 
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no worshippers, but wizards may know spells to summon 
them. They fill the role of “demons” in the mythos. 

Alien Races 
Alien races are an important part of the mythos. These 
races vary in power, and many are extinct. They are in- 
timately connected with the history of the earth as des- 
cribed in A t  the Mountiins of Madness and The Shadow 
Out of Time. In these stories Lovecraft gives the true his- 
tory of the earth. 

At the dawn of the Cambrian age, a race of beings 
known only as the Old Ones flew to the earth. They in- 
habited much of the land, warred with other races, and 
finally were pushed back to Antarctica. The Old Ones, 
perhaps mistakenly, bred organisms eventually to become 
the dinosaurs, mammals, and humanity. They also bred 
the horrible shoggoths, which eventually forced the Old 
Ones into semi-extinction. 

An indigenous race of cone-shaped beings had their 
minds taken over by a race of mental beings known as the 
Great Race. The Great Race survived from the time of the 
earliest land creatures until about 50 million years ago, 
when they were exterminated by a race of terrible flying 
things, not native to this earth, which the Great Race had 
imprisoned in vast caverns beneath the surface. However, 
the Great Race had already transmitted their minds for- 
wards in time to escape their doom. 

The spawn of Cthulhu came down upon the earth and 
conquered a vast reach of land in the primordial Pacific 
Ocean, but were trapped when it sank beneath the surface. 

The beings known as the Fungi from Yuggoth estab- 
lished their first bases on the earth in the Jurassic period, 
about a hundred million years ago. They gradually re- 
duced their bases to the tops of certain mountains, where 
they still maintain mining colonies and such. 

Dozens of other races also participated in this ante- 
diluvian parade of species, such as the serpent folk who 

built cities and a civilization in the Permian, before the 
dinosaurs had evolved; or the winged race succeeding the 
Great Race in time; even some races from earth’s future 
are mentioned, such as the beetle-like organisms to suc- 
ceed man and the intelligent arachnids to be the last 
intelligent life on earth, billions of years in the future. 

At the present time, there are only a few races on earth 
besides the humans. The Deep Ones dwell under the sea in 
large numbers, and the fungi from Yuggoth still keep iso- 
lated mining colonies in the mountains, but other races 
either only rarely visit earth, are sleeping, or otherwise 
inactive most of the time. 

THE DEITIES, RACES, AND MONSTERS 
The Outer Gods, Other Gods, and Elder Gods 
The Other Gods are rulers of the universe and have little 
to do with humanity, except for Nyarlathotep. All those 
meddling with them gain only inevitable madness and 
death. Only a few of these beings are named. They appear 
to be almost true gods, as opposed to the alien horror of 
the Great Old Ones. Some of them may be the personifi- 
cation of some cosmic principle. 

The term “Elder Gods” is sometimes used to refer to  
another race of gods, neutral to and possibly rivals of the 
Other Gods. The Elder Gods, if they exist, do not seem to 
be as dangerous to humanity as Azathoth and its kin, but 
have even less contact with us (if possible). Only one 
Elder God is named: Nodens. 

All these deities are also sometimes called the Outer 
Gods, and are primarily gods of the outer planets and not 
of earth. They would only seldom be called to earth, but 
on the occasions when they do appear, they are second in 
horror to nothing. The races associated with them (shan- 
taks, hunting horrors, servitors of the Outer Gods, and 
spawn of Shub-Niggurath) are the rarest of the monster 
types. Gates and such may be found in remote areas 
which can allow entrance to this universe to certain of the 
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Outer Gods (especially Yog-Sothoth), and these gates can 
be used by a clever sorcerer. 

The Great Old Ones 
The Great Old Ones are a category including a large num- 
ber of extremely potent alien beings. They are not so 
supernatural as the Outer Gods and their kind. The Great 
Old Ones are worshipped much more frequently than the 
Outer Gods. Generally an entire clan or secretive cult will 
be found worshipping one of these beings, rather than a 
lone madman, as often occurs with the Outer Gods. The 
beings serving the Great Old Ones are frequently races 
normally inhabiting the remoter fastnesses of earth, unlike 
the races serving the Outer Gods. The Great Old Ones and 
their worshippers and servants comprise the crew most 
often encountered by the player-characters. 

The Races and Lesser Entities 
There are a large number of greater and lesser beings that 
inhabit the Cthulhu mythos for the frightening of investi- 
gators. In an average campaign, the Outer Gods and Great 
Old Ones should not be frequently met with. If every en- 
counter the players had was with the likes of Cthulhu and 
Nyarlathotep, there would be little opportunity for ad- 
vancement in skills, for the players would have to create 
new characters every adventure! 

Format 
All these beings are described in a standard fashion. First 
comes the Description. Where possible, the description 
will be a quote from a work by H. P. Lovecraft or the 
author who invented the monster. Next comes Cult. Only 
deities have the Cult section. This describes the extent of 
the being’s worship, what other beings are associated with 
its worship, and what benefits it gives to its worshippers. 
All types have the Notes section. For deities, this is for 
use only when the being has been summoned or otherwise 
encountered. It gives the effects of the being on those 
around it, its probable actions, and how it may be driven 
off. For lesser races, the Notes state where the creature is 
found, what deities (if any) it is associated with, its habits, 
and any special features. Lastly, the entity or race is des- 
cribed in a consistent format as if it or they were investi- 
gators or animals. 

Abbreviations are given for each of the monster’s char- 
acteristics, whch include STR, CON, SIZ, INT, POW, and 
DEX. None of these entities have APP, EDU, or SAN 
meaningful to humans. Unintelligent beings also lack INT. 
Deities are given actual numbers showing what their re- 
spective ratings are, but monsters are given a dice-roll 
range. When a monster appears, the keeper can roll up a 
monster using the rolls given as guides, but for faster 
monster-making, average scores for different monster 
types are also given. 

Hit Points give the number of points of damage a mon- 
ster must take before being slain. This is the average for 
the race, figured by averaging SIZ and CON. Bigger or 

healthier monsters will have more hit points than this 
average. Gods cannot be truly slain, though they have 
hit points. When a deity’s hit points are reduced to 0 or 
less, rather than dying, the being is dispelled, or forced 
back to whence it came. Mere damage will not destroy 
any Great Old One or Outer God. 

Move is the monster’s speed in meters per combat 
round. (Remember, humans have a speed of 8.) If two 
speeds are listed separated by a slash, the second number 
is the monster’s flying or swimming speed (depending on 
the monster). 

Underneath the monster’s characteristics is a section 
headed Weapon, Attk%, and Damage. Weapon lists the 
usual weapon(s) used by the creature when forced into 
combat. A ttk% is either a deity’s chance to hit in combat, 
or for lesser beings, the percentage chance to hit in com- 
bat for a typical member of the race. Damage gives the 
damage done by an average member of the race or by the 
deity. This is usually given in the form of a damage for the 
basic weapon plus the creature’s damage bonus. For 
example, the damage for a Deep One’s claw is listed as 
1D6tlD4. This means that a Deep One’s claw does a base 
damage of 1 D6, and that the average Deep One has a dam- 
age bonus of t l D 4 .  Especially big Deep Ones may have a 
+1D6 or even t2D6 damage bonus, or very small ones 
may have no bonus at all. 

After the creature’s weapons, Amzor is listed. This is 
the amount of damage subtracted from damage done to 
the creature, as described previously. This section may 
give special abilities that the monster or deity has for re- 
sisting damage, such as regenerating, immunity to bullets, 
or similar powers. 

Spells are next. This heading gives chances for a parti- 
cular monster to have spells, or it lists the specific spells 
which a deity possesses. Generally, only exceptional 
monsters have spells. 

Certain spells match certain beings better than others. 
I t  is a lot more appropriate, for example, for a Deep One 
to Contact Spawn of Cthulhu than it would be for him to 
Summon Fire-Vampire. 

The spells in Call of Cthulhu may be divided into four 
classes. These classes are (1) those spells dealing with the 
Elder Gods, (2) spells dealing with the Other Gods and 
their minions, (3) spells of the Great Old Ones and their 
survivor races, and (4) spells of independent entities such 
as the Hounds of Tindalos, the chthonians, and their kin. 
The Spells for Monsters table tells generally which spell(s) 
are known by which class of monster. The specific spells 
are left to the keeper’s discretion. 

Some monsters have Skills. These skills act as do the 
human skills of the same name. 

The last entry is SAN. This gives the amount of SAN 
that a human will lose when seeing a member of the race. 
This amount may be increased if more than one monster 
were seen, at the keeper’s discretion. The maximum that 
it could be raised to  would be the maximum possible loss 
that a single creature could cause. 
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The Beings and Their Mythos 

Azathoth, The Daemon Sultan (Outer God) 
Description: Azathoth is the ruler of the Other Gods, and 
has existed since the beginning of the universe. It dwells 
beyond normal space-time at the center of the universe, 
where its amorphous body writhes unceasingly to the 
monotonous piping of a flute. Other gods dance mindless- 
ly around Azathoth to the same music. 

Azathoth is described as both blind and idiotic; it is a 
“monstrous nuclear chaos.” All the urges of Azathoth are 
immediately fulfilled by Nyarlathotep. 
Cult: Azathoth is worshipped by none in a regular cult. It 
is usually called upon by accident, and brings disaster and 
horror to its unwitting callers. Only the pathologically 
insane would worship such a being. 

Azathoth’s few worshippers may have special insights 
into the nature of the universe, its origin, and meaning. 
These insights could only be understood by another mad- 
man. They may also receive insights as to the controlling 
and summoning of the Other Gods, their slaves, and ser- 
vants. Azathoth is not grateful for worship, and if called 
would be as likely to destroy a worshipper as a non-wor- 
shipper, though the worshipper probably wouldn’t care if 
he were slain. 
Notes: Azathoth never comes alone, always bringing 1 
flautist (Servitor of the Other Gods) to play its music, and 
1D10-1 lesser Other gods, for a total of 0-9 lesser gods. 
After being summoned, Azathoth may become irritated 
and start to strike out. The chance of it so doing is loo%, 
minus 10% for each Other God arriving with Azathoth, or 
that is otherwise present on the scene, and minus 5% more 
for each magic point (MP) which the caller expends to 
keep Azathoth happy. The magic points are expended 
each round. For example, if Azathoth were to arrive with 
8 other gods, there would be a 20% chance per round that 
it would begin to destroy. If the caller expended 4 points 
per round, Azathoth would remain calm. 

If Azathoth becomes angered, it will begin to grow, 
nearing its true size. On the first round that it attacks, it 
will burgeon out from its summoned confines, and its 
pseudopods have a reach of 50 yards. On the second 
combat round it has a reach of 100 yards, the third round 
giving it 200 yards, the fourth 400 yards, and so on, 
doubling each round. There is a chance that Azathoth will 
voluntarily depart as well once it becomes angered. This is 
equal to 10% per round, minus 1% per lesser god that ar- 
rived with Azathoth. In the above example, there would 
be a 2% chance per round that Azathoth would simply 
leave instead of continuing to devastate. Of course, Aza- 
thoth may be dismissed by using the reverse of the sum- 
moning spell. This is explained later under Magic. 

An area blasted by Azathoth is totally ruined, with 
cracked boulders, pools of alkaline water, and dead splin- 
tered trees. A clever keeper could draw connections be- 
tween this and the so-called Siberian “comet” of 1908. 

Once it begins to grow, the entire area around Aza- 
thoth is destroyed in a radius equal to the pseudopod’s 
range. However, investigators caught in this maelstrom are 
only harmed if specifically struck by a pseudopod. 

Characteristics 
STR NIA 
CON 300 
SIZ Variable 
INT 0 
POW 100 
DEX NIA 
Hitpoints 300 
Move 0 

Weapon Attk% Damage 
Pseudopod Varies 1 D100 

Pseudopod Attack: Each round, after all other beings 
present have struck, Azathoth lashes out with ID6 pseudo- 
pods. The chance of any given pseudopod of hitting de- 
pends on the number of pseudopods being used: 

Number of Pseudopods Attack% 
1 100% 
2 50% 
3 33% 
4 25% 
5 20% 
6 16% 

These pseudopods leave greatly corroded rents in what- 
ever is struck. Each hit will greatly weaken structural 
material, destroying any thickness of wood, a yard thick- 
ness of stone, or a foot thickness of metal. If Azathoth hit 
a tank, it could crush it llke an eggshell. Investigators can- 
not Dodge these massive blows. 
Armor: Azathoth has no armor, but cannot be slain. If its 
summoned form is reduced to 0 hit points, it will return 
whence it came. If somehow reduced to 0 hit points while 
at its seat where it rules the universe, it will withdraw to 
another dimension and return in ID6 hours, back at full 
hit points. Azathoth always has 300 hit points, regardless 
of SIZ. 
Spells: All the lesser Other Gods are subject to the whims 
of Azathoth. When angered, the lesser Other Gods with 
Azathoth may also begin to ravage the surrounding area, 
but they will return with Azathoth when it leaves. 

Azathoth has other powers, not made manifest in a 
game situation. A case in point is the valley which Aza- 
thoth reduced to molten lava, leaving a great seal over the 
valley. The inhabitants had somehow caught Azathoth‘s 
notice. If Azathoth’s crushing blows strike an Elder Sign, 
the sign will be destroyed, and Azathoth will take 3D6 
points of damage. Anyone or anything hiding behind the 
sign will take damage from the blow normally, but the 
damage will be reduced by the amount of damage points 
which Azathoth took, for whatever that is worth. 
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SAN: All witnessing Azathoth’s presence must succeed in 
a S A N  roll or lose ID100 points of SAN. Characters mak- 
ing a successful SAN roll lose lDlO SAN each. Azathoth 
is one bad cookie. 

Byakhee (Lesser Servitor Race) 
Description: ... there flapped rhythmically a horde of 
tame, trained, hybrid winged things. ... They were not al- 
together crows, nor moles, nor buzzards, nor ants, nor 
decomposed human beings, but something I cannot and 
must not recall. (The Festival by H. P. Lovecraft.) 
Notes: The byakhee are an interstellar race often serving 
He Who is Not to be Named (Hastur the Unspeakable). 
Composed of conventional matter, though highly organ- 
ized, they are vulnerable to ordinary weapons such as 
pistols. They are capable of flying through interstellar 
space and carrying a rider, if that rider is protected from 
the vacuum and cold by suitable spells or potions. They 
do not have any bases on earth, but are sometimes sum- 
moned by humans to perform deeds or serve as steeds. 

In combat, a byakhee may either strike with both 
claws simultaneously (getting two attacks in the round), 
or it may attempt to bite the victim. If the bite strikes 
home, the byakhee will remain attached to the victim and 
begin to drain his blood. Each round the byakhee remains 
attached, including the first, the blood drain subtracts 
ID6 points of STR from the target, until his STR reaches 
0, when he dies. This STR loss is not permanent, and may 
be recovered by transfusions or by resting 1 day per point 
of STR lost. Once it has bitten a victim, the byakhee will 
remain attached, not otherwise attacking, until it is slain 
or the victim dies. 

Characteristics 
STR 5D6 
CON 3D6 
SIZ 5D6 
INT 3D6 
POW 3D6 
DEX 3D6t3 
Hit Points 

A verage 
17-18 
10-1 1 
17-18 
10-1 1 
10-1 1 
13-14 
14-15 

Move 5/20 flying 

Weapon Attk% Damage 
Claw 35% 1 D6+ 1 D6 
Bite 35% 1 D6+1 D6 plus blood drain 

Y og->otnotn, tne au-inane, I a d  at’llmr, 
the gate and the key 

Great Old Ones 
Cthugha 
Great Cthulhu 
Hastur the unspeakable, He Who is Not to be Named 
Ithaqua the windwalker, the Wendigo 
Shudde M’ell, the burrower beneath 
Tsathoggua 
Y’golonac 
Yig, father of serpents 

Alien Races and Monsters 
Byakhee 
Cht honians 
Dark Young of Shub-Niggurath 
Deep Ones 
Dholes 
Dimensional Shamblers 
Fire Vampires 
Flying Polyps 
Formless Spawn of Tsathoggua 
Ghouls 
Great Race of Yith 
Hounds of Tindalos 
Hunting HOITOTS 
Mi-Go, the Fungi from Yuggoth 
Nightgaunts 
Old Ones 
Sand Dwellers 

r Gods 

snoggotm 
Star-Spawn of Cthulhu 
Star Vampires 

Annor: 2 points of fur and tough hide 
Spells: Byakhees with a POW of 14 or more have at  least 
1 D4 spells. Normally, byakhee know only spells relating 
to Hastur and his associated beings. 
Skills: Listen 50%, Spot Hidden 50% 
SAN: Seeing a Byakhee costs 1D6 points of SAN if a SAN 
roll is failed. If the roll succeeds, the viewer still loses a 
single point of SAN. 

Chthonians (Greater Independent Race) 
Description: These are formed like an immense thin squid, 
with an elongate, worm-like body, coated with slime. A 
chanting sound accompanies them. 
Notes: The chthonians are a powerful race of burrowing 
entities. The most important chthonian is the being 
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known as Shudde M’ell (4.v.). They have a complex 
life-cycle, lasting over a thousand years. Because of this, 
they are very protective of their young, which in the 
earliest stages are no larger than a walnut. Chthonian eggs 
resemble spherical mineral formations a foot or less in dia- 
meter, and have shells two or three inches thick. Chthon- 
ians communicate via telepathy and can thus reach 
another of their race anywhere in the world. 

There are six stages in the life of a chthonian. We have 
initially listed the statistics for the last and largest stage, 
as it is the one most frequently met, but there is a fol- 
lowing chart listing all six stages together and comparing 
them. A nest of younger chthonians may be encountered, 
or a band of chthonians with varying age-groups could be 
met with. Chthonians can withstand enormous tempera- 
tures, up to  4000 degrees Centigrade (7200 Fahrenheit). 
Younger stages can withstand less extreme heat. 

All chthonians have powerful mental telepathy, and 
none need oxygen or air to  survive. 

Chthonian Telepathy: Chthonians can use their telepathic 
abilities to  attack humans. This is done by matching the 
POW of the chthonian vs. the POW of the victim on the 
resistance table. If the victim is overcome, he may not 
leave the area where he is psychically attacked. At first, 
he has some limited mobility, and may move about as 
long as he stays within a mile or so of the spot he is 
‘bound’ to, but as the chthonians draw nearer, he will be 
restricted more and more until finally he will not even 
be able to  leave his desk or chair! This power is used to  
prevent the escape of victims. Chthonians can contact a 
known human with their telepathy anywhere on the 
earth, but it may take some time before they can find 
his mind. If the victim is aware of the fact that he is under 
the mental influence of the chthonians, he may try to  
break their hold by matching his POW vs. the chthonian’s 
POW each day. Only one chthonian can hold a given 
human to the site, but they could take turns holding him. 

It costs a chthonian a magic point (MP) to  communi- 
cate for 15 minutes telepathically or to  “bind” a human 
to  a site for a day. It costs an additional MP to contact 
a non-chthonian and an additional point to  bind a human 
per 10 miles distance that the chthonians must reach. 
Several chthonians can combine their MPs to  reach a great 
distance to contact and bind a human, but only one of 
them matches its POW vs. the victim. It costs no extra 
MPs to  contact another chthonian, no matter what the 
distance is. When a human feels a psychic probe or scan 
from the chthonians, searching for his mind, he may try 
to  resist with a POW vs. POW roll on the resistance table 
to ward off the probe and avoid being detected. The 
human target will notice the probe only if he can make an 
Idea roll unless he has specifically been concentrating, 
trying to  feel for such an attack. 

Chthonians do not waste time chasing after humans un- 
less they have something the chthonians want (such as 
odd spherical mineral formations). Chthonians are world- 
wide, even found in basalt under the ocean. There is a city 
called G’harne in Africa which they frequent. 

Only full adults can psychically attack humans, though 
all stages can communicate telepathically and sense hu- 
man minds. 

Chthonian Earthquakes: All chthonians can create earth- 
quakes when underground. The earthquake’s force is 
figured by adding together the combined POW of all 
participating chthonians and dividing by 20. The result is 
the earthquake’s force on the Richter scale. For example, 
a pair of chthonians with a POW of 20 would make an 
earthquake with a force of 2 on the scale. Ten chthonians 
with a POW of 20 each would give an earthquake of 10 on 
the Richter scale! The earthquake’s area is limited to 
100 yards diameter, plus 100 yards more diameter for 
each point of force (on the Richter scale) by which the 
quake is lessened. 

Example: A tribe of over I00 chthonians, with a com- 
bined POW of 1,800, decides to destroy a portion ofLos 
Angeles. 1,800 points normally causes aquake of 1,800f20 
or force 90, which would probably send that part of the 
earth into orbit! However, the chthonians wish to affect a 
larger area than just a 100 yard diameter circle. Therefore, 
they reduce the quake S power to 9, and increase the dia- 
meter of the circle by (90-9) x 100, or 8100 yards, which 
makes a circle with a diameter of around 4.7 miles. Note 
that as far as destructive power is concerned, a quake of 
Richter 90 is little different from a quake of 12 or so! 
Flattened and destroyed is flattened and destroyed. 

At least half the chthonians must be directly under the 
center of the quake. Also, it costs each chthonian in the 
group Magic Points equal t o  the Richter force of the 
quake they create. In the example above, all participating 
chthonians would have to  expend 9 Magic Points. 

Only full adults are capable of creating earthquakes. 

Attacks: Each round, a chthonian attacks with ID8 tenta- 
cles, which do damage equal t o  half the creature’s dam- 
age bonus (round down). If a tentacle strikes, it clings to 
its victim, worms its way into his vitals, and begins to sap 
his blood and drain his vital fluids, costing him 1D6 
CON each round. When the victim reaches zero CON, he 
will die. CON lost to  a chthonian is gone for good. While a 
tentacle is draining a victim, only 1D8-1 other tentacles 
can attack each round. If two tentacles are draining 
victims (it is possible for two or more tentacles all to drain 
the same victim) then only 1D8-2 tentacles strike, and so 
forth. Rolls of less than 1 indicate that no tentacles attack 
that round; however those draining their targets will 
continue to  sap their CON. Each tentacle could attack a 
different target, or they could all attack the same one. 

If the chthonian desires, it may simply try to crush its 
foes, instead of attacking with the tentacles. It cannot 
strike with its tentacles if crushing, but it can continue to 
hold onto and drain those victims already caught. This 
crush attack is performed by rearing up and plunging 
down upon a group of victims. The crush area is circular, 
striking at all within it. It has a diameter equal to the 
chthonian’s SIZ divided by 10 in yards. All within the 
crush area must roll separately to  see if they are hit. 
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The damage for a chthonian’s crush is always equal to the temperature double that listed will kiU the creature 
creature’s normal full damage bonus. quickly. Remember that adults normally can take a tem- 

perature of 4000C. 
Full Adults Regenerate is the points per round that the creature 
Characteristics A verage regenerates as explained under the adult section. Armor 
STR (3D6)~5 45-60 is the points of skin armor the creature has. Hit Pts gives 
CON 3D6t30 40-41 the hit points for an average individual of that stage. 
SIZ (3D6)~5 45-60 Special Notes on Hatchlings: Hatchlings are the initial 
INT 5D6 17-1 8 stage of the chthonians, before even the first instar, 
POW 5D6 17-18 and exist only for a few months right after 
DEX 2D6 7 hatching. They are about the size of a large 
Hit Points 43-5 1 earthworm, have 1 hit point, ID6 points of POW, 
Move 611 burrowing 

Weapon Attk% Damage 
Tentacle 75% 2D6 to 3D6 plus blood drain 
Crush 80% 5D6 to 6D6 

Armor: Chthonians have 5 points cd armor (from blubber, 
muscle layers, etc) as adults. In addition, they seal up 
after being wounded, regenerating 5 points of damage per 
round. If a chthonian takes 12 points of damage on round 
1, it is reduced to 7 points on round 2,2 points on round 
3,  and on round 4, all damage vanishes and the monster is 
back to full strength. However, if a chthonian is slain (re- 
duced to 0 or less hit points), it cannot regenerate. 
Spells: Only full adult chthonians possess spells and then 
only on a roll of INTx3 or less on 1D100. If a chthonian 
does have spells, it will have 1D6 spells connected with 
the Great Old Ones tied to this earth, such as Cthulhu, 
Y’Golonac, Shub-Niggurath, etc. 
SAN: Seeing a chthonian costs ID20 points of SAN unless 
a SAN roll is made. If a successful SAN roll is made, only 
ID3 points of SAN are lost. If the chthonian viewed is 
only one of the lesser instars, not a full adult, the loss of 
SAN is ID10 if a SAN roll fails, and 1 point if it succeeds. 
There is no loss for the sight of a chthonian hatchling. 

Chthonian Life Cycle 
1st 2nd 3rd 
Instar Instar Instar 

STR 3D6 3D6x2 3D6x3 
CON 3D6+10 3D6+15 3D6t20 
SIZ 3D6 3D6x2 3D6x3 
POW ID6 2D6 3D6 
Temper- IOOC 250C 600C 
ature 
Regene- 1 ptlrd 2 ptlrd 3 pt/rd 
rate 
Armor 1 pts 2 pts 3 pts 
Hit Pts 15-16 22-25 29-33 

4th 
Instar 
3D6x4 
3D6t25 
3D6x4 
4D6 
1500C 

4 pt/rd 

4 pts 
34-42 

Explanations: STR, CON, SIZ, and POW are listed above 
for the four larger stages of larval life, before the chthon- 
ian reaches adulthood (described above). INT and DEX do 
not change. 

Temperature is the maximum temperature that the 
creature can withstand without taking pain and injury. A 

and can withstand only 40 degiees Centigrade. A burning 
cigar butt could wither and kill one. 

Cthugha (Great Old One) 
Description: Cthugha resembles an enormous burning 
mass continually varying in shape. It dwells at or near the 
star Fomalhaut, from whence it may be called. It is one of 
the most obscure and remote of all the Great Old Ones. 
Cult: There does not appear to be any cult connected 
with Cthugha. Cthugha is served by entities known as 
flame vampires. In some books, the flame vampires are 
stated to be ruled by a being known as Fthagghua, but 
this is uncertain. 
Notes: When Cthugha is summoned, it always brings 
lDlOOxlO flame vampires with it which immediately 
begin to set the area alight. Cthugha itself will float over 
the summoning locale, blasting and burning the entire site. 
Humans remaining in the area will take damage from the 
heat, starting on the first round after Cthugha comes. 
Each round, the humans must attempt to roll CONx5 or 
less on D100. Once they fail, they begin to take damage 
at the rate of 1 point per round. The only way to survive 
is to flee the area. Once a character has begun to take 
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damage, he may attempt no more CON rolls. Further 
damage is automatic. 

Cthugha and his minions will affect a roughly circular 
area with a diameter of 2D10 x 20 yards. It will not 
depart until that area has been thoroughly blasted and 
burned, unless it is dismissed through some spell. 

Each round, Cthugha can form ID4 pseudopods from 
its formless mass to attack with. I t  may belch forth fire 
instead of using pseudopods. The flame burst has a range 
of 150 yards, and blanket the target site with fire, coating 
an area 20 yards across. All within the area must resist 
with their CON vs. Cthugha’s POW on the resistance table, 
or take damage equal to Cthugha’s POW. If they success- 
fully resist, they still take damage equal to half Cthugha’s 
POW. Armor does not help vs. this damage. 

Characteristics 
STR 80 
CON 120 
SIZ 140 
INT 28 
POW 42 
DEX 21 
Hit Points 130 
Move 0 

Weapon Attk% Damage 
Pseudopod 40% 1 D6+ 1 3D6 
Flame burst 60% Special 

Armor: None, really, but all hand-held weapons take 14 
points of damage on any round in which they strike 
Cthugha. This damage is taken before Cthugha is struck, 
and if the weapon is destroyed, Cthugha takes no damage. 
Bullets and other high-velocity missiles will be melted into 
small blobs of liquid, doing 14 less points of damage upon 
striking Cthugha. Roll a bullet’s damage normally, and 
then subtract 14 from the total. A score of less than 0 
equals 0. 
Spells: Cthugha knows all spells dealing with summoning 
or otherwise working with entities of flame and itself. It 
has the usual telepathic abilities common to the Great 
Old Ones, but does not seem capable of communicating 
with humans in any fashion, and must be summoned to be 
dealt with. 
SAN: Those beholding Cthugha must succeed in a SAN 
roll or lose 1D20 points of SAN. If the SAN roll succeeds, 
they lose 1D3 points anyway. 

Great Cthulhu (Great Old One) 
Description: ... a monster of vaguely anthropoid outline, 
but with an octopus-like head whose face was a mass of 
feelers, a scaly, rubbely-looking body, prodigious claws on 
hind and fore feet, and long, narrow wings behind. This 
thing ... was of a somewhat bloated corpulence ... I t  lum- 
bered slobberingly into sight and groping squeezed its 
gelatinous green immensity through the black doorway. 
... a mountain walked or stumbled. 

Cthulhu dwells in the corpse-city of black Rlyeh, 
sunken deep beneath the surface of the Pacific. Cthulhu is 
in a sort of living death while there, but someday the city 
will rise, freeing him to raven and slay-across the world. 
In the city are also entombed other members of Cthulhu’s 
race. Cthulhu is evidently the high priest and ruler of 
them all and is by far the most potent. 
Cult: Cthulhu’s cult is the most widespread and popular 
cult of all the Great Old Ones on earth. The cult doctrines 
are as follows: Cthulhu plunged from the stars with his 
kin and built a great prehistoric city at R’lyeh, ruling the 
world. When the stars changed and their continent sank 
beneath the sea, the city and its inhabitants fell into a 
death-sleep where they await their reawakening by mem- 
bers of Cthulhu’s cult. When R’lyeh rises above the waves, 
members of the cult will be required to come to it and 
open the vast black door behind which Cthulhu waits, 
when he will awaken and rise to revel across the world in 
wild abandon with the faithful. 

Entire tribes worship Cthulhu, from remote Eskimos to 
degenerate Louisiana swamp-folk. He seems to be most 
worshipped among sea-folk, or beings that live near the 
sea. He is served by the beings known as the Deep Ones as 
well as by the octopoid things known as his Spawn. 

Cthulhu’s cult is prehistoric in origin, and has several 
variants. Cthulhu himself has many names, most of which 
can be traced back to their original form. Thus, two of his 
names are Tulu and Thu Thu. 
Notes: If a party is unlucky enough to meet Cthulhu, 
each round 1D3 members of the party are scooped up in 
Cthulhu’s flabby claws to die hideously. If Cthulhu’s 
head is near enough (for example, if Cthulhu were just 
emerging from a vast hole, or if he were to stoop over), 
the characters may be attacked by Cthulhu’s facial ten- 
tacles as well, which capture 4 members per round and 
can reach into small openings. Cthulhu moves at a speed 
of 25 mph, walking along the ground at a fair pace, and he 
can swim at a speed of 20 knots. 

If Cthulhu takes more than 160 points of damage, he 
will burst and dissolve into a cloud of green mist which 
immediately begins to reform into his horrible form. It 
takes Cthulhu 11-20 minutes to regain full shape (roll 
1D10+10). Cthulhu can regenerate from damage done to 
him at the rate of 6 points per round, but when his hit 
points have been reduced to 0 or less, he does not regene- 
rate normally: he merely turns into the cloud and reforms 
with full hit points. 

Cthulhu could try to grab a plane or similar object with 
his claws to keep it from hitting him. If he so tries, he is 
automatically successful. 

If Cthulhu is encountered, the only hope is to try to 
escape before he can catch the investigators. If more tar- 
gets are in reach than he can catch in one round, the 
keeper may have the player(s) attempt a combination of 
Luck and/or Dodge rolls until the requisite number of 
victims have been caught. 

Example: Harvey Walters, two other investigators, and 
six native porters stumble into the wrong cave on a Po@- 
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nesian isle and find themselves confronting the head of 
Cthulhu himself: Harvey actually makes his SAN roll, and 
so do three natives and one of his associates. This leaves 
three natives and one investigator essentially helpless. so 
the keeper rules that Cthulhu’s facial feelers snatch these 
four unfortunates. The residual losses to Harvey and the 
others are minimal (none were over 4), so all turn to run 
immediately. Cthulhu reaches out to snare some more 
prey and the keeper rolls a 5 on 0 6 ,  which translates to a 
3 on 03. Harvey, his partner, and one of the natives all 
make their Dodge roll, leaving two porters to be auto- 
matically scooped up. However, Cthulhu still needs one 
victim, so the keeper calls for Luck rolls for the three 
characters. Harvey, with a POW of 9, gets an 03. Whew! 
The native’s POW is 12, and the roll is 32, also a Whew! 
The other investigator has a POW of IS, but the roll is 94. 
Kicking and screaming, the unlucky investigator is crushed 
as Harvey turns the corner of the cave and streaks for the 
saner world above. 

Cthulhu’s body form is not fixed. He can warp and 
modify it at will, extending new limbs, retracting old 
ones, greatly increasing his wings’ area and reducing his 
body’s size to enable flight, or elongating a single limb or 
tentacle to enable it to writhe through yards of corridor. 
However, his general overall shape is basically tied to the 
form listed above under Description. Thus, he might ex- 
pand his wings, but would not completely absorb them. 
All forms are recognizable as being at least a distorted 
caricature of Cthulhu himself. 

Characteristics 
STR 
CON 
SIZ 
INT 
POW 
DEX 
Hit Pts 
Move 

Weapon 
Claw 
Tentacle 

140 
110 
210 
42  
42 
21 

160 
24/20 swimming/l6 flying 

Attk% Damage 
100% 1 D6+2 1 D6 
100% 11D6 

Armor: Cthulhu has the equivalent of 21 points of armor, 
as any penetrating attack must go through several feet of 
muck and Cthulhu’s equivalent of muscle. In addition, he 
has the ability to regenerate 6 hit points per round, unless 
reduced to 0 hit points, when he will dissolve into a dis- 
gusting, cloying, greenish cloud, then reform into his ori- 
ginal form with full hit points in 1D10t10 minutes. He 
cannot move or attack while reforming from the cloud, 
thus perhaps allowing his assailants some time to flee. He 
is immune to all physical attacks in cloud form. 
Spells: Cthulhu knows all spells except Summon/Bind 
Nightgaunt and Contact Nodens. The only spells he is 
likely to teach his servants are Contact Deep Ones or Con- 
tact Cthulhu, unless they offer a great deal of some sort. 

SAN: Seeing Cthulhu causes the investigator to make 
a successful SAN roll or lose lDlOO points of SAN. A suc- 
cessful SAN roll still costs lDlO points of SAN. 

Dark Young of Shub-Niggurath 
(Greater Servitor Race) 
Description: These beings are enormous writhing masses, 
formed out of ropy black tentacles. Here and there over 
the surface of the thing are great puckered mouths which 
drip green goo. Beneath the creature, the tentacles end in 
black hooves, used to walk on. The monsters roughly re- 
semble trees in silhouette - the trunk being the short 
tentacular “legs,” and the top of the tree representing the 
ropy “body.” The whole mass smells like an open grave. 
They stand between 12 and 20 feet tall. 
Notes: These beings are the “young” referred to in the 
title of Shub-Niggurath: “Black Goat of the Woods With a 
Thousand Young.” They are closely connected to her, and 
are only found in areas where her worship has been heavy. 
They act as proxies for Shub-Niggurath in accepting sacri- 
fices, provide worship figures for cultists, and try to slay 
non-cultists met, as well as spread their mother’s faith 
across the world. Luckily, they are rarely met with. 

In its masses of tentacles, a typical Dark Young has 
four main strands which it uses to attack with. ALl four 
can attack at  once. If a victim is hit by a tentacle, he is 
held to one of the horrible sucking mouths and begins to 
lose ID3 points of STR per round, permanently. This 
STR may not be restored. While being drained, a victim 
is incapable of performing any action other than writhing 
ineffectually and screaming. 

Characteristics 
STR 4D6+30 
CON 3D6+6 
SIZ 4D6+30 
INT 4D6 
POW 5D6 
DEX 3D6+6 
Hit Points 
Move 

Weapon Attk 
Tentacle 80% 4D6 t STR drain 

Armor: None, but Dark Young are of non-terrene material 
and make up, so that all firearms and bullets do no more 
than 1 point of damage when striking these beings. If the 
weapon impales, it does 2 points of damage. Shotguns are 
an exception, and do minimum possible damage, which 
would be 2 points for a light shotgun and 4 points for a 
heavy, 4D6 shotgun. Weapons such as clubs and cutlasses 
do full damage. 
Spells: All Dark Young know spells equal to half their 
INT in number. Round fractions up. 
Skills: Sneak 60%, Hide in Woods 80% 
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SAN: Seeing a Dark Young costs the viewer 1D20 points 
of S A N  unless a SAN roll is made. A successful roll still 
costs the viewer 1D3 points of SAN. 

Deep Ones (Lesser Servitor Race) 
Description: I think their predominant color was a 
greyish-green, though they had white bellies. They were 
mostly shiny and slippely, but the ridges of their backs 
were scaly. Their forms vaguely suggested the anthropoid, 
while their heads were the heads of fish, with prodigious 
bulging eyes that never closed. A t  the sides of their necks 
were palpitating gills, and their long paws were webbed. 
They hopped irregularly, sometimes on two legs and 
sometimes on four. ... Their croaking, baying voices ... 
held all the dark shades of expression which their staring 
faces lacked. ... They were the blasphemous fish-frogs of 
the nameless design - living and hom’ble. (The Shadow 
Over Innsrnouth, by H. P. Lovecraft) 
Notes: The deep ones are an amphibious, marine race that 
serve primarily Cthulhu and two beings known as Father 
Dagon and Mother Hydra. Deep ones are also worshipped 
by humans, because they are capable of breeding with hu- 
mans - deep ones are immortal, unless slain, and so are 
the hybrid young, giving a form of eternal life to their 
worshippers’ children. Such deep onelhuman hybrids may 
inhabit remote coastal villages. A hybrid begins life as a 
human-looking child which gradually becomes uglier and 
uglier. Suddenly, over a period of only a few months, the 
human undergoes a monstrous transformation into a 
deep one. The changeover usually takes place at the age of 
1D20 + 20 years, but individuals with a smaller amount of 
deep one blood may undergo the change at a later age and 
possibly to a lesser degree. 

Deep ones often interact with man. Globally, they have 
many submerged cities. They are a marine race, unknown 
in fresh-water environments. They appear to have a 
monstrous lust to produce human/deep one hybrids; the 
reason may lie in the breeding cycle of these beings, of 
which little is known. 

Characteristics 
STR 4D6 
CON 3D6 
SIZ 3D6t6 
INT 2D6+6 
POW 3D6 
DEX 3D6 
Hit Points 
Move 

A verage 
14 

10-1 1 
16-17 

13 
10-1 1 
10-1 1 
13-14 
8/10 swii 

Weapon Attack% Damage 
Claw 25% 1 D6t  1 D4 
Trident 25% 1 D6t1 t 1  D4* 
* The trident is capable of impaling, as well as being 
thrown. 

Armor: 1 point of skin and scales. 
Spells: Deep ones with a POW of 14 or more will know 

spells at the discretion of the keeper. At least ID4 spells 
will be known by such exceptional deep ones. 
SAN: Seeing a deep one costs the viewer 1D6 points of 
SAN unless his SAN roll is successful, in which case he 
loses no SAN. 

Father Dagon and Mother Hydra 
Description: These are simply deep ones that have grown 
enormously in size and age. Father Dagon and Mother 
Hydra are each over 30 feet tall. 
Cult: These are the rulers of the deep ones. They are 
active and mobile, unlike Cthulhu and his minions, but are 
very infrequently met. 
Notes: Dagon’s and Hydra’s characteristics are identical. 
It is possible that there are more than two deep ones 
grown to enormous size and strength, as described in the 
story Dagon. 

Characteristics 
STR 5 2  
CON 50 
SIZ 60 
INT 21 
POW 30 
DEX 20 
Hit Pts 55 
Move 10 

Attk% Damage Weapon 
Claw 80% 1 D6+6D6 

Armor: 6 point skin 
Spells: Father Dagon and Mother Hydra each know all 
spells pertaining to summoning and binding the lesser ser- 
vitor races of the mythos. 
SAN: It costs ID10 points of S A N  to see one of these in- 
dividuals, or 1 point if a SAN roll is successful. 

Dholes (Greater Independent Race) 
Description: Below him the ground was festering with 
gigantic Dholes; and even as he looked, one reared up 
several hundred feet and leveled a bleached, viscous end 
at him. (Through the Gate of the Silver Key, by H. P. 
Lovecraft and E. Hoffman Price.) 
Notes: Dholes are gigantic wormlike burrowing horrors. 
They are not native to the earth, and none seem to have 
been brought here for more than brief periods. This is 
fortunate, for they seem to have riddled and left waste 
several other worlds. They dislike light, though it does not 
visibly harm then. They are only rarely seen in daylight, 
and then only on planets that they have thoroughly con- 
quered. 

Dholes have the ability to spit a glob of slimy goo from 
their mouths in lieu of any other attack. The goo has a 
range of 2-3 miles. Anything struck by the glob is stunned 
and engulfed. Climbing out of a mass of goo requires a roll 
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of STR or less on 1D100. This may be tried once per 
round. 

While buried in the frightful slime, the character 
cannot breathe, and must make drowning checks as if 
asphyxiating each round. In addition the slime is caustic, 
doing  1 point of damage to the character (ignoring any 
armor the target might have) each round he is held. Once 
the victim escapes the glob into the open air, the corrosive 
properties cease and he takes no more damage, even 
though he is still sticky and wet. The glob could easily 
mire a car or bring down an airplane if fired at it. 

The glob covers an area with a diameter equal to one 
twentieth the monster’s SIZ in feet. A dhole with a SIZ 
of 400 would spit a glob 20 feet across. 

If a dhole tries to swallow (engulf) someone, it affects 
an area equal in size to the area covered by a blob of spat 
goo, or SIZ/20. 

If a &ole crawled over someone, he would definitely 
be crushed by its hundred-foot plus body. 

Characteristics Average 
STR lDlOOxlO Abt500 
CON ID100+100 Abt 150 
SIZ STR+lD100 Abt 550 
INT 2D6 7 
POW 1 OD6 35 
DEX 1D4 2-3 
Hit Points Abt 350 
Move 18/10 burrowing 

Weapon A ttk% Damage 
Engulf 80% Swallows 
SpitGoo 50% Special (see above) 

Armor: Dholes possess the equivalent of armor equal to 
their POW. A dhole with a POW of 38 would have 38 
points of armor. 
Spells: Dholes know no spells. 
SAN: Seeing a dhole costs 1D20 points of SAN unless a 
successful SAN roll is made. If the roll succeeds, then the 
character loses 1D4 points of SAN anyway. 

Dimensional Shamblers (Lesser Independent Race) 
Description: Shuffling towards him in the darkness was 
the gigantic, blasphemous form of a thing not wholly ape 
and not wholly insect. Its hide hung loosely upon its 
frame, and its rugose, dead-eyed rudiment of a head 
swayed drunkenly from side to side. Its forepaws were ex- 
tended, with talons spread wide, and its whole body was 
taught with murderous malignity despite its utter lack of 
facial description. (The Horror in the Museum by H. P. 
Lovecraft and Hazel Heald) 
Notes: Little is known about these beings save their name 
and a description of a hide. It is assumed that they are 
entities capable of walking between the planes and worlds 
of the universe, spending little time at any one planet, but 

wandering about. They can leave a plane at will, signalling 
the change by beginning to shimmer and fade. This transi- 
tion costs them 4 magic points and takes a round to  com- 
plete. During this time they may be attacked normally, 
but they may not attack back. They occasionally serve 
one or another of the Outer Gods or even Great Old Ones. 

Shamblers can take objects or beings with them when 
they fade into another dimension. If they clutch the de- 
sired object in their talons and expend an additional Magic 
Point per 10 SIZ points of the object or creature, it will 
make the transit with them. Such victims or objects are 
never found again. 

A dimensional shambler can attack with both of its 
foreclaws at once, at the same DEX. 

Characteristics 
STR 2D6+12 
CON 3D6+6 
SIZ 2D6+12 
INT 2D6 
POW 3D6 
DEX 3D6 
Hit Points 
Move 

A verage 
19 

16-17 
19 
7 

10-1 1 
10-1 1 

18 
7 

Weapon Attk% Damage 
Claw 30% 1 D8+1 D6 

Armor: Shamblers possess 3 points of armor in their 
thick hide. 
Spells: A shambler with an INT of 10 or more knows one 
spell per point of INT over 9.  
SAN: Viewing a dimensional shambler costs lDlO points 
of SAN if a SAN roll fails. If the SAN roll succeeds, there 
is no loss. 

Fire Vampires (Lesser Servitor Race) 
Description: There appeared thousands of tiny points of 
light. ... The myriad points of light were living entities of 
flame! For wherever\ they touched, fire sprang up. (The 
Dweller in Darkness, by August Derleth) 
Notes: The beings known as fire vampires are minions of 
Cthugha and, like him, dwell on or near the star Fomal- 
haut. They come to earth when summoned, or when ac- 
companying Cthugha. They appear to be a form of intelli- 
gent gas or plasma, a fairly frequent mythos concept. 

Fire vampires attack by touching their victims, and can 
set flammable objects alight by touch. They damage hu- 
mans by heat-shock. To determine the heat-shock damage, 
roll 2D6 for the vampire’s attack and match this against 
the investigator’s CON on the resistance table. If the heat 
wins, the investigator takes the full rolled damage to his 
hit points. If the investigator wins, he still takes half the 
damage rolled to his hit points. 

In the same attack, the vampire may try to steal magic 
points from its victim. It does this by matching its own 
current magic points vs. the magic points of the victim. If 
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the vampire wins in the ensuing resistance battle, it steals 
lDlO magic points from the victim. If the vampire loses 
the resistance struggle, it loses one of its own magic 
points. Thus, in each attack by a fire-vampire, roll twice 
- once to determine heat damage and once to determine 
magic point loss. 

Hit points for a fire-vampire are determined solely on 
the basis of CON. Their SIZ does not affect it. Their 
damage capacity is dependent on things other than 
sheer mass. 

Characteristics 
STR N/A 
CON 2D6 
SIZ 1 
INT 3D6 
POW 2D6+6 
DEX 3D6+6 
Hit Points 
Move 

A verage 

7 
1 

10-1 1 
13 

16-17 
7 

11 

Weapon Attk% Damage 
Touch 85% 2D6 fire damage plus magic 

point drain 

Armor: None, but material weapons cannot harm them, 
including bullets, etc. Water will do damage at  the rate of 
1 point of damage per half gallon poured over one. A 
typical hand-held fire extinguisher will do 1D6 points of 
damage per hit, and a bucket of sand will do 1D3 points 
of damage. Fire vampires hate fire trucks. 
Spells: Fire vampires with a POW of 17 or more will have 
at least 1D3 spells. 
SAN: Seeing a fire vampire costs no SAN. 

Flying Polyps (Greater Independent Race) 
Description: A horrible elder race of half polypous, 
utterly alien entities. ... They were only partly material 
[and] had the power of  aerial motion, despite the absence 
of wings. ... There were ... suggestions of a monstrous plas- 
ticity and of temporary lapses of visibility ... singular 
whistling noises and colossal footprints made up of five 
circular toe marks seemed also to be associated with them. 
(The Shadow Out of Time, by H. P. Lovecraft) 
Notes: This unnamed species came to earth out of space 
about six hundred million years ago to prey on the native 
animals. They built basalt cities with high windowless 
towers and inhabited three other planets in the solar sys- 
tem as well. On earth, they were warred on and finally 
forced underground by the efforts of the Great Race of 
Yith, but near the close of the Cretaceous era (about 70 
million years ago) they rose up from their subterranean 
haunts and exterminated the Great Race. The polyps still 
remain in their caverns and seem content to remain there, 
annihilating the few beings chancing across them. The en- 
trances to their dwellings are mostly deep within ancient 
ruins, where there are great wells sealed over with stone. 
Inside these wells dwell the polyps. 

They have the power to use great winds in combat or 
wartime in three ways. The first way is by directly blast- 
ing their foes. The windblast has a range of 20 yards. All 
with a 10-yard diameter area (an area shaped like a cylin- 
der emanating from the polyp) are affected. The blast 
does damage equal to the polyp’s damage bonus, or usu- 
ally 5D6 points of damage. The blast can extend further 
than 20 yards, but loses 1D6 of damage for each multiple 
of the basic distance travelled. Victims of the windblast 
literally have their flesh stripped from their bones, their 
skin dehydrated and wind-burned, and are blown back- 
wards for a number of yards equal to the points of dam- 
age they have taken. 

Example: A polyp with a damage bonus of 506 uses 
a windblast on a patrol of soldiers spread out along a road. 
Those soldiers within the 10-yard diameter of the wind- 
blast and within 20 yards of the polyp take 506  points of 
damage each. Those 21-40 yards away take 406 damage, 
those 41-60 yards off take 306 damage, those 61-80 yards 
away take 206 points of damage, and those at 81-00 
yards take I 0 6  points of damage. Those further away 
take no damage, but may lose their helmets, etc. from the 
strong gust of wind. 

The polyp’s second use of wind is for capturing prey. 
This is the most mysterious use. When used in this mode, 
the wind has a range of 1000 yards (a little over half a 
mile), and can blow around corners or up through winding 
hallways. Although the wind emanates from the polyp, it 
has a peculiar sucking effect on the victim, slowing him 
down. It  forces the target to resist using his STR vs. half 
of the polyp’s POW each turn. If the polyp wins the resis- 
tance struggle, the victim cannot move forward that turn. 
If the victim wins, he may move normally that turn. If 
the victim is within 200 yards of the polyp, he must resist 
vs. the polyp’s full POW instead of half. This technique 
may be used on multiple targets, in which case 05% is 
added to the chances of the victims resisting for each 
extra target. The polyp may choose not to affect certain 
victims in order to affect the others more potently. All 
targets must be within around 30 yards of each other for 
multiple targeting. The flying polyp can move at full 
speed while using this tactic, so it will usually be chasing 
it’s prey while slowing them down at the same time. 

Example: A polyp with a POW of I4 is trying to get 
Harvey Walters and his four manservants. Harvey’s STR is 
4, and each manservant has a STR of 9 (what a coinci- 
dence ...). They are further away than 200 yards, so must 
resist vs. half of the creature’s POW, or 7. A 7 us. 9 gives a 
60% chance that Harvey’s servants will resist, and 7 us. 4 
gives only a 35% chance for Harvey to resist, However, 
since the creature is trying to get five individuals instead 
of one, +OS% is  added to each person’s chance to resist 
for each victim over the first, or +20%, so that the ser- 
vants each have a 80% chance of resisting, and even Har- 
vey has 5.5%. This is not good enough for the polyp, 
which is rapidly coming up behind them, so it decides to 
attack only two of the victims. Since the polyp doesn’t 
know the STRs of its targets, two victims are chosen ran- 
domly, and Harvey is not one of them. The two attacked 
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have a 65% chance (60 + 5 more for an extra target) of  
escaping, and must check for movement each round. 

The last way that a polyp can raise a wind is in con- 
junction with its fellows in an effort to make a great wind- 
storm. A polyp can make such a wind with a speed of 1/2 
mile per hour per point of POW it possesses. This wind 
loses 5 mph of force for every 200 yards it travels. These 
massive winds are used because they can cover such a vast 
area, and can blanket tens of square miles of countryside 
with their unnatural storm. 

Example: 12 flying polyps with a combined POW of 
198 are gathered to destroy an Australian hamlet. They 
can create a wind with a force of 99 mph. They are 300 
yards away from the town, so the wind force is reduced 
by 5 mph to 94 mph, which is still a high hurricane force, 
certainly sufficient to destroy the entire village. 

Each of the polypoid wind abilities cost them a magic 
point per turn to use. 

A polyp can turn invisible at will, costing a magic point 
per turn, but they can still be located by the constant 
nauseous piping sound that accompanies them. When in- 
visible, anyone trying to hit the polyp must make a Listen 
roll to tell where it is, and then has 50 percentiles sub- 
tracted from his chances of hitting. Thus a marksman with 
a 90% chance to hit that fired at an invisible polyp would 
only have a 40% chance of hitting, and could fire only if 
he made a successful Listen roll during the same round he 
fired at the polyp. When the polyps are visible they 
change form and phase in and out of visibility, so a 
polyp’s POW is subtracted from its chance of being hit. 
For example, a polyp with a POW of 17 would subtract 
17% from the chance of any foe to hit it. When a polyp 
is invisible, it may not attack physically using its tentacles, 
but may still use wind force as a weapon or cast spells. 

The polyps continually form and dissolve tentacles 
from their body. Each round, roll 2D6 to determine how 
many tentacles may attack in that particular round. The 
tentacle damage is always 1D10. Because of the partially 
non-material nature of these entities, the tentacle’s dam- 
age is done directly to the target’s hit points. No armor 
counts. The wound takes the form of a wind burn or 
dessication of tissue. 

Characteristics 
STR 4D6+36 
CON 2D6+18 
SIZ 4D6+36 
INT 4D6 
POW 3D6+6 
DEX 2D6+6 
Hit Points 
Move 
Damage Bonus 

A verage 
50 
25 
50 
14 

13 
38 
8/12 flying 
5D6, but only used in figuring of 
windblast damage 

16-17 

Weapon Attk% Damage 
Tentacle 85% lDlO 

Armor: 4 points worth of armor, plus invisibility (see 
above). Also, due to the extraterrene nature of their 
bodies, a flying polyp takes only minimal damage from 
physical weapons. Thus, a gun doing 2D6+3 points of 
damage would automatically do only 5 points of damage 
to a polyp (and even this would be reduced by 4 points 
due to the monster’s skin armor). A gun that impaled and 
normally did 1D8+2 points of damage would automati- 
caUy do 6 points (minus the 4 points of armor). En- 
chanted weapons will do full normal damage, and forces 
such as heat or electricity will also do full normal damage. 
Spells: To determine spells known by a flying polyp, roll 
1D20. If the roll is higher than the polyp’s INT, it knows 
no spells. Otherwise, the polyp knows a number of 
spells equal to the die roll. 
SAN: Viewing a polyp can cost a viewer 1D20 points of 
SAN unless a SAN roll is made. There is a 1D3 loss if a 
successful SAN roll is made. 

Formless Spawn of Tsathogghua 
(Lesser Servitor Race) 
Description: When the men of K’n-Yan went down into 
”Kai’s black abyss with their great atom-power search- 
lights, they found living things - living things that oozed 
along stone channels and worshipped onyx and basalt 
images of Tsathogghua. But they were not toads like 
Tsathogghua himself. Far worse - they were amorphous 
lumps of viscous black slime that took temporaw shapes 
for various purposes. The explorers of K’n-Yan did not 
pause for detailed observations, and those that escaped 
alive sealed the passage. ... (The Mound, by H. P. Love- 
craft and Zealia Bishop) 
Notes: These formless beings can change form in an in- 
stant, from a toad-like lump to elongate things with 
hundreds of rudimentary legs. They can ooze through 
small cracks and enlarge their appendages at will. They are 
closely associated with Tsathogghua, and are often found 
in his temples, or in underground caverns. 

Due to the extreme fluidity of these beings, and the 
many different forms which they may transform into with 
dazzling rapidity, they have at least four attack forms 
which they may vary at will from round to round. They 
may normally use only one attack mode in a single round. 
If a formless spawn uses its Whip mode, it may attack 
1D3+1 times in a single melee round. If it uses its Ten- 
tacle mode of attack, it may strike at any 1D3 opponents 
in one round. If it uses its Bite or Bludgeon modes it 
may attack only once that round. 

When the bite strikes an individual, the victim takes no 
damage, but is instantly swallowed. The round after being 
swallowed, the victim takes 1 point of damage. On the 
second round, he takes 2 points of damage, and so forth, 
increasing the damage done by 1 point each round. While 
swallowed, the victim may take no actions whatsoever, 
though his friends may attempt to  slay the monster to 
free him. These beings can swallow prey of SIZ less than 
or equal to themselves. While digesting a victim, a Spawn 
may continue to fight, but may not move from its site 
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without disgorging its prey. It may continue to swallow 
prey until it has reached its maximum capacity in SIZ. 

The Spawn’s chance to hit with Tentacle is always 
2/3 that of its Whip chance. The chance to hit with Bite is 
always 1/3 Whip chance, and the chance to hit with Blud- 
geon is always 20%. Damage from the Whip is always 
1D6. The Whip can reach up to the monster’s DEX in 
yards. Damage from the Tentacle is always equal to the 
creature’s damage bonus (minimum of 1D6), and has a 
range equal to  the monster’s SIZ in yards. The Bite does 
no direct damage (but see above), and the Bludgeon’s 
damage is equal to twice the monster’s damage bonus 
(minimum of 2D6). The Whip and Tentacle may be used 
to  grapple a target instead of merely causing damage. 

Characteristics Average 
STR 1-6D6+6 9-27 
CON 3D6 10-1 1 
SIZ 1-6D6+12 15-33 
INT 2D6+6 13 
POW 3D6 10-1 1 
DEX 2D6t12 19 
Hit Points 13-22 
Move 12 

Weapon Attk% Damage 
Whip 90% 1 D6 

Bite 30% Special 
Tentacle 60% 1D6-3D6 

Bludgeon 20% 2D6 -6D6 

Armor: These beings have no armor, but are hard to slay, 
due to their nature. They are immune to all physical 
weapons, even enchanted ones, as wounds simply seal up 
again after being opened. Spells may affect them, as may 
fire, chemicals, or other such forces. 

him again. While the ghoul is attached to the victim this 
way, both normally fall to the ground and roll around. 
Additionally, both ghoul and victim have a +20% chance 
to hit the other (except for the ghoul’s bite which, as 
previously stated, automatically hits). A successful STR 
vs. STR roll will dislodge the ghoul; but a character trying 
to dislodge the ghoul may not attack. A character using a 
pistol that is grappled by the ghoul does not get to double 
his chances of hitting for point-blank range, though he 
does get the +20% add. Rifles cannot be used in such 
hand-to-hand scrambling. 

Characteristics A verafe 
STR 3D6+6 16-17- 
CON 2D6+6 13 
SIZ 2D6+6 13 
INT 2D6+6 13 
POW 2D6+6 13 
DEX 2D6t6 13 
Hit Points 13 
Move 9 

Weapon Attk% Damage 
Claws 30% 1D6+1D4 
Bite 30% 1D6+1D4 + worry 

Armor: None, but all guns do only half damage. 
Spells: To determine spells known by a ghoul roll 1D100. 
If the roll is higher than the ghoul’s INT, it knows no 
spells. If it is equal to  or lower than the ghoul’s INT, it 
knows that many spells. 
Skills: Sneak 80%, Hide 60%, Listen 70%, Spot Hidden 
50%, Climb 85%, Jump 75% 
SAN: Seeing a ghoul will cost 1D6 points of SAN if a 
S A N  roll fails. If it succeeds, there is no loss. 

Spe1ls:A given Spawn will know a spell if its INT+POW or 
less is rolled on 1D100. Certain Spawn will know many 
spells. 
SAN: Viewing a formless spawn of Tsathogghua costs the 
viewer ID10 points of SAN unless a SAN roll is success- 
ful, in which case he loses only 1 point of S A N .  

Great Race of Yith (Lesser 
Description: They seemed to be enornous, iridescent 
cones, about ten feet high and ten feet wide at the base, 
and made up of some ridgy, scaly, semi-elastic matter. 
From their apexes projected four .flexible, cylindrical 

Race) 

Ghouls (Lesser Independent Race) 
Description: Ghouls are rubbery, loathsome humanoids 
with hooflike feet, canine features, and claws. They speak 
in “glibbering” and “meeping.” They are often encrusted 
with grave-mold. 
Notes: Lovecraft’s ghouls are horrible creatures dwelling 
in tunnel systems beneath many cities. They have ties to 
witches and occasionally wiU attack humans. It may be 
possible for a human to be transformed into a ghoul over 
a prolonged period of time. 

A ghoul may attack with both claws and its bite in a 
single melee round. If the ghoul’s bite strikes home, then 
it will hang on with its fangs and worry the victim. On the 
second and subsequent rounds after the ghoul has bitten 
its victim, it will hold onto him and automatically bite 

members, each a foot thick, and of a-ridgy substance like 
that of the cones themselves. 

These members were sometimes contracted almost to 
nothing, and sometimes extended to any distance up to 
about ten feet. Terminating two of them were enormous 
claws or nippers. A t  the end of a third were four red trum- 
petlike appendages. The fourth terminated in an irregular 
yellowish globe some two feet in diameter and having 
threegreat dark eyes ranged along its central circum ference. 

Surmounting this head were four slender grey stalks 
bearing flowerlike appendages, whilst from its nether side 
dangled eight greenish antennae or tentacles. The great 
base of  the central cone was fringed with a rubbery grey 
substance which moved the whole entity through expan- 
sion and contraction. (The Shadow Out of Time, by H. 
P. Lovecraft.) 
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Notes: The Great Race was originally native to this earth. 
A species of mental entities, fleeing their own world’s 
destruction, came to earth and took over the minds of the 
cone-shaped beings dwelling here. The combination of the 
two - the earth-born bodies and the minds of the aliens - 
made the Great Race. This race flourished from about 
three or four hundred million years ago until fifty million 
years ago, when they were exterminated by the flying 
polyps (4.v.). However, the minds of the Great Race had 
already fled their doomed bodies into the future bodies of 
a beetle-like race to succeed mankind. 

Naturally, though the Great Race took over the bodies 
of one generation of the cone-things, their children were 
normal members of the cone-things’ species. In practice, it  
made little difference, as the mental race taught its young 
its own technology and mythos, so that the young grew 
up as true inheritors of the original race. 

The Great Race reproduces by means of spores, but 
does so infrequently because of their long life span (4,500 
to 5,000 years). They feed solely on liquids. 

The Great Race gained its name because it alone, of all 
intelligent beings, has managed to conquer time. A mem- 
be of the race can send its mind forward (or backward) 
into time, pick out a suitable subject, and trade places 
with it. Thus, whenever a member of the Great Race takes 
over the body of a being, that being is put into the body 
of the Great Race individual, there to stay until the being 
now inhabiting its old body sees fit to  return and trade 
places once more. It is this technique that is used by the 
race to travel en masse through time and space to conquer 
other planets. 

The Great Race is very interested in history - both 
future and past. To satisfy their longing for knowledge, 
they exchange places with selected individuals in some 
time period they wish to study, and the Race member 
stays in that age for about 5 years, studying the era. At 
the same time, the victimized person forced back in time 
into the body of the alien Great’Race member is caused to 
write down everything he knows about his own time. The 
Great Race is fairly kindly, and will permit its captives to 
travel about and see the country, as well as allowing them 
to meet other victims like themselves, generally from far 
distant planets or eras. When the time comes to restore 
the victim to his own body, the Great Race will blank his 
memory of all that has happened to him while he was 
“possessed” - in the distant past. This blanking is not per- 
fect, and the victim often has dreams and/or nightmares 
reviewing occurances which took place while the victim 
was in the past. 

There is a cult on present-day earth which devotes its 
efforts to  aiding and abetting the occasional visitors from 
the Great Race to the present. In return, the visitors give 
them technological or magical knowledge. 

In practice, the only way that a member of this race in 
his original cone-body could be met would be through 
time-travel. However, this is the easiest being to meet 
through that method. 

- 4 7 -  

This race was highly technological, fighting with 
camera-shaped weapons that fired great gouts of electri- 
city. Their wars were mostly among themselves, though 
sometimes wars were fought with the Old Ones or the 
Fungi from Yuggoth. 

In combat, a member of this race may use both pincers 
simultaneously. The race is, however, very civilized, and 
will avoid participating in hand-to-hand combat if possible. 

There are many varieties of lightning-guns. A common 
form is described here: the weapon contains a pack of 32 
charges, and takes 1 round to reload. As many charges as 
desired may be fired in a single shot, but each charge past 
4 fired at once gives a 5% cumulative chance of burning 
out the gun. Thus, if 7 charges were fired at once, there 
would be a 15% chance of ruining the gun. Each charge 
does ID10 points of damage to the target, so that 3 
charges would do 3D10 points of damage. The gun has a 
basic range of 100 yards. For each 100 yards fired past 
that base, 3 points are subtracted from the total damage 
done. Also, 20% is subtracted from the chance to hit for 
each extra 100 yards. 

Characteristics 
STR 12D6 
CON 4D6+12 
SIZ 8D6t36 
INT 4D6+6 
POW 2D6+6 
DEX 2D6+3 
Hit Points 
Move 

Average 
42 
26 
64  
20 
13 
10 
45 

7 

Weapon Attk% Damage 
Pincer 40% 1 D6+6D6 
Lightning Gun 30% Varies 

Armor: 8 point skin 
Spells: Members of the Great Race rarely learn magic. A 
random member has a chance equal to its INT or less on 
lDlOO to know 1D3 spells. 
SAN: Seeing a member of the Great Race costs 1D6 
points of SAN unless a SAN roll succeeds. A successful 
SAN roll costs nothing. 

Hastur the Unspeakable, He Who is 
Not to be Named (Great Old One) 
Description: Hastur the Unspeakable dwells near the 
star Aldebaran in the constellation Taurus. He is con- 
nected with the mystic Lake of Hali, the Yellow Sign, and 
Carcosa, as well as the things that dwell therein. He may 
be connected in some way with the power of flight 
through space. 

His appearance is unknown. In a reported instance of 
possession by Hastur, a corpse took on a bloated scaly 
look, and the limbs became boneless and fluid. The things 
in the Lake of Hali look octopoid from a rear view and are 
related to Hastur. They also have unbearably horrible 
faces. All the above facts give hints as to what Hastur may 
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look like, but his appearance is still largely up to the indi- 
vidual keeper. 
Cult: The cult of Hastur is moderately common on 
earth, and the abominable Tcho-Tcho people are reput- 
edly his worshippers. His cult is particularly loathsome, 
and is more widely known of than it is belonged to. 

His worshippers always refer to Hastur as He Who is 
Not to Be Named. This may be a mistranslation of his title 
the Unspeakable. Hastur is served well by the byakhee, an 
interstellar flying race. 
Notes: If Hastur is summoned (which is only possible 
at night), each round, 3 individuals within 20 yards of 
the horror must succeed in a Dodge roll or be grasped by 
Hastur and destroyed on the following round (unless 
Hastur is dispelled first). Hastur will not normally attack 
his friends or worshippers. He must always leave the earth 
when Aldebaran moves below the horizon. Of course, if 
his hit points are reduced to 0, he is banished. 

Characteristics 
STR 120 
CON 200 
SIZ 100 
INT 15 
POW 35 
DEX 30 
Hit Pts 150 
Move 20/50 flying 

Weapon Attk% Damage 
Tentacle/Claw 100% Death 

Armor: Thick, scaly, rubbery, and baggy hide worth 30 
points of armor. 
Spel1s:Knows Summon and Bind Byakhee; all Call and 
Contact spells; and Brew Space Mead 
SAN: Witnesses of Hastur himself that do not make their 
SAN rolls lose lDlOO points of SAN. Those that succeed 
in a SAN roll lose lDlO points of SAN. 

Hounds of Tindalos (Greater Independent Race) 
Description: “They are lean and athirst!” he shrieked. ... 
“All the evil in the universe was concentrated in their 
lean, hungry bodies. Or had they bodies? I saw them only 
for a moment, I cannot be certain.” (The Hounds of 
Tindalos, by Frank Belknap Long) 
Notes: The Houhds of Tindalos dwelt in the distant past 
of the earth, when normal life had not yet advanced past 
one-celled animals. They inhabit the angles of time, while 
certain other beings (including mankind and all common 
life) descend from curves. This concept is hard to  figure 
out, and only seems to be used with respect to the 
Hounds themselves. The Hounds lust after something in 
mankind and other normal life, and will follow a victim 
through time and space to get it. They are immortal. 

Because of their relationship with the angles of time, 
they can materialize through any corner, if it is fairly 
sharp - 120 degrees or less. When the Hounds manifest 

themselves, they first appear as smoke pouring from the 
corners of the room, from which the head emerges, fol- 
lowed by the rest of the body. 

Once a human has contacted a Hound, the Hound will 
follow that man through anything to get to him. To figure 
the time before the Hound reaches his prey, determine the 
number of years between the prey’s present location and 
the time when he was spotted by the Hound. Then divide 
the number of years by 100,000,000 to get the number of 
days travel time for the Hound. 

Example: Harvey Walters has found a mysterious gem, 
which, when meditated upon, allows him to see into the 
distant past. He looks into the past, 3,000,000,000 years 
back; he sees a Hound of Tindalos, and is seen as well! 
Harvey faints, breaking the connection, but the Hound is 
out for blood! The travel time for the Hound is about 30 
days. Harvey has a month to get ready for the arrival of 
his unwelcome visitor. 

Once driven off, the Hounds will usually give up. Un- 
fortunately, they are very difficult to drive off. They are 
friendly to nearly all the greater races of the Cthulhu 
mythos, and can get aid from them. Remember that they 
cannot manifest except through a corner, and cannot pass 
through smoothly flat or curved walls. 

A Hound may either use its paw or its tongue to attack 
with in a round, but not both. It will usually attack with 
its paw. For random determination, roll 1D6. On a roll of 
1 4 ,  it will use its paw. A roll of 5-6 indicates that it will 
attack with the tongue. 

The entire body of one of these monsters is covered 
with a sort of bluish pus. When a victim is struck by a 
Hound’s paw, a gout of this mucoid stuff is smeared over 
him. This “pus” is alive and active, doing poison damage 
to the target as if he had ingested a poison with a 2D6 
potency. This poison damage is done each round that the 
ichor remains on the victim’s body. The ichor can be 
wiped off with a rag or towel if the cleaning individual can 
roll his D E 2 5  or less while doing it. It could also be 
sprayed off with water or some other cleansing fluid. Fire 
could be applied to kill the ichor - this, however, would 
do 1D6 points of burn damage to the victim. 

AN ARCANE SYMBOL 

- 49 - 

 



When the tongue hits a victim, a deep, penetrating, Characteristics Average 
though bloodless and painless, hole is formed. The victim STR 5D6t12 29-30 
takes no physical damage, despite his peculiar wound, but CON 3D6 10-1 1 
loses 1D3 points of POW permanently! SIZ 5D6t24 41-42 

INT 1D6t12 15-16 

Characteristics Average 

CON 3D6+20 30-31 
STR 3D6+6 16-17 

SIZ 3D6+6 16-17 
INT 5D6 17-18 
POW 7D6 24-25 
DEX 3D6 10-1 1 
Hit Points 23-24 
Move 6/40 flying 

Weapon Attk% Damage 
Paw 90% 1 Q 6 t  1 D6 t ichor 
Tongue 90% 1D3 POW drain 

Armor: 2 point hide. Additionally, Hounds can regenerate 
4 points of damage per round, unless dead. Mundane 
weapons do no harm at all to Hounds, unless they have 
been enchanted in some way. Magic weapons do normal 
damage. 
Spells: All Hounds know at least 1 D8 spells. 
SAN: Seeing a Hound costs 1D20 points of SAN unless a 
SAN roll succeeds. A successful roll still costs 1D3 points 
of SAN. 

Hunting Horrors (Greater Servitor Race) 
Description: These beings resemble enormous ropy black 
serpents or worms possessing batlike or umbrella-like 
wings. Their forms continually shift and change, twitching 
and writhing, so it is hard to  look at them. They may 
have only a single large wing rather than two. They speak 
in great harsh voices. A hunting horror is normally around 
40 feet long. 

Notes: These beings are dispelled by daylight. A strong 
burst of light (not producible by mankind) could sear one 
to dust. They move swiftly and are huntingcreatures for 
some of the gods (hence their name), particularly Nyarla- 
thotep. They can be summoned in their own right, and 
seek for blood and lives. 

A hunting horror may attack with both bite and its 
tail-tentacle attack in a single round. 

The tail grapples and holds the victim, keeping him 
from movement. The hunting horror may then fly off 
with him, or keep fighting. The victim can only break 
loose on a successful STR vs. STR attempt. When a victim 
is caught in the tail, the hunting horror may only attack 
via biting. It may bite the caught victim at t20% to hit, 
and the grappled one may not fight back in any way. 

POW 6D6 21 
DEX 3D6+3 13-14 
Hit Points 26 
Move 7/11 flying 
Weapon Attk% Damage 
Bite 65% 1 D6+3D6 
Tail 90% grapple only 

Armor: Hunting horrors have 9 points of armor. They 
cannot be impaled by bullets. 
Spells: Roll 1D20 for each hunting horror. If the total is 
over the monster’s INT, it knows no spells. Otherwise, it 
knows the number of spells on the die roll. 
SAN: Viewing a hunting horror costs lDlO points of SAN 
unless a SAN roll succeeds. No SAN is lost with a success- 
ful SAN roll. 

Ithaqua the Windwalker, the Wendigo 
(Great Old One) 
Description: Ithaqua is reported from the north part of 
North America, where the Indians encountered him. He is 
known to stalk the wastes, tracking down hapless travel- 
lers and carrying them off. Such travellers are found again, 
weeks or months later, buried partway as if dropped from 
a height, frozen solid in positions of great agony, with 
various important body parts missing. 
Cult: Ithaqua has a minimal cult, though many fear him in 
the far north. The inhabitants of Siberia and Alaska may 
leave sacrifices to keep the Wendigo from haunting their 
camps, but organized worship seems to be rare. 

An invisible race of mental entities known as the Lloi- 
gor are connected to Ithaqua as servants or worshippers. 
Notes: If Ithaqua is within a few dozen yards, he can 
attempt to use mighty winds to whisk victims off their 
feet and into the air. All attacked this way must roll on 
the resistance table, matching their own STR vs. Ithaqua’s 
STR. If Ithaqua is attacking several victims, he must di- 
vide his STR up among them. 

If very close, Ithaqua may grab with his mighty claws 
as well as use his wind gusts. He may use one claw each 
round. Anyone grabbed by the Wendigo’s claw is auto- 
matically picked up and held as well, if Ithaqua desires to 
do so. If he takes 125 points of damage, Ithaqua will be 
dispersed along the arctic winds, not to return that night. 

Characteristics 
STR 50 
CON 150 
SIZ 100 
INT 10 
POW 35 
DEX 30 
Hit Pts 125 
Move lO/lOO flying 
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Weapon Attk% Damage 
Air Gust 100% Lift and drop lDlO x 10 feet. 

Each 10 feet dropped equals 
1 D6 damage. 

Claw 80% 6D6 - ignores all armor worn 
by or natural to the victim. 

Armor: 10 point skin and thick slime 
Spells: All Call and Contact spells 
SAN: Hearing the howl of the Wendigo on the north wind 
costs a listener who fails a SAN roll ID6 points of SAN, 
and a single point even if the listener succeeds in the SAN 
roll. Those beholding Ithaqua lose lDlOO points of S A N  
if they fail a SAN roll and lDlO even if they succeed. 

Lesser Other Gods 
Description: In addition to the important, named, Other 
Gods, there is a company of entities which seems to be 
minor or at best less important Other Gods. This includes 
the beings known to dance for Azathoth and several 
beings worshipped in various places. They are capable of 
giving spawn to monstrous larvae which may grow into 
new Gods. 
Cult: These beings possess only small cults, and their 
names should be determined by the keeper. Although 
most of them are as mindless as their master, Azathoth, 
they possess less power, so they are safer to approach. 
Their worshippers may gain protection from their gods 
through worship, or they may be able to exploit the god 
by using it to perform tasks for them unwittingly. 
Notes: Since almost all these deities are at least a little 
different from one another, their powers and attacks 
should vary. This is up to the keeper. In conjunction with 
their masters these gods can manifest much greater power. 
Also, other types of lesser Other Gods exist than the type 
described here, including some types with INT, greater 
SIZ, and so forth. 

Characteristics 
STR 4D20 
CON 1D100+20 
SIZ 1D100+50 
INT 0 
POW ID100 
DEX lDlO 
Hit Points 
Move 1D8-1 

A verage 
42 
about 70 
about 100 

about 50 

about 85 

0 

5 -6 

0-7 

Weapon Attk% Damage 
Smash 60% 8D6 

Armor: Usually none. If it reaches 0 hit points, the Other 
God is dispelled, rather than dying. 
Spells: These beings are able to summon servants and 
slaves to aid them. Each god has at least one servitor sub- 
ject to it (usually a Servitor of the Other Gods) which will 
come and go for it. They usually have no other true spells, 
as their being and presence is powerful enough. 

SAN: Anyone viewing the Lesser Outer Gods must make a 
SAN roll for each one viewed, with a loss of ID20 points 
of SAN for every missed roll. Successful rolls still indicate 
the loss of 1 point of SAN. 

Mi-Go, the Fungi from Yuggoth (Lesser Inde- 
pendent Race) 
Description: They were pinkish things about five feet 
long; with crustaceous bodies bearing vast pairs of dorsal 
fins or membranous wings and several sets of articulate 
limbs, and with a sort of  convuluted ellipsoid, covered 
with multitudes of very short antennae, where a head 
would ordinariIy be. ... They sometimes walked on all 
their legs and sometimes on the hindmost pair only. 
(The Whisperer in Darkness, by H. P. Lovecraft) 
Notes: The fungi from Yuggoth are an interstellar race, 
with a main colony or base on Yuggoth (Pluto). There are 
mining colonies on earth, where the mi-go seek rare ores 
in mountainous areas. The mi-go have definite connec- 
tions with fungi, and are clearly not animal. They com- 
municate with each other by changing the colors of their 
brain-like head, but they can speak human tongues in a 
buzzing insectlike voice. They worship both Nyarlathotep 
and Shub-Niggurath, and possibly others. They will hire 
human agents to simplify their operations, and are some- 
times connected to cults. 

The fungi from Yuggoth are not able to eat normal 
terrene food, and must import all their food from other 
worlds. They are able to fly through the interstellar aether 
on their great wings, but maneuver clumsily in an atmos- 
phere. Ordinary photographic plates will not take an 
image of these beings, but a good chemist could devise an 
emulsion that would work. After death, a mi-go will dis- 
solve away in the course of a few hours. 

A fungi from Yuggoth may attack in hand-to-hand 
combat with two nippers at once. If the victim is hit, the 
mi-go will try to grapple him (roll STR vs. STR to break 
free), and fly away with him into the sky, where it will 
either drop him from a height, or take him into the high 
atmosphere where his lungs will burst. 

Characteristics A veraKe 
STR 
CON 
SIZ 
INT 
POW 
DEX 
Hit PI 
Move 

3D6 
3D6 
3D6 
2D6+6 
2D6+6 
4D6 

Dints 

10-1 1- 
10-1 1 
10-1 1 

13 
13 
14 

10-1 1 
719 flying 

Weapon Attk% Damage 
Nippers 30% 1 D6 + grapple 

Armor: None, but due to the extra-terrene nature of 
the mi-go’s body, all impalingtype weapons do minimum 
possible damage. A pistol doing 1D10+2 points will do 3 
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points with a normal hit, or 6 points with an impale. 
Spells: All mi-go have a chance of knowing 1D3 spells 
equal to their INTx2. They are also capable of astounding 
and delicate surgical feats. One of their common surgeries 
is to take a human brain out of its body and place it in a 
metal tube, where it will stay alive. They can then attach 
speaking, listening, and seeing devices to the tube, so that 
the brain can interact with those about it. This way they 
can carry with them those that cannot withstand the 
vacuum and cold of space. 
SAN: Seeing a mi-go costs ID6 points of SAN unless a 
SAN roll succeeds. There is no loss if the roll is successful. 

Nightgaunts (Lesser Servitor Race) 
Description: ... Shocking and uncouth black things with 
smooth, oily, whale-like surfaces, unpleasant horns that 
curved inward toward each other, bat wings whose beating 
made no sound, ugly prehensile paws, and barbed tails 
that lashed needlessly and disquietingly. And worst of all, 
they never spoke or laughed, and never smiled because 
they had no faces at all to smile with, but only a sugges- 
tive blankness where a face ought to be. All they ever did 
was clutch and f ly and tickle; that was the way of night- 
gaunts. (The Dream-Quest of Unknown Kadath, by H. P. 
Lovecraft) 

Notes: Nightgaunts serve Nodens by, among other things, 
grasping and carrying off intruders, who are unceremo- 
niously dumped in the most dismal and horrible places 
imaginable, and left to die. Nightgaunts are stationed at 
various spots in the lonely parts of the world, and come 
out at night. They are not very intelligent, but can under- 
stand some languages (such as the glibbering of ghouls), 
and are friendly to some occult races. Nightgaunts will at- 
tempt to sneak up quietly on their victim, grasp his weap- 
ons, and then overpower him. 

Two or more nightgaunts can combine their STRs for 
the purpose of grappling with a strong victim. 

Nightgaunts can only tickle foes that have already been 
grappled. A successful tickling attack forces the victim to 
roll his CONx3 or less or be immobilized for 1D6 rounds. 
If he succeeds in the CON roll, he is still immobilized for 
1 round. Nightgaunts can reach through holes, creases, 
etc; thick clothes or even armor will not help vs. this 
attack. 

Characteristics A verage 
STR 3D6 
CON 3D6 
SIZ 4D6 
INT ID6 
POW 3D6 
DEX 2D6-I 
Hit Points 
Move 

-6 

10-1 1- 
10-1 1 

14 
3-4 

10-1 1 
13 
13 

6/12 flying 

Weapon Attk% Damage 
Grapple 30% match STR vs. STR or be 

Tickle 30% special (see above) 
grappled and immobilized 

Armor: 2 point skin armor 
Spells: None 
Skills: Sneak 90%, Hide 90% 
SAN: It  costs 1D6 SAN to behold a nightgaunt, but a 
successful SAN roll means there is no S A N  loss. 

Nodens, Lord of the Great Abyss (Outer God) 
Description: Nodens usually takes the form of a normal 
human, greybearded and hoary. He will often ride in a 
chariot formed from a huge seashell drawn by unearthly 
monsters or fantastic beings from earthly legend. 

Nodens belongs to a group of beings sometimes called 
the Elder Gods. The term “Elder Gods” is often used col- 
lectively to refer to the Cthulhu mythos and all its deities. 

Nonetheless, Nodens seems different in some funda- 
mental way from Azathoth, Yog-Sothoth, and the deadly 
malignity of Nyarlathotep. At times, Nodens is almost 
friendly to humankind. 
Cult: Nodens has been known to visit earth on occasion. 
He is known to have aided those pursued or harassed by 
the Great Old Ones or Nyarlathotep on occasion. Nodens 
has no cult on earth, but is served by the horrible entities 
known as nightgaunts. 
Notes: Nodens will never physically attack a foe. If he is 
faced by an opponent of not excessive power, he will sum- 
mon nightgaunts in sufficient quantity to carry off the 
enemy. If he faces a foe too powerful for the night- 
gaunts to handle, Nodens will attempt to dismiss the 
enemy. In dismissing a foe, have the foe attempt to 
roll its POW or less on 1D100. If it succeeds, it will re- 
main, and Nodens will himself voluntarily depart in order 
to avoid a struggle. If Nodens is forced to leave because of 
some such being’s resisting his dismissal, he has been 
known to take a favored human with him part-way. Un- 
fortunately, he is the Lord of the Great Abyss, and his 
paths only coincide with the normal world at a few 
points, so any human taken with Nodens would be likely 
to be dropped off somewhere dismal. Nodens will never 
take responsibility to deliver a character anywhere on 
earth, but has been known to take a human on trips to the 
outer reaches of the galaxy (and back again). 

Example: Harvey Walters has found a magical periapt. 
This periapt has the ability, when dissolved in wine and 
thrown onto a flame, of summoning Nodens. On an ocean 
voyage, Harvey lands on a remote Pacific isle, which turns 
out to be R ’lyeh, and Harvey and his party meet Cthulhu 
himself. Harvey is atop a hill, hopelessly watching Cthulhu 
clamber and ooze up after him, when he remembers his 
periapt. He has I O  minutes or so before Cthulhu arrives at 
the promontory, so Harvey summons up Nodens with the 
periapt. Nodens arrives in the form of a pillar of frame and 
immediately attempts to dismiss Cthulhu from their pres- 
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ence. Cthulhu has a POW of 42 and rolls 27, so he does 
not leave. As Nodens prepares to depart, Harvey, in an 
agony of fear, pleads with Nodens to take him as well. 
The cruel keeper arbitrarily decides that Harvey will need 
to make a quick Oratory roll to convince Nodens, and 
Harvey makes the roll. Nodens takes Harvey with him, 
but drops him off a t  a random spot. The keeper decides 
that Harvey finds himself at  Irem, City of Pillars - the 
lost city in the middle of the Arabian peninsula. Still, it is 
far better than being but 10 minutes away from Cthulhu! 

When severely pressed, Nodens is known to use his 
staff against human opponents. This staff always ignores 
all armor worn by the target. 

Characteristics 
STR 42 
CON 45 
SIZ 15 
INT 70 
POW 100 
DEX 21 
APP 21 
Hit Pts 30 
Move 12 

Weapon Attk% Damage 
Staff 100% 4D6 

Armor: Nodens has no natural armor, but see below. 
Spells: Nodens can call nightgaunts to his aid at the rate 
of lDlO nightgaunts per magic point he expends. He has 
other types of servants, but they would come only at the 
rate of 1 per magic point expended. Their precise nature 
is best left to the keeper. 

Nodens can heal damage caused to himself by expend- 
ing a magic point per point of damage. 

Nodens can also gain armor for himself by expending 1 
magic point per point of armor. This armor cloaking lasts 
until either moonset or sunrise, whichever comes first. 
SAN: There is no loss of SAN for viewing Nodens. 

Nyarlathotep, the Crawling Chaos (Outer God) 
Description: Nyarlathotep is the messenger, heart, and 
soul of the Other Gods. He is the only Outer God to have 
a true personality, and he claims to have a thousand dif- 
ferent forms. 

Only a few of Nyarlathotep’s forms are described in 
the mythos. One is that of a swarthy, Egyptian-looking 
human. Another is an enormous monster with clawed 
appendages and a single long blood-red tentacle in place of 
a face. This tentacle stretches forward when the Thing 
howls at the moon. The third form is black and winged, 
with a tri-lobed red eye, and cannot withstand light at  
all. There is some evidence that the “Black Man” of witch 
ceremonies is also a form of Nyarlathotep. 

Nyarlathotep enacts the will of the Outer Gods, and is 
accurately referred to as their soul. He always attempts to  
bring madness to humanity, and several prophecies (in- 

- 
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cluding the stories “The Crawling Chaos,” “Nyarlatho- 
tep,” and the poem “The Fungi From Yuggoth”) seem to 
state that someday Nyarlathotep himself will destroy hu- 
manity and possibly the entire planet. Nyarlathotep 
always appears mocking, and is evidently contemptuous 
of his masters. 
Cult: Nyarlathotep is never worshipped of himself. All 
invocations to the Outer Gods include Nyarlathotep’s 
name, possibly recognizing him as their messenger. He is 
known and feared by all races of the mythos, and he oc- 
casionally requires things of them. 

Those worshipping the outer gods often do so in 
hope of gathering Nyarlathotep’s favor. Rewards to loyal 
slaves usually come through the Crawling Chaos, as the 
other Outer Gods are too mindless to care. 

Nyarlathotep may grant such worshippers knowledge 
of a spell, knowledge of some destructive scientific fact 
(such as how to make an A-bomb), or a servitor monster. 
Nyarlathotep’s gifts are always designed to cause turmoil 
and horror to mankind in general, and sometimes even to 
the gift’s recipient. 

Nyarlathotep himself is served by the normal Servitors 
of the Outer Gods, but he also has his own special ser- 
vants, including the shantaks and hunting horrors. He may 
grant any type of creature whatsoever to his worshippers 
if he deems it good. Such a bequest is rare, and usually 
involves at least permanently donating some POW or other 
characteristic to Nyarlathotep and the other Outer Gods. 
Notes: When encountered or summoned, Nyarlathotep 
will usually act by attempting to summon beings to carry 
foes off or otherwise dispose of them. If not exposed as 
Nyarlathotep yet, he may try to corrupt or trick his foes 
by appearing as a friend. Nyarlathotep is generally reluc- 
tant to reveal himself by using supernatural powers. If 
sorely pressed, he will, of course, use such powers 

Nyarlathotep has the ability to summon any monster 
listed in the book (plus several not included) at the cost of 
1 magic point per POW point the creature possesses. When 
in monster form, he tends to grasp his victims and then 
carry them off with him. 

When in human form, Nyarlathotep can be slain by 
normal physical means. If so slain, after collapsing, the 
body will begin to quake and swell, bursting to release the 
huge clawed monster (or some other monstrous form) de- 
scribed previously. This unwelcome colossus then rises 
from the split corpse and disappears into the sky without 
further molesting the killer. When in monster form, Nyar- 
lathotep is difficult to slay, but so doing will dispel him 
magically. 

Nyarlathotep’s clawed demon form changes continual- 
ly, but each round he will have at least 2 claws capable of 
attacking. In special conditions, he may have more. 

Always keep in mind that causing madness and insanity 
is more important and enjoyable to Nyarlathotep than 
mere death or destruction. He will slay and destroy only 
to bring to pass more madness and insanity in the earth, 
preparing the way for the return of the Outer Gods and 
their star-spawn. 

 



characteristics 
STR 
CON 
SIZ 
INT 
POW 
DEX 
APP 

Hit Points 
Move 

Human 
12 
19 
11 
86 

100 
19 
18 
15 
12 

Monstrous 
80 
50 
90 
86 

100 
19 

70 
16 

- 

Human Fighting Ability 
Weapon Attk% Damage 
Any 100% As per weapon - usually using 

the most sophisticated avail- 
able in the era he is in. 

Monstrous Fighting Ability 
Weapon A ttk% Damage 
Claw 85% 1 OD6 

Armor: Nyarlathotep has no armor in his two most com- 
mon forms. If he is brought to zero hit points, he collap- 
ses on the ground, changes form (always to a more mons- 
trous one, which causes his viewers to lose SAN), and then 
flies into interstellar space. 

Spells: Nyarlathotep knows all spells in the mythos. In 
addition, he may summon monsters at the rate of 1 magic 
point per POW point the monster has. In addition, he may 
summon a shantak, hunting horror, or Servitor of the 
Elder Gods at the cost of only a single magic point. 
SAN: Those beholding Nyarlathotep in his human form(s) 
lose no SAN. Seeing him in any of his other 999 forms 
causes a loss of lDlOO points of S A N  unless a successful 
SAN roll is made. Even a successful SAN roll requires a 
loss of 1D10 SAN. 

Nyogtha, The Thing That Should Not Be 
(Great Old One) 
Description: Nyogtha is a minor deity reported to inhabit 
underground caverns on earth. It may be related to Cthul- 
hu. Nyogtha resembles a blob of living darkness whch 
may throw out tentacles or pseudopods a t  will. 
Cult: Nyogtha has a few worshippers, mostly witches and 
their ilk. It teaches them spells on occasion in return for 
sacrifices and POW. 
Characteristics: Unless driven off by appropriate spells, 
Nyogtha will grab its victim and drag him off to its under- 
ground pits. If Nyogtha decides simply to  strike for dam- 
age, everyone within 10 yards takes lDlO points of dam- 
age from numerous wounds. 

MONSTER T Y P E . .  ........................ Monster Form SAN Loss ............................... 

STR . . . . . . .  Pow . . . . . . .  MAGICPOINTS 1 2 
4 5 6 7 8 9 1 0  
12 13 14 15 16 17 18 
20 21 22 23 24 25 26 

CON . . . . . .  DEX . . . . . . .  
SIZ . . . . . . .  APP . . . . . . .  
I N T . .  . . . . .  (EDU .......) 28 29 30 31 32 33 34 

Move.. . . .  1 . .  . . .  1..  . . . .  Weapon.. . . . . . . . . . . . .  
SPELLS & EQUIPMENT 
...................... 
...................... 
...................... 
...................... 
...................... 
...................... 
...................... 

3 ARMOR . . . . . . . . . . . . . . . . . . .  
l 1  HITPOINTS 1 2 3 4 5 
l9 6 7 8 9 10 11 12 13 14 
27 15 16 17 18 19 20 21 22 23 
35 24 25 26 27 28 29 30 31 32 

33 34 35 36 37 38 39 40 41 
42 43 44 45 46 47 48 49 50 . .  

A% . . . . . . . .  .P%. . . . . . . . .  51 52 53 54 55 56 57 58 59 
60 61 62 63 64 65 66 67 68 
69 70 71 72 73 74 75 76 77 

Damage. . . . . . . .  .HP. . . . . .  
Weapon.. . . . . . . . . . . . . . . .  78 79 80 81 82 83 84 85 86 

A% . . . . . . . . .  P%. . . . . . . . .  
Damage. . . . . . . .  .HP. . . . . .  
Weapon . . . . . . . . . . . . . . . . .  
A% . . . . . . . . .  P%. . . . . . . . .  
Damage. . . . . . . .  .HI’.. . . . .  

87 88 89 90 91 92 93 94 96 
97 98 99 100 101 102 103 104 105 
106 107 108 109 110 111 112 113 114 
115 116 117 118 119 120 121 122 123 
124 125 126 127 128 129 130 131 132 
133 134 135 136 137 138 139 140 141 
142 143 144 145 146 147 148 149 150 
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CALI, OF CTHULHU games. Not all monsters will need all of the information given on this form. I f  the keeper needs more information on 
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Characteristics 
STR 85 
CON 40 
SIZ 80 
INT 20 
POW 28 
DEX 20 
Hit Pts 60 
Move 10 

Weapon A ttk% Damage 
Tentacle 100% lDlO or entrap and grapple 

Armor: The first 10 points of damage received each round 
(from all sources) are ignored by Nyogtha. Nyogtha is dis- 
pelled and will leave after taking 60 points of damage. 
Spells: All Call and Contact spells, as well as Create Gate. 
SAN: One seeing Nygotha and failing a SAN roll will lose 
1D20 SAN. A successful roll still costs the investigator 
1D6 points of SAN. 

Old Ones, Elder Things (Lesser Independent Race) 
Description: They represented some ridged barrel-shaped 
object with thin horizontal arms radiating spoke-like 
from a central ring and with vertical knobs or bulbs pro- 
jecting from the head and base of the barrel. Each of these 
knobs was the hub of a system of five long, flat, triizngul- 
arly tapering arms arranged around it like the arms of a 
starfish. ... (Dreams in the Witch-House, by H. P. Love- 
craft) 

There is a very complete description of one of these 
things in A t  the Mountains ofMadness, also by Lovecraft, 
which is too long to  include here. It states that these or- 
gaisms stand around eight feet tall, with a six-foot torso, 
and that they have wings which neatly fold up into slots. 
Notes: The Old Ones came to  earth many hundreds of 
millions of years ago, and may have accidentally started 
terrestrial life. They created the blasphemous shoggoths 
to serve as slaves. After numerous wars with other races, 
the amphibious Old Ones were driven back to  Antarctica, 
where a city still remains frozen under a glacier. The Old 
Ones communicate by piping whistles and are ab!e to  
sense without light. Their race began to degenerate before 
man evolved, and at least partially lose their former ability 
to fly through space on their membranous wings. Their 
civilization was eventually wiped out by their former 
slaves, the shoggoths. The Old Ones, or Elder Things are 
certainly all extinct on land, but may still have colonies in 
the deepest waters. Old Ones may also be met by time 
travelers. 

In hand-to-hand combat, an Old One may use all five 
tentacles at once, but no more than three vs. a single 
target. Once a tentacle grips home, it will cling onto the 
victim, and each round thereafter the victim will suffer 
3D3 points (equal t o  half the Old One’s damage bonus) 
of constriction and crushing damage. If the target has 
armor, it will only protect until the cumulative damage 

rolled by the Old One has equalled or exceeded its defen- 
sive capabilities. 

Example: ‘Knuckles Bowman, tough explorer, is 
attacked by an Elder Thing while exploring underwater. 
The keeper rules that his armored diving suit is worth 8 
points of armor. The Elder Thing wraps a tentacle around 
poor Knuckles and begins to constrict him, while using its 
other tentacles to fend off  Knuckles’ comrades. On the 
first round, the tentacle damage rolled is 3 points, so 
Knuckles takes no damage. On the second round, the 
damage rolled is 6 points. Since the suit’s armor-like pro- 
tection only works until cumulative damage exceeds it, 
Knuckles takes 1 point of damage (total damage rolled 
so far has been 9 points - Knuckles’ suit can take 8 
points in normal combat). Each succeeding round of 
constriction, Knuckles will take the full damage rolled. 

Characteristics 
STR 4D6t24 
CON 3D6t12 
SIZ 8D6 
INT 1D6t12 
POW 3D6 
DEX 3D6t6 
Hit Points 
Move 

Average 
38 

28 
15-16 
10-1 1 
16-17 
25-26 

22-23 

81 10 flying 

Weapon Attk% Damage 
Tentacle 40% 3D3 constriction 

Armor: 7 point skin 
Spells: Random Old Ones have a chance of knowing 1D4 
spells equal to their INTx3. 
SAN: Viewing an Old One costs 1D6 points of SAN. A 
successful SAN roll indicates no loss. 

Sand-Dwellers (Lesser Servitor Race) 
Description: Then out of one of the caves came a Sand- 
Dweller - rough-skinned, large-eyed, large-eared, with a 
hom’ble, distorted resemblance to the koala bear facially, 
though his body had an appearance o f  emaciation. He 
shambled toward me, manifestly eager. (The Gable Win- 
dow, by H. P. Lovecraft and August Derleth) 
Notes: Sand-Dwellers may be the most obscure of all the 
races in the Cthulhu mythos. They appear in only a few 
stories. 

Sand-Dwellers look as though they had been encrusted 
with sand. They dwell in caverns and come out at night. 
They are known to live in the American Southwest and 
may live in other spots as well. They usually serve various 
of the Great Old Ones, and often dwell near their rulers. 

In combat, a Sand-Dweller may use both claws at once. 
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Annor: 3 point armor from the rough hide
SpeUs: Sand·Dwellers with a poW of ]4 or more may
know spells. A typical magical Sand·Dweller would know
108 spells.
Skills: Hide 60%, Sneak 50%, Spot Hidden 50% (Sand·
Dwellers make good watch·things)
SAN: It costs 106 SAN to see a Sand·Dweller unless a
SAN roll is successful, in which case there is no loss.

serpent People (Lesser Independent Race)
Description: The serpent people resembled upright ser·
pents, with ophidian heads and scales, but with two arms
and legs. They often dressed in robes and possessed tails.

Notes: The serpent folk flourished in the prehistoric, be·
fore even dinosaurs walked the earth. They built black
basalt cities and fought wars, all in the earliest limes - in
the Permian era aT before. They were k.nown as great sor·
cerers and scientists, and devoted much energy to calling
forth dreadful demons and brewing potent poisons. They
became extinct long ago, save for a few individual sorcer·
ers and atavisms. Legends persist of a dwarfed degenerate
remnant dwelling in burrows beneath England and Scot·
land. These diminutive relics, if they exist, are Likely to
have an occasional atavistic, full serpent man present.

Serpent Men may use any weapon known to man,
clutching it effectively in taloned hands. In close combat,
it may use ordinary weapons and bite simultaneously. A
common serpent man spell is an enchantment which trans­
forms their appearance into Ihal of a normal human.
masking their reality from others and allowing them to
mingle in normal society.

Damage
206

Average
14

16·17
20

17·18
19

16·17
18-19

7

Attk%
45%

Weapo/l
Tentacle

OUJracleristics
STR 406
CON 306+6
SIZ 4D6+6
INT 506
POW 206+12
DEX 306+6
Hit Points
Move

Annot: I point scales
SpeUs: All modern serpent men should know at least 206
spells.
SAN: Seeing a serpenl man in Ilis true form costs 1D6
pOlnis of SAN unless a SAN roU succeeds, in which case
there is no loss.

Annot: None, but normal weapons can not harm a ser·
vitor. Magical weapons will do normal damage. A servi·
tor. additionally, regenerates 3 points of damage per
round until dead.

Spells: All Servitors know at least 1010 speUs. In addi­
tion. they are capable of summoning at least I type of
being by piping on their flutes. A given Servitor is able
thus to summon 206·6 different types of beings (mini.
mum of I). The being will arrive 103+1 rounds after the
Servitor starts to "whistle it up." Summoned beings may
(and often do) include a deity as one of the possibilities.
Summoned servitor races depart when dismissed by the
Servitor or within 206 rounds after the Servitor's death.
If lhe being summoned is a deity, it need not leave unless
it wishes to. Summoning a being costs the Servitor a magic
point, and another magic point for every 5 rounds lhal
the summoned being remains. Each summoning brings
only a single being.

SAN: Seeing a servitor costs I DIO SAN unless a SAN roll
succeeds. in which case 1 point is still lost.

Servitors of the Other Gods
(Greater Servitor Race)
Descriptio.l: These crealures are amorphous beings. which
progress by rolling or slithering. They have a visual kinship
to frogs, as well as to squids or octopi. Because of their
ever-ehanging shapes, it is hard 10 be certain of any speci­
fic form.
Notes: The Servitors of the Outer Gods will accompany
their masters as required. These are the demon nautists
that play the flute-like music for their masters to dance
by. They somelimes play for groups of cultists as well, as
a sort of backround dirge, or in order to summon various
beings.

Eaeh round a servitor can auaek physically with 203
tentacles. Each tentacle does damage equal to twice the
creature's damage bonus (minimum of ID6 pts of
damage).

Damage
108 + poison. pOlency equal
to the serpenl man's CON.
As per weapon

Damage
ID6+iD4

Average
10·1]
10·11
10·11
16·17

13
13

10·11
8

Average
10·11

13
16·17
10·11
10·11

13
15
8

Attk%
35%

35%

Attk%
30%

Weapon

Weapon
Bite

O,araclerislics
STR 306
CON 306
SIZ 306
INT 306+6
POW 206+6
DEX 206+6
Hit Points
Move

Weapon
Claw

Choracteristics
STR 306
CON 206+6
SIZ 306+6
INT ]06
POW 306
DEX 206+6
Hit Poinls
Move
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Shantaksllesser Servitor Race)
Description: They wen 1I0t any birds or bats known eire­
'Il.'hf!n' on earll• ... [or they were lorger than elepJumu and
had heads like a horse i .... The Shomak-bird hos scales
instead of feathers and those scales art! very slippery. (nft'
Dream-Quest 0/ Un/mown Kadatl/, by H. P. Lovecrafl)
Notes: Shamaks brood in cavernous holes and their wings
are encrusted with rime and nitre. They are always de­
scribed as noisesome and loathly, and are used as steeds
by various of the servanlS of the Other Gods. They have
an extreme fear of nightgaunts and will always retreat
from them. Shantaks can fly through space, and have been
known to carry an unwary rider straight to the throne of
AzathOlh.

Attk%
55%

ious, more and more imitative. They destroyed their
former crealors, the Old Ones, in a rebellion. They com·
municate in whatever manner their master race wishes.
fonning special organs for the purpose.

A typical shoggoth is roughly a IS-foot diameter
sphere when noating free. In combat, it covers an area
5 by 5 yards across. All within Ihe area are attacked sep·
arately, and must successfully match their STR vs. the
shoggoth's STR or be sucked apart. If the shoggoth is
auacking more than a single target, it musl divide its STR
among all targels. Those held within the shoggoth's black
bulk can only Slrike back on rounds they roll STR or less
onlOloo. Each round the victims are held within the
shoggoth. they take damage equal 10 the shoggoth's dam·
age bonus, in Ihe fonn of rupluring, crushing, and sucking
into pieces. A given shoggoth may be much larger or
smaller than Ihe typical specimen gi~n here.

Clwracren·stics
STR 406+20
CON 206+6
Sil 41>6+36
INT 106
POW JD6
DEX 2D6t3
Hil Points
Move

Weapon
Bite

Average
34
13
50
34

10·11
10
32

6(30 flyillg

Damqc
ID6+406

OUIracleristiN
STR 1806
CON 1206
SIZ 2406
INT 206
POW 306
DEX ID6
Hit Points
Move

Average
63
42
84

7
10-11
34
63
10 rolling

Annor: Shoggoths have no armor. but their body form
gives them quite a bit of defense. Fire and eleclrical at·
lacks do only half damage to a shoggoth. Physical weap­
ons such as firearms do only 1 poinl of damage on hitting
a shoggoth, no matter how much damage is rolled, and
whether or not the allack was a successful impale. Finally,
sJlOggoths regenerate from damage done at the rate of 2
points per round, until dead.

Spells: None, normally
SAN: Viewing 3 shoggoth costs I D20 SAN unless 3 SAN
roll succeeds, in which case only ID6 SAN is losl.

Shub-Niggurath. The Black Goat of the Woods
With a Thousand Young (Outer God)

Description: Shub- iggurath is never met personally in
any of H. P. lo~craf"s stories, but is often referred to in
rituals and spells. II has been guessed that she is some sort
of perverse fertility deity.

In one of Shub-Niggurath's few descriptions. she is
said to be an enormous cloudy mass. This mass doubtless
boils and festers. It is likely that parIS of the misl coalesce
al times, forming horrendous body parts, - ropy black
tentacles, slime-dripping mouths, or short writhing legs,
ending in black hooves.

Cult: Shub.Niggurath is worshipped quite extensively. She
may have connections with the Druids and similar groups.
Worshippers of Shub-Nigguralh are generally formed into

Annor: 9 point hide

Spells: None

SAN: II costs I D6 SAN to gaze upon a shanlak unless
a SAN roll succeeds, in which case there is no loss.

Shoggoths (lesser Servitor Race)
Desaiption: The nightman, plastic column of fetid,
black iridescence oozed tightly onward through its fiftee,,­
foot sinus, gathering ullholy speed and driving before it a
spiral, re-thickening cloud of tile pallid abyss vapor. It was
a terrible, indescribable thing voSler tholl allY rubway trail!
- a shapeless COllgen'e of proto/Jlasmic bllbbles, faintly
self-luminous, and wilh myriads of temporary eyes fonn­
ing and un!omrillg as pustules ofgreenish light all ovt'( th~

runnel-filling from that bore down upon liS, crushing th~

frantic penguins and slithering over th~ gliSlening floor
that it a1ld its kind had nwpt $0 evilly free ofall littt'(.
Still ClIme that eldritch mocking cry - ·'T~keli-Ji.I Tdeli­
Ii!" And at 14sr we remembered _._ the demoni~Shoggolhs
_.. had no voice other lhat! the imitaled a~ctmts of lheir
bygone masters. (AI the Mountains of Madness. by H. P.
Lovecraft)

Notes: Shoggoths are among the most horrible of all the
monsters of Lovecrafl. Abdul Alhazred (Abd al-Azrad)
himself attempted desperately to claim that there were
none on Earth itself. save in crazed dreams. Shoggoths are
often found as servants of deep ones and other races. and
are amphibious. They are surly servants al best, evcr be­
coming more and more inlelligent, more and more rebell·

Weapon

ern'"
Auk%
100%

Damage
806



gangs or congregations, as are Cthulhu's cultists, but un­
like the worshippers of Yog-Sothoth or Azathoth.

Worshippers of Shub.Niggurath receive the usual pro­
mises as well as sometimes getting some of her young as
aides. servanLS, or masters. Shub-Niggurath is not a sor­
cerer's goddess. Many diabolical cults in the fastness of
the jungle or hidden swamps may worship this being, gain­
ing power over wilderness horrors.
Notes: If summoned, Shub·Niggurath will attack any non­
worsh..ippers present. She is often summoned specifically
to accept sacrifices. Shub-Niggur:llh may be dismissed by
beings knowing her summoning spell (see Chapter VI), or
it is possible to hurt her enough to make her leave. She
will voluntarily disappear if she takes 145 points of dam·
age from any source.

Shub·Niggurath has dozens of tentacles, but only one
can allaek a given victim in a round. If it catches him, the
character will be whipped to the body of the creature and
brought to the goddess's many mouths to be drained of
body fluids. The bile of Shub·Niggurath drains ID6
STR from the victim per round. TIus STR loss is perman·
en!. While having his fluids and blood drained, the victim
is held absolutely helpless, and may not cast spells, ex·
pend magic points, or perform any act whatsoever except
to writhe in pain.

In battle against other deities or powerful beings,
Shub-Niggurath will still only attack with one tentacle
per opponent, but after a tentacle slrikes, it will hold on
and a second tentacle will attack. After the second hits, a
third will attack. and so on. Each successful attack
permits a differelll set of Shub·Niggurath's mouths to be­
gin draining her gigantic Victim.

Shub·Niggurath may trample beings with a SIZ of less
than 60. The trample allack is effective against all such
beings in her path. whieh is about 10-20 yards across.

01aractl.'ristics
STR 72
CON 170
SIZ 120
INT 21
POW 70
DEX 28
HitPts 145
Move 15

Spells: Shub-Niggurath knows all spells pertaining to the
Other Gods, as weU as Create Gate, Curse of Azatholh,
and Voorish Sign.
SAN: All witnessing Shub·Niggurath who do not make
their SAN rolls lose 1D100 SAN. A successful SAN roU
indicates a loss of 1D10 SAN.

Shudde M'ell, The Burrower Beneath
(Great Old One)
Description: Shudde M'eU is pre-eminent among the
chthonians, and is apparently largest and most evil of
his kind. He resembles an exceptionally large member of
his race.
Cult: The chthonians, along with Shudde M'ell, are not
much worshipped, though they may have been dealt with
in prehistoric tribes, or by stone-age tribes in New Guinea,
etc. There are rumors that some of the Druids worshipped
chthonians (and through them, Shudde M'ell). and per­
haps the races that built G'harne honored him. There
docs not appear to be an active modem cult laboring for
Shudde M'ell.
Notes: Shudde M'ell, all by himself, can cause an earth­
quake with a strength of 3.5 on the Richter scale any­
where within a half-mile of h.imself. Since he usually
works in conjunction with other chthonians, he can create
much stronger earthquakes. A randomly-eaused quake
of this sort would be around 2D6 on the Richter scale.
If Shudde M'ell atlacks direclly, it is much like a nor­
mal chthonian assault. A vast hole opens up, accompan­
ied by a terrible chanting noise and slobbering, sucking
sounds. Everything over the hole. which is al least
ID10+ I0 yards across, is sucked in and destroyed.
Chthonians then pour out of the hole and attack any sur·
vivors. A hundred points of damage from any source will
drive off Shudde M'ell.

Characteristics
STR 90
CON 80
SIZ 120
INT 20
POW 35
DEX 15
Hit Pts 100
Move 8/2 burrowing

Weapon Attk% Damage Weapon Attk% Damage

Tentacle 100% Catch Tentacle 100% 606 plus 106 points of CON

Trample 75% 1106 drained per tentacle

Bite Auto. 1 point STR drain Crush 90% 1206 to all within 12 yard
radius.

Annor: Shub·Niggurath has no armor, but her slimy mist
body is immune to physical weapons. Magical weapons, or
fire, electricity. or similar energies damage her normally.
lier ropy tentacles and gooey vapors can rejoin, effective·
ly allowing her to regenerate points of damage. Each
magic point she expends enables her to heal 2 points of
damage.
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Annor: 8 points of skin, plus regenerales 5 points of dam­
age per round.
Spells: Knows all spells dealing with lesser entities of the
Great Old Ones.
SAN: Shudde M'ell affects the viewer's SAN just as does a
normal chthonian: 1020 SAN for a failed SAN roll, and
103 if it succeeds.



Annar: The thick blubbery outer parts of these beings
act as armor, giving them 10 points of armor. In addition
Star·5pawn regenerate from damage done at the rate of
3 points per melee round.
Spells: All know at least 3D6 spells.
SAN: It costs ID20 points of SAN to view the Star-Spawn
unless a SAN roll succeeds, in which case ID6 points is
still losl.

Star-Spawn of Cthulhu (Greater Servitor Race)

Description: Gigantic oClopoid beings and entities resem­
bling Cthulhu himself, but smaller.
Notes: Not all the inhabitants of R'lyeh were Happed
when it sank. Some still live on in the deep trenches
beneath the ocean, where they are tended by the Deep
Ones. Related entities dwell in the stars, such as the beings
said to infest the Lake of Itali, on or near Aldebaran in
the constellation Taurus.

A Star-Spawn lllay allack either with tentacles or with
a claw. It may usc I~ tent3cles each round, or a single
claw. Tentacle danlage is equal to half the creature's
damage bonus. and claw damage is equal to its damage
bonus.

Attk%
80%
80%

Damage
ID6+206
ID6 STR (blood) drain

Average
26
13
26

IO-tl
15-16
9-10
20
6(9 nying

Altk%
40%
80%

In an allack, I~ talons can grasp a given victim at
once. He will be grabbed and squeezed and then drained
of blood. After being grasped by the vampire's talons, if
the victim is not dead yet, the thing bites him and drains
his blood at lhe rale of 106 points of STR per round. If
the victim is dead, it will drain rum anyway, but it matters
little to the target.

Weopoll
Talons
"Bite"

Annor: 4 point hide, plus invisibility. If an investigator is
trying to hit a stat vampire by aiming at the noise, his
chance of hiuing is reduced by 50 percentiles. Thus, jf he
had a 70% chance to hit normally, it would be reduced to
20%. If the creature is in close combat with the investig3'
tor. he has half normal chances to hit, so that ifhe had a
70% chance to hit, it would be cut in half to 35%. Bullets
only do half damage to the extra·terrene material of the
star vampire.

After feeding. the star vampire will temain visible for
ID6 rounds, after which it has metabolized the blood
drunk inlo a Iransparent equivalent. During this time, it
can be hit normally.
Spells: If a star vampire can roU its INTx3 or less on
I Dloo, it is likely to know at least 103 spells.
SAN: Viewing a star vampire com 1DJO SAN unless a
SAN roll succeeds, in which case I point is still lost.

Characteristics
STR 406+12
CON 206+6
SIZ 406+12
tNT 306
POW 106+12
DEX 106+6
Hit Points
Move

Damage
9DJtollDJ
906 to 1106

Average
70

45-60
90-120

21
2\

10·11
68·90
20{20 swimming

Weapon
Tentacles
Claw

Characten"stics
STR 2D6xlO
CON JDGx5
SIZ J06xlO
INT 606
POW 606
DEX 306
Hit Points
Move

Star Vampires (Lesser Independent Race)

Description: Slowly bUI surely Ihe dim oUllines of 0 Pre­
sence came imo view: the blood-filled outlines 01 thor WI·
seen sllambler from tile stars. 11 waS red and dripping: on
immensity of pulsing, moving jelly; a scarlet blob with
myriad lell/acular mmks thai wllYed ond waved. There
were suckers on Ihe rips of the oppendages, alld Ihese
were ope"ing alld closing with gholliish lust. ... The tiling
wos bloated alld obscene; a headless, loceless, eyeless bulk
with Ihe fOl'enOIlS mow and titanic talolls 010 storbom
monster. Tile Iw/Iloll blood on which it hod fed revealed
the hitherto iI/visible outlilles of Ihe feaster. (The Sham­
bier from Ille Stors, by Robert Bloch)
Notes: These loathsome things are normally inVisible,
their presence signalled only by a sort of ghoulish titter­
ing. After feeding, the thing becomes visible through lhe
blood it has drunk. These can sometimes be ··tamed" to
serve a powerful wizard or other being. They are sum·
moned from the depths of space.

Tsathogghua (Great Old One)

Description: Tsathogghua dwells in the black gulf of
N-Kai, where he first arrived on earth from Saturn. He
is one of the less malevolent beings of the Cthulhu myth­
os, though still terrible.

Tsathogghua is usually represented as having a fal furry
body and a toadlike head with batlike ears and fur. Uis
mouth is wide and his eyes always half-closed as if sleepy.

II is also said Ihal he can change his shape freely.
Cult: Tsathogghua was worshipped by furry subhumans in
ancienl times, and by sorcerers and wizatds in later times.
Ue has given magic space doors and spells to the faithful.

Tsathogghua is served by a race of entities known, for
lack of a better name, as his Formless Spawn. TIley dwell
in N'Kai and in his temples.
Noles: If Tsathogghua is encountered, eheck to see if he is
hungry or whether he has just had 3 sacrifice. There
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should be a basic 50·50 chance, or the keeper may prefer
to roll against the Luck of the unluckiest investigator in
the party. If Tsathogghua is not hungry, he will ignore the
characters and pretend to be asleep. If hungry, he will
grab a character each round. If a character is grabbed. he
is pulled to Tsathogghua, and on each following round,
he loses one point from all of his characteristics each
round until Tsathogghua is driven off. The investigator
will be in great agony, with acid burns, vitriol running
through his veins, punctures all over his body, and similar
catastrophes befalling him. He will require hospital care
for some time before he will again be able to act effective·
Iy. Each full month of hospital care will restore one point
to each characteristics.

Tsathogghu3 will retreat after t3king 75 points of dam­
age from any source.

Olarocteristics
STR 50
CON 120
SlZ 30
INT 30
POW 35
DEX 27
Hit PIs 75
Move 24

Weapon
Tentacle
"Bite"

Artk%
100%
Aura.

Damage
Catch
I point per characteristic per
round

sessed and absorbed by the deity. His shape can then mu·
tate at will from the fonn of the possessed individual to
lhat of y'golonac - glowing, headless, naked and huge,
with wet mouths opening in the palms of the hands.

If y'golonac attacks a person psychically, the person
must roll his PQWx5 or less each round to avoid beinr
overcome. Once overcome, he loses I point of INT and
POW each round until Y'golonac is forced away or until
his soul and mind are completely destroyed, and replaced
with Y'golonac's. Y'golonac will depart if he takes 75 or
mOTe points of damage from any source. Y'golon3c may
normally only attack people that have somehow become
aware of him, usually through reading at least a page of
the Revelations of Glaaki. y'golonac is clever at gelling
persons to read passages from that horrid book without
knowing they have done so.

In combat against more than one enemy. Y'golonac
will usc his mouths to devour and destroy any foes. Dam­
age done by Y'golonac's biting mouths will not heal natu·
rally, and the loss is permanent -Ihe suppurating wounds
never closing or healing.

Characteristics
STR 25
CON 125
SIZ 25
tNT 30
POW 28
DEX 14
Hit Pts 75
Move 10

Annor: None

Spells: Y'golonac knows all Summon, Bind. and Contacl
spells.

SAN: Those witnessing the transfonnation from a human
body to thaI of Y'golonac must succeed with a SAN roll
or lose ID20 SAN. One point is lost if the SAN roll is
successful.

Armor; Absolutely no weapon using kinetic force has any
real chance of hanning Tsathogghua. He regener3tes from
such damage as cuts, holes, and bruises, sealing up at the
rate of 30 points per melee round. Fire, electricity, and
other such phenomena have nonnal effects on the mon­
strous god.
Spells; Tsathoggua may summon all the lesser races of the
Cthulhu mythos except nightg:lUnts, and may Contact all
the higher gods.
SAN: If the viewer fails a SAN roll, he loses IDIO SAN.
There is no loss if the SAN roll succeeds.

Weapon
Touch

Devour

Attk%
100%

100%

Damage
Lose I pt (NT & POW each
round of attack
I D4 non-healing damage

y'golonac (Great Old One)

Description: Y'golonac is a bloated, glowing figure which
dwells underground in a vast ruin behind a wall of bricks.
It is known to come when its name is read or spoken
while evil is present. It is a minor god, but extremely
malignant.
Cult: Y'golonac is delineated in the RCI'clatiolU o[Glaaki,
an occult book. He has only a little cult, but strives
mightily after more worship, accosting the especially per'
verted and subtly evil in an attempt to gain them as his
High Priests.
Notes: y'golonac is usually secn as a normal, somewhal
neurotic and flabby human. When a person debased in
sin and evil is contacted by Y'golonac, he becomes pos-

Yig. Father of Serpents (Great Old One)

Description: Yig is never clearly des<:ribed, bUI is mainly
an American deity, worshipped by those on this con·
tinent. The notorious curse of Yig consists of madness and
malformed children.

Cult: Yig is worshipped by Amerinds and voodoo doctors.
and may be somehow connected to Quetzalcoarl. He is
also worshipped by the serpent people and their kin. His
worshippers gain some immunity from poisonous snakes,
the ability to talk to snakes, and some arcane rituals and
spells.

Notes: A manifestation of Yig would be signalled largely,
or entirely, by 11 carpet of serpents. These snakes would be
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rattlers in North America. In other places, they might be
puff adders or cobras. If Vig desires to slay someone that
has offended him greatly, such as a cult member who has
exposed secrels or an outsider who has seriously damaged
the cult, he will send a sacred snake to kill the offender.

Sacred snakes of Vig are always very large representa­
tives of their species with a wh.ite crescent mark on the
top of their heads. In North America, the snake would be
an enormous tom rattler, S-6 feet long. The snake appears
so swiftly that the victim is always startled and automati­
cally hit unless he can react swiftly (by making an Idea
roU). On subsequent rounds, the character must Dodge
to avoid being billen by the snake, which. will follow him
across the room. If one is bitten by a sacred snake ofVig,
no antitoxin will save hin1. He is a dead man,

ViS himself, on the rare times he appears. may look like
a scaly strong lIlan with a serpent-like he3d or 3 normal
head. He may be accompanied by mobs of snakes. 70 or
more points of d3mage will drive him off.

In hand-to-hand combat, the hand of Vig will grasp,
not punch, doing crushing damage to an arm or leg. On
the next melee round, Vig will draw the victim to him on
a successful STR vs. STR roll and bite him.

Characreristics
STR 30
CON 120
SIZ 20
lNT 20
POW 28
DEX 18
Hit Pis 70
Move 10

Wcapo/l
Hand
Bite

Attk%
90%
95%

Damage
206
I D8 + instant death on pene·
tration

AnnOl: 6 points of scales. Impaling weapons only hurt
Yig on an impaling roll, in which case it will damage him
normally, but ignore his armor. Any other hit by an
impaling weapon bounces off. Normal hacking and crush­
ing weapons do normal damage, and must count Vig's
scaly armor. All objects to strike Vig that penetrate his
armor take 306 points of damage from Ihe disintegrating
effects of Vig's venomous blood. If Vig takes 70 points of
damage or more, he is dispelled.
Spells: Vig has all the usual Summon, Bind, and Contact
spells. He is particularly adept at Contacting chthonians
and obtaining their aid.
SAN: Any character seeing Yig in his true form must
make a SAN roll or lose ID8 points of SAN. There is no
loss if the SAN roll is successful.

Yog-Sotho'th, the All in One (Outer God)

Description: Yog-Sothoth dwells in the interstices be­
tween the planes making up the universe. There. Vog·
Sothoth appears as a conglomeration of iridescent globes,
which are always shifting, nowing into one another, and
breaking. This conglomeration is large in size, but variable,
so thai at one lime it may appear to be 100 yards across.
and at another time half a mile or more.

Connections between Vog·Sothoth's appearance and
the so-called nying saucers are obvious. Vog-Sothoth de·
sires to enter this plane to feast on lhe life it contains, but
can only do so at certain times.

Vog-Sothoth holds the power to travel within the
planes to reach any other time or space. Yog-Sothoth it·
self is coterminous with 01/ time and space. Because of
this, Yog-Sothoth has been called the Key and the Gate.
In Vog-Sothoth's aspect as Opener of the Way, it is knowll
as Umr atTawil [correct Arabic form would be Tawil
afUmr, which means the Prolonged of Life).
Cult: Vog-Sothoth is preeminently the deity of sorcerers
and wizards. He grants them the power to travel between
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ing him. If the character is not willing to be thus trans·
ported. he may successfully resist by rolling his POWx3
or less on 10100.

Armor: None. Only enchanted weapons can narm Vog­
Sothoth at all. If he is reduced to 0 hit points. he is
dispelled back to the interstices between the planes.
Spells: All

SAN: In its form of Tawil at'Ume. it costs no SAN to
view this deity. as it is cO\'~r~d willi a mystic cloth. As
the iridescent spher~s. it costs IDIO SAN if 3 SAN roll
fails. and J point if the SAN roll succeeds. Vog-Sothoth
has other forms than the spheres. and if seen in one of
those other forms. it costs the viewer 10100 SAN unless
he succeeds with a SAN roll, in which case he loses
IDID SAN.

Owroctf'riltU:l
STR NIA
CON 400
SIZ Variable
INT 40
POW 100
DEX I
Hit Pts 400
Move 100

the planes, or lhe power to see into other planes, usually
performing lhe latter gifting its slave with a piece of magic
glass or the like. Yog·Sothoth may also give its slaves the
ability to command various monsters from distanr worlds.

In return for these gifts, the way is opened for Yog.
Sothoth to travel from his usual domains to earth to
ravage lInd plunder.

As Tawil at'Umr, all rhose wishing to travel to distant
times and places may safely deal with him. This form
seems to be the least malignant way in which to meet him,
bUI even Ihen there is always a danger that Tawil at'Umr
will remove its veil and cause Uller madness and destruc·
tion of those dealing with it.

Notes: Yog-Sothoth can fly through the atmosphere at an
enormous speed - normally upwards of 100-200 mph, or
even capable of breaking the sound barrier.

Each combat round, Vog·Sothoth may touch one char·
acter witn its slimy spheres, and thai characler immediate·
Iy takes I D6 points of damage 10 his CON. This damage is
permanent and will not heal normally. It takes the form
of corrosion, withering, or corruption of the body part
touched, and may also involve an APP loss for the victim_
Alternately, Yog-Sothoth may unleash bolts of silvery
fluid or fire (at a cost of ID6 magic points) which can
reach over half a mile, and destroy any nonnal objects
struck - knocking down aircraft, and slaying or srunning
any or all humans failing to Dodge or jump out of the
way. These gouts of energy cover an area up to 5 yards
across with their effects.

Yog-Sothoth can transport one character per round
anywhere in the univene or anywhere in time by touch-

Weapon
Spherc touch
Silver bolt

Auk%
100%
80%

Damage
I D6 permanent CON loss
Dealh to all in 5-yard circle

They walk unseen and foul itl lotlely places where the Words IraJle beetl spoken and the Rites
howled through at their Seasons. The wind gibbers with Their voices. and the earth muliers with
Their consciousness. They bend the forest and crush the city, yn may nol forest or city behold
Ihe hand Ihal smites. Kadath in Ihe cold waste halh known Them. and what man knows Kadath.'
The ice desert of the South and Ihe sunken isles of Ocean hold stones whereon Their seal is
engraven. but who hath uen the dl'ep froun city or Ihe sealed lower long garhmded w,,'ith sea·
weed and barnacles? ... As a foulness shall ye know Them. Their hand is III your throots. yel ye
s« Them not; and Their habitation is even one with your guarded thrrshold. ... Man rules now
where They ruled once; They shall soon role where man rules now. After summer is winter. atld
after winter summer. They wait palient and potent. for here shall They rrign agaill.

- H. P. LOJlecro!1

-
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VI.
Magic and Spells

Wherein the methods ofsummoning and binding My/has horrors are explained. No sane
Investigator would willingly learn slJch secrets unless forced to by the greatest need,

The magic of the CthulllU mythos is not that of most fan·
tasy games. There are few spells devoted to blasting and
smiting foes, and very few spells are quickly performed.
M~!ch of the sorcery will need to be invented by the
keeper for his campaign.

The magic is largely devoted to ritualistic summonings
of horrible demons and entities and trying to coerce them
inlo obeying one's wishes. The spells afC learned by resort­
ing to ancient books of [ore, or by learning from a wizard.

The Books of the Cthulhu Mythos
The numerous volumes of arcane lore and their various
editions and translations are the backbone of the mythos.
These books will be a major source of power for the char­
acters, and defeating some terrible monster may be made
palatable by the prospect of gaining some book or other.

The following conventions are used in Ihe list of books
following: tifle refers to the name of the book; language
gives the language Ihe reader needs to be familiar with in
order to read the book; + 10 knowledge gives the number
of points added to the reader's abilily in Cthulhu mythos.
Spell multiplier gives the percentage chance that the
reader will learn spells or other arcane arts from reading
the work; effect on SAN is the amount of SAN lost by
reading the work.

Unlike SAN loss from being frightened by monsters,
SAN loss from reading a book is automatic. There is no
way to lessen the impact.

With some of the books. I have listed the author or
translator for interest's sake. Also, since some books come
in varying editions, an asterisk C*) has been placed beside
the names of books which are later editions of the books
listed just over them. For example, the Necronomicon of
Dr. John Dee is marked with a "*" because it is a later
edition of the book above it, namely A/Azi/. by the Arab.
I hope this is nol confusing. The only books with dupli-

cate editions listed are Al AzifCalso known as the Necro­
nomicon), Unausprech/ichen Kutten (later known as
Nameless Cults), and the Liher /vonis (known as Livre
d'/vo/l or the Book of £iOOn). Other editions of the re­
maining works are at the option of the keeper.

Language: When a character gets his hands on one of the
books, he may attempt to read it by spending at leasl
2D6 months in serious study (this need not be consecu­
tive months), and Ihen rolling his skill in the appropriate
language on IDIOO. If he succeeds. he takes the SAN loss
tied to the book and also gains the benel1ts contained in
the work. If he fails 10 make the roll, it is assumed that he
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Books of the Cthulhu Mvthos

JDIOO Title LAnguage + to Knowledge SpeJJ Multiplier Effect on SAN
01 AI Azif (by Abd al.Azrad) Atabic +18% x5 -2010
02 "'Necronomicon Greek +17% x5 -2010

(tr. by Theodorus Philetas)
03 -Nteronom;con "'tin +16% x5 -2010

(tr. by Olaus Wormius)
04 -Necronomicon English +15% x4 ·2010

(tr. by Dr. JOM Dee)
05-08 Culte! des Goules French +14% x2 -1010

(by the Comte d'Eriette)
09-12 De Vermiis Mysterii$ Latin +12% x3 -206

(by Ludvig Prinn)
13 UntJuspN!chlichen Kullt'n Germ", +15% x4 ·208

(by von Junzt)
14-16 -Nameless Cults English +12% x3 -208

(pub. Bridewell)
17-20 -Nameless Cults English +9% x2 ·208

(pub. Golden Goblin Press)
21-22 Liber Ivonis Latin +13% x2 -204
23-24 -Livre d'lvon French +12% x2 -204

(tr. Gupard du Nord)
25 -Book of Eiban English +11% x2 -204
26-30 The Golden Bough English +5% xl .J 02

(Frazer)
31·34 Witch·Cult in Western Europe English +4% xl -ID3
35·37 Pnolwtic Manuscripts English·· +10% x2 -ID8
3840 Book of Dzyan English·· +9% xl -ID6
4144 AUJthoth and Others English +4% -104

(poetry by Edward Derby)
4547 People of the Monolith English +3% .J OJ

(poetry by Justin Geoffrey)
48 R 7yeh Text Chinese +15% x4 -2DB
49·50 CthDot AqUDdingen English·· +13% x3 -208
51·52 EltdoM/n SJwrds English·· +11% x2 ·lOB
53·54 Celaeno Frogments English·· +9% x2 -108
55·56 SII$$t'X Manuscript English·· +7% x2 -ID6
57-58 Ponope Scripture English·· +5% x2 ·ID6
59-60 ?Anthu Tablets English·· +3% x2 -106
61-63 Rellekltions ofGltJokl English•• +15% x3 -206
64-65 Sellen CryptiCIJI Books ofHS/JII Chinese +8% x3 -ID8
66-67 Prodigie! in the New-England English +4% -106

Canaan (by Reverend Ward Phillips)
68-69 True Mallek English +6% x2 -108

(by Theophilu$ Wenn)
70-71 Monstrt's and Their Kynde English +8% xl ·108
72·74 G 1Iame Fragments English•• +10% x2 -1010

(tr. Lord Wendi·Smith)
75 Cthufhu in the Nteronomicon English +6% xl ·106

(by Dr. Shrewsbury)
76.QO Keeper's Choice various varies varies varies

• translation o( work listed .oov~.
.. the work i$ found tl'lllUlated into Eng.lish, but originally wu nol in lhallongue.
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was able to gel ~nough of the gisl of Ih~ work 10 lose his
SAN. bUI not enough to gain any other benefits. If he
does succeed in Ius Read Language roll, he may attempt
to go up through experience. If he fails h.is roU, he may
not try to read that particular work again until he has
increased his current skill in that language by at least 10%.
If a character has failed 10 read a book (losing the approp·
riate SAN) and then tri~s again. he will only lose half the
SAN roU~d (round fractions up). Once an investigator has
successfully r~ad a book, he will no longer lose any SAN
upon again perusing il.

+ to Knowledge: Once a charact~r has successfully studied
and read a book, this number is immediately added to his
Cthulhu mythos skill.

This number also gives th~ book's usefulness as a
refer~nc~ tool. Whenev~r I characler needs to find out a
specific fact about th~ Cthulhu mythos (such as how long
it tak~s for a chthonian to reach maturity. or approxi­
mately wher~ V'golonac's body awaits its resurrection), he
may spend several hours of hard study poring over a book.
Multiply the book's Knowledge + by 5 and attempt 10 roil
that or less on 10100. If the roU is a success, then the
fact, or at least allusions to that fact were found. If the
roU was a failure, then there was nothing about that in the
book. In either case. the keeper should make a note to the
effect of what was or was not contained in the book for
future reference, O( course. the keeper may always slate
as to whether or not a certain fact is contained, and may
have the discovered fact be as obscure as he desires.

Example: I/arr~y Walters has obtained the dread De
V~rmiis Mysteriis. /11 a recent experience. lie operheard
references to the "Moon-Lens" alld is quite curious as to
what this means. sillce Ihe reference was in a fairly omin·
ous tOile. fie turns to his new book, and reads it. Since
De Vermiis Mysteriis has a knowledge + of 12, it has a
la5 or 60% chalice of containing a reference to the
desired facl, I/anley rolls 47. alld tl'e keeper infonns llis
player lhal, while Ihe Moon-lens' IUllUre and descriplion is
trot cOlltained ill De Vermiis Mysteriis, the book does COII­
taill a reference to a special sort ofquartz foulld in celltral
Africa w"ich can be IIsed to "see Ihe Moon-lens clearly, .'
Harvey is mystified by till'S, bill decides shortly lhal it
m/lSI meall that I,e is supposed to look at the 11/0011
lhrough a glass of this qllartz, and starts pesterillg his edi­
tor for fllllds to (rall('1 to Africa.

Spell Multiplier: After a character has successfully studied
a book. he may attempt to learn speUs from it. The keeper
should make II listing of the v:lrious spells in 3 given book,
and th~ order in which they clln be deciphered. When a
character tries to learn spells from a book. he must spend
206 weeks in study and then try to roll his INT time!
the spell multiplier or less on 10100. If he succeeds, he
has learned a spell. If he (aus, he has wasted his time. A
character may try again and again, taking 1D6 months
each time. and learning new spells until h~ has learned all
the spells contained in a particular book.

Wh~n a spell is determined for a book, the keeper
should make a note of it, and when anyone else reads that

same book. the Hrst spell le.llned should be the same as
the first spell learned by the previous readers.
SAN: This has been already explained at the beginning of
this chapter. The charact~r loses this amount of SAN (no
SAN roll can be made to reduce the loss) when he first
tries to r~ad the book. On ~ach subsequenl allempt. he
loses half this amount (round fractions up) until he has
finally succeeded. wh~n he will lose no more SAN.

Second Editions: As previously explained, the asterisk
(-) means rhal the book is :I Iranslalion o( the one listed
above it. without an asterisk, which would be an original
edition of that work.

When one edition of a work is read and understood, it
has definite effects on the other editions of that work
read by an inv~stigator. After a successful reading, SAN is
not lost again in reading the work, no mailer how many
diffcrcnt languages and editions are sub.sequently read.
The Cthulhu mythos knowledge that a cturacter may gain
from reading different ~dilions is limited. The highest
bonus of all the ~ditions that he has read is used as his
bonus,

Example: Harvey Walters gets Q copy of lhe Golden
Goblin edition of Namcless Cults, and adds 9% onto his
Cthulhu mylhos skill. Laler on, he gains a copy of the
B14ck Book. - the original German edition, which adds
15% onto Ctlrulhu mythos. Ho!t't1CVer. since 'Walters has
already added 9% ontO his skill by reading a less com­
plete edirion of the work, he only gets 10 add 15·9 = 6%
011/0 his skill, Later yet. he gets Q ropy of lhe Bride'l\'QlJ
edition of Nam~less Cults.. lie may add nothing to his
Cthulhu mythos skill for this book. as its bonus is only
12%, less Ihan lire 15% he already hOJ gained in owning
the origillal edition. In acquiring and reading lhese three
books, Harvey only had to lose tire 2D8 points ofSAN
once, as lIe sllccessfully read the book the FlJ'St rime.

The double asterisk found after Ihe Langugge column
in some books means that lhe book is found here trans­
lated into English. but was not originally in that tongue. If
a copy of the work (usually around a one-lhird chance of
tltis) is found to be in the original, usually non-human,
tongue, it is more potent. Add +3% to the Knowledge in­
crease that the work provides, and add +I to the spell
multiplier. It is treated as another edition of the same
work, The exact language of the original is up to the
keeper. The 1DlOO roll at the head of the chart is for the
convenienc~ of th~ keeper to use if he or she cares to ran·
domly determine a particular book thaI a character finds.
Note thai the roU of 76-00 givcs no specific book. For
this. th~ keeper may make up his own book, using the
previously given works as guides. !'Ie or she could also
have Ih~ books be useless. or be an old diary or black
magic grimoire. Diaries often add to Cthulhu mythos
knowl~dge (especially when wriUen by lhe right people).
but hardly ever have spells. Grimoires, on the other hand,
usually lend only minimal increases to the Clhulhu
mythos skill. but may have as high as x2 or even x3
spell multipliers. However, most grimoires have onJy a
xl spell multiplier. The amount o( SAN lost in reading
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one of these books must also be specified by the keeper.
TIle amount of SAN lost should be commensurate with
the amount of benefits the book contains.

Other Means of learning Spells
A person knowing a spell can teach it to another by
spending time with him in a one-on-one situation. Each
week the Irainee may attempt to roll his INT or less on
1DI 00. Once he succeeds, he has learned the spell.

Another way to learn a spell is from a deity or man­
stet. The entity lllay either give his follower a tablet or
scroll containing the spell (from which it may be learned
as if it were a book) or the entity may telepathically
imbed the spell in the target's mind. This takes only a few
minutes. The target must succeed with an Idea roll to
retain the spell's knowledge afler lhe entity leaves.

SPEllS AND MAGIC
OF THE CTHUlHU MYTHDS

Magic Points

All characters have magic points (MPs) equal in amount to
their POW at the start of the game. These MPs can be ex­
pended by the character to cast spells. A character cannot
expend more MPs than he possesses. Magic points are
regen::r3ted by POW at the rate of one-quarter of the
user's POW per 6 hours (round down any fractions). Thus,
at the end of a full day, aU the user's magic points would
be regencrated. Magic points will never be regenerated
above the character's POW. If a character were to some­
how obtain more magic points than his POW, he could use
them in casting spells, but they would not be regenerated.

If a character's Magic Points reach 0, he will fall
unconscious and remain in that state till his Mrs have
increased to at least 1.

Casting Spells
Several requirements must be met before a game spell can
be successfully cast. In most spells magic points are re·
quired of the caster or the spell will not work. [n some
cases the spell uses POW. POW does not regenerate. It will
remain at that lower value until further lowered or some·
how raised.

The second requirement for spell casting is that of a
physical component. Some spells lack a physical compon·
ent, and other spells may share components with each
other. Usually a physical component may be used again
and again for a spell (such as the necessary great menhirs
used for the summoning of He Who is Not to be Named),
but other limes this Component is used up in the course of
the spell (such as drinking space·mead).

The third requirement is that of time. All spells take
some time to cast. ntis may vary from only a few minutes
or seconds to over :t week.

The fourth requirement is the incantation. TIle uscr
must know the spell and reiterate a sometimes complex
and lengthy chant. The spell caster must have freedom of
movement and usually voice as well to cast the spell.
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The last requirement is SAN. Whenever a spell is cast,
the user will usually lose some of his SAN. The loss varies
from spell to spell, and is grossly large for some spells. In
generaJ, all such SAN losses are automatic - no SAN roll
will reduce the loss.

Spell Choices for Cthulhu Monsters
The following table divides all the spells into various cate·
gories. These may be used to determine what spells a par­
ticular alien entity knows, or is likely to teach its wor­
shippers or followers.

Summoning Servant Races

There are a group of spells, each summoning a different
being, but sharing several characteristics in common,
which arc discussed under this heading. All these spells are
distinguished by the use of the word "Summon" in the
title. Knowing one of these spells is of no use whatsoever
in attempting to cast any of the ot11ers.

All the Summonings require the expenditure of magic
points at the rate of 1 MP per 100chance for success (ex.
ception: Summon Servitor of the Outer Gods). For each
MP that the character is expending in the spell, he must
spend at least 5 minutes in chanting and gesticulations.
The character may spend as many magic points as he likes,
but more than 10 points is counterproductive. Even if 10
points are expended, there is still a 5% chance for failure
- if the caster rolls 96-00.

If the spell is a success, the desired being will appear
within lDIO minutes after the chanting ends. Only one
being will appear per spell cast. The caster loses 103 SAN
each and every time that he casts a Summon spell. Other
Summon spells besides these certainly exist, but this list
should give :l good starting point. Of course, when the
Summoned being arrives, it may cause additional SAN
loss. Most of these spells require a material componelll.
Summon Byakhee: This spell requires the material adjunct
of a whistle, which must be blown during the Summoning.
For each point of POW permanently expended in enchant·
ing the whistle (knowledge of how to do this mayor may
not be included in the original spell's description, at the
keeper's option - it may be found in a different place
altogether). 10% is added to the spell's plObability for
success. Such a whistle may be used again and again. This
spell may only be cast successfully at night when AIde·
baran is above the horizon (October through March are
the best months). The byakhee will flap down out of the
sky, still icy from space.
Summon Dark Young of Shub·Niggurath: This spell re·
quires a blood sacrilice of some beast with a SIZ of 8 or
larger. The summoner must use a knife to make certain
ritual cuts in despatching the victim. This spell may only
be cast outdoors in a wood, and during the dark of the
moon. The Dark Young will stalk out of the woods when
summoned.
Summon Dimensional Shambler: This speU requires the
use of a dagger, which must be made from 3 pure elemen-



SPEllS FOR MONSTERS

tal metal, and may nol be an aUoy of any sort (including
steel)_ The blade may be enchanted, by expending a poinl
of POW permanently on it. (Knowledge of how to do this
mayor may nol be readily available, at the keeper's op­
tion). in which case +10% to chances of success arc given
for every point of POW in !.he dagger. This spell may be
casl anytime. The shambler simply forms out of the air.

OUtrory
Eld~1 God

Other God

Independent Racea

Greal Old One
or Servitor Race

AuocitJl~ SfNlI'
Sllrnmon{9ind Nightgalun
Conlacl Nodens
Brew Space-Mead
Elder Sign

Summon/Bind Dark Young of
Shub-NIggUlilh

Summon/Bind Hunting Honol
Summon/Bind Servitor of lilt

Otmr COW
Call Azalholh
Call Shub-Nigguratll
Call YOll-Sothoth
Contact Nyul:nholep
Resurrection
Dread Curse of Atathoth
Shriving
V oorish Si8n
Powder of Ibn.chW
Crcate Gate

Summon/Bind Dimen. Shambler
Summon/Bind Sal Vampire
Cunael ChtllOnian
ConUlet Flying Polyp
Conlact Hound ofTindallK

Summon/Bind Byakhce
SurnmonfBind Fire Vampire
Contact Deep One
Contact Fannleu Spawn of

TSlII.hO&llUI
Contact Ghoul
Conlactl'u!l,gi from YUllIoth
Conllct Old One
Conlllct Sand·D....eller
Conlacl Spawn ofClhulhll
CaU Cthugha
Call Hanul
Callilhaqua
CaU Nyogtha
Conlac! Cthulhu
Contact Tsathoggua
Conl~CI Y'8olon~c

Cont~ct Vis
Creatc Galc
Bre ..... Space-Mead

Summon Fire Vampire: This spell reqUires a bonfire or
othcr source of flame for success. The spell may only be
cast at night when Fomalhaut is above the horizon (Sep·
tember through November are the besllimes).

Summon Hunting HOrTor: This spell requires a blood sac­
rifice of a sentient being (usually human). The caster docs
not perfornl the sacrifice himself _ it is taken by the
Hunting Horror when it arrives. If no S3crifice is available
for the horror, it will takc the caster. This spell may only
be cast at nighl in the open air.
Summon Nightgaunt: This spell requires a stone emblaz,
oned with the cryptic Elder Sign. The stone must /lot be
star-shaped. The spell is only effective al night when the
moon is bclow the horizon.

Summon Servitor of Ihe Outer Gods: This spell may be
cast anywhere and at any time that is especially unhallow­
cd. Typical nights would be Midsummer's Eve, Mayday,
Halloween, and Walpurgis Night. Other nights could also
work, at the whim of the keeper. A flute is required for
the success of the spell. This flute may be enchanted to
increase chances for success, at a cost of 1 point of POW
permanently gone for a 10% increase in chances of sue·
cess. This spell cOSIS triple normal costs for success - that
is, it takes 3 magic points for a 10% chancc of success.

Summon Star Vampire: TIlis spell is only castable at night
under a cloudless sky. The casler needs a book in which is
inscribed the words of the spell. The book may be en·
chanted to increase chances for success, at the rate of
I point of POW permanently gone per t 10% chance.

Binding Servant Rac~
For each Summon spell, there is an appropriate Bind spell.
Thus, there is a Bind Byakhee, Bind Dark Young of Shub·
Niggurath, Bind Dimensional Shambler, and so forth. All
these spells are specific to type; the Bind speU for one
monster never will work on another.

To cast a Binding spell, the user must spend a combat
round intoning the spell's chant, and then expend a magic
point. He then matches his magic points 'Is. the magic
points of the creature he is trying to control. If he over­
comes the crcaturc's magic points on the resistance table,
it is bound. If he fails, it will always attack him. He may
not try to Bind a creature currently engaged in melee with
him. A Binding spell must always have a specified, visible
target, with one exception: if a successful Summoning
spell has been cast, but the crcature has not yet arrived,
a Binding spell may be cast upon the not-yet-arrived
being, so that when it comes it will already be bound by
the caSler.

A being may not be bound if it is already under the
influence of a Binding spell cast by some other indivi,
dual, or if it is more than 100 yards off (unless it has
been summoned by the character attempting the binding).

Once a being has been bound, it must obey one order
of the caster, after which it is free to go again. It is con­
sidcred to be under the influence of the caster's spell until
it has fulfiUcd lhe letter of his command {if not the
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spirit). This order must be specific and limiled in dura­
tion. For example, "Protect me from all harm:' would
not be a legal command, bUI "Slay those four men who
are attacking me." would. A being could be summoned 10
carry one somewhere, preside at a cult ceremony, go to a
specific location and slay all found there, or any other
deed the keeper's fevered brain can imagine.

The command given the creature by iu binder, may
not have more words than the INT of the creature, though
the binder can point ("Go thataway.") or make other
simple gestures.

Each attempted casting of a Binding spell, successful or
not, coslS the user a point of SAN.

Contact Spells

This is another group of spells sharing characteristics in
common. grouped for convenience. As usual, knowledge
of one of thest spells does nOl allow the knower to cast
any of the others. The effects of the speU are the same in
all cases. A member of the Contacted species will come to
the caller. The spell takes a minute or two 10 cast, but the
Contactee will not necessarily come immediately, and
may delay its coming for a day or two. The beings will
usually try 10 come when their caller is alone, or with no
one but cultists or friends of the beings. To make a ran·
dom delennination as to time of arrival, the keeper could
roll 10100 for the number of hours before the Contactee
will come. Members of lesscr races, such as Old Ones.
sand-dwellers. or mi-go. may come in smaU groups instead
of coming alone.

This spell is usually uscd to get into contact with one
of the Elder Races, so that a sorcerer can Jearn knowledge
of skills, magics. and sccrets. The contacted race may set
up some simple method of being called by the sorcerer.
and the keeper should carefully determine their reactions
to the sorcerer and play them carefully. If the spellcaster
can offer something 10 the being or beings contacted in
exchange for what the caSler wants. his chances of success
will greatly increase. Remember that these en Ii ties often
have their own. diabolical plans and schemes. There is no
guarantee that the contacted entity would rather bargain
with the sorcerer than devour him (especially in the case
of such malignant crealures as Flying Polyps or lhe
hounds of Tindalos). In any case, the minds of these alien
horrors do not work al all as a human's would.

Each Contacl spell costS a certain amounl of magic
points 10 cast. depending on the spell. 11tis amount is
equal to Ihe minimum possible POW thaI a member of the
Contacted race could have (i.e., a Hound of Tindalos, with
a 706 POW, could theoretically have a minimum POW of
7, SO the appropriate Contact spell costs 7 magic points).

The Contact spells each cost the user 103 SAi'" to cast.
Other Conlact spells for other races may also exist.
Conlacl Chthonian: This spell takes 5 magic points to
cast. It must be cast at a sight that chthonians are known
to inhabit or have surfaced at, such as G'hame in West
Africa. It mighl also be possible to successfully cast this
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spell at any place where earthquakes have caused ex­
tremely deep cracks to form in the earth.
Conlact Deep Ones: This spell takes 3 magic points, and
may only be cast on the ocean shore, near one of the
Deep Ones' submerged lowns. The speU involves throwing
specially inscribed stones into the waler.
Contact Flying Polyp: This spell takes 9 magic points and
must be cast at one of the rare openings into the under­
world wherein the polyps live. The caster must actually
stand by the opening as he intones the spell and expends
lhe magic points.
Contact Fonnless Spawn of Tsathogghua: This spell takes
3 magic points and must be cast either at a temple of
Tsathogghua (still possessing its stalue of Tsathogghua) or
at a spot near an opening into the black abyss of N'Kai
(evidently somewhere in western North America).
Contact Ghoul: This spell takes 8 magic points. It may
only be cast on moonlit nights ncar an old (at least a cen­
tury) graveyard or at an ancient crypt. Or at other sites
that ghouls are known to favor.
Contact Hound of Tindalos: This spell costs 7 magic
points and may be cast anywhere. at any time. II is ex·
tremely dangerous.
Contact Fungi from Yuggoth (Mi-Go): This spell takes 8
magic points and musl be casl either at the base of a high
mountain. or on the moun lain iuclf. The mountain must
be part of a range known to be mined by the mi-go. Such
ranges include the Appalachians. the Himalayas. and some
mountains in Central Africa.
Contact Old One: This spell takes 3 magic points and
musl be cast while over a deep Irench in the sea, or while
near a magical gate to another world in which the old ones
are known to dwell. The most likely trenches to be suc­
cessful are those near Anlarctica and the mid·Atlantic rift.
Contact Sand·Dweller: This spell takes 3 magic points
and must be Casl while in a suitable desert. TIle desert of
the southwestern Uniled States is suitable.
Contact Spawn of Clhulhu: This spell costs 6 magic points
and must be cast while at the ocean shore, and near a
Deep One outpost. or else near a spot that the Spawn of
Cthulhu arc known to sJeep. This spell will work on
various Polynesian isles, off the Massachusetts coast. and
over the site of R'lyeh.

Call Deity

It is possible to summon some of the demon-gods of the
Clhulhu mythos to one's aid or detriment. The actions of
the being when summoned are given under the description
of Ihal particular being. As usual, knowledge of one of
these spells gives no help in casting any of lhe others.

All of the Call Deity spells have the same basic chances
for success. In each case. one individual must act as the
caller for the entire group. He must know Ihe spell. and
may expend :as many magic points as he desires. Anyone
else knowing the spell may expend as many magic points
as he desires as well. All others in the group may only ex­
pend I magic point each. Add up the total number of



magic points being used, and this gives the percentile
chance that the speU will work.

For each 1% chance of the speU's success, the entire
group must chant for a fuU minute. Thus, a ritual with a
low chance of success will normally take less time. How­
ever if the total percentage chance for success exceeds
100%, the extra percentage points may be subtracted
from the total time necessary (down to a minimum of I
minute).

Example: Harvey Walters wants to summon Cthuglla ro
destroy a certain site. He knows the right spell alld acts as
the caller. He has 6 compatriols, aile of whom also
knows the spell, and others of which do not. Harvey ex·
pellds 8 Magic Points (all but one), a/ld his knowledgeable
friend expends 12 of his Magic Points as well. Each of the
other 5 investigators spend their 1 point each for a rolaf
of 5 Magic Poi/lts more. Tile grand total is 8+12+5=25%
chance for success. Harvey s group must chant for 25
minutes.

A second, possibly more important use of these Call
Deity spells is in Dismissing said deities. The spell to Dis·
miss any deity is contained within the Call spell, so that
anyone knowing how to Call a given deity also gains the
knowledge of how to Dismiss il.

Dismissing a deity takes I magic point per 5 points of
POW or fraction thereof that the deity possesses. In
addition, an additional magic point must be expended for
each 5% cumulative chance of success in the dismissal.

Example: Harl-'ey Walters and his friend George en·
counter Nyogtha, whom they ,wtllrally enough wish to
Dismiss. Both Harvey and George know the spell for Call­
ing (and thus Dismissing) Nyogtlza, so they go ro it. Nyog·
tha has a POW of 28: they must expend 6 magic points,
plus I more magic point per 5% chance ofdismissal. They
have nothing to lose, so each of them gh'e up their entire
store of magic points (9 for Harvey and 12 for George).
This makes a total of 21. Since 6 points must be spent
just to acth'ate the spell, their chance is equal to 2J-6 or
/5x5% = a 75% chance of success in Dismissing Nyogtha.

Most Call Deity spells requite special adjuncts or times
when or where the spell may be cast successfully. This
does not apply to the Dismiss Deity use of these spells.
A Dismiss spell may be cast at any time and at any place.

Casting any Call Deity spell costs the caster IDI0 SAN.
Dismissing a deity costs no SAN.
Call Azathoth: This speU may only be cast at night. No
special preparations aTe needed, but Ihe summoning is
dangerous. It must be cast outdoors.
Call Shub-Niggurath: A large stone altar must be conse·
crated before this spell can succeed. The altar must be set
in the heart of a dank wood or other wilderness spot. and
the spell must be cast from it. The altar is consecrated by
being completely bathed in blood - which requires at
least 200 SIZ points of victims. Once the altar is conse­
crated, it may be used again and again. Each time Shub­
Niggurath is summoned, 40 SIZ points of victims mUSI be
sacrificed, and their blood spilled over the altar. The altar
will add +20% to chances of success in casting the spell
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of Summon Dark Young of Shub-Niggurath. This spell
may only be cast at the dark of the moon. For each Dark
Young present at the casting of Call Shub-Niggurath. 10%
is added to chances for success of this spell.
Call Yog-5othoth: A stone tower al least 10 yards high
must be created for this spell. Each time that the spell is
cast, a human sacrifice must be designated for Vog·Soth­
oth's taking. This need be no more than gesturing towards
a nearby village, from which Yog·Sothoth wiU select a
victim. For each point of POW permanently expended in
enchanting the tower, +5% is added to the chances of
casting this spell from it. The tower must be in an open
area. and the spell must be cast under a cloudless sky.
Call Cthugha: No adjuncts for this spell are needed other
than a name of some sari, which the casters must move
during the spell's intoning. A match or torch would both
be suitable. The spell may only be cast at night when
Fomalhaut clears Ihe horizon. September to November
are the best months for Fomalhaut.
Call Hastur: This spell requires the enchantment of C)

blocks of stone in a "V" pattern. A point of POW must be
permanently expended in enchanting each of lhe 9 blocks.
The stone monolilhs need not be regular in shape. but
each must have a tolal volume of al least 9 cubic yards.
The spelJ may only be cast on clear nights when Aldebar·
and is above the hotizon (generally between October and
March). The slone "V" adds +30% to chances for success
in casting the spell of Summon Byakhee. Each byakhee
present when Call Hastur is cast adds +1 0% to the chances
for success in the spell.
Call Ithaqua: This spell requires an enormous mound of
snow upon which the caster must stand. It may only be
performed in the far North and only when temperatures
are below freeZing.
Call Nyogtha: This spell may only be cast at an entrance
to an extensive underground cavern, which must (eventu·
ally) connect up to the cave wherein Nyogtha dwells.

Contact Deity
Deities lIlay be cOlllacted as well as lesser races. The pro·
cedures are different from those followed in Calling a
deity, and so are the results. Knowing a Contact spell for
one deity does not help in casting any other Contact spelJ.

In casting any Contaci spell. the caster must expend I
point of POW permenently. This gives him a chance of
success equal to half his new Luck roll. Once success is
achieved, the deity contacts him in a more-or-less friendly
manner. according to its personality and whims. TIle
keeper should play the deity carefully. Since investigators
generally will not worship these beings except in passing,
they are unlikely to give the characters very good magics
or knowledge. The deity will generally nol appear person­
ally, but a sending or projection of the god will come.

The deity will contact the spellcaster wilhin 24 hours
or so after it has been successfully Contacted. Each cast·
ing of any of these speUs costs 106 SAN.



Contact Nodens: This spell may only be successful if per­
formed while in a remote location, such as on the edge
of a sea-elifT. Nodens will contact the casler when he is
alone, and in an inaccessible place.

Conlacl Nyarlathotep: This spell may be cast anywhere.
bUI Nyarlathotep will only appear at the meeting of a
group of worshippers or at the initiation of a new follower
of the Outer Gods.

Contact Clhulhu: Cthulhu's response is always in the
form of a dream or nightmare. He informs his followers of
his desires in dreams.

Conlacl Tsalhogghua: When Ihis spell is successful, Tsath­
ogghua may appear in spirit foml. as a hazy. translucent
projection of his real self (normal SAN losses apply). He
will speak audibly to his contacter, but will usually only
appear when his contacler is alone.

Contact Y'golonac: Contacting Y'golonac results in the
possession of the contacter or of a close associate, who
will then approach the contaeter. Y'golonac will try to
possess the contacter himself if the deity does not feel
that he would make a suitable priest. Otherwise. il will in·
habit one of the con lacier's associates or even a different,
random person, and try 10 convert the CQntacler through
his possessed victim.

Co"lael Yig: Yig will generally send one or more of his
snkes to the contacter. The snakes will bear messages be­
tween the god and his contaeter.

effects of the space mead end, and the character must
drink another dose to travel back through space. In all
cases, use of the mead requires the expenditure of magic
points. In general, it costs magic points equal to the log to
base 10 of the distance travelled in light·years. For exam·
pIe, if a character were to travel 101 light years, it would
cost him 2 magic points. If he were to travel a billion light
years, it would cost him 9 magic points. In addition.
travelling through space costs the character points of SAN
equal to the magic points lost. Space-Mead is usually only
prepared for immediate use. There are several different
types of Space-Mead, each with the same effects, but re­
quiring a different 5 ingredients.

Creale Gale: This speU allows the user to make a Gate to
other lands, places, and worlds. Each Gate is presel for a
single otller location. Creation of a Gate requires the pcr­
manent expenditure of POW in enchanting the sile. TIle
amount of POW that must be sacrificed is equal to the log
to base 10 of the distance the Gate covers in miles. The
Gate may take many forms. a common onc being a pal­
tern of painted lines on a sloor or a peculiar arrangement
of stones in a field. Using the Cate costs a number of
magic points equal to the POW originally used to make
the Gate. If a character going through a Gate does nol
have enough magic points to make the transition, he goes
through anyway, but arrives at the other side dead.

GATE CREATION COSTSOther Spells
Brew Space-Mead: This spell is actually a procedure for
creating a magical drink. This drink requires five different
ingredients - which should be determined by the keeper
- and requires at least a week of brewing time. Once fm·
ished, it must be enchanted by putting 20 magic points
into the brew per dose (this may be done over a period of
time). Each dose of the brew will allow a human character
to withstand the vacuum and vicissitudes of space. While
in space, the investigator will be in a sort of mental and
physical stasis, and will be nearly insensible to his sur­
roundings. Upon arriving at his destination (presumably
by being carried by Byakhee or something similar), the

POW or magic points
ExpefJded

I
2
3
4
5
6
7
8
9

. and so on.

Distance in Miles
Not to Exceed ...

100
1,000

10,000
100,000

1,000.000
10,000,000

100,000.000
I,000,000 ,000

10,000,000,000

SPACE·MEAD EFFECTIVENESS
Magic Points and SAN Distance in Light, Years

Expended Not to Exceed ...
J 100
2 1,000
3 10,000
4 100,000
5 1,000,000
6 10,000.000
7 100,000,000
8 1,000 ,000,000
... and so on.
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Example: Han'ey Walter:s comes upon a spell to make a
Gate, and decides to make a Gate to go to Mercury. AI
the furthest, Mercury is about 140 million miles away. so
tire log to base 10 comes between 8 and 9 (always round
down). Thus Han'ey would Irave to sacrifice 8 points of
POW jff order to have such a Gate.

Gates are designed for returns as well as departures.
To return, a character must make a return Gate attuned to
the Gate used to move initially. This costs no POW. All
the characler needs 10 do is go through the initial Gate,
and while on the other side ink out or otherwise make a



copy of the Gate through which he came. Then the travel­
ler expends magic points equal to the POW expended in
making the original Gate, and the return passage is opera­
tional.

Gates are known that are capable of challging those
passing through them, the bener to aid their survival on
an alien world, and there may be Gates that can go to
more than one destination. These elements would have to
be introduced by the keeper.

Creating a Gate costs no SAN. Each use of a Gatc costs
one point of SAN.

SAMPLE LOCALES AND DISTANCES

Sample Locale DistiJJlce in Miles (POW needed)
I Astronomical Unit 93,000,000 (7J
I Ught Year 5,900,000,000,000 (12)
I Pane< 19,000,000,000,000 (13)
Moon 230.000 (5)
Mercury 140,000,000 (8)
Venus 160,000,000 (8)
M"" 250,000,000 (8)
Jupiter 600,000,000 (8)
Saturn 1,000,000,000 (8)
Uranus 1,900,000,000 (9)
Neptune 2,800,000,000 (9)
Pluto (Yuggoth) 4,600,000,000 (9)
Proxima Centaurl 24,000,000,000,000 (13)
Sirius 52,000,000,000,000 (13)
Fomalhaut 140.000,000,000,000 (14)
Vega 160,000,000,000,000 (14)
Aldebaran 320.000,000,000,000 (14)
Other side of Milky Way ...

600,000,000,000,000,000 (17)
Andromedan Galaxy ...

6,000,000.000,000,000.000 (18)
Distant Quasar ...

30,000,000,000,000.000,000,000,000 (25)

Resurrection: This is a rare spell, with a misleading name.
It enables the user to take the complete corpse of a being
and reduce it by various essential salts and compounds
into a fine, usually bluiili gray. powder or ash. Under the
influence of a magical spell. the powder will take the form
of the original being. All the dust must be present for the
resurrection to be a success. If only part is there, what the
magician will get will have "onlie the liveliest awfullness"
in it. The complete corpse of the being need not be all in
one piece. As long as the coffin is intact, and sufficient
care is taken to scrape together all the fragments of dust
within it, the spell is likely to be a success.

By reciting the speWs formula backwards. it may be
used to dissolve a resurrected entity back into the dust.
In doing this, the formula reciter matches his Magic Points
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vs. the target's Magic Points. If the spell user wins the
struggle, then the target dissolves back into dust. Other·
wise. it remains, and may try to prevent the spell user
from reciting the spell a second time. Reciting the spell
backwards takes two combat rounds.

Either use of the spell costs the user 3 Magic Points.
Also, each use of the Resurrection spell costs the user
10JO SAN. Using the reverse formula to dissolve a "re­
turnee" back into his component dust costs 106 SAN.
Being resurrected by this spell costs one 1020 SAN.

Dread Curse of Azathoth: By repeating the secret name of
Azathoth, one can generate respect for oneself in any
being conversant with the mythos. This is due to the
"curse" effect. By repeatinp; the secret last syllable of the
Name of Azathoth, and directing the effects of that Name
against a particular foe (a roll on the resistance table
matching Magic Points vs. Magic Points is necessary), one
causes the target to lose (permanently) 103 POW. This
spell is usually used to coerce and threaten recalcitrant
creatures. Each use of the Name costs the speaker 106
SAN and 4 magic points.

Powder of Ibn-Ghazi: This magic powder has 3 ingredi­
ents, which must be compounded carefully and strictly
according to the directions. The exact ingredients are up
to the Keeper.

The powder is used either by blowing it from a tube, or
by throwing it over the target. It has the ability to make
invisible things visible. This includes magical Lines extend·
ing from all places enchanted for the Calling of any deity
or the aura around a Gate. It also works on invisible crea·
tures, of course. The duration of the powder's effect is no
more than 10 heartbeats. Using the powder costs no SAN,
but seeing what it exposes may.

Shrivelling: This curse takes two combat rounds to intone.
and costs the caster a variable number of magic points. It
blasts and blackens the victim, giving him one point of
damage per magic point the caster invests in the spell. To
succeed, the caster must overcome the target's magic
points with his own on the resistance table. Casting this
spell costs SAN equal to ~ the magic points spent.

Voorish Sign: This is a complex hand-gesture that serves
to aid in the casting of other spells. All spells have their
chances for success increased by 5% if the Voorish Sign is
performed with it. Using the Voorish Sign costs the user
I magic point and I SAN.

Elder Sign: The Elder Sign may be formed into the shape
of a leaden seal, carved in rock, or drawn in the sand.
When emblazoned across an opening, it makes that path
unusable to the minions of the Great Old Ones and Outer
Gods. The Sign is star-shaped, with an eye with a flaming
pupil in the center of the star. This is the most effeclive
technique for sealing off an entrance to the Outer Gods,
Great Old Ones, and their minions. Making an effective
Elder Sign also involves permanently sacrificing 2 POW
(but no SAN).

Enchant Item; There is no one "Enchant Item" spell.
Rather, there are several different spells used to create



Complete Listing of Spells

JDJOO
01.02
03
OW5
06-07
118-ll9

10
II
12
13·15
16
17-18
19
20-21
22
23-14

2S
26-27
28-30
31-32
33-]4

35·37
38-39
4042
4344
4546

NQJn~ofSpdl

Summon Byakhee
Bind Byakhee
Summon Dark Young of Shub-Niggurath
Bind Ouk Young of Shub-Niggurath
Summon Dimensional Stwnbler

Bind Dimensional Shambler
Summon Flre·Vampire
Bind Fire-Vampin:
Summon Hunting Horror
Bind Hunting Horror

Summon Nightgaunt
Bind Nightgaunt
Summon Servitor of the Outer Gods
Bind Servitor of the Outer Gods
Summon Star Vampire

Bind Star Vampire
Contact Cbtbonian
Contact Deep Ones
Contact Flying Polyp
Contlct Fonnless Spawn of Tsathoggua

Contact Ghoul
Contact Hound of Tindalos
Contact Fungi from Yuggoth
Contact Old One
Contact $and·Dweller

JDJ{)(J
4748
49
50-5 I
52·54
55

56
57·58
59
60
61-63

~

67-68
69
70
71-72

73
74
75-76
77-79
80

81<12
83<15
86-90
91{)()

NameofS~11

Contact Stu·Spawn of Cthulhu
Call Azathoth
Call Shub-Nirgurath
caU Yog&thoth
Call C1hu"",

Call Hutur
Call Ithaqua
Call Nyogtha
Contact Nodens
Conhlct NyarlaUtolep

Conhlct Cthulhu
Contact Tsathozgua
Contact Y'goIonac
Contact Yig
Brew Space-Mead

Create Gate
Resurrection
Dread Curse of Az.athoth
Powder or Ibn Chari
Shrivelling

Voorisb Sign
Elder Sign
Enchant Item
Other Spelh,
at keeper's discretior1

magical objects. each of which must be learned separately.
However, they have been grouped here for convenience.

Each spell is used to enchant a different device to use
with some of the spells listed above. The criterion for each
spell is the same, involving a blood sacrifice, the perman·
ent loss of I or more POW, and 1D4 SAN, and at least a
day of time.
Olher S~lls. Other spells can be devised by the keeper. It
is recommended that most introduced spells be limited to
techniques of calling, summoning, or contacting alien
monsters.

I have purposely left out some obvious spells, keeping
the idea in llllnd that Lovecraft generally invented his
spells when needed. Thus. a crealive keeper should be able
to make up a new spell for any occasion. if conditions
warrant.

Increasing POW

When a character successfully casts any spell which re­
quires him 10 malch his magic points or POW on Ihe resis­
tance table vs. the targe!"s magic points or POW, his POW
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has been exercised. ar1d Illay increase. Subtract his current
POW from 21 and multiply the difference by 5 to get his
percent:lge chance of increasing by 103 points.

/:.xample: Ilarvey Walten '/{u succeeded in casting the
!Jpell of Bind Fire-Vampire against a recalcitrant Vampire
which was attempting to bum him to death ill his car. Af­
ter ordering the being back 10 whence it came, Walters hQ!J

a chalice of increasing his POW. His current POW js 8.
Subtracting this from 21, he getJ 13. Thirteen times 5 is
65%. so he haJ a 65% chance ofgoing lip. He lucks out
alld rolls a 34. SO his POW goes up lDJ points. He lucks
out again. and it goes up J points. f1is POW is flOW II.

Anolher way of increasing POW is by trading SAN for
it. More powerful and effective individuals orten seem to
be a little irregular in their ways. For each 10 points of
SAN sacrificed for this purpose. POW goes up 1 point. ,r
a charaCler has 9 or less SAN, he cannot do this.

A Ihird method is by coercing or convincing deities to
give one POW in return for something from the recipient.
lltis method is best lefl up 10 Ihe keeper.



Finally, whenever a character is forced to make a Luck
roll, and rolls a 01 on the percentile dice, he may attempt
to increase his POW as if he had overcome another's magic
points or POW (Le., subtract current total from 21 and
multiply remainder times 5).

Increasing a character's POW does not raise his SAN in
any way, though his Luck roll will increase.

Magical Items
It is preferable for the keeper to provide his own magic
items, rather than having a ready·made list available for

the characters. Each magic Item should be crafted and
carefully planned, both as to its advantages and disadvant·
ages. This is not to say Ihat the items should never be dup­
licated, but that they should be unpredictable.

Magic items should generally be of the type that allows
the character to probe more deeply into the mythos or
that allow him to encounter other monsters, dimensions,
or areas. Some magic items that could profitably be in­
cluded in a healthy campaign are liSled and briefly des­
cribed here:
The Glass from Leng: A magic piece of glass which al·
lowed the owner to see into other places randomly. He
would inscribe a pentagram in red chalk, recite a brief
verse, :llld then the glass would show him a scene from
some area inhabited by the beings of the Cthulhu mythos.
Unfortunately, Ihey could also see through to his side of
the glass ...
The Plutonian Drog: This was a drug which had the ability
to send the user's mind back in time. It had the unfortun­
ate side effect of sometimes sending them so far back that
they encountered entities capable of travelling forward af·
ter them.
The Shining Trapezohedron: When this bright jewel-like
object was placed in total darkness. it summoned Ihe
Haunter of the Dark - Nyarlathotep - in a form that
could not endure ligllt. The Ihunter could not, unfortun­
ately, be dispelled again without very potent ceremonies.
The Lamp of Alhazred: nlis lamp gave forth vapors when
lit that sent the mind of the breather into ecstasies of
vision. These visions showed the breather strange and
weird landscapes of the mythos.

Other reasonable magic items could include function­
ing Gates. magical adjuncts 10 the various other spells, and
magic books.

----------------...
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VII.
Dow to Play the Game

Wherein the secrets ofsuccessful roleplaying ore revealed. Call of Cthulhu games ore quite different
from other roleplaying games. They depend upon the creation ofa suspenseful atmosphere

and unified Investigator action against overwhelming odds.

Call o{ Cthulhu differs in feel and motivation from olher
roleplaying games. In many such games, an effective tech·
nique is to confront and atlenlpl 10 destroy obstacles di·
rectly. Such a course of action will lead to disaster in a
typical Call of Ct/lIIJJlII scenario. The majority of the
otherworld monstrosities are so terrible that any attempt
to openly combat them will end gruesomely the player's
character. Even the merest glimpse of some of the more
macabre horrors can send a character into screaming in­
sanity. What can a player do, tllen?

The first step in a Call of Cthulhu scenario is to deter·
mine what you arc up against. This may involve going to
the library, speaking with local residents, trying to obtain
journals and diaries of those involved, and comparing reo
ports of the problem with the character's arcane books.
Arter some evidence accumulates, the players may want
to send onc or two characters to see if they can spot or
hear anything interesting. If a slimy hole has been found
in the back of the old Marsh mausoleum, send a character
through to see what he can see. ldeal1y. a scout should be
wel1-equipped and prepared for instant flight. If feasible,
it may be smart to put the scout in a car, aircraft, or boat
for the trip. The scouting party should be small because,
realistical1y, there is an excellent chance that the scout or
scouts may not return. "Safety in numbers" docs not ap­
ply hcre - the eldritch horrors are likely to be able to dis­
pose of fifteen unprepared investigators as easily as of
two or three. Even the death of the scouting party may
tell the main party something, though. The scouting party
should consist of characters with high SAN and good
mobility (especially Agility skills). TIley should avoid try­
ing to destroy or foil allY Cthulhu mythos activity (except
as necessary in escaping), and restrict their activities to
studying and spying out t.he foe.

If and when the scouts return. make a plan to deal with
the problem. In a small party, everyone may participate
in the scouting trip. Even in such a case, after the explora-
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tion, they should return to a safe place and make plans.
Commonly, novice players will sink into despair and
a~ume thai any danger is too much to face. Th.is usually
is not so, as any competent keeper will try to match the
dangers to the party's capabilities. However, if disaster
occurs and Elder Horrors overwhelm the party. it is best
to flee with what remnants of the group are left and leave
the scenario as "a story better left untoldl" If the keeper
consents, the players may attempt the same scenario again
later on, as they have become more competent and their
investigators better able to handJe themselves. Of course,
the keeper is within his rights in beermg up the monsters
and dangers of the scenario. After all, the horror has had
all that much more time to grow.

The best way to destroy the dangers in a scenario is to
usc brain instead of brawn. TIle investigators should use
direct action and engage in combat only against creatures
that have attacked them. Otherwise, they should rely on
spells, defacing monuments, the Elder Sign, and similar
techniques in destroying the monsters. If the investigat.ors
find out that there is a grisly demon inhabiting the old
rickety mine shaft, they need not climb down it again and
get eaten OT struck pemlanelltly insane. They could sct
fire to the mine supports, dynamite the shaft, or pour
concrete into the opening, thus burying the hideous threat
forever (?).

A smart maneuver is to divide characters into two gen­
eral classes or types. One type is the wise old professor,
who spends his time reading arcane manuscripts and learn­
ing the Sanity·blasting spells able to send the Elder Hor­
rors back whence they came, as well as learning and in­
creasing his Cthulhu mythos knowledge. This kind of
character is typically of little use if a fight develops, and
generally has a low SAN, due to intensive study of the
mythos. The second type is that of the tough, high.cON
guy able to fight well. whether with fists or guns. This



character should leave the more e1dritch aspects of the
mythos to others. so that he can keep a high SAN and
thus remain suitable as a bodyguard and for scouting mis·
sions. Other "types" of characters could be developed,
but the basic pattern should be obvious. No one character
can learn to do everything, and thus no one character can
be prepared for all eventualities. Because of mis. charac­
ters need to operate in weU-balanced groups (or at least to
stick to scenarios in which their particular deficiencies will
go unnoticed).

Avoid too much gunplay. Trying to win scenarios by
shooting up the monsters and their accomplices will result
in bad things happening. First, the police/FBI/whoever
may become involved, especially if the players moot some
high priest of Yog-Sothoth. Witchcraft was not enforced
as a crime in the U.S.A .. and the investigators may well be
carried off to prison babbling about diabolical gods and
human sacrifices. Further. an observant keeper may notice
that the players' response to difficulties is to shoot their
way out and react accordingly. by presenting the investi­
gators with monsters immune to gunfire or by giving the
investigators a taste of their own medicine. Three or four
gunslinging wors!tippers of Yig could well prove more
than the players would like to handle! Always remember
that in GIll of Cthu/Ilu. as in the real world, guns are
lethal! Avoid overuse of them and try to avoid con­
frontations involving them.

Every campaign will have its own feel. The above
guidelines mayor may not prove fully useful in some
other campaign. For example. if gangsters and/or foreign
spies are a common feature in a campaign, the characten
may want to carry concealed weapons for self-defense. On
the other hand. in a campaign in w!tich the investigators
devote their time to studying the grislier mysteries of the
Cthulhu mythos in Uollywood. the only use for a gun
may be to shoot oneselfifin danger of permanent madness.

How to Set Up a Scenario
Each scenario in Coli of Cthu/llll should be organized like
the layers of an onion. As the characters uncover one
Iller. they should diseover another. These layers should go
on and on, until the players themselves decide they are
getting too deep and stop their inve$ligations. On the sur·
face. the scenario should look like it is no more Ihan a
conventional "haunted house," mystic cult. or even a
hoax. As the investigalors delve deeper into the mystery.
hints and noles should be given showing the greater
significance of this panicular haunted house in me scheme
of thinp. If the players choose to investigate these hints,
he should be led on to yet another scenario or adventure.
For example, take The Cosr of Charles Dexter WanJ. the
only horror novel written by l..ovecraft. In this novel. the
hero begins by investigating the ancient writings of his
wizard ancestor. As he invesligates deeper (the fint layer
of the onion) he discovers a technique to raise the dead
and so raises his ancestor. who proves to look almost
exactly like the hero. His ancestor then becomes !tis
mentor in the arcane arts (Ihe second layer of the onion).

Uowever, the hero proves tOO "squeamish" and Ius
ancestor murders him and takes !tis place (end of scenario
for the hero). The hero's doctor then starts his investlga'
tions along the same lines as the hero (the new firstlayef
of the onion). Ue finds that the ancient house of the
sinister 3Ilcestor still stands. and visits it (the second layer
of the onion). While there. he encounten numerous
horrific sights, beings, and makes other discoveries. among
them how to lay to rest the evil ancestor whom he sus­
pects has displaced the original hero (the third layer of the
onion). The doctor finally gets to the insane asylum where
the evil ancestor is masquerading as the original hero and
he destroys the ancestor.

Although the novel goes no further, other steps could
be taken: a Being destroyed some of the ancestor's cronies.
but were there others? Were there surviving notes, devices
(and guardian monsters) at the hOllies of those cronies? At
the ancestor's centurieso()ld house there were deeper
crypts than the doctor wished to explore. Whal was in
them'? Was the malignance of the Being that the doctor
unleashed limited only to the ancestor and his brother
wizards, or does it now have diabolic plans of its own?

Each layer of a scenario should present two or three
choices as to where to proceed. The players should never
be certain mat they have delved inlo the bottom of a
mystery. except in a superficial manner. Obviously, the
keeper cannot make his scenarios inrmite1y deep, so either
he will have to break off play when the investigators get
too deeply into his mysleries. or else he will have to im·
provise. If he breaks off play. it should only be till he
manages to extend his scenario further and give more
depth to the mysteries. Two or more scenarios could lead
to the same dark secret. simplifying the life of the keeper
and presenting lhe atmosphere of a sinister interlinking
network of secrets to the players. For example, the old
Starry Wisdom cult chapel in Boston could lead the inves­
tigators to (nnsmouth and the Esoteric Order of Dagon.
Later. investigators of swamp cults in Louisiana could find
that they have connections to a master cult in New En·
gland, centered in Innsmouth and titled the Esoteric order
of Dagon.

In this manner, the keeper need not have a different
black mystery for each scenario, which would make !tis
Ufe 100 complex.

Keeper's Lore:
How to Set Up a Campaign

First. make up several scenarios. To start. make them only
two or three layers deep. The keeper will also need to
think of a couple of deeper seerelS and subsequent see­
nanos for the players to delve Into If they succeed in solv·
ing a scenario.

The scenarios ought to be arranged like the branches of
a tree. The players start out footing around with the very
tips and edges of the myth05, where there are dozens of
myths. legends. clues, and adventures. As they gain know·
ledge and experience. the investigators will work their way
inwards. where there are fewer happenings. of greater im·
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portance. At the center of the mythos reside the hideous
Elder Gods in all their reality. The final goal of play may
well be to save this planet and force the retreat of Cthul­
hu and other space beings. Becoming powerful enough for
rhat may take years.

Sprinkled among the more conventional scenarios
should be a couple of hoaxes or meaningless trails. This
will keep your world from degenerating into a mass of
monsters and their kin. Don't forget that the real world of
Prohibition, gangsters, bolshevik spies, and movie stars is
also right there for your players. An occasional scenario
with dangers of this world would be a relaxing experience
for your players, but keep in mind that the main goal of
the game is to meddle in the Cthulhu mythos! An occa,
sional scenario, especially at the start of a campaign, with
a "normal" werewolf, ghost. or vampire may also be inter­
esting for your players. Be creative!

How to Run a Campaign

Charts for random encounters, wandering monsters, and
similar things are the bane of Call of ClJl1Ilhu. In this
game, each event should be carefully crafted to give the
players the maximum amount of thrills and chills. It is
important to try to keep the feel of a horror story in the
game. When a mysterious monster appears out of nowhere,
don't tell your players that they see a Deep One; tell them
that a horrible half-human froglike entity is before them.
Embellish your description by telling them that it is
draped with seaweed and it stinks like a long·dead fish.

Many of the monsters in the mythos are so potent that
it is doubtful that even the best·prepared and -equipped
p3rty could defeat them. In such cases, the main goal of
the expedition could be to avoid and escape the monster!
Don't force a horror upon a party without giving them
some warning. Not much warning is necessary ... a blast of
cold air, howling in the night, or the cessation of the
whip-poor-will's chirping is enough, but be sure to have
such spooky things happen often enough that the investi,
gators don't expect some horrendous monster to show up
every time.

Strongly resist the temptation to allow the players to
become "villains" in the game. Enforce rigidly the rule
that when a character reaches a SAN of 0, he becomes the
property of the keeper. When such characters crop up (as
they certainly will), put them into scenarios. The game is
by far Ule most enjoyable with the players desperately
struggling to save the world and keep their sanity.

Some other words of caution - don't put the deities
into your campaign until the characters are ready for
them. Limit the investigators' experiences to fan3tic cults
and lesser races from the mythos. then gr3dually work
them up to greater races, and onJy then let them encoun­
ter a god, Resist the efforts of some players to turn the
game into gunfight/shoot'em up encounters. Such events
are not very successful in the game anyway. and can spoil
an adventure for others players and the keeper alike.
Limit the use of gunfire to special situations. By running
monsters basically immune to guns, the keeper can help

- 78 -

to make guns worse than useless. Characters who stick
around to ineffectually blaze away, rather than run away,
should be the ones that die most often.

Don't kill the characters too quickly. Call of CthulJlII is
dangerous enougll with insanity and other threats. Don't
force the players to roll up new characters too often.
When a character faints, let him lie there instead of having
the monster eat him. When an investigator with a non·
player-{;haracter hireling sleeps in a haunted house. 3nd
the Inhabitant therein decides to make away with one of
them, have him make away with the hireling. The central
investigators should not lead charmed lives. but they will
he dying often enough without your making 3 special
effort to kill them.

Above all, do not forgel that Call ofCt/IlI/Jlu is 3 game
of mood. Keep your campaign full of bumps in the night.
sinister strangers, and dark and stormy nights. Try to
make your runs spooky enough to give your players the
creeps. One good source of ideas for scenarios arc horror
movies. Another good source is horror stories, especially
(though not exclusively) the works of those writing in the
Cthulhu mythos. Lovecraft's essay. SupemoJllrol fJo"or
ill Uterature, gives dozens of sources for good ideas. Es­
pecially recommended are William Hope Hodgson and
M. R. James.

Your player should always have a motive to investig3te
a particular scenario. Perhaps it is tied to an old family
secret of his? If he is a journalist, your problem is solved:
the journal need merely send him to investigate a story!
Lovecraft didn't confine himself to Cthulhu mythos
stories, and neither should the keeper, though all his plots
may have some of the elements of the mythos ill them.
Lovecraft wrote psychological horror stories about ances­
tral memory, cannibalism, grave-robbing, and curses: let
your imagination run wild.

Call of CtJwlllll should not be a rigidly set game ex·
perience. The keeper should h3ve firm control over what
is happening, though he should remain flexible 3nd cap­
able of adapting to the changing circumstances of his
players' plans and abilities. A good keeper always will
modify his original plan to accomod3te his players. While
Call ofCrhulllU requires the use of scenarios, this does not
mean that thc scenario cannot be changed by an i1ll3gin­
ative keeper.

A keeper for Call of ClJllIl/lu lhus necessarily must be
creative and flexible. He should have a strong sense for the
mysterious and horrifying. and should be fairly articulate
as well. possessing the ability to describe well. Call of
Ct/lufhu is perhaps more demanding than many oUler
games in its requirements for a keeper. but lhat is a func­
tion both of the nalure of the game and the desire to
maximize the pleasure of playing it.

Unlike many other roleplaying games, Call of Ct/lllihu
does not suit itself well to solitaire play, However, it is
excellent with only a keeper and one or two players. In
general, it is wise to keep the number of players in a single
scenario quite low ... three or four players being sufficient



for mosl situations, though occasion9lly an even! is im·
porlant enough 10 justify more.

Have fun, and don't take the game too seriously. When
a chancter is killed, remember that that's the way it usu­
aUy happened in the stories themselves!

MONEY FOR A CAMPAIGN

Your authon, journalislS, and other investigalors are going
to need money for their invesHgations. 11tis money can
come from three sources; (I) income from wages. royal·
tics, and/or remittances; (2) savings hom previous income;
and (3) financial assistance from many (non-govemment)
sources.

Income for the Investigator

Journalists and private investigators must work to gain
money. This money either comes in the form of a pay·
check for working for a major firm, or the assumed steady
income from commissions and free-lance work. The ye:uly
average income can be found by roUing 104, multiplying
the number roUed by SI,ooo. and adding S2,000 10 the
result. If the journalist or private investigator is away from
his desk or regular source of commissions on an extended
Cthulhoid investigation, he will be rued (or lose all his
steady c1ienu) and will no longer have the income.

Professional men like parapsychologists, historians, and
professors have a yearly income from their salaries as
teachers or as researchers/custodians/advisors for whatever
institution for which they work. The professional's yearly
average income can be found by rolling 106, multiplying
the amount rolled by S1,000, and adding S2,OOO to the
total. Such an investigator can get one·year paid sabbatical
leaves (a skill roll on a Communication skill chosen by the
keeper probably will be necessary) and, if a teacher, often
gelS summers ofr. unpaid. Longer absences will gel Ihe
ch:uacter fired.

Unlike journalists, authors are all considered to be free·
lance slory and novel writers, with an occasional article,
essay, or poetry. Their yearly income from their incident­
al writing is figured by rolling 106, multiplying the num­
ber rolled by S1.000, and taking the result as the annual
income. If they b«ome full·time investigators, they must
survive on savings, advances, and payment for their writ·
ing (see Financial Assistance. below). Investigators who
leave their various employments 10 become full·time in­
vestigators may b«ome authors in attempts 10 raise cash.

Dilettantes are generally on a yearly income (usually
colleCled quarterly) from family or other independent
means (stocks, remittance payments, rents, etc.). To det­
ermine the dilettante's annual income. roll 1010 and mul·
tiply the number rolled by S 1,000. He has no risk of being
fired, but the keeper may raise difficulties in collecting his
stipend if he jaunts around the world on continuous inves­
tigatory excursions.

Savings

All characters may be assumed to have savings equal to
their INT times one tenth their yearly income at the
starl of the campaign.

Examp/~: HfUlIf!Y Waltm, jOflmalist 'working for "Enig­
ma" nuzga:ule.lws an income of $4.000 a year, and thus
Iws Jal'inp of $400 (11/0 of$4,0(0) times his INT of 17,
or $6.800.

Financial Assistance

Characters could rapidly go broke if they pursue their
investigations into the obscure corners of the world. How­
ever, their own income and savings are not their only reo
sources. The keeper should have available (though only
after careful searching by the investigators) eccentric
millionaires (possibly with their own hidden motives)
newspapers willing to bankroll extensive investigations,
sudden inheritances, advances on books about the inves­
tigations. paymenu for books on the investigators' find­
ings, and so forth. lltis financial assistance will become
vital if the character leaves his employment to become a
full.time investigator. goes insane for several months, or
is otherwise away from his nornlal source of income for
any length of time. Remember that we are talking aboul
19205 America. when such innovations as sick leave,
vacation pay. leaves of absence. and health insurance are
radical concepts being tried on an experimental basis by
some few enlightened companies, bUI otherwise are un·
k.nown to the American economy.

What Was Left Out
Since this game was largely a work of love by the author,
he has taken it upon himself to ignore a ponion of the
current mythos which does not appeal 10 him,and which
he feels was not in Lovecraft's original concept. He has
left out the concept of a "war in heaven" in which the
Great Old Ones battled and were defeated by the Elder
Gods, supposed deities of good opposed to the cosmic evil
of the Creat Old Ones. This idea of:t cosmic war is never
found in Lovecraffs own works; more importantly. it
vitiates some of the stark horror found in the original
ideas. Carrying Elder Signs :nound like crucifiXes and holy
waler and always having the white-hat Elder Gods in the
background, ready to save one's bacon if things get too far
gr~atJy weakens the original horror of the stark and bleak
uncaring universe, to which mankind is I~ft, naked and
defenseless.

The author has also left oul Ih~ concept of the various
Great Old Ones being somehow eonn~cted to the Greek
elemenlS of Earth, WatCf, Fire, and Air (exemplified by
Nyarlathotep. Cthulhu, Cthugha, and Hastur. respectiv~­

Iy). This idea falls apart under close inspt(;tion (if Cthul­
hu is a water god. why is he currently "dead" due to being
und~r the sea?), and weakens the premise of the Great Old
Ones being monstrous :tlien beings.

Naturally, if these conceptions seem good and well­
done to the keeper of your campaign, use them at will.
Call ofCrlrulhu is your game.
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An Example
of Play

___--'CC
The lOme has ftm begun. The in~tltiggton (Ire tryi", '0 find out
...+ry 1kJsso Morgan, t1 notorlOfls gflllghmd FigUre, vanished.

KEEPER: Well, what's your plan?

PAULA: Ltt'5 ~ak around Bosso's house,looking fOt clues.

[All rht in~'l!Jf{gIl((Yff1V«! to Paulll:r plan.'

JOE: Oby, k:1'S go. I'U drive us oVIlr in my Hupmobile. Is thell:
anyone on the sfrect? We'Alltaviog at midnight.

KEEPER: Nobody is in 5ig:ht.

JOE: Okay, Cathy, why don't you tee if your private eyo ClIO

pick the lock on the back door. and Paula can keep watch.

KEEJ'ER: Pauta, try 10 make a l.islen roll.

PAULA: Okay, I wcceedcd.

KEEPER: You hear the house's front door opening oh~uietly.

PAULA: ,'m going 10 try to hide behind Ihe PlbagC cans.
My Hide roll worked. What happens?

KEEPER: Since it'l night. and there are no Iln,etlamps near, you
can't see much. A hulking r'8ure leaves the house and creeps
towards the strtet. When it reaches the street center. it pulls up a
manhole coYer and drops inside. You htar a spwh.

PAULA; Did he lock the dOOr behind him?

KEEPER: Not only is it not locked. but it still swings wide OPf-n.

PAULA: 111 JIlcak back and tell the others.

JOE; Let's BQ in~de.

ARNOLD: Are you kidding? In rhtnl Not me!

CATHY: Okay, yousland guard while the I'C$I of U, 8Q inSidll.

ARNOLD: All alon(".1 I'm coming Inside.

KEEPER: It's very dark.

PAULA: Joe, let mc cuty your electrk: torch. ('D take the lead.
Everyonc el5C keep !i&hts doused. We don't wanl to be seen from
the WCCt.

KEEPER: Ahead yaur beam picks up wet pau:hes on the nocr,
possibly foolprints. The Wlfer in the p.fchel if diuy lind ,tinh.
You are Inside the entrance hall and can either go left Ihrough
an openin& 10 the Jiving room or up I stairwell to yQur right.
DiT1lctly ahead is a closed door, evidently I closet.

PAULA: Where do thc foolllleps come from?

KEEPER: They backttllck upstain.

PAULA; Shall we follow them?

(Gtncral Quentl

KEEPER: In lhe rust room upstairs Is an awful sighl. Gore is
cvcrywhere. TIle fully-clolhed COlpse of Bosso Morgan is draped
ov!:r the bed. The top of his head has been torn Qff and Ihc insides
crudcly $OOOped QUI, Everyone try a SAN rQIL IPtwla. Joe. Qnd
Arnold rurcud. CQthy fails her roll.{ Calhy, you lose 106 SAN.
IA -4 it rolled. I You turn jlrcen and get siek at the gruesome sisht.

CATHY; Makes sen~. Aftcr I've gouen control of my""lf, I'!lgo
find I bathroom and clean myself off.

KEEPER: What are the rc,t of you goiTli to do?

JOE: I want 10 inspect the body dole.l)', but without touching it.
Also, I'm warning the others not 10 lIIep in the blood.

PAULA: I'm selrchlng the other rooms up here.

ARNOLD: I'm coming wirh you.

KEEPER: Joe, you can see mOTe of the nJthy water splashed over
lhe corP'll. Some of il is even inOOe his brainpan. There- are !Ome
abra~ons on what is left of his flce. Try to Spol Hidden.

JOE: Okay.llllccecdcd. Now what?

KEEPER: Seven feet up the wall ;s a bloody, watef)l handprint.
Clawmarks are visible, and the. print is at least eight inches across
the palm, though the flnAtrs are quite lIubby. It's nOlsmearcd al
IIU, and you can make OUI the lines of tbe palm in the prinl.

JOE: Wowl I'm hiS!liTli fo Paula, Cathy, and Arnold to get In here.
Does yotlr professor have his camera with him, Arnold?

ARNOLD: Dang it! I knew I forgot something! Uh ... I'lljust ptess
a sheet of papet from my notebook against the print for a copy.

KEEPER: Evef)lone try I Listen rol1.IJM, Arnold. and O1thy fmJ.
Paufa fllccuds.! Plula, you hcar I clangiTli noise in lite Slreef.

PAULA: I wondcl what that could be ... Oh no! I hope it's
not Ihe manhole cover banging down.

KEEPER: The front dool suddenly sI/lms closed, and you can
hell $Omeone stomping up Ihe staits.

JOE: Uh-<th.

ARNOLD: My profeSSOl1s jumping oul the windolV.

PAULA: I'm shinina my 1if;h1 out the bedroom door, trying
to $Ce what is coming.

CATHY: I'm pulling out my .32 aUlomatic and looking over
Paula', shoulder.

JOE: I'm cowering behind Cathy and Paula, but I'm getting
out my trench knife,jult In ClI5C.

KEEPER: Arnold, your character's back Is turned, so he can't see
what the others do. Plene step InlO the next loom for a moment
while I describe the scene. IArnoid obligingly rOt's to rlre Jcirdre/l
f()l' ftllQlher botlfe of pop.! Shufffing into the room is a ghastly
parody of a man. It slands alml)5! ei,lj:ht fcci tall, with deformed,
twisted u;tT1lmitie,. lu face is a mass of wrinklcs-no fealures are
visible. lu sickly blown1l.fCCn slin is loose and seems 10 be de,
caying_loose l1Tips of nesh hang from it, limb,. It drips Ihe filthy
brown watet seen e"lier. E\"Cf)lone but Arnold's professor try a
SAN IOU. If you fail, you lose ID10 SAN.

JOE: I made my loll wceudully.

CATHY: I blew it, but 1011 only 3 SAN.

PAULA: Oops! I'm really .scared by the bogeyman. I lost 9 pointt.

KEEPER: Let's sec ... Paula, your character isn't Indefinitely
il1$lllle, since you hd 76 SAN. but unless you roll hightr thin
your INTx$ on percentile dice, YQu're lIoing to faint dead away.

{Poula rolls II (H tmd her chartlCrtr {Dints. oo/wpsing.{

KEEPER: Okay. Since Paula ....as holding the nashtight, h's now
rolliD& on lhe Ooor, flashiTll wildly lbout the room. Arnok!'s
plofeS$Or sees, as he would hlV'C known had he cheeked earlier,
tba' all the windows II1tl barred .... iLh iron gratif\gS. The only way
oUlside seems 10 be pasl the Thing.

ALL {In QfQfhu COIIfused fQshion/: I'm lrying 10 pound open the
batS with a chail ... Where's my electric torch? ... Does anyone
know whllthi$ thing is? ... I'm shooting al ils face ._. Hclp! Help!

!Let us close rhe rurlQin on this wrry u:ene./

- BO -



VIII.
Keady-to-Play Scenarios

The Keeper need only review each of the following three scenorios before ploy. All information
needed by the Keeper is provided within the scenario text. Only certain specified bits

of inFormation should be given /0 the Investigators.

Each scenario is portrayed in a series of steps. First, the
infonnation available to the players is given. followed by
the facts of the situation. which are only available initially
to the keeper. Then comes the scene of the action, with a
description of the various parts involved in the scenario,
and statistics given for the non·player characters involved.
Finally, a long list of clues appears, along with the loca­
tions where they may be found. The majm value of these
scenarios is in selling up your own scenarios, using these
as models.

THE HAUNTED HOUSE

Player's Information
In the year 1920 the investigators are asked to investigate
mysterious happenings in the Corbitt house in central
Boston. The last family to live there had a tragedy and the
owner wishes to set matters stnlighl. The landlord is will­
ing to reimburse the investigators for their time and
trouble. The available facts are as follows: the family
moved into the house in 1918. Nine months after moving
in, the father had a serious accident, and went violently
insane shortly thereafter. There are rumors of the house be·
ing haunted, and the landlord wants the investigators either
10 put the rumon to rest or else to exorcise the haunts.

Keeper's Information
A previous owner of the house, Walter Corbitt, was buried
in the basement. Through his connections with a Cthul­
hoid cult, he learned magics that enable him to animate
his body after death. He V3mpiri2es and psychically preys
upon the inhabitants of the house, killing or otherwise
disposing of those that threaten his secret.
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KEY TO MAP,

Ground Floor

Room I - This is a storage room, HUed with boxes and
junk such as broken water heaters. old bicycles. and the
like. On the west wall is a cupboard, boarded shut. If it is
wrenched open. inside are three ancient books. Two of
the books 2re the diaries of a certain Waltel Corbitt. a
formel inhabitant of the house; the third is labelled
Dz)'an, and is almost completely incoherenl.lfthe dialies
are perused. together they will add +4% to the readel's
Cthulhu mythos knowledge. They will also cost him ID4
SAN. The diaries describe various occult experiments of
Corbitt's. along with their results, including demonic
summonings and the like. If the book labelled Dzyan is
studied. it will be impossible to understand except for one
seclion, which clearly describes the technique for Sum­
moning a Dimensional Sharnbler (q.v.). The spell can be
learned by studying the book and rolling INTx5 or less
011 I D I00, but no other spells can be learned.

Room 2 - A second storage room, but without any
secrets.
Room J - The bathroom, of large size. The drains aren't
very good.
Room 4 - This is the living room. II contains convention·
aI appurtenances such as a radio. couch. melves with
gewgaws. and so on.
Room 5 - The dining roolO, complete with a table and
seven chairs.
Room 6 - This is the quite conventional kitchen.

Upper Story

Room I - This is an ordinary bedroom, with a bed. book­
.shelf. and window view.
Room 2 - As Room I.
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Room J - This room looks like Rooms I and 2, but it is
the old room of Corbitt himself. He has stayed there so
long that part of his psychic aura lingers here, and he can
use the power of Nyarlathotep to cause that aura to per·
form deeds in this room. Whenever he does something in
this room, a horrible smell is made manifest - the sign of
the Old Ones. He can cause loud thumping noises to
emanate from this room, which may be heard downstairs.
He can also form a pool of blood (taken from rats) on the
bedsheets. He can make a ratlling, scratching sound on the
Windowpane or door, and he can move the bed around at
a fair speed. If an investigator appears to be learning his
secret, he will try to make him think that the haunting is
all taking place in this room. If an investigator is uncon·
vinced, Corbitt will try to lure him into this room and kill
Itim. He attempts to do this by attracting tlte investigator
to the window by making it rattle, then causing the bed 10
move rapidly, hitting the investigator. and throwing him
out the window. The fall causes 2D6 points of dam·
age. In trying to convince the investigator that this room
is the main source of the haunting, Corbitt will usc the
pools of blood and the thumping. He will not rallle the
windows, saving that for his attempt at hurting the inves·
tigator.
Room 4 - A bathroom. Its pipes connect to the one
downstairs. Its drains aren't so hot either.

Room 4 - This is Corbitt's hiding place. I-Ie lies motionless
and seemingly dead on a pallet in the center of the room.
It takes 2 Magic Points for Corbitt to move his body for 5
combat rounds, so he is reluctant to move unless he must.
The floor is earthen, and there is a table in the southwest
corner with some withered papers on ii, which fall 10 dust
if touched. If threatened, Corbitt will rise from his pallet

2

storage
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Corbitt's hiding place

attack any intruder trying to explore this space. They at·
tack in a swarm which clambers all over the hapless inves·
tigator, doing J02 points of damage per round on DEX 8.
If an investigator can hit one of the rats with any weapon
(a miss means that the hapless victim covered with the ro­
dents is hit instead), he will kill the rat, and the rest of the
rats will nee. Carved into the inner wall are the words
"Chapel of Contemplation: Our Lord Granter of Secrets"
with the church's address. If the investigators break throug.h
the inner wall, they will find themselves in Room 4.

Basement
Room 1 - This is the main basement storage room. Cor­
bitt can try to cause a person to fall down the stairs by
controlling the rickety wooden steps. Unless the charac­
ter can roll his OEXx5 or less, he will fall down the steps
if Corbitt wishes him to. He will take ID6 points of dam­
age from this fall. In the room, scattered about, are a large
number of tools, blocks or wood, nails, screws, broken
chairs, and the like. If an investigator searches through the
mess and succeeds in a Spot Hidden roll, he can find a
knife with oddly thick rust on its blade. This is Corbitt's
magic knife. The "rust" is from the blood of those it has
killed. Corbill can make this knife float in the air and try
to stab someone. Each such attempt costs him a Magic
Point, and the chance for the knife to hit its target per
altempt is equal to Corbitt's current Magic Points x 5 or
less on I DI 00. TIle character could try to parry the knife
with a garbage can lid (base chance 30%), but nothing
else suitable is in the room. If the investigator wishes, he
can try to grab the knife out of the air (he will succeed if
he can roll his DEX or less on 10100). If the investigator
gets a good grip on the knife in this manner, he must
match his STR 'Is. Corbitt's current Magic Points, or the
knife is wrested free, doing the investigator a point of
damage from sliced hands. Attempting to wrench the
knife away costs Corbitt another Magic Point.
Room 2 - A storage room fulJ of wood and coal.
Room 3 - The west wall of room I is made of c1osely­
connected boards. If they are broken through. a crawl­
space is visible between two wooden walls. A foul odor
emanates from here and rats nest here as well. The rats
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(costing all viewer's 108 SAN unless a SAN roU slJcceeds)
and attack.

Walter Corbitt

STR 18 CON 22 SIZ 11 INT 16 POW 18
DEX 7 APp·3 Hit Points 17

WeapoII: Claws 50% chance 10 hit. doing 203 points of
damage upon hitting. He lllay attack once per round. Any'
one injured by the deadly talons of the undead Corbin
will become diseased. The day after being wounded, the
victim becomes delirious and will remain so for 30-CON
days. He can recover if at the end of that time he success·
fully rolls his CON x5 or less on 10100. If he fails, he be·
comes delirious for another 30·CON days, and so on. If
at any time he rolls 96·00 on IDIOO when attempting a
CON roll, the character will die.

Corbitt s Magical Powers: Some of these have already
been described. He has others.

He is immulle to /ireanns. Bullets will only chip pieces
off of his body, making him look even more horrific Ihan
he already docs. If a character shoots Corbill, that char·
acter loses a point of SAN. Other weapons (axes, shovels,
pokers, etc.) work normally on Corbitt, but this monster
has the equivalent of 4 points of annor from his dried,
iron·hard nesh. Any damage done to Corbitt is never
healed, and once his body is reduced to 0 hit poims, it
will crumble into dust and Corbitt's spirit will be released
to go to Hell.

Corbitt has the power to creare a mental cloud m'er the
mind of al/otller. TIlis CDSts him 4 Magic Points, and he
must overcome the victim's Magic Points with his own
with a successful resistance table roU. If Corbitt succeeds,
the character will forget what he was doing. and be in a
daze for 2D3 hours. While in this dazed state, the victim is
subject to telepathic commands from Corbitt. He will not
commit suicidal acts, though he may commit homicidal
ones or idiotic, reckless ones, such as walking across a
highway. After waking, lhe victim will not recall what he
did under the innuence. TIlis power is usable only on tar·
get within the house, but once entranced, the victim may
wander anywhere and remain subject to Corbitt's will,
until the daze ends.

Corbitt is vulnerable to daylight. Each combat round
that he is exposed to direct daylight he will take a point
of damage.

CLUES
In the Boston library are the {ollowing facts. In old
newspapers it £ayS thaf in 1835 a wealthy landowner built
the house, but sold it for reasons of health to a certain
Walter Corbit!. In 1852 Mr. Corbitt was the subject of a
lawsuit by his neighbors, who petitioned to force him 10

leave the area "in consequence of his surious Isic! habits
and inauspicious demeanor." Evidently Corbitl won the
lawsuit, for his obituary in 1866 states that he was still
living in the same place. 11 also states that a second law·
suit was being waged 10 prevent Corbitt from being buried

in his basement, for which his will evidently provided. It
does not say whether or not the suit was successful. A sue·
cessful library Use roll is necessary to find the above
material. The newspaper concerned is the Boston Globe in
all cases.

At the Boston Globe's offices (roll Fast Talk or Ora·
tory to get in) is an unpublished article written in 1918
about the "Ihunted House." It states that in 1880 a
family of French immigrants moved into the house but
left again after a series of violent accidents that left the
parents dead and three children crippled. The house was
left vacant until 1909, when 1I family moved in. but imme·
diately feU prey to ill house. In 1914, the oldest brother
went mad and "killed himself with a kitchen knife" (in
reality, Corbitt's magic knife) - the heartbroken family
moved out. In 917 a second family moved in. but again
moved out almost immediately. as all members of the
family became ill al once.

Civic records say that the executor of Corbitt's will and
the main speaker al his funeral was a certain Reverend
Michael Thomas. Reverend Thomas was pastor of the
Chapel of Contemplation: Church of Our Lord Granter
of Secrets. The Church Register (available at tlle city
building) states fhal this church was closed down by the
police in 1912.

At the police station (roll a Law or Fast Talk to get in)
are records concerning the raid on the Chapel of Contem·
plation. TIle highly secret raid was occasioned by com·
plaints that the Church was responsible for the disappear·
ance of several neighborhood children. During the raid
three policemen and seventeen cult members were killed,
through it doesn't say how, and there is no record of any
autopsies. Though 54 members of the cult were arrested,
all but eight were released. The records hinl that impor·
tant officials may have been tied to the cult, which may
be why the explanaHon and story were quashed after the
raid. Michael Thomas was arrested and sentenced to 40
years in prison on five counts of second-degree murder,
but he escaped from prison in 1917 and has not been
seen since.

At the closed, darkened Chapel of Contemplation :ue
the church records stating that Walter Corbitt was buried
in the basement of his house "in accordance with his
wishes and wilh the wishes of that One Who Waits in the
Dark." Chained to the rotting pulpit is an enormous vol·
ume bound in human skin (a doctor can tell this, as can
anyone succeeding in an EDUx3 roU). This book will
prove to be a copy of the Celactlo rragmellls in Latin. It
acts just as does that book in English.

Benefits

If Corbitt is conquered and destroyed, each participating
investigator can gain 106 SAN. Also, around Corbitt's
neck is a black gem. If this is taken OUI of his dust by an
investigator, it will dissolve in his hand, adding a point of
POW to his characteristic. This stone helped fuel Corbin's
undead might.
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THE MADMAN

Player's Information

Old Harny Reginald in backwoods Vermont is reputed 10
have gotten very eccentric. He attacked a postman (or no
apparent reason. There are also tales that Hamy's insanity
has taken the form of mysterious rituals on hilltops. com·
plelt with bonfires and sacrifices of goats.

Keeper's Information

Harny. nc\'er overly stable. has been contacted by II group
of miogo. the fungi f'om Yuggoth. This small band of
mi"!o wish to clear out the nearby valley of Jenning so
that they may mine its surrounding hills in peace. They
are trying to clear it out by summoning Ithaqua the Wind·
walker 10 blast Ihe town, killing all the people as if by a
severe snowstorm. Any survivors will be mopped up by
the mi.go. They are altenlpting to summon Ithaqua with
midnight chances and spells, but they have failed so far.
(They only have a 20% chance for success in casting the
spell Call Ithaqua.) Over the course of a few months, the
mi-go havc managed to create a magic pathway to the top
of one of the nearby hills, allowing Ithaqua to manifest
itself this far south.

Facts

Harny's cottage is about 4 miles north of the valley of
Jenning. Two miles northeast of Harny's cottage is the
mountain on which the bonfires are supposed to occur.

Jenning: In the town of Jenning, successful use of Ora·
tory will allow lhe investigalor to speak with the towns·
people freely. (Fasl Talk will merely turn them ofL) ney
hlIVe the general opinion Ihal Hamy is crazy and that he
has been rn~dd1ing with things that shouldn't be meddled
with. If the investigator can befriend a townsperson or
two, they will state that they have seen "unnatural
things" in those hills and won't go there at night any­
more. Successful Fasl Talk, Debate, or Oratory can get
them to describe the "things" -they are described as
"sumthin like big crawdads, big as a man, but with a little
scrunch'd up face, an' red all o'er, like they bin roasted:'
Every Friday night a bonfire is visible alOp Harny's moun·
tain. If someone with spyglasses succeeds with a Spot Hid·
den roll, several black figures can be seen moving around
the base of Ihe fire.

I/orny's Cobin: Hamy Reginald is friendly enough to
an investiga.tor in the day. bUI becomes increasingly un·
easy as nighl approaches. Hamy does not know whal his
new friends are planning 10 do to Jenning. and ifhe found
OUI. he would tum against them. He will drunkenly make
statements as "rot' new friends knaow more th'n them per·
fessers from the U:' "They kin mek it snow or rain." "My
crops hev'n't failed onest since of new friends come along,"

Daon' hev m' dawg no more ... m' friends needed it to
he'p call their friend." "lflKa, I tlUn' his name be. Er is it
IlKwa ... Itla ... Iffdkwa ..." (and so forth ad nOllseum). If
an investigator ins.isu on staying till nig/ufal!, Harny will
threaten him with his dtotgun and order him to "git!" H
the investigator manages to get the shotgun away from
Harny, or hides in the woods outside, as soon as the sun
goes down. he can see a mi-go Oy out of the sky to the
cabin (lose appropriate SAN) and go inside to speak in a
bUZZing voice with Hamy. l1tis is mi-go 2. If the mi-go
encounlers investigators within instead of Hamy, it will
immediately attack (if there are only one or two investi·
gators) or flee {if there are more). If it flees, it will only be
to bring Inned mi-go to fly after, hunt down, and kill the
intruding humans.

Horny Reginald

STR 8 CON 13 SIZ 15 INT 8 pow 10
DEX 9 APP 6 EDU I SAN 18 Hit PIs 14

Sk.ills: Shotgun 70%. Driving 4()'J,. Tracking 65%. Mech­
anical Repair 45%

The Mountain

On the bonfire mountain, as one climbs the slopes. it gets
colder quite quickly and unnaturally. At the top, the
temperature is well below zero. If the investiga.tor is nOI
wearing extremely warm clothing, he must roll his CONx5
every five minutes or take a point of damage from the
cold. When he has taken over naif his nit points in dam·
age, he will go unconscious. If he is in warm clothing, he
may make lne CON roll every hour instead. If the inves·
tigator tries to climb the mountain dUring the night, while
the mi-go are at the top, he must make one each Hide and
Sneak roll or be spotted by a pauolling mi-go. If the inves­
tigator climbs the hill the previous day and waits till night,
assuming he is smart enough to conceal himself in a copse
of frozen trees, he must make :I successful Camouflage or
Hide roll to keep from being seen by the mi-go when they
arrive. In both of these cases, the keeper should make thc
die roll himself. The investigator should not know whether
he is hidden well enough or not. Each. investigator may
try a sing.le, :appropriate. roll.

If :I loud noise is made, such as a gunshot. within I D I 0
combat rounds several fungi from Yuggoth will arrive to
investigate. There are three fungi patroUing the hill at any
one time.

At Ihe top of the mountain is a ring of stones, each
stone around three feet in diameter. The stones are aU
cracked and coated with a thick layer of spiky frost.
As the investigator waits in the dark (rolling vs. his CON
for frostbite damage); just before midnight seven fungi
from Yuggoth float out of the sky (check for SAN loss)
and begin 10 move aboul the hilltop. Harny joins them af·
ter a while, and then a couple of the mi-go le:lve to palrol
the hillside against intruders. Then the chant begins, led
by the awful butting voice of the leader. who is assisted
by fungi 5, while Harny and the Iwo remaining ml-go
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chant responses. The leader and fungi 5 each expend all
their Magic Points but one. while Hamy and the other two
each expend one, giving them a 28% chance to succeed. As
the beings hum and sway, a blue-white name begins to
flicker in the circle of stones. A blast of icy air emanates
from it. and the name is one of cold, as can be determined
by the sudden growth of frost on the stones around it. If
the speU is a success this time, a grotesque howling horror
will plunge out of the sky into the middle of the flame.
extinguishing il. and proceed to ravage down through the
valley. bringing an unnatural arctic blizzard to the small
Vennont town. All investigators seeing the Wendigo must
take appropriate SAN losses, as they have just encountered
It/laqua himself. If the spell is a failure, then the flame
will flicker for about half an hour of chanting, then sub­
side. and the disappointed fungi from Yuggoth will call
back their guards and flap off the mountain, leaving
Harny to make his way back to his farm.

All the fungi from Yuggoth carry twisted pieces of
metal, looking like metallized driftwood. Fungi 1,5, and
7 also wear slimy green webs draped over their bodies.

The Fungi From Yuggoth

No. J NO.2 No.1 No.4

ST" 14 " 14 10
CON 14 14 10 •
Sil 14 7 12 6
'NT 11 13 14 15
poW 13 8 12 15
DEX 22 11 14 13
Hit Pts 14 " " 8
aaw Auk 70% 35\1> 35\1> 40%
Damage 206 106 206 106
Annor II pts 3 p" 3 pts 3 p"

No.5 No. 6 No.7

ST" • 8 15
CON • 15 13
SIZ 8 I I 10
INT 15 I J I2
POW [4 12 10
DEX 14 15 18
Hit Pts • 13 I2
Claw Auk 50% 40% 30%
Damage 106 106 206
Annor II pts 3 pts II pts

These slimy webs act as 8 extra points of armor \'S. all
weapons and are a half-alive artifact of the mi-go tech­
nology. The twisted metal objects held by aU the fungi
are weapons.

J( an investigator manages to kill a fungus from Yug­
goth and steal its web, he may wear il. Its dime will do a
point of damage to him every time he takes it off. It will
work as armor for him. though. However. since he does
not have the proper nUlTient solution to soak it in after
use. after each time he uses it, it declines I point in effi·
cacy. Thus. after wearing it once. on the second time it

is only 7 points of annor. then 6 points. etc. It looks quite
grisly, and cannot be worn on the street without screams
or other comments. When a projectile or weapon strikes
the user, the web instantaneously bunches up and clumps
around the target spot. softening the impact.

The twisted metal things project an icy mist which
looks like a thick fog. The fog moves at a speed of about
30 mph in a fat cylinder about 30 feet across. There is no
die roll involved in the use of this weapon, with such a
broad area of effect. The fog always engulfs its target(s)
unless the victim is able to move out of the area of effect.
When the fog engulfs the victim, he will take 1010 points
of freeZing damage, which is reduced by I point for thick
clothing (2 points for arctic-type clothing). If the victim
is in a rolled-up car. then the damage is reduced by 4
points. but the car will freeze up and stall unless the char·
acter immediately makes a Drive roll. TIle weapon is nor·
malty played on a target for several successive rounds. Its
main advantage is the lack of marks on the victim. who
appears to have frozen to death. It must generally be
played for three or four rounds over a victim to ensure his
death. If an investigator can get one of these weapons. he
can master its use by succeeding in an Idea roll.

If hhaqu3 is SlJccessfully called. the valley and its vil­
lage will be destroyed by three days of 75 degrees-below.
lero weather. All roads are blocked by huge snowdrifts.

Benefits

If the investigators manage to foil the fungi's awful plan,
each will gain 1010 SAN. Merely kilUng a mi-go will not
net them any SAN (unless. of course, all are killed. which
would necessarily halt it indeflJlitely). If an investigator
can succeed in a Cthulhu Mythos roll while listening to
the mountaintop chant. he learns that they are trying to
summon Ithaqua, and gains 2010 SAN instead of 1010
SAN if Ithaqua is stopped.

THE BROCK FORD HOUSE

with permission of Marc Hutchison

Player's Information

Joyce Brockford, a wealthy shipowner. is unhappy with
his new vacation house just off the coast of Maine. He
wishes the investigators to locate the cause of the strange
noises coming from beneath.

Keeper's Information

The house originally was built by a worshiper of Cthulhu.
The problematic "noises" that disturb Brockford's sleep
are made by groups of Deer Ones meeting in caverns un­
derneath the house and chanting hymns to Father Dagon.
Mother Hydra, and Cthulhu.
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THE BROCKFORD HOUSE

Basement
The basement has an earthen floor. There is not much
down here, just a few bundles and boxes scattered around
the foot of the staircase. Underneath about 4 inches of
soil at the marked location a trapdoor leads to a secret
sub-basement. Brockford doesn'l know about it. If a char·
acter either starts digging into the floor over the trapdoor
or makes a successful LiSlen roll while walking over it (to
hear the hollow sound). he may find it. Once found, il is
hard to pry loose. Unless the character pulling up the lid

Upper Story
Room / - This is an unmysterious bedroom.
Room 2 - This is a games room; lhere are dartboards,
chess sets, elc. scaltered about. Another of the malformed
deer heads sits above the fireplace here. If the character
failed 10 succeed in a Zoology roll downslaif!'>, he call
lry again here,
Room 3 - This is the master bedroom, intended for
Mr. Brockford's use.
Room 4 - TIlis room is curiously barren. There is no rug
on the floor, and the walls are bare. There is no furniture,
but there are some iron staples in the outside walL driven
into the stone, TIle original owner used to keep human
sacrifices here until needed. The iron staples held chains
which were fastened around the victim's neck and torso.
A successful Spot Hidden and Idea roll, if both made
together, will allow an investigator to determine from
marks on the floor and walls that people were once im·
prisoned here and somehow fastened to the iron staples.
He can't tell why, of course.

over the fireplace. If an investigator succeeds in a Zoology
roll, he can lell that it is the head of no deer known to
him, and thai it seems 10 be malformed around the eyes.
If a character succeeds in his Spot Bidden roll, he can see
a group of six books hidden behind the books on the
front shelf of the bookcase. Four of the mystery volumes
are collections of notcs of a mathematical or astrological
nature - there are columns of figures, astrological and
alchemical symbols, etc. One of the books is a collection
of notes on ancient history. geology. mythology. the
occult, and the like, with an attempt at correlating all
these into some grim whole. Reading this costs the reader
a point of SAN and also adds +1 to his Cthulhu mylhos
knowledge. If the investigator can succeed in an Idea roll
after reading the book. he can understand that the writer
must have had (or have sincerely believed that he had)
conlact wilh some sorl of underwater beings. The last
book is a collection of notes with explanalory commenlS
laken from "a very horrible book." It requires a success·
ful Cthulhu mythos roll to tell from whence the notes
were taken - the NecrOllomiCOIl. This collection cost!'>
108 points of SAN to read, adds +103 to Cthulhu
mythos knowledge. and has a spell multiplier of x2. The
first spell listed is Contact Spawn of Cthulhu, Ihe second
one is Contacl Cthulhu, the third one is Call Azathoth,
and the fourth and last is Create Space Mea.d.
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Key to Map: Ground Floor
Room J - This is Ihe parlor/dining room. No secrels here.
Room 2 - This is the kitchen. Food is cooked over the
open fire in the fireplace.
Room J - This is a large bathroom. with an enormous tub
and WC.
Room 4 - This is the guest rOOI11, for visitors to stay in.
Room 5 - TIle study. There are several cushioned chairs
here. the fireplace. and a bookshelf. There is a deer's head
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BENEATH THE HOUSE: cavern layer one

,

cavern layer two
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succeeds in half a Mechanical Repair roll. the lid to the
sub-basement is destroyed in the process of gelling it
loose. Once the lid is pried loose, there is a 50% chance
each night of deep ones entering through it (unless it is
undamaged and replaced carefully) and seeking for the
investigators. Each night that they search, they cover ID4
rooms, in numerical order, starting wilh the ground floor.
For example, on their first night, they might roll a "3" on
their 04, meaning thatlhey would cover rooms 1-3 on the
ground floor. On the second nighl, they roll 57 on IDloo
and don't arrive at all. On the third night, they TOIIB and
come again. They roll a "3" on 104, meaning that they
search rooms 4 and 5 on the ground floor, then proceed
upstairs and search room I. On the fourth night they hap­
pen to come again and roll a "4" so Ihey search rooms 24
on the upper story and will not search any more, as they
have gone through all the rooms of the house.

If the deep ones thus enter the house, a successful
Listen roll will allow an investigator to awaken before
they get 10 him. Arter they leave, a horrible fishy odor
permeales the place, so the investigator will know some­
thing has happened, even if he didn't hear them. If the
deep ones get to a room in whiclt an investigator was
staying, they overpower him and carry him off forever.
There are enough of them so that no group of investiga­
tors could hope to fight them all off if tltey were cornered
in a small room. In olher words, if the investigators are
inactive for too long after removing the basement trap'
door, they are doomed. If an investigator encounlers the
deep oncs while they are ransacking the house, they will
immediately try to grab him, and quite a merry chase
through the house may ensue_ They will not follow the
investigator more than half a mile from tlte house. The
deep ones have a Spot Hidden of6O%and can try to Spol
a concealed investigator only once in a room in which he
is hidden. If the deep ones go through the house and fail
to find the investigators, they give up searching, and won't
come again for several months, when they will return. If
the investigators have given up the search by then, they
wiU read in the papers that Joyce Brockford. the wealthy
shipowner, has mysteriously disappeared at his new hOU5C.

Perhaps the executor of his estate is hiring investigators?

Sub-Basement
The sub-basement is a smaller room with carved stone
walls. There is a large stone altar at one end of the room,
and this allar is oddly stained. Behind the altar is a large
carved area on the wall, defaced so that it is not possible
to tell what it once was. If lhe altar is rapped, it SOlJnds
hollow. Successfully matching STR vs. the allar's SIZ of
12 causes it to tip over, revealing a flight of nanow steps
leading downwards. These steps lead 10 cavern layer I.

Cavern layer One

A~a A - The steps from the sub-basement lead to a
secret panel at the back of a large cavern, whose mouth is
open to the ocean, though hidden from the shore. The
back part of the cavern (where lhe door opens up) is full

of stalactites and stalagmites (represented by the dots on
the map).

There is sand all over the flat area of this area. and it is
crisscrossed and trodden down by webbed footprints.
Lose a point of SAN for seeing tlus if the characters have
not already seen deep ones. There is an altar on a rise near
tile back wall of ti,e cavern, and there is a dense thicket of
stalactites behind it. If the investigator actually threads his
way through the stalactites. he will fmd that they thin out
again and lead into cavern arca C. Ifhe heads towards the
lapping of the waves, he will come upon an area sloping
down toward the ocean - area 8.
Area B - On the border between A and B is a hole in lhe
rock floor. If an investigator inspects it there is a 2/3
chance (roll 14 on a 06) that tilere is a deep one just
willIin the hole acting as a guard. Fortunately for the in­
vestigators, the room is so filled with the lapping of waves
and echoes that no sound below a shout or gunshot can
be heard in it. Thus, the guard will not have heard the
investigators if they were moderately quiet in nosing
around area A. Of course, he will try to grab anyone com·
ing around his hole. Down by the water's edge a slight
crevasse or tunnel leads away from the cavern and back
onto the regular seashore.

The guardian deep one (as are all guards in this sce·
nario) is anned with a peculiarly.made speargun. Its bolt
does 1010 damage upon hitting, and can impale.
ArM C - This is a hidden area with no light source. An
investigating party will need flashlights or lanterns. At the
end of the cavern is an altar,and looming over the altar is
a statue of Great Cthulhu. TIle investigators will each lose
104 SAN from seeing this statue, but only once. If an
investigator has the nerve to look behind the statue (due
to a trick of lighting, it seems to be snug against the wall),
he will find a shaft or tube leading downwards.

If rapped, the a1!ar sounds hollow. Inside the altar is a
withered human corpse (lose 1D3 SAN) which immediale·
Iy fa1ls out. It still wears the rags of a Maine fisherman's
raincoat. Curiously enough, sticking out of a top pocket is
a deed to the house - evidently this sorry lich is a former
owner to the house! There is no explanation as to how he
came to be here, but tile holder of the deed legally owns
the house, and the investigators could theoretically use il
to try and cheat Me. Broekrord out of ilS ownership!

Cavern layer Two
Art'(! D - This is the place that the tunnels in both Area A
and Area C lead to. It is an open area with a pool of water
at one end. This water connects witil the sea, and a char­
acter making a Swim roll could get through 10 the open
ocean. This area has a 50% chance of holding ID6 deep
ones, all anned with harpoon guns, as described previous­
ly. These deep ones will try to take any intruders off wilh
them. or kill intruders if necessary. The hole in one wall
leads to a complex of caves.
Area E - 11tis room has a pile of bones in one corner.
Some of the bones are human.
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Area F·J( - Each of these small rooms contain nothing,
However, each room has a 10% chance of holding a resting
guardian deep one, complete with speargun. These deep
ones will only come out of lheir chambers if a wandering 106
investigator makes a noise that cannot be attributed to a 1
wandering deep one.

2
Deep Ones

No.1 No. 2 No. 3 No.4 3

STR 12 18 19 19 4
CON 6 12 i2 JJ
Sll J3 16 16 l3
INT i2 i4 16 i4
POW J3 8 9 9 S
DEX 12 16 i3 JJ
Armor I pI I pI 1 pI i pI
Hit Pts iO 14 i4 12 6
S.....". 30% 6S% 7S% 30%
o.moge 1010 1010 1010 1010
Claw Auk SO% 7S% 60% SS% IIo.moge 206 206 206 206

TRANSPORT CUBE TABLE

Result
90,000,000 years in the put, to the time
when the Great Race was still dominant.
900 light yean away, to 8 planet where the
Old Ones still dwell.
To Pluto, in a pressurized city dwelt in by
the fungi from Yuggoth.

This takes the investigator to the UghtJess
cavefnS of N'Kai, Inhabited mainly by things
such IS Tsathoggua's spawn and nightgaunu.

This goes to another world inhabited solely
by monstrOus dhotes. There is a S% chance
per hour of attracting I dhole'sattention.
One billion years in the past, when life was
all primitive worms and microscopic lhings_
There is • 1'" chance per hour of attracting
the attention of a Hound of TindaJos.

No.5 No.6 No.7 No.8
STR 9 8 21 18
CON 13 9 IS JJ
SIl 17 IS 22 17
INT 17 12 18 IS
POW 6 J3 12 7
DEX 12 10 9 6
Annor i pI i pI i pI i pI
Hit Pts IS 12 19 14
S.....". 70% 4S% 40% 70%
Dam... 1010 1010 1010 1010
Claw Attk 60% SO% 6S% 60%
Damage 206 106 306 206

Arm L - This room has a large mud slick at one end, slop·
ing into a tunnel. If an investigator gets too near, he must
make half either a Climb or Jump roll to keep from sliding
down its smooth surface. An investigator could also volun­
tarily slide down it. The slide ends suddenly under­
water. The investigator must make a Swim roll or start 10

drown. If a Swim roll is made twice consecutively, the
investigator can surface near the shore. If he makes his
SPOI Hidden while underwater near the mud slick. he can
see a tube leading down into Ihe depths of the ocean. This
eventually comes OUI in a town of the deep ones, but re­
quires deep sea diving gear to penetrate. (Remember that
scuba gcar has not yet been invented.) Any subsequent
scenario is best left up to the keeper.

Area M - This SOlan cavern slopes down into an icy-eold
room. with congealed mud ripples on the walls. In the
solidified mud at the back of the room is embedded a
shining cube. It lakes a successful STR roll 'IS. the mud's
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STR of 20 10 rip the cube free. Anyone trying also takes
I point of damage to his hands from frost damage, as the
cube freezes to his nesh. It costs I SAN to look at the
cube, because it is not organized like a regular cube - the
angles and sides are subtly different, and sometimes it
seems as though more than three sides of the object can
be seen simultaneously.

This cube sometimes provides glimpses of other planes
of existence when peered into (8 chance equal 10 the
peerer's POWxl each time he looks into the crystal). It
emits a chilling force, and will gradually (over several
hours) cool any area it is set in to nearly frecz.ing. 11 may
only be handled without injury by wearing mittens or
good gloves. If the cube is studied over a period of time,
it may be possible for the investigator to learn how to use
it. His chances for success are equal to his Cthulhu mythos
knowledge. He may Iry once per month of study. If he
succeeds, he will learn that the permanent sacrifice of
a point of POW will transport himself, with the cube, to
another plane or place. It requires another such sacrifice
10 return, and the uscr cannot usc Ihe crystal Iwice in a
24-hour period without risking pemlanent loss of the
user and crystal to Limbo, wherever that is. When lhe
crystal is used. roU randomly on the follOWing chart to
determine where the investigator ends up.



Appendices

Wherein the Keeper can find many interesting facts to weave into his games as he desires,
including a rimeline of events that occurred to H.P. Lavecraf! and a complere

listing ofhis, and others, works dealing with the Cthulhu My/has.

The following page~ COR/ain inrereslmg tidbits thaI can be used as
de~ired by the keeper. fit3t, twO so:cnario vigncHes are provided
that can be used to either begin a Call oft/hul/m campaign or to
nIl-in lulls during ongoing adventures.

Then an esS;ly delving into SOlUe of the mysteries of the Netto­
Romicon is provided, along with an timelinc Qf events that shaped
H,P. LovecrafCs difficult life.

Finally there is a listing of the current titles available from
Atkham House. publishcn of Lovectaft', stories and associated
Mylhos Iales.

A BEGINNING SCENARIO FOR A CAMPAIGN

It is a cool autumn d~y in 192-. A lOUT bus winds along a narrow,
hillside wad in Vermont. Though the faU rolb~c is beauliful. the
(:;lst of the day has dulled it. and {tic onre-jovial passengers are
siknt. II is important that the)' all be from Boston. or some such
canl"t'n!!a[cd area. though Ihey need not know each olher.

The tour bus is primilivd)' atranged. Thew arc lwenty-four
scats plus lhe drivel's. arranged two 011 each side of the U'nlral
aisle. The sindows have velvet curtains (3 touch of luxury), drawn
back by SlropS to let in the dayligtlf. bUllhe passengers long have
been aware that there is no luxury in the suspension of the bUi;
every rut is l.ikc a land mine,and several pas5t'ngcrs have headaches.

The NPC drivel, old Iliram Sikes, is the one source Ofl'(lmforl
in Ihis pioneering ritual of educational tra.-e]. Sikes" quick wit and
thorough knowledge of the country hu made the bumps and
sways of the pitiful road into something at teut memorable, if not
comfortable. !'veryone will be glad to get to Montpelier, and
everyone will be glad thaI they made Ihe trip with !liram. Shtch
the situation and have the characten inlroduce themselves. AI that
point the bus will come to a DETOUR si&l1. IHrum says Ihat be­
cause of the detour Ihe trip wiU take an hour longer. As the after­
noon darkens and t:hi1l5, lIilam turns mall' and mOle to jokes
about his arthritis_

Twenty minutcs later, in a saddle between two hills, Ihe bus
stops without warning 01 s>·mptom, Advising his charges that they

might as well .@et out and stretch their legs. lIilam lays out his
wrapped tools on Ihe fender and dives under the hood.

The playel-characters arc told that there ale two things to sec:
to the soulh, there is a ~autiful PIOSpect of fall trees and a lillie
town a few miles away; 10 the north, there is a very unusual grove
of naming red birches. One of the chalacters who goes to sec the
bi,ch('s will sec a pink, blasphemous thing moving among thcm,
and Ix- terrified by the vision. The thing is one of the fungi flom
Yuggoth (com 106 SAN if SAN roll is unsuccessful). As quickly
as Ihe character sees it, the alien hides-no une else will have seen
it. and i( any player-chalac\C/ later investigates, he will find no
trace of it.

When Hiram is told of the event. his demeanor changes com­
pletely, '·No wonder I couldn't find anythin~-'· he Slarts, Ihen
cuts off his sentence. He tells Ihe paJiSClIgen that they must all
relurn 10 tile bus immediately, and Slay put until he returns. lie
will demand forcefully and lepeaterlly that they do Ihis, until they
actually comply. He tells them that they arc his responsibility, and
lhal he will nol lei them down. Then he lakes somethil"1.g flom
unMrnealh his seat and heads towald the birch grove. Those pas­
sengen making their Spot Hidden roll will see that he has tucked a
reVolVl.'f underneath his cool.

An hour passes. There is no traffic on Ihe road. Any attempts
to find Hiram will fail. Any attempts to start Ihe bus will fail. At
last the playcr-chamctcrs k'<: ~lirqm up the lOad, or al least it
seems to be Hiram. "Start tht blls and follow me," he elies. His
voice rounds Sllained, and it bunes a bit, as though he had ~otten

a cold white on his SQlo journey.
Anyone trying to slart the bus (it has a crank staTler) Will50C'

teed effortlessly. lIilam has turned in Ihe meantime, and gone
around a bend in lhe road. When the bus rounds the turn, lhe
player·charat'telS all see tht old man sprawled in the toad, lifeless.
AU attempts 31 reviving him or Ireating him with Filst Aid will
fail, bUI anyone making their First Aid ",-ill nUlicc that Hiram's
body is unusually cold and sliff. Anyone who thioks of it will
discover that Hiram no longel has his revolver.

The road learls directly to Montpdier. and there ale no turn-offs
or towns before Montpelier, Neal lhe outskirts of lown the bus
is mel by the Sheriff. who had nuticed that the tour was late in
arriving and who had set off in his car 10 sec if aid was required.

The Sheriff will be very Itrave upon hearing the full slOIY,
whit:h he will wOlm out of the ptayeN~haraclelS in any way he
can. He will warn them that they should say nothing of the events
to anyone. The Coroner, seemingly in complicity, writes out Hea,t
AI/ack on his report without even inspecting the body, Both men
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giv~ lhe impreSJiion rhal lhey all: hidin/; something. and that more
is going on than the player·eharaeters ean gu<;ss. The saIne evening.
Lhe Sheriff :manges for another blu to lake Lhl' pas:lCngers back to
Boston. without even laking Slarem<,nts f"lIn Ill<, play<,r....,haracters
(though he docs have rheir addr"SSt·s). He will tell them truthfully
that rhis is for Lll<,ir own good.

But rhe kindly man will nor sue<,"'Ced in shielding rhese irmo­
CCIllS. Once home. wilhin the week things wiU happen that cannot
be ignored. Those lllJyer..chmacters who lI'ork wil11usc thdr jobs.
The homes of diretlantl's will be ransacked. ALleast two characters
should be told that in the evening the)' ha"e notictd shadowy pre­
senccs neal ttleir homes. Then the Montpelier sheriff will call on
the player....,haraeterJ. and warn them that bc"ausc of what rhey
have seen their lives may bc in danger. lie will 1101 sl;ll~ directly
that th" fungi from Yuggoth Wish 10 protect their mining opera­
tion from curious eyes by dOIng away with the player-characters.
but the impression lerr should be dear. lie will bring tlwcharaeters
together and state emphatically that they mu~t band rOj:ether in
self-protection. and thal h" will try to help !hem. bur Ihat his
family is hostalle to powers greater than anyone in rhe room could
imagine. II<; will speak of unknown forcc~ at work, and intelligences
not of this wOlld. lie will make sure that they l~ve each other's
addr<'sscs and phone numbers, if they have phones. lie says that
the Old Adams Place ncar Montpelier may hold something of
value 10 rhem. but rhat they must take '1Ire.

Jusr after saying rhar lIiram's deaLh should be avenged. he wilt
get a phone eall from a buzzinj!. voice, He will pale and hurriedly
depart. The n<,xt day. the eharaereu will lead of his death on the
night train to Montpelier. The caliSI' of death is Heorl AI/oek.

~srern trail
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Now the characters should proceed to the Old Adams Place.
Lherc l ..nco"lIterin~ minor villains and tattered diaries. and ~VCntu·

ally frl't' MontpeJil'r from the fungoid menace. The fungi them­
selves !>hould not be met with until the cllalact"rs are much
s!lengthened and wise in the ways of the wurld.

THE CULTiSTS LAIR

This is provided as an example for beginning keepers, or for ex­
perienced kecpen who lack the time and energy to constluc\ a
scenario at short notice. We wisll to usc it to s1lOW a typical band
of den'cnted wor!>hippers.

This area is expect"d to be used as the Climactic encounter of a
long investigation. 11 is left intentionally vague; the keeper should
fill in appropriate local color. The locale is clearly far from Ihe
USA. and il should lake investigators some time to rind out where
it is, and perhaps how to get there as well.

For reference, typically volcanic legions where this would fit
include Ihe west coasts of South and Notlh America, the easl
coast of Siberia, Japan, Ihe Phillipines. Indonesia. some Pacific
island chains. Africa's Rift Valley, Southern flaly, Iceland. the
West Indies. and (exCepl tllal il has no 'natives') Antarctica.

EXTERNAL VIEW

The columns of g1assy-eyed natives are slowly making their way
along narrow trails which snake up Ihe side of a smoking vol­
cano. It has been smoking for the lasr 500 years. Narive sto~s

say that an enemy demon was buried here by their gods or heroes.
The closer natives, now trailing up the volcano side, say they are
pledged to s[>ecial secret rites which k~p the demon helpless.
Intruders always die.

The volcanic rim is about 9,000 fcct high. It will lake 10 Climb
rolls to go dire<:lly up the 60 degree slope. There arc three rrails to
lhe lip, and they SCt'Tn 10 be between a foot and a yard wide. 11le
lI'estern, widest path is about five mites long; the cennal path is
about thlee and a half miles long; the eastern, steepest, way is only
a linle over two miles long, but requires two SlIccessful Climb rolls
and one successful Jump roll to go safely to the rop. The western
and cenrlal palhs require no roUs to ascend. All trails may have

"
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The Crater and Its Approaches

native guards walching for intruders. The chance fOI such guards is
somewhat lessened on the difficult eastern path.

VIEW FROM THE LIP

111e eraler is a circle approximately 1,000 feel wide from lip to
lip. The inner walls are 100 yards qbove the crater floor; the inner
walls are paSS:lble only in a few places. Carved st:lirs chiseled from
the lava lead down from the paths to the crater floor. The centers
of these steps are worn, and the rock is glass·like flOm generations
of shuffling feet. A DEX" 5 roll is required when trying 10 run
over lhe dry surface. Failule indicates that the characler stumbled
and fell down,

The interior of the craler floor is jagged ground wilh only four
nOliceable features of importance.

I. (on the map) The Smoking Crel'ice. A thin but constant
stream of smoke issues from almost the entire length of this cre·
vice. rising slowly into the sky as a column.

2. (on the map) The lIigh PoilU. This is very Sleep. rising 20
yards Lo its jagged top. The whole rock is about 5 yards aclOss at
Ihe top. It appears to be a different type of rock from the general
volcanic lava around.

3. (on the map) The f'ou/r Line. This is a geneTai cliffside. low
Where rhe paths cross it. rising flOm Ihere to aboul 2 yards else·
where (one Climb roll).

4. (on lhe map) Tire A/Illr. An ornately carved piece of vol­
canic rock carved with odd angles and unearlhly designs. Staring at
it will reduce an investigator's POW by ID6 [01 a full day after·
wards (and may reducc his chances at a Luck 1011 later). One or
more sacrificC$ are tied here.
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THE CEREMONY

The people will gather in the dancing circle. They will be in knots,
not lines. with straggJers between groups.

The priest stands atop the bil':arre altar, and will spend one or
twO hours eXhorting the parishioners, chorused by his !ix assis­
tants. After a while, the priest will be joined atop the altar by his
assistants lind they will begin more e.~hortations and ritual dances.
At one point the priest will call attention to his amulet. tt-"n leap
from the altar and draw a circle in the dust around the block; and
his assistanu.

The Smoking Crevice will uHer a low, moaning sound contino
uing for the rest of the ceremony.

The Iligh Poim will begin to glow-yellow at first, thcn with
shimmcring rainbow lights which seem to radiate from the rock
itself, pulsing with sometimes unearthly hues. All penons seeing
such lightlosc 103 SAN unless a SAN roll succeeds.

After a time the glowing area wi.1l have formed a bubble of
volume atop the High Spot, and a representative from the "Races
and Monsters" list in the front of Chapter V will JUddenly appear
within. This may be a byakhee, hunting horror, etc.. as approp­
riate to the deity. Check investil!;ator SAN.

As tht crowd indulges in frenzied dance, the demonic messen­
ger will move as swiftly as possible about the crowd, destroying
1010 of the worshippers in as visible a place (hovering, or taking
them to the High Point) as possible, and in as giUesome a manner
as describable. Again check SAN: possible loss is 106.

The Great Old One worshipped by these religionists will brieny
become visible through the spot glowing above the High Point,
hovering in the air. Only a portion of the being, enough to reach
out and grab the sacrifice victims from the altar, is actually visible.
Investigators must roll successfully against SAN, 01 lose 10100.

The surviving dancers continue their crazed dance until night­
fall whcn thcy will fall asleep on their feet, coUap~ing with I hit
point each at dawn. Thele is no sense to their movcmcnts and
keepcrs may wish to take some time to show thcir irregular and
inappropriate behavior. Only whcn one of their number is being
slain will they act in unison, and that is to stare in mutc horror
lI! thcir neigllbor is shredded, devoured, dissolved, or otherwise
destroyed.

When everyone is dancing around after dark, the priest and his
assistants will dcpart and return to thcir homes in the village.
Thcre the pricst will rcmain awakc whilc the others sleep in a
circlc around him. The natives will return aftcr dawn and go back
to work with their usual glued silence.

TUE PRIEST

STR 15 CON 17 SIZ 12 lNT 12 POW 16
LlEX 15 APP 10 ELlU 3 SAN 0 Hit Pts 15

SKILLS: Cthulhu Mythos 65%, Incite Frenzy 85%, Occult 25%

WEAPONS: Spear Attack 65%, Pany 85%, 1010+1+ I 06 damage
Warelub Attack 75%, Parry 55%,1010+106 damage

SPELLS: Summon (SCrvitOI choicc), Bind (servitor name). Call or
Contact (appropriate deity)

MACIC ITEM: Amulet of Protection Vii. (selVitor ehoiccl. '\lI'hen
this amulet is powcled with the wcarer's magic points, it will help
prOleet h.im against SAN loss while viewing the StlVitor monster
which appears during this ceremony. Each magic point put into
lhl" amulet will reduce a rolled SAN loss by I point. The amulet
can hold magic points for an hour only, and then must be re­
powcred. Whcn used with thc appropriate Summon spell, it also
protccts anyone within the circle drawn with the amulet.

The amulet al~o adds +11m to chanccs of both Summoning and
Binding the larget creature.

LIBRARIES AND THEIR USE
Thc following libraries are sure soulces of occult materials. There
are many more sources than thcse, some of which arc noted in
the Cthulhu Mythos writings. No library will havc a complctc
collection. Mou libraries than noted will have a copy of the
Nceronomicon. Thc keeper is not limited to this list and need
never ust it; its chief virtue' is in supplying a world·wide list of
libraries.

Private collections will not be acccssible to suangers without
the greaten preeUlions. Investigators ordinarily will need a
reference from a friend of thc libtary owner or make a roll of
POW III or less on DIDO once evcry three game months if they
bombard the owner with written supplications.

Library entries preccded by an astcrisk (-) arc owned by
priv3le groups which mayor may not be intcrested in letting any
outsider study their CQlIections.

ARGIS APULEIS (private collection), Istanbul - particularly
strong in fragments from the Great Liblary of Alc:undria.
Gnostic and Coptic tcxts, and many Aramaic fragments.

UNIVERSITY OF BARCELONA, Barcelona, Spain - acquired
many of the holdings of Philip II and thc Spani!Jl mystics of that
era: also diverse Moori!Jl works.

UNIVERSITY OF CAMBRIDGE, Cambridge, England - balanc­
cd holdings of !'risian, Norse, Old and Middle English sources;
somc Ccltic. Scvcral curious Spanish volumcs.

COUNT PEROONIO VELEZ (privatc collection), Cuzco, Pcru ­
little is known except that thc collcction is cxtensive, with many
curious and intriguing pre·lncan rubbings.

• GOLDEN REPOSITORY OF SHINlNG TRUTIi, Lhasa,
Tibet - Tantric and Tibetan Buddhist tcxts; some very old
wOlks; cxtremcly diffICult access.

HARVARD UNIVERSITY, Cambridgc, Massach.usetts - the
Quartennus Collcction, among othcrs, is an cxcellent source for
thc medieval mysticism of Europe and North Africa.

HERMITAGE COLLECTION, uningrad, Soviet Union - chief­
ly concerned with the Runian mystics; much fresh data about
secret activities of thc CUts.

HIERONYMOUS VAN OYCKERT (privatc collection), Johannes­
berg, Commonwealth of South Africa - excellent clltcnsive
African material. Van Dyckert was obsessed with the high cul­
tures of the continent; Antactic curios brought back by explorers;
investigators should beware his spurious racialanalyscs.

• HIGII HOLY CHURCH OF TIlE FIRST STONE, KansasCily.
Missouri _ mOSI immcdiate lecord of strangc events in thc Mid­
West; much transcription of glo~sopha1ia;some older books the
significance of which is not understood; very difficult for any
non-mcmber to consult.

.1l0LDlNGS OF THE WiIITE SUELL, somewhere in Bornco­
nothing is knolVn of this collection cxcepl that it is on a moun·
tain lOp where the humidity i~ not cxtreme.

LIBRARY OF CONGRESS, Washington. D.C. - the primary
occult works which the invcstigatolS would consult are held in
the 'Z' Collection, requiring a security clearance for entry.

LIN TANG YU (private collection). Kweilin. China - many old
sources. most Chinese, collected as much for their pictorial or
acsthetic value us their conlcnts. Warning: Mr. Lin is a most
degencrate human.

MISKATONIC UNIVERSITY. Arkham, MaSS3l"husetts - strong
holdings in the writings and trials of the New England witches,
has a copy of the Nccronomicon.

NEW YORK PUBLIC LIBRARY. New YOlk. New York - rather
standard occult works, but a vast collection of private lellers
flom aU timcs and contincnts. Randomly invaluable.
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OXFORD UNIVERSITY. O;llford, EllJIand - English mystics,
Celti<: manuJCripts. medieval utin and the UtUe51 Old English
toIll'U:S; rurno. iJuists that profound cWsica! manuscripu ale
held in a specialun11bdkd collection.

BIBLIOTHEQUE NATIONALE, Puis.. France - uhallstive Old
r~nclt, Holy Roman sourus; 8~tol\ and Gu;:on CUrioSil; Hmlan
Uld Albi&tnsbn stu~; lnquisiliona.l wOlks seized durina the
French RnolUlion; records or decadeDl uPC'rimmu perfonned
durina the fin dr si«k of the lasl (CntuT)'.

SCHv.''EIBEN INSTlnITE, Ikrlin, Germany - Holy Roman
Empi~. seadu medievla ulin. many inlrreslilll rubbinp rrom
Scandi/Ulvll; heetlical C.. tholic works; stranae P'roltSlanr CUllS;
bales and piles of not·yel clI;aJosed Orientalia.

SHEIK IBN AL FAWZI (pri .... te coUte::llon), Bqdad, Me50pl)­
t3Jn1.a - coee coUte::tion or pre·True Faith wrilings; very good on
herelical se<:ls. Frequcnt aUlcks by righl·wlng Muslim students
upon Ihose conrulting tills soulce.

SWAMI SIIOMANANDA (privale cOlleclion), ~nares. India _
one of Ille best colleclions of Wndic studies; some monograplls
on lhe 'old ways' of Ceylon; some dati from southu.st Asi•.

• VATICAN LIBRARY, Rome, lilly _ the primllfY source fOI
iii C.tholic writings and • cenlral depository ror infoOlladon
.bout Oirislian heresy, wilc1t trials, Iale Roman behlvior.
COfIIpctin& ~Iir;ions of the bte Empile, elc. CO~ colleclion mlY
be difflCl.lltlO review.

YALE UNIVERSITY (special colJe<:tion held under plud), New
Hlven. COfUl«ticul - much Americln., onll I.tanIcriplions or
Indian ceremonies and Jettnds. Nt"N Enpand hilloricll.muves.
mom

ZEBULON PHARR (pmlte coUeetion), San Francisco. CaIt­
(omil - much information lboulilldians of 1M Wesl and South·
Yie$1; curious ~lic::s florn the Owyhee Mounuins; many notes
:and letters aboul th" ConquulIdors: ...-hlt lhey dm :and wh.t
they (ound.

NOTES ON A FRAGMENT
OF THE NECRONOMICON

by PhileuJ P. Sadowski
Ph.D.,D.Lill.

The Ne<:ronomieon is a wolk whieh is familiar 10 many S1udenll of
.reania, a1lhoogh few liVing men hive had an oppollunity to study
It firsl hand, due to the peculia. t"ndel\cies of lOme of the mOle
squeamish and less bibliophilie of mankind to deem !he wOlk
IeCUJ'ltd and destroy any copy whieh can be found. Indeed, I my·
self hawe ~I\ unlble, despite contll\ull efforts and ~!e&tth in .u
o( Ihe &lUI libraries and intelleclull eapitals of the 'World, to t¥tr
h~d • copy of that ancienl volume in my hands. TIt..1 is.. until the
summer befor~ Il5t.

My t!l"tensive studies of Ihe Oecuh look me. duriJlll the sum·
ITItr or 1979, 10 thll m~lous land or F-ItYpt. whele I made my
w.ay. naturaUy "nou&h, to th" ancienl book st;alls SUITOlIndin&
AJ-Alku m~nsa. ...i1iclt is the oldest continually operalint uni­
versily in tnc ,,",orld. Mm ha~ been ..,nin, books on the same
spots surrounding thai ~nerable Instilution ro. over 1000 yuf$.
Needless 10 $;Iy. il is not impossible to come across some veT)'
intenslina and ancienl ma.nuscripts there, which we~ xllwled in
the miniK'llIe hand of some patient medieval sen'be. 8uI me docu·
mel'll which I "'as to find on thaI hot llimmer day surpassed my
ploverblally wild"st dreams.
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But before I e;llpWl! UKtly whIt happened. PC'maps some
baekpound information reprdina \hIt maslerpiece of oecult lo~,
the Nectonornicon, mi&ht be of benefit fOI those "'ho are ine;ll·
PC'l1enotcl in such matten.. !ollleh of 'What is popululy known of
the Neconomicon is due 10 the writin" of the famous fantlSilist
H. P. Love<:rafi.. Aecordint to his researthes. the name 'Necro­
nomicoa' is aetu.oy the title or lhe Gieck lransb.tions. made
c. 9S0 A.D. by Theodorus Pl!i)elU, of 311 original Arabie manu­
SoCript. A Latin veniOll of this Greek work wumade in 1228 A.D.
by Olaus WormIus (not to be cOllfuxd with the xhol"l of th~

same name living in the sixteenlh «nlury), which is th~ only vet·
sion knowl\ 10 have sumved to the p~xnt. (An analysis of Love­
crlft's nseuehes reprdil1J the Ne<:ronomicon can be found in
Lovtfcrrlft: II Bioprzphy by L. Splasue de Camp, pp. 4OS410.) Th~
munlng or the Greek tille. 'Nec;ronomicon: which the Lalin
translalion hu ~uined, is something like 'Thinlll pcruininglo the
alstoms, practices, or laws of the dead.' ('Nekros' meanrng'dead'
anll 'nomos' meaning 'custom, prlCtice, 01 law.') The title of the
orlginaJ wOlk in Arabie was Kilab AI·Azif which can be Iranslated
as 'the book of the howling, of the desert demons or Jinn.'

However, there is an error In lovecllft's description of Ihe
book, which is nOI I fault on hiJ put, but Stems to have been 1

scribal enol which round its w.ys Into the medieval manuJeriplS•
and whieh is wOlth corre<:tinll at lIlu point. The author of the
Nteronomicon is Slid to have been I mad Arlb ...ho died uound
738 A.D. named Abelul AJ.Hu~d. No self ttsptC"ling Arab woold
ever hIve Iuod such. rwne. Although in nClionai writing Abelul is
perhlpl the most populu name Im0lli Anbs.. il is nOllCtulily an
Aflb nunc at .0. 'AbrI' in Arabic means either 'slave' or •...or·
shipper' as in Abd al·Malik, meaninl the 's1a~ of the kina;' Abel
al·Rahman, (or sontelUnes Abrlutllhman) mt.lJ'linS 'worshipper or
the seneraus one' (namdy God); or Abel AUah, mo~ cammOl'lly
writtm in EnPsh II AbeluUah, meaninl lh" 'wonhipPC't or s1IVC
of God.' 'AI' or '\II' in &II these rwnu meltlJ sintpty 'the.' (E~~n
'AUah' aclually mtlllos 'TIle (only) God.' So Abdul woukl mcan
'lhe ..-orsitipperlsbW't of ._' It makes l)O sense in Arabic. II needs
some noun foUowinSlllo complete the me3llm8- The nam~ Abdul
AI·Hured is obviously 1 cletieal enor on the put of either Theo-­
dorus PhUeias who translated the Necronomieon (10m Arabic Inl0
Greek, or mo~ likely by Ollus Wormius, ""ho knew no Al'lbic,
and translated the C~k venion inlo utin. The CQlTtCt rendering
should be Abel al·Hu~d.

'Hured,' which itself is nOI an An,bit ....0111, is probably a
textual eorwption from whieh it might be poloSible to l'tConnruel
the original. In medieval lim~s authon who didn't fully under·
stand a ro~ign 13IIguage, and had to bilingual dictionuies available
often mlde miuues in \Ianslitetltmg flom one language Inlo
anolher. aceording 10 how Ihcy lIeard words plonounced. For
uample, the 'hasltWu~en' in Alabic beelme the 'Assasslnus' In
Latin, and 'assassin' in En&lish. The Allbie name 'Ibn Rushd'
became 'AvverrQeil' in latin. 'Hu~d' is problbly a similar caK,
and I ....ould speculate that tile original WOld was 'Azrad: wllieh is
the "IIlive form of the Mlbi!: vClb 'tuada: meaning '10 stran&le
oe devout.' The conect name for the luthor or the Necronomic:on,
then, as fillS I ean reconstruCI Lt, WII AM al·Azr~, which would
be lranslaled 'the wolShipper or th~ Ileal Sl•."per or greal de­
vourer: BUI as my purpose hert is nol 10 live a lesson in Anbie
crammu, let me r"tum to my l\:ur.IIllve.

In my browsina in the store of my ravorite boobtUer in Cairo.
(""ho sh&ll ~mlin namdess in order 10 keep bis lreasure trove of
mlnuSoCripu fTom bKomin& I hlUnl of ,reedy tourists) I came
ICroa I p~mml, wrillen in Arabic....i1ich I PC'r\lxd with Jome
inlefftl. The documml ,.~s of obviouJ antiquity, both because of
the tKhaic Arabic ser1pt il employed, and bKluse the use of
p;m:hm"nt in the Arlb world "''1$ I't"trally abandoned after the
intlodl,lction of paPC'r in the ninth century.

As I eumined this document my eyes feU upon two lines of
pottJY which I read with incrtasilll ucilement as I reaIiud Ihll
they wele lUI euel Arabic version of the flmous couplel from !hIE
Necronomicon:

Thllr ir nor drlld ....hich tIln tt~rnalli~.

And ....iell srrangta~s f!I'~n dClltlt rrrllY dit.
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'904 His cnndf.ther dies. NECRONOMICON. 1931 At rht Mou/frtdm ofMlldnns and
1908 HPL has poOOlothtnniJm; is 1923 Writes RIll in ,Itt ItWIs. SJuJdowcwtr hll,smoutJr; tra~
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first lead. Dunsany. England tour.

The Arabic yerstcs ,,'..ert engraved in my mind from the moment
I read them from that ancienl parchment in thaI hoI and dUlty
shop in Cairo. I \lo·m rtPloc!Uce Ihem hert. at thcy contain :m
important piece of information dealil\8 ",ith the Cull of Clhulhu
whic:h has heretofore been unknown. In Arabic: ChanctCl5 the lines
ran thucs:

The mdCI of the poem is as follo....5: -1---1---1---1- fOI
both lint5 (the accent fa.Uin! on Ihe '1'). A It;Ulsliler.J,tion of the
Alabi!: charaeter5 would be: as follow.:

la nllI}')'ilan ma qlldinill "l1ll1lN1qa sarnladi
fa {fha yaji ash·shU/hlllh a/.ftUlltlU qlld >"allfah;

A literal translation from the Anbic goes somethinj:; like Ihis;

ThaI lhing is /l01 dtQd 'M'hiell 'laS rht capacity (Q rolllillue IU
cxisr ttema/l)',

And if rilt abnorlllal (bilarre. "range! Olrel (thillgS. times 1)
comt. Ilzell dearll 11111)' CCIlSC to be.

Giyen thaI the couplet IU LoYeeraft rendered il in Engll\ll is a
translation of a utin translallon of a Gred: tramlation, which can
account for the slight variations in meaning, .....e obviousl)' have
here the original ~mon. This alone was a discovery of wme im·
porUm:~. But one of the ph rues in Arabic: gives a due perhaps to
an ~n deeper my5lery.

The phrase in question CQntlins the ..."Ords 'raji Id!·d!uthath.'
'Ash~uthath' is plural, and literally means 'the abnormal.' re­
ferring eitlter to people Ot thinr;s depending on the contenl$..
'Y~i' lMans simply 'COlnI:S' or 'an: comil\J.' Now in colloqUial
Arabic thc 50ft "j' IiOUnd is often transformed into the h.rd ','
sound. IIId mlJlY limes the YO"'el endinp au left off and the
wonls shured IQBCthcr .IS ...·c oftm do in English. Therefort. a
poui'b~ rendering of thIS phrase in coUoquiai Arabic would be
Ya&-Shu!hath: which it easily ~og1Iiubie. with a slighr change in
the qualilY of the ro....els. as lhe Lovecraftian 'yos-sothoth,'

Wll~1 ....e probably have here is palt of a rilual of Arabian deVIl
....olshippers.. vmo durinr, some unknown ceremonies would ch.nt
·Yq-shuthath! Y~uthath!' meaning; 'The Abnonnal One
(Timn?) arc coming!' ....hich is an obviO\ls Iderence to the return
of tht Eldtr Gods. which is Ihe central goal of the worshippers of
thc Cult of Cthulhu. NeedlC51 to s.ay these revelations gripped my

very soul. Here was a le7tl that was not only a unique hlSlolicai
documcnl. but a proof of the CJlISlcnet of the Cult ofCthulhu
Ocdic.lted to the return of the Elder Godi.

After slcimmint the rest of the plrchment I was convinced by
the occult ru.ture of what wu ..-nllen that I "'U holdin~ 11 frat
ment of the 'Kitab AI-Azir 01 the famous Nceronomicon. and
indeed. quite pos.sibly a p. from the ori~inaI manuscript ... rillen
by the hand of AM aI-Azrld htmsdf. That parchment had to be:
mine! I inquiJed about the pnce. and astounded the boolr:Jellcr by
rtr'uMt: to b3tgain. payin~ what ..-as asked. and tx'aPUIJ ...ilh the
veallrt1lSlJrc.

In a few more days I had finished my busincu in Cairo, IIId
.....s slanding al the customs desk al the Cai,O Airpurl. ror somc
lcuon thc officials ins/fled upon Jearchtn~ the Iini"l of my lug­
P~. and coming upon the pticc:leu parchment. inquired if I had
the necesll:lIY papel fOI transporting Egyptian anliquitie$..

"Paper?" I asked innocently.
No amount of persuasion would sway Ihe hardheaded customs

official. He insisted lhat the document could not be remo~d from
the country ('lmuJglirtg: he called it-a tc<:hnicality). For a slight
donation 10 aid lhc sicl: mother of thc customs official, [ was a1.
lowed 10 leave the countlY wlthoul conferring with the Caplain of
Security of the airpoll aboul lhe matteI, I boarded my plane for
Germany after the official plomised that the document would be
handed oyel to lhe librarians al Ihe "gyplian National Library for
cataloging and storage. and lhal I would be alIo..'ed fO relum :md
to fludy lhe documenl "'hcn I plea~d.

Upon my return to l'gypt a fcw ..ceks latu. I rushcd to the
National Libr.tl)' only to find, to my ullel hOlrOi. that they had
no record of Ihe acquifition nOI any entry of it in any of lheir
catalogs. The parrhment \l'as IOSI! I don'l know if lht: foul CUf<
loms official had sold Ihl; priceless rdic on the bl.:1: mllkcl (in
which cue it may surface: apin one da)') or If it now serves al the
...rappel fo[ someone's lunch. In any case, [he documenl is SOlie.
and the ploof o( my ..."Ortls must rdt upon my impeccable repull'
lIOn (01 scholarly honesty.

SELECTEO ARKHAM HOUSE
PUBLICATIONS

Onkr direclly frorn:
AI!:ham lIouJe Publishers, Inc.
P.0.80ll: S46
Sauk City Wisconsin S3S83
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This book con1.3ms ",ilal Ihe edilon al Arkham House. belie~ (0
be the best SIOOO by Loweeraft. FoUowint; , new lOOt; introduc­
tion, Me !he5e wOlu-"'n the Vaull:' "Pickman's Model:' '"The
R,u in thco Wllli," "'Tbe Ouuider," "'Tbe Colour Oul of Spxe."
'"The Mu.sic of Erich Zann," -rhe Ibunter of the Dark," "11le
Pictute in lbco llouse," '"The Ca1l of Clbulhu," "The Dunwich
1I0rlOr," "Coot Ail," 'The Whispeter in Darkneu," "The Tern.
ble Old Man:' "'The Thill& 01\ (he Doorstep," '"The Shadow Owr
Innsmouth," and '''The Shadow Out of Time."

It was nol the crati~ 'Work under his 0"'''1\ by-line Ihat was U. P.
Lovecraft's major 5OIl1Ce of intamt', but the fevisilll:ofmanuscripts
~bmilled by hopeful authors, youltl and old, that R1ppUedenout;h
inc1;lll1e to enable him 10 eke OUI I Uvi"" Some. of lbex manu,
teripts _'C',," in Lovecrut's 0""" rICk!, lIl't o( the macabre, and
with these he \l-ent to especial pains to produce salable ",'ork-evcn
to the utent of complelely rtwrilin! min)' of them. and in the
courlt of so doin&. ~bsumin! 50IIle of them into the Cthulhu
Mylhos. This omnibus oollection brinp logether all lbese "revi­
sions" and in the main belanp solidly in the Laveenft canon,

nlE DUNWlCH HORROR ANDOTIlERS

AT THE MOUNTAlNS OF MADNESS
AND OTHER NOVELS

$10,00

$10,00

TIlE HORROR IN TIlE MUSEUM
AND OTIIER REVISIONS $10.00

Here are aU the novels of H. P, Lovecraft in one volume. This book
oonlains the complete ttxlS of A r tIre Mounltlins ofModness, The
Ctlft of Chorles DeXler WtI,d, and The Drt'tllrJ' QuI'SI of Un/mo ..."
Ktldtllh, together with "The Shunned lIouse," "11te Dreams in the
W11ch·f~oust," "The Statcnlent of Randolph Calter," "The Silver
Key," and "ThlOUgh the Gales of the Silver Key."

All thc remaining ol,lt-.of-print flCtkln by II, P. Lovecraft, here pub­
Ushcd in chronological order, top:ther with his long essay on m..
etble flCtkln. "Dagon," "The Tomb:' "Pob-ris," "Beyond the Wall
of Sleep," 'The Doom That Came to Samath," "'Tbe White Ship,"
"Arthur Jermyn," "'Tbe Cats of Ulthar," "Celephais," "From Be­
yond," ''The Temple," "11le Tift," '''The Moon-Bog." l1le
Nameless City," 'The Other Gods," l1le Quest of lrannon,"
"flerbert West-Reanimator," 'I1le Uound." "HyprtOS," 'The
LUlkin! Fear," "The Festival," '''The Unnatnible," ~lmpmoPcd.

With the Pbaraohs," "He," 'The Horror at Red Hook," "Th.:
SUaJl&C' HiP! HOlIK in the Mist," "In the Walls of Eryll:' '7he
Evil Oergman:' and "'Supematllll1llorTor in UtCOf'2;tlI""."

NEW TALES OF TIlE cnlUUIU MYIlIOS
edited by Ramsey Campbell $11.1)5

Grtat Cthulhu~theblind idiot IQd AUlholh-lhe sta-$Unken realm
of R1yd'o-lbc infamous N«fOnOmiro,,-alI oome to life ~
IIp1II in this antholOC)' of hitherto unpublished ",'ork. The Clhulbu
Mythos "''U the crownifll khievement of II, P. Loveenrt. Ind hi$
dream-world of mylhic:al lands and heinp hili become an estab­
lished p'lI o( contemporary folklore and leJC'ndry. The stor;es in
this new cotleclion include "Crooth [nd" by Stephen Km,;, '''The
Star Pools" by A. A. AnanaUo. 'The Second Wish" by Brian
Lumley. "Oark AwakcnillJ" by Frank Belknap Long. "Shaft
Number 247" by Bui! Copper. "Blatk M:on Wilb a Uom" by
T. Eo D. Klein, "The Black Tome of Alsophocus" by U. P. Lo\·e·
claft and Martis S. Warnes, "Than Curse. the Darkness" by DiVld
Drake, and "Thco Faces at Pine Dun~s" by Ramsey Campbell.

THE WATClIERS OlITOF TIME AND OTfIERS
by H. P, Lo¥C'C'nfl and Avgusl Derlelh SIO.OO

Al the lime of his dtith in July 1971, Augun Derleth "'':IS wriling
nre k'Quh,.'1 Oul of Tim,. and had just completed OIapter IV,
approximately me halfway poinl in the no\~1. After long delibera­
tkln, and since this .....as the final wrilinll of August Derlcth, the
uustC'C's of Arkham !louse dedded 10 publish lhe unfinished novel
tllaclly as DeTleth left it, ror hiSlorical and literary record, al the
end of the omnibus coUection of all the posthumous Lavecrafl·
Oerleth coUaborations. The complete conlents are the novel Thl'
I.urkc:r ar lltl' Threshold. and these lIIorl "ories and nouvclles:
'7he Survivor," "Wentworth's Day," "The Peabody Heritage:'
"The Gable Window," ''The Ancestor," '7he Shadow Out of
Space," "'lIe Lamp of Alhazred," ''The Shuttered Room," "The
Fisherman of Falcon Point," "Witches' Ilollow," '''The Shadow
in the Allie," 'The Dad: Brotherhood," '''The ~Iorror From the
Middle Span:' "lnnJl1l(,ulh Clay," follo""ed by the never-rmimed
k'are",.n 0111 of TIme:.

(second printing) $10,00
(sccond printing) $10.00
indermilely 011\ of stock

$12050
512.50

SELECTED LEITERS I: 1911·1924
SELECTED LETTERS II: 1925-1929
SELECTED LEITERS III: 1929·1931
SELECTED LEITERS IV: 1932·1934
SELECTED LEtTERS V: 1934·19)7

1l0WARD PHILUPS LOVECRAF'T;
DREAMER ON THE NIGHTSIOE
by Frank Iklkn.ap loGg SS.50

Ortllmer 011 ,he Nqhlside is the fiT1t full-knt;th srudy of LoVKfafl
wrinen by one ofllis olGest and best friends. Tbc: author de:scri~

his reminUce:nce ali (oUo""s: '''T'he Lo¥ecnft book will be an
IIPL_IJ·I_remember_him volume and not a bioyaphy in Ihe micl
sense. It will contain, of COOIlc:, ,chlpter or t"''O of straight bie­
p:aphk;al maleria! and perhaps three chapte.n of critical apprai~1.

Ind , few important quotations from various sources. There also
will be some hilherto unpublished material ... My primary purpose
is 10 demolish many of the !rotesque distonions that have been
ci«:ulatin! about Howard and prestnt a portrait of the man that
does fun justice 10 his shining t;ifts as both a writer of genius and
an extraordinary human being,"

DWELLERS IN DARKNESS
by AuSuS! Derlelh 57.95

The final collection of fantutic Itories and mlCabre tales by August
Dedeth affords uncrrins evidence of this author's mastery in the
rcalm of the uncanny. Whether on a theme of science fiction. a
classic ghost story, or a rare contribution 10 thc Cthulhl,l Mylhos,
no olhcr wriler in lecent mcmory has di~played ~ch complete
command over the entire gcnre of fantuy. The conlenlS alc "The
Ghost Walk," "The Ormolu Oock," "A Knocking in thc Wall,"
"The Lost Path:' "The Place of Desolation," ''The Patchwork
Quilt," '''The Islllld Out of Sp:ICe," "The Niptt Road," "Come to
Me," "Memoir for Lucas Payne," '''The P:mint; of Eric lIolm,­
"Man in the Dark," "The Sane of the PeWff," "Open, Sesame!,"
"Ghosl Lake." "The Element of01ance:' and "Fool Proof."

The sel~ted letters of Howard l'1Iillips Lo.-ecnrt comprise the most
varied and eXlen5ive I'oup of wrilings conceived by Ihis reno....ned
American fantasut. Lovecraft was I brilliant epistolarian wh05C
effortlessly erudite oom:spondente created lastine friendships
unont; many indiriduals .... hom he ....'OIIld never mfft in penon,
includiltl August Oerlerll. Robert l. HOWIIld, Clark Ashton SmIth,
Fritl. Le.iber, Robert Bloch, C, t, Moo,,". and cOllntless othell. The
unlimited ntenl of Lovecfllt's inteUeetuai curiosity i$lCcul1llely
p,,"served in !hIS fi_volumc iUustJated edItion, in !olllell dealint;
with det:;tils o( al,ltobioJraphy, fant'S1ie literature, philosophical
speeubtJOrl, dreams and fantics. soeraJ commcntary. and innumer·
able other .subjects, ranPJ'l from the history and vestiges of colon·
ial New EnPand to the outcnnost ,bysse.s of the uni,'C'ISC, beyond
tno",," space and onjC'CtuTl'd tune. Cosmic mYlhmaker, antiqu,ri­
an recluse. philO5O(lhk materialISt-here are lhe most memorable
epIStolary writmgs by this e\"aordm'l}' gentlem;m from Provi·
dence, ",'ho in the yean since his dealh has be.oome a legend.
'''The &le:tted Le:I/f'r-I ....·ilI exhibit manifold angles or Lovecraft's
utounding genius ... The heritage he has left will establish him
Imong the greatest wriltu of modem times."-('(ark Ashton Smith.

$10,00DAGON AND OTHER MACABRE TALES

·95 .



CALL or
CJHULHlJ

111111111111 INV ESTIGATOR 5TAT1STlCS IItltlllUIII

STR DEX INT Idea .
CON APP _.. , POW Luck .
SIZ SAN EDU Know .

Schools .

Degrees .
Damage Bonus/Penally .

Name..........••...........•............•••

Occ.upation Sex Age .
Nationality Residence .

1111111111111 MAG IC POI N TS 1111111 11II1tItIItltllltlttltlllltlUlIIUl1IlIUIIltlUlllltlllllttli

12]4567

8 9 10 II 12 13 14

15 16 17 18 19 20 21

llllllUlUlUl HIT POINTS lIIUlJlllUl

1234567

8 9 10 11 12 13 14

15 16 17 18 19 20 21

IlIIlIHlIIJlllllmlllllllnlllllllllltlllllllllllllllllllllllllllllllllllUlIIllllllll1l SANITY POI NTS lUNllUlIIlllllllll1ll lUllllllllllllllllllllllllllll1llllllllllllltllllllllllllllllll

(Insanity ) 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 33 34 35 36 37 38 39 40 41 42 43 44 45

46 47 48 49 50 51 52 53 54 55 56 57 58 55 60 61 62 63 64 65 66 67 68 69 70 71 72

73747576777879808T8283848586878889~9192939495%9798~

1I1l1l1lllHlIlIIIIIIIUII1I1Il1llllltllUIlllnmlllUilUlUIIIUIIUlUUUl INVESTrGATORS KILLS 1OOItft1l1tl1fl11ll11llUMIlUlltlUUI"1I1111111I1lltlllIll1ll1ll1ll1l"1ll

Accounting (10) .... 0 Geology (00) .... 0 P$ycholo,y (05) .... 0
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Archaeology (00) .... 0 History (20) .... 0 Rud/Write....... tOO) .... 0
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Botany (00) .... 0 Libr.ary Use (25) .... 0 RM:le (OS) .... 0
umouflage (25) '" _ 0 Linguist (00) .... 0 Sing (05) .... 0
Chemistry (00) .... 0 Listen (25) .... 0 Sneak (10) · ... 0
Climb (40) .... 0 Make Maps (10) .... 0 "'''k .......... (00) .... 0
Credit Rating (15) .... 0 MechaniQI Repair (20) .... 0 "'uk .......... (00) .... 0
Cthulhu Mythos (00) .... 0 Occult (05) .... 0 Spot Hidden (25) .... 0
Debate (10) .... 0 Operate Hv. Machine (00) .... [J Swim (25) .... 0
Diagnose Disease (OS) · ... [J Oruory (05) .... 0 Throw (25) .... 0
Dodge (DEX x2) .... 0 Pharmacy (00) .... 0 Track (10) .... 0
Drive Automobile (20) .... 0 Pllotography (10) .... 0 Treat Disease (OS) · ... 0
Electrical Repair (10) .... 0 Pick Pocket (05) .... 0 Treat Poison (05) · ... 0
Fasl Talk (aS) · ... [J Pilot Aircraft (00) .... 0 Zoology (00) .... 0
First Aid (30) .... 0 Psychoanalysis (00) .... 0 . . . . . . . . .. . . . . . .. · ... [J
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