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INTRODUCTION 

T
IllS BOOK IS A compendium of creatures 10 
supplement the Call of Ohulhu rulesbook. In­
cluded within this volume an dozens of new 
races,. Quler Gods, Greal Old Ones, and other 

horrific and fantastic entities to tantalize keepers and tor­
ment players_ These monstrous creations have been col­
lected from fiction spanning over seventy yeaJS and from 
over Icn years of favorite Call of Cthulhu scenarios. The 
darkly imaginative work of a diverse group of authors is 
represented here. 

The monsters in this volwne are not presented as offi­
cial or organized mythology. Even supposed Lovecraft or 
-Mythos .scholillS" cannot agree what is or what is not a 
part of the Cthu1hu Mythos, or if an organized mythology 
exists at all. What began in the nightmares of Howard 
Phillips Lovecraft has become in seventy and more yeaJS a 
convoluted web of borrowed references, shared entities 
and books. and contradicted concepts. No one can say 
with certainty what is a part of this artificial pantheon and 

what is not. Scholars, Lovtcnl.ft fans, and garners have 
argued for years, but only peJSOOa.l taslc and opinion es­
tablish what is a pan of the Mythos. The author urges the 
keeper to use or ignore the creatures offered in this 
volume as he or she desires and as fits with his or her 
campaign. 

- Scott David Aniolowski 

DEDICATION 

This is dedi~ll~d 10 my lrielld ud tolbSue. 

Kevin A. Ross 
Ibe Gnlld AKhivi,t of the Calf of Cthulhu Cirde. 

TABLE OF CONTENTS 



ABOUT MONSTRES 
PO"!"'" NTRIFS ARE ALPHABETICAL USUAllY 

by key word or phrase: thus you'll find 
BrorMrs of Chaugnar Faugn entered under 
Cas Cwgnar Faugn, Brolh~rs oj The ex­
act forms for entities occur in the Deities 

,,_ ... and Monsters box, nearby. There the en­
tries are also classified according to one possible Mythos 
hierarchy. 

Servitor species may also be independent agents, or 
agents of other entities. 

MONSTER 
CLASSIFICATIONS 

T
HE MONSTERS AND ENTITIES in this yol­
wne are classified in one of nine categories: 
Outer Gods, Elder Gods. Great Old Ones, Great 
Ones, Avatars, Servitor Races, Independent 

Races, Fabulous Creatures, and Unique Entities. 

OUTER GODS 

The Outer Gods rule the universe. Except for Nyar­
lathotep, they have little to do with hwnanity. Humans 
who meddle with these entities suffer for ii-usually 
madness or death. The Outer Gods appear almost to be 
true gods. and some seem to personify some cosmic prin­
ciple. Only a few of these deities seem to lake interest in 
human affairs. When they do. they orten seek to break 
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throogh cosmic walls or dimensions in order to WIeak 
new destruction. All races and lesser deities or the My­
thos acknowledge the Outer Gods, and many wOJ'Ship 
them. 

ELDER GODS 

The EldeT Gods are a race or gods neutral to or possibly 
rivals or the OUleT Gods. Though or vast .and awesome 
power, the Elder Gods do not seem to be as dangerous to 
humanity as the Outer Gods. Like them, the Elder Gods 
have little contact with humanity. Few Elder Gods are 
mentioned; the god Nodens is most orten mentioned by 
name. 

GREAT OLD ONES 

The Great Old Ones are not omnipotent, but nonethel~ 
are godlike and terrible in human eyes. Humans lire much 
more likely to worship Great Old Ones. who are com­
paratively near at hand. Great Old Ones occasionally par­
ticipate in human arfair's or contact individual humans. 
The Great Old Ones appear to be immensely powerful 
alien beings with supemalural-seeming abilities, but not 
to be gods or the potency reported ror the Outer Gods. 
Each Great Old One is independent. Many seem impris­
oned in some way. 

GREAT ONES 

The Great Ones are the gods or earth's Dreamlands. Do 
not confuse them with tho Great Old Ones. The Great 
Ones are the weakest or all the deity types, and a wise 
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mortal can surpass them in might. However. they are 
protected by the dread OUler Gods, so mortals properly 
revere and worship them. The Great Ones are fairly 
benevolent toward manlcind and are so similar to hu* 
mans thai they can actually breed with them. All Great 
Ones resemble human beings and all share the same 
general racial aspect, a stem and terrible visage, with 
long narrow eyes, long*!obed ears, thin noses, and 
pointed chins. Great Ones walk through the air as eas~ 
ily as on the ground and they can travel between the 
dimensions at need, arriving swiftly at their chosen 
destinations. 

AVATARS 

Avatars are variant manifestations of an Outer God or a 
Great Old One that possess !he capacity for independent 
action. Elder Gods and Great Ones may also possess ava­
tars. Avatars are less powerful than the gods they repre­
sent, although many are more horrible to witness. Avatan; 
are usually limited to a specific size and form. Nyar-

Deities and 

lathotep is most well known for its avatars, of which 999 
are claimed; at least one (the Black Man) is human-like in 
appearance. 

SERVITOR RACES 

Specific species are often associaled with particular 
Great Old Ones, Greal Ones, Outer Gods, or Elder Gods. 
These are servitor species. Frequently a god or Great Old 
One manifests accompanied by several such servitors. In 
scenarios and stories these representatives have acted as 
guards, abductors, assassins, messengers, spies, and de­
livery boys, frightening investigators and bulking out 
confrontations. 

INDEPENDENT RACES 

Certain species are servitors 10 no particular god or Great 
Old One, although individuals may certainly worship 
such beings. Certain species neither desire nor instigate 

in This Book, 
OUTER QODS DEMON (NyariathOlep) 

BYATIS, 

,the Ultimate 

Harbinger 

the Angel 

God 

Thousand Faced Moon 

Hunter of Souls 

the God 01 Yelwb 
, I , the Star· Tread8f 

THE GOO (Nyartalholep) 

FEASTER 

SPECTRAL 

SPHINX, CHILDREN OF 
MOON · LE NS WENDIGO 

MADAM YI ':;~:':~I" u< 
MESSENGER OLD ONES 
(NyariathOlep) 

SHUGORAN(~;~::~:~::~ 
TAWILATUMR 

XAOA·HGLA (Azathoth) 

YOO·SOTHOTH, SONS OF 

YUGGS 

INDEPENDENT RACES 
ADUMBRALJ 

CATS FROM .. ,UfU" 

LENG, MEN 

L'GY'HX, OF 

Devourer ~i~;;;-i~:~t~;~~~~" O"YTH·AZ, the Crystalline I 

I ~PRT,;""'o'.'l!(l 
\ .... ,~ 

GRII 

,\I.;~;~,;;O;F THE GREEN ABYSS 

~i~~~~~ w ... ,', 0".,,," Sloe,., 

in the Abyss 

the OM: Silent One 

FOSTERLING OF THE OLD ONES 
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F.BULOUIC.'''~UR.' 
GOBUNS 

UNIQUE ENTITIES 
THE MILJ.lON FAlIOIIRE'O i,t',," 
THE THING HANGING IN 'H",'V'U 
THE WORM THAT WALKS 
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any interaction with other races of the Mythos, while 
others may actively associate with or war against other 
species or even the gods and Great Old Ones. 

FABULOUS CREATURES 

Fabulous creatures are enchanted or mystical beings 
drawn from legends and lore. AJlhough they can be dan­
gerous, often fabulous creatures inspire awe and wonder 
in those who see them. Fabulous creatures are generally 
coonected to the Cthulhu My thus in no other way than 
through their exiSlence in the Dreamlands, wberethcy are 
almost exdusively found Fabulous creatures may be ma­
nipulated by the various races, beings, and gods of the 
Cthulhu Mythos, but they seldom worship them. 

UNIQUE ENTITIES 

Cenain individuals defy classification: they are members 
of no race. nor are they gods or Great Old Ones. These 
beings, for lack of any better classification, are desig­
nated as Unique Entities. Unique Entities are often pow­
erful, unusual beings that have the god-like ability of 
simply being dispelled upon being reduced to zero hit 
points or less. Mere damage will often not destroy a 
Unique Entity. 

ENTRY FORMAT 

W
HERE POSSIBLE. each entry starts with a 
quole describing the deity or monster. Cer­
tain crealUres have no quole or source 
story: in most of these cases the creature 

was created by a designer for the Call of Cthulhu game 
system, and was not taken from a literary source. If much 
is known about the entry. there may beadditional descrip­
tion. If discussing a god, Greal One, or Greal Old One, 
notice of any human cult comes next. The rest of the 
notes consider peculiarities of habit, habitat, or attack. A 
deity may be discussed as il is only after it has been 
summoned or otherwise encountered. Sub-heads may 
break up lengthy and complex material. 

The relative length of cnllies has nothing to do with 
the importance of the entity or species within the Mythos, 
nor with the likelihood of encounter. Certain species have 
remarkable propenies which demand considerable space 
to summarize. 
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THE STATISTICS 

Mythos statistics include STR, CON, SlZ. INT, POW, and 
DEX, but usually not APP, EDU, or SAN, since those quali­
ties ;n such alien creatures are nOl: meaningful. UninteJli· 
gent beings also lack INT. 

Single beings such as deities are given precise statis· 
tics, but species are given a dice-roll range: when a spe­
cific monster is called for. the keeper should use those 
rolls as guides. Average scores for species are also given, 
and these can be transcribed when speed is necessary. 

HIT POINTS 
UsuaUy a monster must lose all hit points before death 
follows. This is figured by averaging SIZ and CON (in the 
case of unusual or special races, hit points are figured 
differently, such as by their pow). Bigger or healthier 
monsters have more hit points. 

Though they have hit points, gods and Great Old 
Ones cannot be truly slain. When a deity or Great Old 
One is reduced to zero hit points or less, the thing is 
dispelled-forced back to whence it came. Mere damage 
will not destroy any Great Old One, OUler God, Elder 
God, or Great One. 

MOVE 
If two Move numbers are separated by a s lash, the second 
number is the monster's Move in another medium (water, 
air, etc.), as listed next to the stat. 

DAMAGE BONUS 
For individuals, the damage bonus notations show the 
actual rolls to be added to damage results. These for spe­
cies are given as average rolls: for an individual of the 
species, calculate the damage bonus from its SlZ+STR. 
The notation +db indicates that the damage bonus should 
be included in the attack.. 

WEAPONS 
The weapons listed are usually natural weapons, as 0p­

posed to artifacts. Here the entity's characteristic attacks 
and chances to hit are shown, plus damage done. Gods, 
Greal Ones, and Great Old Ones often get 10 attack at 
lOO%-how, for instance, could a deity miss a Bite at· 
tack? Again, those given for species represent averages, 
while those for individuals are the actual chances to hit. 
The entry +db stands for plus damage bonus. 

LOSS OF CHARACTERISTICS 
If an entity drains points of chancteristics from a target, 
those points are lost permanently, unless the entry clearly 
states that the loss is temporary. 

ARMOR 
The crealure may have a hard shell, thick hide, be able to 
regenerate flesh, or be immune to certain soils of attacks. 
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If so, this will be explained in an accompanying note. 
Many Great Old Ones, Great Ones, or gods regenerate hit 
points. Most can be dispelled if attacks lower their hit 
points to zero or less. Subtract the amount for armor from 
the hit points cost by a successful attack. 

SPEUS 
This entry naes the chance CI" the normal capacity for an 
individual mooster or a an average species member to cast 
spells cr partK:uIar spells. Any spells listed are intended to 
be rDOI'C or less appropriate to the entity: a Goatswood 
gnome is more 1ikl:1y to SummoIl a Dark Young than Call 
Hastur, for instance. Additional spells are always possible. 
and always left to the keeper 's discretion. 

l1le use of magic is never required, for a powerl'ul 
entity may notice hwnans no more than humans notice 
crouching mice. To speak of the Great Old Ones, Outer 
Gods, Elder Gods, or Great Ones as knowing specific speUs 
is handy but reductiooist-aspects of their wills are express­
ible as spells, but these entities are mostly seamless and 
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indermable; they know what they want to know. The idea 
of a god sitting down to learn some spell or other is a 
laughable one. 

SKILU 
Most monsters do not have skills sbov.rn, though moot or all 
might have a fcYI physical skills such as Listen, Sneak, Spot 
Hidden, «1hlck. Keepers should add skills as needed and 
desired, and similarly adjust thc chances for success. 

SANITY LOSS 
This entry shows how many Sanity points me investiga­
tor loses when encountering a member of the race. The 
actual amount lost might increase if more than one mon­
ster were seen, at the keeper's discretion, but the amount 
charged at one time should never exceed the maximum 
possible loss thai a s ingle creature could cause. 

'To see' is appended as a way of saying 'to witness ' , 
or 'to experience', or ' to encounter'. The investigators 
are affected whether or not they close their eyes. 



CREATURES OF 
THE MYTHOS 

ADUMBRALI 
LESSER INDEPENDENT RACE 

T HERE WERE THINGS in Ih, abyss. h, said 
in hoarSt. tones. great shapts that were like blobs 
of utter blackness. yet which he knew to be aliI)£. 
From the central masses 0/ their beings he could 
see them shoot forth incredibly fong. filamentine 

tentacles. They moved themselves forward and 
backward-horizontally. but they could not move 

vertically. it seemed They wert. he thought. noth­
ing but living shadows. 

ROBERT A.W. lOWNDES. -rHE ABYSS'. 

T
HE ADUMBRAlI ARE a race of two-dimen­
sional, shadow-like entities that dwell in an 
abyss-like dimension. The adumbrali are only 
capable of moving in the horizonlal plane (for­

ward, backward, right and left) and cannot move verti­
cally, even in their own dimension. Some of them, how­
ever, art capable of teleportation and may use this 10 
reorient themselves 10 I new plane. A cruel and mischie­
vous ract, the adwnbrali delight in toying with and hunt· 
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AdumbraW 

ing down their prey before killing them. The eyes of ad­
umbrali victims are forever frozen open in a stare which 
seems to see into another plane. 

When lhey feed, the adumbrali extend tentacles of 
blackness to engulf their victims, draining them of all 
body fluids. These entities drain 106 STR and CON each 
lime they successfully attach their filaments to a vic­
tim. Once. victim's STR reacbeszero, he orshe is penna­
nenUy bed-ridden; once a victim's CON reaches 0, he or 
she is dead. STR and CON drained by an adumbrali regen­
erates at a rate of I point per week ofbed rest 

Anyone killed by lhe vampiric aliens is left totally 
dehydrated. Although there are no visible wounds left on 
the corpse, it is marked with disturbing geometric pal-
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terns of eerie Iwninescence which shift and move across 
the skin. 

While the adumbrali are usually confined to their 
own dimension, they have means of hunting and ac­
quiring victims from other worlds. Adumbrali can 
combine individual efforts to create a "seeker" (see 
Sukers), an entity able to enter other dimensions and 
from there project the minds of chosen victims to the 
realms of the adumhrali . 

The adumhmli and their minions are described in an 
obscure Mythos tome known as the Song ofYste. 

ADUMBRALI, Other-Olmenalonal SMdow·V.."plrea 

chIIF.uerlstJcs "'" . ....,.. 
sm ". ". 
CON "" " s. 806 " 'NT ""., 13014 

P<YW "" " DE, ""'" " _. 
H'~ 

Av. Oamege Bonua:: niB. 
Weapons: FIlament 30%, damage 1 D6 STR draln. 
Annor: nooe. but due to their shadowy nature the adumbral! 
are Immune to all mundane weapons. Only enchanted weap­
ons and spel~ whk:tl affect POW or tNT can harm the adum­
brall. 
Spells: all edumbrali know 103 spells, typIcaDy lhose which af· 
fect the mind. 
Sanity Lo .. : 0/1 D6 Sanity points to see the aclumbrall. 

AFORGOMON 
AVATAR OF YOCSOTHOTH 

••• AND HAPLY TO CONFRONT the dark 
divinity of Aforgomon. At length, from the 

abyss into which his position forced him to peer. 
a fight would dawn. and a boft of strange flame 

woulc/ leap upward striking the many'coiled 
chain about him and htulting it instantly to the 

whiteness of candescent iron. 
CLARK ASHTON SMITH. 

"THE CHAIN OF AFORCOMOW. 

A 
FORGOMON IS WORSHIPPED in other 
dimensiOns, worlds, and in the Dreamlands, 
although it may also have a few interested fol­
lowers in the waking world where its powers 

and influence also extend. As Lord of Time, Aforgomon's 
favor is sought by those seeking to change what has gone 
before-or to see what is yet to come. Dealing with the 
Outer God, however, is very dangerous, and those who 
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Alo<gomoo 

trespass in its domain suffer ageless tenures and agony. 
Aforgomon is never seen by anyone, except those who 
have offended the god and brought its wrath upon them­
selves. It prefers to inhabit the body of a follower and 
communicate from there. 

Typically, someone who has angered Aforgomon 
finds himself in the Dreamlands, chained naked into a 
huge Slone chair suspended over a gaping abyss. Bound 
by heavy chains, the condemned may sit for eons await, 
ing the wrath of Aforgomon. When the time-god finally 
appears to the transgressor, the chains heat to incandes, 
cence, charring the body and killing the mortal who was 
foolish enough to anger an Outer God. The corpses of 
such victims of the Chain of Aforgomon are found in the 
waking world, their bodies scared with concentric rings 
of charred flesh but their clothing strangely undamaged. 
Very soon these victims of Aforgomon cease to exist, all 
knowledge, memory, and record of them fading £rom 
what we know . 

As Lord of Time, Aforgomon has the ability to halt 
lime or pass into and out of it at will. It can also transport 
other items and beings through time. The Outer Goo at, 
tacks with bolts of strange rue which instantly char and 
kill. Because it is one with time, Aforgomon is capable of 
moving at speeds which are beyood the understanding of 
the human mind, moving forward and backward through 
time in less than a heartbeat 

AFOAGOMON, The TIme-God 

STA nll1 CON 250 SIZvaries INT35 
OEX 20 Move infinite 
Damage Bonu.: nla. 

POW 100 
HP250 

We.pona: Fire Bolt 100%, damage Instant death. 
Armor: Aforgomon Is Immune to an physica.l attacks. 
Spella: any desired. 
Sanity Lo .. : lDl0{1Dl00 Sanity poin1310 see Aforgomon. 
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ANCIENT ONES 
OUTER GODS 

••• THE SHAPES ON THE quas;'htIagona' 
pedestals became more clearly defined..1s they 
sat more erect. their outlines /ucame mon like 

those of men. though Carter knew that they 
,ouM not be men. Upon their cloaked heads 

then now seemed to rest tall. uncertainly colored 
miten ... while grasped in certain folds of their 

swa things were (ong scepters whose carven heads 
bodied forth a grotesque ana archaic mystery. 

H.P. LOVECRAFT AND E. HOFFMAN PRICE. 
"THROUGH THE GATES Of THE SILVER KEY"_ 

T
HE ANCIENT ONfS ARE not worshipped, a1· 
though sorcerers and adventurers interested in 
journeying 10 other limes and places seek them 
out. They are the Ultimate Gate. The Ancient 

Ones eternally dream atop their hexagonal pedestals, stir­
ring only when disturbed in some way. or whenvisited by 
a worthy traveller who has found his or her way through 
me first Galt.. These entities dwell in a mighty temple 
beyond space and time. between the planes. 

The Ancient Ones know all things. and communicate 
through telepathy. They may tum people's dreams 10 reality. 
CI' send dreamers to 00ler times and places. 

When they must move. the Ancient Ones glide over 
the ground, their heavy doaks wllving lind billowing 
ominOUsly. Totally concealed by these cloaks, uner mad­
ness and destruction befall any who would see an Ancient 
One unveiled. 

Ancient OntiS 
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These beings are neither good nor evil, and they 
would welcome and assist a wonhy traveller just as they 
would destroy an imprudeOl trespasser. 

ANCIENT ONES, The Ultlmllie Gate _ .. .., ........ 
m ". ". 
CON 101 01)0.1 DO 150-151 

SO "" .. ,~" 
INT 2010+17 '" "'" 5010+20 .,.., 
DE>< 2010.10 " "_25 "'" Av. DalMge Bonus: nllI. 
Wespons: Touch 100%, damage IraIlsporl Of Instant destruc­
tion. 
Armor: none, but only magic and enchanted _apoos can 
harm an Ancient One. 
Spe\Ia: the Ancient Ones knoW a!! spetls. 

Sanity Loss: none while cloaked. 1020/10100 Sanity points if 
their true form Is ravealed. 

BLOATED 
WOMAN 

AVATAR OF NYARLATHOTEP 

• •• NYAIlLATHOTEP. horror oj inFni'. 
shapes and dread soul and messenger of the 

O,her eocls __ _ 

H.P. LOneRArT. THE DREAM-QUEST OF 
UNKNOWN KADATH. 

T
HIS DISGUSTING AVATAR of Nyarlathotep 
appears as a 600-pound, seven-foot tall female 
monstrosity with sickly yellow-gray flesh. 
Thick., rugose tentacles sprout from the shoul­

ders of the Bloated Woman. Smaller tentacles grow from 
rolls of blubbery flesh. A pair of lovely female eyes adorn 
the goddess' face and from below them waves another 
anemic tentacle. Five lumpy chins, each sporting a mOl.lth 
full of fangs. complete the ghastly face. The alien god­
dess wears a silk tunic of yellow and black. 

This nauseating avatar of Nyarlathotep is worshipped 
almost exclusivdy in the Orient Cult sacrifice consists of 
the mutilation and dismembennent of the victim with the 
sacred cult sickle. 

The belt of the Bloated Woman's tunic holds six sick­
les and the enchanted Black Fan which. when held just 
under its eyes, permits the goddess to take on the sem­
blance of a slim and beautiful Chinese maiden. The Black 
Fan draws all attention to the beautiful and delicate eyes 
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of the Bloated Woman and somehow shield its bulk and 
true hideous fonn. When the enchanted fan is removed 
the goddess' full monstrousness is gruesomely apparent. 
Assisted by ilS Black Fan, the Bloated Woman can seduce 
men., giving victims Wlearthly and degenerate pleasures 
before smOOlering them in its flabby bulk.. Humans can 
not wield the enchanted Black Fan. 

The Bloated Woman can attack with both ann tenta­
cles each round. When first grabbed by one of these 
larger tentacles the viclim sufftn 303 points of damage. 
On subsequent rounds the victim is aripped by the tenta­
cle and mouthed by one of the slobbering maws of the 
goddess. This mouthing-the Kiss of the Bloated Woman 
-destroys the victim's tNT at • rate of 106 per round 
This loss is permanent. As long as the victim has INT 

remaining he can try to escape by overcoming the 
Bloated Woman's STR with his own on the Resistance 
Table. When a victim', WI' is reduced to zero his drull 
bursts open under the Bloated Woman's slobbering lips 
and the corpulent goddess slurps down the living mins. 

The Outer God bas a thicket of smaller tentacles with 
which it can llso attack. Each round 106 of the smaner 
tentacles attacks with a sickle. 

BLOATED WOMAN, Godde .. of tht Black Fan 

STR31 CON44 SIZ26 INT88 POWl00 
OEX 19 Move 12 HP 35 
n.mege BonuI: +306. 

W •• paM: Arm Tentacle 85%. d~e 303 + hold for Kiss. 
Sickle 50%. damage 104+3+db. 
IOu auto. when held, datnlllle destn7fll D8 INT. 
AnnOI': none. however" JIm In this torm Nyel1alhotep lnlfIs. 
fomI,lnIo II mass 01 reflexlvely·wrtthlng tentades which bore 
Into thelll'OI.I'Id and there dlslntegrat • . The Bloated Woman 
rlsea again from thil tentacular ruin In 108"2 month • . 
Spalla: the Bloated Woman knoWIai Mytho. spells. 

S.nlty Lo .. : 108/1020 SanHy points to ... the Bloated 
Woman. 

13 

BUGG-SHASH 
CREATOW ONE 

CREEPING UP ON alf sid .. 10 Ih. very fine 
of the chalked circle. the Thing came: a glisten· 
ing. shuddering wall of jelly·like ooze in which 

many mouths ga~d and just as many eyes mon-
strously ogled! This was Buyy·Sllash tl,,: 

Drowner. The Black One. The Filler of Spact­
The eyes were_ beyond words. but wone still 
were those mouths. Sucking and whistling with 
thickly viscous lips. the mouths glistened and 

slobbered and from out of those yluttonous ori· 
fices poured the lunatic chitterings of alien song­

Ih. Song of Bugg-ShQ'h __ 

BRIAN LUMLEY. "THE KISS Of BUCCSHASH-. 

B 
UCC-SHASH HAS NO known organized cult 
lnstead it is sought out by lone sorcerers and 
madmen ror purposes or grim vengeance and 
murder. 

Once called 10 earth, the Greal Old One concentrales 
its efforts wholly upon trying to catch its victim<>. Reluc­
tant to obey the commands d its summoner. Bugg-Shash 
immediately anacks any who call it rorth unless re­
strained by a specially-enchanted peotagOlm drawn on 
the floor, one long enough to be provided with a sacrifi­
cial victim. Ir either of these is lacking, the summoner 
suffers attack. 

The Great Old One is dispelled by light; its chosen 
victims are relatively safe during the daylight Any time 

Bugg-Shash 
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an intended victim enters an area of darkness, however, 
Bugg-Shash instantly appears. Once summoned. Bugg­
Shash does not return to its alien lair until it has found 
and killed at least one victim. either the peTSOn intended. 
or possibly the summoner. 

Bugg-Shash has the ability to animate corpses by im­
mersing them in its s limy excretions. Such zombies are 
completely under the control of Bugg-Shash until the de­
ity is permanently dispelled, or until it tires of them and 
allows them to die. An undead slave of Bugg-Shash ap­
pears as an animated COipse covered in viscous slime. 

The Great Old One attacks by enveloping its victims 
then bestowing its "kiss", The more victims it takes, the 
less its frenzy and the less effective its attack. For every 
victim after the first, Bugg-Shash's chance to success­
fully envelop is reduced by ten points. An enveloped vic­
tim may escape only by overcoming the Greal Old One's 
STR with his own. If more than one victim is enveloped at 
a time Bugg-Shash must divide its STR among them. 
Once it has a victim successfully enveloped Bugg-Shash 
bestows its kiss. smothering the unfonunate with s lime. 
Victims suffer as per the drowning rules. 

Bugg-Shash appears to have some connection to the 
Outer God Yibb--Tstll, and bo(h are referred to as "para­
sites attached to the Old Ones" in the Clhaat Aquadingen. 
Bugg-Shash may be dispelled only by reducing its hit 
poilUS to zero, or with a special spell found only in the 
Cthaat Aquadingen and the Necronomicoll. While light 
drives it off, it does not truly dispel Bugg-Shash. 

BUGG-8HASH, He Who Cornu In the Dark, The BllICk One 

STRSO CON 45 SIZ65 INTIS POW 25 
DEX 10 Move 6 HP 55 
Dlin'lllge Bonus: +606. 

Weapons: Envelop 90%, damage 606 or hold. 

Kiss automatic when enveloped, damage es per drowning. 

Armor: none, bill only magic. enchanted weapons, lire, or elec· 
tricity hllfm Bugg·Shash. Cold, acid, eKplosives, aod non·en­
chanted weapons are useless. 

Spells: any as the keeper desires. 

SanIty Los:s: 106/1020 SanHy points to see Bugg·Shash and 
1/1OS Sanity points 10 see its oodead slaves. 

BYATIS 
GREAT OW ONE 

IT HAD BUT ONE ey. hke the Cyclops. 
and had claws like unto a crab. He said also that 
it had a nose like the e/ephants_. and great ser­

pent·like growths which hung from its face like a 
beard in the fashion of some sea monster_ .. 
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._they heard a sound of wings. like the flapping 
of a great bat_. For the snake·like thing that had 

reached for me. that thing as wide as a human 
body and impossibly long. had bun merely the 

face-tentacle of the abomination Byatis. 

RAMSEY CAMPBEll. 'THE ROOM IN THI~. 

No HUMAN CULT IS associated with Byatis, 
it is mentioned in several books of occult lore 
concerned with the British Isles. According to 
Ludvig Prinn in De lhmis Mysteriis, the deep 

ones originally brought Byatis' image to earth. Few deep 
ones still worship Byatis for it is unable to roam due to its 
imprisonment. 

Byatil 

PresentJy Byatis is held at bay behind a door in­
scribed with an Elder Sign in an ancient castJe in Brit­
ain. If released, Byatis' characteristics of STR, CON, and 
SIZ each increase by 103 points whenever it feeds. 
Byatis' STR can increase only to 98, its CON to 85, and 
its SIZ can increase only to l75 . If brought to zero hit 
points Byatis assumes a toad-shaped cloudy fonn and 
cannot reform until summoned or again released from 
behind the door. When Byatis reappears it is with its 
original statistics. 

The Great Old One can be summoned by touching one 
of its statues. Any who gaze into the eye of Byatis are h~ 
notically drawn into the clutches of the alien god. To avoid 
looking into the eye of the Great Old One an investigator 
must successfully roll his POW xS or less on 0100 each 
round while in the presence of the monstrous creature. 

Byatis attacks with either two claws. or its nose-ten­
tacle, or a bite on any given round. Byatis' damage bonus 
changes according to its current STR and SIZ. The reach of 
the nose-tentacle is equal to Byaiis' current SIZ in feet. A 
victim caught by Byatis' proboscis can only break free by 
winning a STR:STR battle on the Resistance Table against 
the god's current damage bonus. If this roll fails. the vic­
tim is automatically bitten the round after being captured. 
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BVAns, The 5efpent-8earded 

STR 35' CON 50' SIZ 30' INT 20 POW 32 
DEX15 Move8/10f!ylng/8swimmlng HP45' 
'TheStJ 818 Byatls' oriQmaJ statistics, wtrJch /ncf&ase &aM lime 
it~s. 

o.m8ge Bonus: +306', 

We.pons: Oaws 85%. damage 1010 + db. 
Nose-tentacle 80%, damage 1/2 db. 
B~8 55%, damage 1 DB. 

"nnor: 10 points of scaly hide. 

Spet .. : ByatJs can Summon or Contad an 01 the races and 
gods 01 the M)'thos 8X08pl the Elder Gods and their minions, 
plus any olherus the keeper desires. 

S8n1ty Lon: 10611020 Sanity points 101' see ... ; Byalls. 

CATS FROM 
SATURN 

LESSER INDEPENDENT RACE 

••• THE VERY LARGE and peculiar cats from 
Saturn. who for some reason have not been oblivi­

ous of the charm of our moon s dark side. 

H.P. LOVECRAFT, THE DREAM-OUEST 
OF UNKNOWN IG-IDATH. 

T
HESE DREAMLANDS CREATURES are 
vaguely cal-like. Their bodies are almost ab­
stract, formed of arabesques and filigrees in 
many bright hues. At one end is a baroque- ob­

ject identifiable as a head only by its great round multi­
colored eyes. A reticulated tail is at the other end. From 
their complex bodies these cals can unfold two, four, or 
more legs, each ending in a long whip-like paw. 

Cat From Sa/r.Jm 
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These creatures are one foe which earth cats fear. 
Like earth cats, they frequent the Moon's dark side. The 
cats from Saturn are allied with the moon·beasas. 

In each combat round. a cat from Saturn can attack 
with a bite &lld 104 whip-like hooked paws. 

CATS FROM SATURN, Abstract Allen c.ts _ ... 
'"'' sm "" CON 206 

s. "" '"' 206 
POW ..,. 
DE>( 206+1 0 

"~, 
Av. Dama!IC Bonus: ., 04. 

Weapons: Bite 40%, damage 1 [)6 , 

Paw 40%, damage 1 D4. db. 

...... " ,. , 
11).1\ , 
" " tlP 8-9 

Armor: none, but due to the naturB of thB aeBture', body, aH 
Impaling·type weapons do minimum possible damage. 
Spells: Bach cat from Saturn has a chance of know~ 103 
spells equat to !heir fNTx2 or lass on 10100. 
Sanity Loss: 01' 04 Sanity points to sea a cat lrom Saturn. 

CHAUGNAR 
FAUGN. Brothers Of 

GREATER SERVITOR RACE 

ITS BROTHERS WHO will com, down from 
the mountains ravening for ecstacy when it calls 
to them. Chaugnar and its Brothers conutfSe by 

means of thou9hl-transference.~. 

FRANK BELKNAP LONG. 
tHE HORROR FROM THE HILlS. 

T
HE BROTHERS Of C1Jaugnar Faugn appear as 
lesser fonns of the Great Old One: bloated ele· 
pnantine horrors with skeletal heads endowed 
wilh webbed ears and a trunk that ends in a 

great, flaring disk. Long intcnwined crystalline tusks 
sprout from the mouths of these creatures. The bodies of 
the Brothers of Chaugnar Paugn are human-like. al.· 
though moUled aOO stained. 

Like their sire. Ihe Brothers of Chaugnar Paugn ap­
pear at first to be statues, totaUy motionless until driven 
10 gorge upon blood er a.ttacked. These elephantine her­
nus are not nearly as powerful as their Master, allhough 
they do posses some of Chaugnar Paugn 's psychic attack­
ing capabilities. These Brothers of the Great Old One can 
cause a victim to experience horrible nightmares about 
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BfOthef Of ChaUQnar Faugn 

themselves and their sire. They can also entice their vic­
tims to come to them where the monstrosities brutally 
murder and feed upon the hapl~ human. This attack 
costs the Brother of Chaugnar Faugn lhree magic points 
and it must first overcome its victim with its own magic 
points. 

In combat this creature attempts to grasp the victim 
and then hold him tightly as the Brother's weird trunk 
mauls the target's face. draining him of blood. This blood 
drain costs the victim 106 CON each round. This CON is 
forever gone. 

These creatures dwell within caves in the Pyrenees 
mountains in Spain. 

Statistics for Brothers of Chaugnar Faugn are half 
those of their sire plus or minus ID6. To delennine the 
plus or minus the keeper should roll 1010: even is + 106 
and odd is -10610 the characteristic value. 

BROTHERS OF CHAUGNAR FAUGN, YlI1\plrlc ElepMntlne 
Horrors 

""""., .. " "'" '''--sm 33+,·1 D6 33 
CON 70+/·106 70 
SO 20+/·1 D6 20 
INT 13+,·106 " POW 18+,·106 " DEX 15./·106 15 
Move 8,'12 rfylr1g HP" 
Av. Damage Bonus: +206. 

Weapons: Grapple 40%, grapples 'irsllo hold Immobile 101' bile 

Bile 100%, damage 1 D6 hit points each round 
Armor: none, however only magic 01' enchanled weapons can 
harm a Brother 01 Chaugnar Faugn. 

Spel ltl: all Brothers of ChBugnat Faugn know alleast 1010 
spalls. 

Sanity loss: Inert, Brothers 01 Chaugnar Faugn costs 0/104 
Sanity points 10 see; anlmatad 8tld active, they cost 1 D3Il De 
Sanity points, 
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CRAWLING ONES 
LESSER SERVITOR RACE 

T HE NETHER MOST caverns an not for 
the fathoming of eyes thal see: for their marvels 
are strange and terrific. Cursed the ground where 

dead thoughts live new and oddly bodied. and 
evil the mind that is held by no head. Wisely did 
Ibn Schacabao say. that happy the town at night 
whose wizards are all ashes. For it is of oM ru' 

mor that the soul of the devil·bought hastes not 
from his charnel clay. but fats and instructs the 

IJ(!ry worm that gnaws: tl1i out of corruption hor­
rid life springs. and the dull scavengers 0/ earth 

wax crafty to veI it and swell monstrous to 
plague it. Great holes secretly are digged where 
earth's pores ought to suffice. and things have 

learnt to walk that ought to crawl. 

H.P. LOYECRAFT, -rHE FESTIYAL~. 

A 
CRAWLING ONE IS composed of thousands 
of worms and maggots. Each wonn is indi­
vidually alive and constantly moves though 
they generally hold the shape of a human 

body. Due to the soft and resilienl quality of the crawling 
ones' bodies, normal weapons do minimum damage to 
the things. A bullet only does a single point of damage 
upon striking a crawling one, except for shotgtm pellets 
which do minimum damage for that type of gun. 

Crawling ones cannot speak but can write messages. 
It is unnecessary for them to use spoken words in per­
fonning spells or when communicating with their alien 
masters. Crawling ones must utilize weapons for attack 
and have no natural form of attack. 

Crawling One! 
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CRAWliNG ONES, Wormy TNngI -- "'" '-s'" "" .. H 
CON "" " sa ,.,... 

" INT .,. .. " PaN "" .. .. 
DEJ( .,. 7 
MO'o'lI HP1).1" 
Av. Dem.ge Bonu.: none. 
W .. poM: varioua per base ct.anot, damage as per_apon .... 
Annof: none, ~ d~ to !he Idt and resiient quaflty of 
tie crawling ooes' bodies nonnaJ WIIIpOnS do minimum dam­
age 10 !he ttmgs. &l .. ts on.\' do • ~ point 01 damage upon 
striking. aawIIng one, Itxcepl lor stoIgun pellets wt1Ich do 
mlnlmlJm damag.1ot that ~ 01 gun. FIre, magic. and en­
en_lied """,apons Inlllct normal damage 10 It aawllng one. 
Spells: all Q"8w11no one, know 1 010 apells. 

s.nl~ Loss: 103/2010 Sanity poklls lor seeing II crawling one. 

CYNOTHOGLYS 
CREAT OLD ONE 

... A DARK. MONOLITHIC object whos, tw~t· 
ing shapdtssnL ...... 110." pfoarJ it beyoncl simp/~ analo­
gies in my imagination. Ytt thert was something in 
its contours-a ctrtain clynamism./ike that O/gflQt. 

crabbk, roots springing forth from the grounrL. To-
warri the summit of tltt mutilated sculpture. a 

croolctd arm-likt ap~nr:logt u ttndtd outwarrl in a 
frozen grasp. as if it had heM this position for un­

known eons and at any time might resume. and con-
dude. its mo~ment. 

THOMAS LICOTTL 'THE PRODIGY OF DREAMS-, 

C 
YNOTHOCLYS IS AN ancien! and obscure 
entity associated willi dealh. Any contact with 
this Great Old One Of one of its stalUes pro­
duces a dreamy. hyplotic state in all who can­

not resist the entity's pow with their own. Those who fall 
under the hypnotic power of the Mortician God experi­
ence visions or daydreams about their own demise. Such 
individuals are eventually visited by the Great Old One, 
calmly awaiting their end and walking willingly into the 
waiting c1uu:hes of the entity. A thick fog heralds the 
anival of the Mmtician God, fornring sometimes days be.­
fore Cynothoglys appears. Animals in an area about to be 
visited by the Great Old One exhibit unusual behavior, 
such as carnivores killing prey and ananging it in neat 
patterns instead of eating it. 
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c_'" 
Those under Cynothoglys' influence suffer no ill ef­

fects to their Sanity from the being 's presence. If a victim 
is successfully Psychoanalyzed the Great Old One's men­
tal hold is broken and he suffers the lDlO/lD1OO Sanity 
loss, whether Cynothoglys is present or not. Cynothoglys 
makes abiolutely no sound and its fog obscures it from 
view at -50% to Spot Hidden rolls. 

CYNOTHOGLYS. The Mortk:lan God 

STR85 CON 78 SlZ152 INT30 
DE)( 12 Move 9 
08IMge 8onus: nla. 

POW '" 
HP 115 

Waapona: Touch 100%, damage It automatic daalh. 

A.rmor. nono but Cynoll'1Oilya gFlnot ~ Iwrmod by any nOf­
mal weapona.. Enchanted _aponI and magic harm !he Great 
Old One nonnally. 

Spells: MJ desired by !he keeper. 
Skins: Sneak 100%. 

S8n1ty Loss: 1010/10100 Sanity points to sea Cynolhoglys. 

DARK DEMON 
AVATAR OF NYARLATHOTEP 

HE LOOKS SOMETHING lik, a m,di,,,,,! 
conception of the demon Asmodeus. Black all 
ouer. and furry. with a snout like Q hog. green 
eyes. and the claws and fongs 0/ Q wl1d beast. 

ROBERT BLOCH. "THE DARK DEMON". 

T
HIS MlNOR AVATAR of Nyarlathccep manif~ 
by pcsse:ssing a failhful follower. Thos: candi­
dates for demonic ~ion genen.lly dream of 
their dark god several nights before it takes do-­

minion ovtrtheirbodies. 'The transformalioo from human to 
the Dark Demon rakes 104+2 rounds. It is at this time that 
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Dm """"'" 
the avatar is mast vulnerable-on1y when it has fully 
manifested can the Dark Demon utilize its powers an:! 
spells. Witnessing the transfonnation into the Dark De­
mon costs 1/ 106 Sanity. 

If reduced to zero hit points the Dark Demon lets out 
a single eldritch scream and dissolves into a fiery cloud 
of stinking black smoke. This noxious cloud is five yards 
in diameter. Everyone in the roiling smoke loses 106 hit 
points per fOund and must resist against Ihe cloud's poi­
son or die. The POT of the smoke equals the POW of the 
Dark Demon when it was killed. This fiery toxic cloud 
dissipates in ID4 rowKls. 

DARk DEMON, The Dark One 

STR 21 CON 79 SIZ 19 INT30 
OEX 17 Move 9 
Oamage Bonus: +106. 
Weapons: Claws e<)%, damage 1 D8+db. 
Tusk GOill 65%, damage' 04. 
Hoof KIcII; 75%, damaga1010+db. 

POW 25 
HP" 

AmieM': "01'18. but the Cark Demon can lully regenerate any 
damage with the expenditure 01 a angle point 0/ POW. Re­
duced 10 zero hit points, the avatar dissolves 10 a fiefycloud of 
s~nki'lg black smoke thai dissipates In 1 D4 rounds. Anyone In 
the roiling smoke suffers 106 points of damage and must fesist 
against the smoke's polson POT each round. 

Spells: all. 
S.nlty lon: 102/1 DB Sanity points lor seeing the Dartt De· 
~. 

DWELLERS IN 
THE DEPTHS 

GREATER SElIVlTOR RACE 

THE THING HAD EIGHT major arm-like 
appendages protruding from an elliptical body. 
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six of which were tipped with flipper-like 
protrusions. the other two being tentacular. Four 
of the web-tipped legs were located at the lower 
end of the bcxJy. and used for walking upright. 
The other two were near the head and could be 

used for walking near the ground The head 
joined directly to the booy: it was oval and 

eyeless. !n place of eyes. there was an abominable 
sponge-like circular organ about the center of the 
head: over it grew something hideously like a spi­
ders web. Below this was a mouth-like slit which 
extended at least halfway round the heaa. bor­
dered at each side by a tentacle-like appendage 
with a cupped tip. obviously used for carrying 

food to the mouth_. The sketch and the Necro-
nomicon illustration had not reproduced every­
thing: they had not shown the transparency of 

the half-gelatinous flesh. revealing the mobile or­
gans beneath the skin. Nor had they shown the 
globular organ above the brain._. And as the 

mouth fell open when they stirred the body. he 
saw that the being possessed no teeth. but SII 

rows of powerful tentacles interlaced across the 
opelling of the throot. 

RAMSEY CAMPBELL 'THE HORROR 
FROM THE BRIDCE"'. 

T
HE DWELLERS IN THE depths are a race of 
amphibious creatures who serve the Great Old 
Ones, panicularly lhose associated with water: 
Cthulhu, Dagon, Hydra, Zoth-Ommog. and 

Ythogtha. 11tis race may be a larger. more powerful mu­
tan! strain of deep ones. 

These creatures live in cities beneath the waves of 
oceans and rivers. They are sometimes freed to rise to the 

Dwell" In The Deplhs 
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surface world where they wreak havoc upon those they 
encounter. The rubbery, half-gelatinous flesh of these be.. 
ings is inunune 10 most physical harm. although damage 
taken to lhe brain..organ instantly kills the creatures. The 
body or a slain dweller quickly decomposes, leaving be­
hind nothing more than a fool. nshy stain. 

DWELLERS IN THE DEPTHS, AqUltic HomIfa 

....... fa .... .--
"" 

..,... 
" CON 

_. 
" s. .".,. '" I .. "" .. " "'" .,. .. 16-17 

oex """ " M<M 7/121'N1rrwr1rog HP21-22 

Av. DIIrnage Bonu.: +208. 

w .. pon: Tentacte 35%, damage 1 D8 + db. 

Armor: none, however thase matures ara mmune to most 
physical dama~ · the exception to tI1is Is the brain-organ. Any 
damaQl donalD the cr.atures' braln-organs Instantly kils them. 
A ~c:cessfulltlack to one of tha,. creabJres hu. 10% 
chance 01 striking the braln-organ d\ereby Instantly kiting it. 
Fire, 1IIeetrIcIty. nd magic can Inllict normal damaQ8 '4'00 
Ihe .. creature,. 

Spela.: all dweI!eq know 206 spells. 
SanIty Lou: Gi' oe Sanity points to 'I •• dweller. 

FACELESS GOD 
AVATAR OF NY AlILITHOTEP 

... A LIFE·SIZEDSPHINX w;th th, w;ng' 0/ 
a vulture and tht boJy 0/ Q hyena. There were tal­

ons ancl claws. and upon the squatting. bestial 
bod!} rested a massil)t, anthropomorphic head. 

bearing the ominous triple crown whose dread de-
signs had so singularly ucitrd thr natiVf!s. But 
the worst and by for the most hideous feature 
was the lack of a face upon the ghastly thing. 

ROBERT BlOCH. IHE FACElESSCOD-. 

T
HE fACELESS COD is the lord or the desert 
and master of delirium. Although capable of 
ph)'sical attack, the Faceless God prefers to 
mentally lorment its victims. It causes realistic 

and frightening hallucinations in those whose POW it 
overcomes with its own. Typical hallucinations include 
being followed by dark and omioous figwc::s, stalked by 
horrible monsters, or of being lost in the desert. Sanity 
losses are incurred IS though tbe hallucination were real. 
Successful Psychoanalysis breaks the avatar 'S mental 
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Faceless Gad 

hold. Those driven to insane deaths whisper homage to 
Nyarlatholep willi their finlll bn:alli. 

FACELESS GOD, Lord of the Desert. 

STA 70 CON 58 Sll88 tNT 63 POWBO 
OEX 24 1.40 .... 12/12 flying HP T.l 
o.~ Bonua: +906. 
Weapons: Claw 80%, damage lD6+db. 

Armor. none, but nom'IaJ weapons do only mnimum dlmage 
10 Ihe Faotless God. 

Spells: all. 

SenlIy Loa,: 108/1020 Sanity points to see the Facellss God. 

FEASTER 
FROM AFAR 

AVATAR OF HASTUR 

HE FELT IT COMING. The a;r grew /r;g'a. 
as if it blew out of the black interstices 0/ inter· 
stellar space_ .. It glided down out of that icy sky 
like the final concentraud essence of all nonhu­
man horror. It was black. infinitely old shriveled 

and humped like some kind of enonnous air­
borne monkey. A kind of iridescence played 

about it and its find blazing eyes were of no 
color known on earth._ As it grew cI~ to the 
knoll, it utended appendages which resembled 

tentacles tipped with knifelike talons. 

JOSEPH PAYNE BRENNAN. 
-THE FEASTER FROM AFAR-. 
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T 
HISSTRANG£ AVATAR of Hastur is little war· 
shiped on earth. Once called to earth the Feastcr 
from Afar can return to the arel of its summon­
ing at will as long as Aldebaran is above the 

horiron and it is dark. Anyone with <me or more points of 
Cthulhu Mythos in the area experiences vivid nightmares 
of being chased over an alien landscape by an unseen 
pursuer. The terror in these dreams is so intense that 
0/102 Sanity points art lost each time the investigator 
has the nightmare. 

The Feut", From Alar 

The Feaster's approach is signaJed by an icy wind 
that blows OUt of the night sky. This fonn of Hastur ap­
pears to be independent of the selVant byakhee. 

The Feaster attacks by puncturing holes in its victim's 
skull with its knifelike talons and draining out his brain. 
The bodies are left otherwise unhanned. Each round the 
Feaster can attack with 2010 talons to a single larget. 
Each talon inflicts one hit point of damage and drains one 
point of f!(t'. When a victim's 1NT is reduced to zero the 
Feaster turns its attention 10 another victim, or depans. If 
a victim has any hit points left after his INT has reached 
zero be does not immediately die. Htho mindless individ­
ual is attached to life-support devices with an hour or so 
of his attack he may live. Such mindless individuals live 
out their lives IlS total vegetables incapable of thought, 
movement, or smmd. 

THE FEASTER fROM AFAR. Devoum of Br.ns 
STR49 CON1OS SJZ33 INT10 POW 25 

DEX33 Move lQi301IyI1lII HP69 
Dll'Nlge Bonu.: +406. 
W .. pon.: Talons 90%, dame,,!! 1 point + liNT drain per telon. 
Armor. 20 points ollhlck, wrtnkled hicle. 
Spell.: any u the keeper desires. 
S8n1ty Lou: 108/1020 Senity points 10 see the F.asler from 
AI,r. 
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FOSTERLINGS 
OF THE 

OLD ONES 

CREA TER SERVITOR RACE 

THE BULK GLISTENED as though flayed: 
in the dimness it looked pale pink. and oddly 

unstable ... .For a moment he saw rhe huge head 
a swollen bulb which. though blanched by 

moonlight. reminded him of a moss dug from 
within a body. The glistening lump!! forehead was 

almost bare. tIcept for a few strands thar 
groped restlessly Oller it - strands of hair. surelg. 

though they looked like strings of lioid flesh 
.wBefore he could see the rest of the figure. a 

vague gigantic squatting sack. the shadow 
flooded the clean·ng. As it did so. he thought he 
saw his mother's face sucked inco the head as 

though by a whirlpool of flesh Did her !<arures 
float up again. newly arranged? Were there other, 

plumper. features jostling among chern? He 
could be sure of nothing in the dark. 

RAMSEY CAMPBELL 
"THE FACES AT PINE DUNES'. 

T
HE FOSTERLINGS OF' the Old Ones are the 
mutant offspring of matings belween a human 
and an Outer God or a Great Old One. Through 
a special ceremony an Outer God or Great Old 

One sends OUI dreams which reach into the womb of a 
pregnanl woman. altering the genetic srructure of the un­
born fetus. The child is born and spends mlmy years as a 
nannal human until one day it mutates inlo something 
closer resembling its alien parenL The transfonnation 
from hwnan to monsler occurs in a single evening. 

1\vo or more uansfomling humans may sometimes 
"grow together" into cne fOOlerling. 

Such genetic mutalions and transformations are 
passed from generation 10 generlil ion; each successive 
generation becomes more like Ule parent deity. CamelS 
of the tainted genes experience dreams and nightmares of 
odd cult ceremonies and Mythos aClivities. These dreams 
are the memories of the ancestolS' confronlation wiUI the 
Mythos deity passed along with the mutating genes. 
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Fomtrlngs Of The Old OnN 

When the stars are right and the Great Old Ones walk the 
earth ooce mc:re the fa;terlings shall be their chaien servants. 

In some instances the characteristic rolls listed below 
might be higher or lower, depending upon the Outer God or 
Great Old One involved in thecreation of the fosterling. For 
example, an entity with no 1NT would prcxIuce a fosterling 
with very low (less than 306) or no INT. 

FOSTERUNGS OF THE OLD ONES, s.,stard Children 01 
Allen Goes. 

"' ..... '" "'. .....,M 
STR 306+3OID ZT 
CON 306+3010 ZT 
s. 206+6+3010 """ INT 206+&+1010 11).19 

P<Ni 30&+1010 " !lEX 306<-1010 " "-, HP2a.29 

Av. DelMge Bonua: +306. 
W •• pont:: Crush 750/0, damage 1 D6 + db. 
Armor: none, twt the fosterllngs oltha Old Ones take minimal 
damaDelrorn any non-.nchanted weapons. 
Spella: 611 Ioster1lngs withlNT know alla1l311 D6 spells. 
S.nlty Loa: 1/1010 SlIIlity polnlll to see aios\er11ng of the 
Old Ones. 

GHROTH 
OUTER COD 

IT WAS RED AS RUST. f.ature/,ss <Ie'pl 
for bulbous protrusions like hifls.. .. E:rcept that 
of course they wereT! ~ hills If he could see them 

at this distance: theg must be immense. It sumecJ 
to hang ponderouslg. communicating a !hunde~ 

ous sense of imminenct.. of power._ Then it 
movetL . The surface of a planet d(Xsn 't move_. 
the surface of a planet aoe.sn'( crack, it aoe.sn'r 
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roll back like thaI. it c10esn 1 peel back for thou· 
sandf of miles so you can see what's underneath, 

pale and glistening, 

RAMSEY CAMPBELL. !HE lUCCING", 

G 
HROTH HAS A FEW worshipers. mostly as­
trologers and others interested in the stars, The 
Outer GOO is a son of "Nemesis Star": a p!aJlet­
sized, star-likcentity made up of gasand ash and 

mollen iron. It appears as a vast rust-red sphere. its surface 
split with faults or cracks. Ghnxh occasionally foons great 
eyes out of vl\Sl seas hidden beJow its crust. Ils absence from 
the restraints of Azatho!h's mindless court is due to the eter­
nal duty it must perform. GIuWi is the herald of son~ 
which only the pitiless staJS and the dead Old Ones call hear, 
The stars are urged to righbtess and the Old Ones awaken on 
the world; which Ghmh passes. 

Ghroth is the Harbinger and the Maker of the Doom 
of Worlds. As the Outer God nears a world, lideschange, 
horrific slonns, earthquakes. and tidal waves are experi­
enced, volcanos erupt, etc. The arrival of Ghroth signals 
catastrophe for solar systems as the Outer God begins to 
pull planets into new orbits and awaken dark. slumbering 
gods with its musk: of the spheres. 

There is some speculation that the appearance of 
GhroUI was the cause of me destruction of Shaggai. 

GHROTH, Nemesis, The Harbinger and Maker 

STR n/a CON nJl. SIZ Na INT 14 POW 100 

DEX nla Move nla HP nla 

Damage Bonus: nil.. 

Weapon: niL 

Armor: nla. Ghroth could, theoretically, be destroyed lilt was In· 
Rieted with an ImmenM amount d dlll1'lllge. II somehOw re­
duced to aro hit points Ghroth', body shatters into a cloud 01 
IWeless rock tIld dust The HarUlnger appears somewhere else 
In another galaxy ()( dimension totally regenereted. 

Spell.: none. 

Sanity Lo .. : 10101\0100 Sanity points 10 see Ghroth, 
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GOATSWOOD 
GNOMES 
LESSER SERVrrOR RACE 

THE EYES WERE Srey Slobes se ' d"p in 
pits: the noses were hooked like those of child­

hood witches she a leafed over: the mouths 
grinned relJealing pointed teeth. 

RAMSEY CAMPBELL MMADE IN GOATSWOOD~. 

T
HESE UCl Y UTTLE creatures are actually stat­
ues carved of stone and enchanted to life by an 
unknown source in Goatswood. England. Dor­
mant during the daylight hours, these entities 

can spring to life al night to cany OUI vile and devious 
acts. The awakening of these stone monsters may be 
linked to the cycles of the seasons and moon and they 
may only be able to func tion at specific times such as full 
or new moons. etc. Goatswood gnomes are stJOf1gly coo­
nected with Shub-Nigguralh and other primal forces of 
nature and woods. 

Goatswood Gn0m8 

GOATSWOOO GNOMES, Eoehllnted Creatures 

~eriIll/r;:s roIb .--,gtlS 

'"" "" 7 coo "" 11·18 

s. 103+2 • 
'NT "" 10-11 

"'" 206'- " 00( "" 11)-\1 ..... , HP 10.11 

Av. Damage Bonus; nla. 

Weapons: Claws 30%, damage 102. 
8ile 40%, damage 103. 

Amlor: 9 points. 

Skms: Hide 75%, Sneak SO":'.. 
Spells: ~ the gnome's INT or less Is rolled 00 '0100 il knows 
103 spells. Spells 1yp1ca11O lhese creatures are those cleating 
with Stlub-Niggurath and the Outer God's spawn and other pow­
ers and entities 01 naMe and !he elements. 

Sanity Loss: 01103 Sanity points to see 8 Goatswood Gnome. 

GOBLINS 
FABULOUS CREATURES 

FROM DEEPS UNVISITED. a duff. dank air 
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That stars the Itouts on certain stunted trees 

Which stand about. clawing the sptctraf gloom 

With evil boughs. To this accursed dell 

Come woodland creatures, seldom to departw_ 

H.P. LOVECRAFT, "THE POE·ETS NICHTMARE. 

D
REAMLANDS CREATURES, goblins are 
shon, defonned, humanoid fairies. All are dif· 
ferem. One might have a nose a foot long and 
a gaping tusked grin stretching three-quaners 

of the way round his head. Another might have two 
heads. or legs like stills. 

Goblins live in haunted forests and ruins. They steal 
childfen, cook magic food which they try to sell to unwary 
hwnans, and play cruel pranks on hapless travelers. When 
they ~ppear in groups it is usually for peasanHype festivities 
such as marri~ges. dances, games, carnivals, etc. The fa­
mous Goblin Malket is in the hills southwest ofTeloth. 

Goblins fight with gnarled clubs. sharp two-pronged 
forks, slOne hammtmi, leads balls swung al the end of 
chains, and less describable weapons. 
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CON "'''' S~ 'I" 
INT "" P<m 'I"" 
DE>< 2020 

"~. 
Av. OIImage Bonus: norw. 
W •• porta: Gob 25%, damaoe 10,0. 
Foo: 25%, damage 203. 
Hammet25%. damage 106·2. 
BalIl Chain 25%, damage 1010+1. 

10-11 

10-11 

'5 ,. 
10+11 

" HP7 

Armot: goblira have no natural armor, although some mlghl 
wear annOI'. 
SpellI: all goblns know _,least 103 ..,.111. 
Ski, .. : Hide 90%, Snellk 70%, 

Sanity lo8a: OilDe Sanity points to see most goblins. An espe­
cially vila specimen might OOS\ mo,... 

GOL-GOROTH 
CREAT OLD ONE 

A HUGE MONSTROUS toadlike thing 
squatted on the top of tht monolith! _in those 
grisly lyes were mirrored 0/1 the unholy things 
and vile secrets that sleep in the cities under the 
sea. and that skulk from the light of day in the 
blackness of pr;morcliaf calltrns. And so that 

ghastly thing that the unhallowed ritual ana sa­
dism and blood had eoolcecl from the silena of 
the hl1ls. leered and blinked down on its bestial 

worshipers •... 

ROBERT E. HOWARD. ,HE BLACK STONE". 

T
HlSCREATOLDONE resembles a iaJge, slob­
bering, tittering toad with a slimy, scaly hide 
and a fanged mouth.. Gol-gor<Xh's hindquarters 
terminate in hooves. In place of anns, several 

ropy tentacles dangle from its neck and shoulders. GoI­
gOl'oth usually squats or crawls, but can move upright for 
brief intervals. 

The Great Old One was worshipped by many bestial 
prehuman cults in various pans of the world, notably 
Hungary and the Yucatan. The toad-thing's worship usu­
any involves orgiastic dancing, copulation, flagellation, 
and human sacrifice. The god itself is believed to reside 
in subterranean temples or alien castles with extensiOffi 
deep into the earth. 
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Each round Gol-goroth can either make I D4 tentacle 
attacks, one trample/kick/stomp with 8 hoof, or one bite. 
A victim grasped by a tentacle is automatically bitten the 
next round unless his or her player rolls STR or less on 
0100 to escape Got-goroth's grasp. 

GOL~OROTH, The God ot tt.. BllICk stone 

STA 50 CON 65 SIZ 45 JNT 17 PaN 30 
OEX 15 Move 6/9 stalking HP 55 
O.~g. Bonus: +606. 
W •• porta: 104 Tentacles 45%, damage 306 each. 
Hoof 50%, damage 306. 
Bit. 30%, damage 106. 

Armor: due to GoJ.goro!h's non-te"ene nature aU physical at­
tacb do only mlnmum damage: GoI'9OfOth can not be im­
paled. The Great Old One Is immun.1o mid damage but is oth­
erwise a!flded by magic:. 
Spella: Create Gale, plus those dealing wilh subterranean­
dwellng races and entitles; others lIS !he keeper deslres. 
5.lnlty La.a: 104/208 Sanity points 10 sa. GoJ.goro!h. 
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HAGARG RYONIS 
CREAT ONE 

THEY POINTED OUT that the Great Ones 
had shown already their wish. and that it ;s not 
Qgreeable to them to be harassed by insistent 

pleas- They reminded him. too. that not only had 
no man t(lf( been to Kadarh. but no man haa 

tlJtr suspected in what part of space it maylie_. 

H.P. lQVECRAFT. THE DREAM·aUEST 
Of UNKNOWN KADATH. 

H
AGARC RYONIS doubtless resembles her 
fellow Great Ones and like them is comely 
and human-like. However. her statues always 
show her in the (onn of the LieT-in-Wait, a 

loathsome reptilian creature with black, horny scales. In 
thaI fonn she has six glowing greenish eyes spaced ir­
regularly over her body. Her teeth and talons are made of 
nzor-sharp obsidian. 

Hagarg Ryonis is rarely worshipped by Dreamlands 
inhabitants except in pleas to avoid her notice. On the 
rare occasions that impiety or depravity becomes so ram­
pant as to disturb the Great Ones' sensibilities, Hagarg 
Ryonis is sent to slay and slay until the people have re­
pented. If the Great Ones themselves are threatened 
(rather than just their sensibilities), Nyarlathotep usually 
arrives to protect them. 

When sent forth, Hagarg Ryonis prowls the land at 
will in the form of the Lier-in-Wait. She prefers to sirike 
from ambush - hence her title. She can shrink her size al 
will, down to the size of a house-cat or even an insect, to 
sneak through cracks or to escape notice. 

When attacking she strikes with both foreclaws and her 
bite simultaneoll'>ly. Her claws inject an unusual venom. If 
the victim fails to resist against the venom's POT of 12 he 

Hagarg Ryonis 
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falls into a deep sleep for I D6 hours. Otherv.tise he be­
comes nauseous and loses 10% off all his physical skills 
ror the next 1D6 hours. If a victim is clawed more than 
once any nausea losses are cumulative and time spent 
asleep or nauseous is cumulative. 

HAGARG RVONIS, The Uer-ln-Wa1t 

STA3S CON 32 51Z33 INTIS 
OEX 35 Move 15 
Oamllge Bonus: +306. 

pow 20 

HP33 

Weapons: Claws 90'10 , demege 104 + db + venom. 
Bite 70%, d8/T1ege 1 DB. 

Armor: 10 points of horny scales. 

Spells: all Contact spells lor her fellow Great Ones, plus Con· 
tact Nyarlatholttp, and any as the keeper desires. 

Sanity loss: t I l 010 Sanity points for seeing Hegarg Ayoflls In 
her Ller·in·Wait form. 

HAUNTER OF 
THE DARK 

AVATAR OFNYARLATHOTEP 

1 SEE IT-coming here- hell-winc/- titan blur­
black wings- Yog·Sothoth save me-the three­

lobed burning eye .•. ' 

H.P. LOVECRAFT. ,HE HAUNTER or THE DARK-. 

I
N THIS FORM Nyarlathotep somewhat resembles a 
gigantic man-bat. Its only facial feature is a single 
red three-lobed burning eye. The Haunter of the 
Dark is only semi-material and appears to be com­

posed of thick smoke. It can fly through solid objects at 
need, though it can also hold and move such objects. This 
form or Nyarlathotep is also known as the Fly-The-Light 
or the Father of All Bats, and is well-known to the fungi 
from Yuggoth. It is worshipped as the Father of All Bats 
in Australia and perhaps other parts of the world. 

It can only endure extremely dim light such as star­
shine. Any brighter light sources inflict hann upon the 
Haunter of the Dark. It appears only in total darkness. 
Even candle light does one point of damage per round to 
the Haunter of the Dark. Other light sources hann the 
being as follows: flashlights and torches do 1 D6 damage 
per round; light of a full moon does 206 damage per 
round; headlights and street lights inflict 306 damage per 
round; full daylight does 1006 per round. Steady light 
causes the avatar to disintegrate much like sunshine burn­
ing off a moming fog . Very brief (even if powerful) light 
sources such as lightning or flashbulbs do nOI harm the 
HawlIer of the Dark. 
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HSIXII8r Of The Darlr 

The Haunter of the Dark attacks by psychically 
clutching a victim. Such attacks appear as though the 
Haunter has extended a smokey limb and reached into 
the body of its victim. This attack bums and dissolves 
flesh and bone while boring a hole through the top of 
the skull and devouring the victim's brain. Such vic· 
tims are left charred and marked with yellow stains. 
The avatar is also able to grasp a victim and ny off 
with him through walls or other solid objects. Such 
victims are either carried off 10 dismal and horrible 
places and never seen again or are unceremoniously 
dropped from impossible heights. 

The Haunter of the Dark is intimately connected 
with an ancient and alien artifact known as the Shining 
Trapezohedron. A ritual perfonned with the Shining 
Trapezohedron summons the Hlunler of the Dark. Ex­
posing the queer stone to light temporarily dispels the 
entity. 

HAUNTER OF Tl1E DARK, 
The FIy-The-Ughl. Father of All a. .. 
STA 28 CON 22 SIZ 24 INT 20 POW 22 
OEX 23 Mcwe 10/20 flying HP 23 
o.m.ge Bonu.: nta. 
Weapona: EII(P.J" and Bum 100%. damage 206 per round. rIO ,.,.,.. 
Devour Braln automatic. damage 106 per round fN8ry round 
alter Engulf. 
Grapple 95%, damage can1ed orr or dropped Prom greal heiglUs. 
Amlor: none, however no physlcal_apens can harm the 
Haunter of the Dark. Cold, file , chemicab, and electricity al$o 
do not harm It. ClfIIy ighl ancl magic lilfect the Haunter of tha 
D, ... 

Spells: any. as desired by the keeper. 

S.nlty Lo.,: lD611 020 Sanity points 10 see the Haunter 01 the 
D, ... 
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HYDRA 
GREAT OLD ONE 

IT SEEMED MERELY a sea of gray sUm •• pro­
toplasmic and featureless. But the dark blobs be­
came re.cognizable as huas_. There were. human 

heads bobbing and nodding from the gray sea. un-
countable thousands of them_ but by far the 

greater number of the heads were not human._ 
The heads lived. Their e!Jt.S starea with awful ag­
ony: thtir lips writhed in soundless laments; tears 
coursed down the sunken cheeks of many. Even 
the horribly inhuman heads - birr/-like. reptl1ian. 
monstrous things of living stone and metal and 
vegetable matter - showed traces of the unceas-

ing torment that gnawed at them. 

HENRY KUTTNER. "HYDRA". 

T
HIS VERY STRANGE entity is not worshiped 
by any race of beings and should not be con­
fused with the enormous matriarch or the deep 
ones by the same name. It is a vampiric entity 

living by absorbing the heads and brains of intelligent 
species. Hydra dwells within an alien dimension outside 
conventional time and space. 

The roly known way to reach Hydra is through astral 
projection. Although a special ritual for joumeying to 
Hydra's dimension is described in the pamphlel On the 
Sending Out of the Soul, anyone experiencing an out-or· 
body experience may inadvenenuy stumble upon Hy­
dra 's weird plane. Emering into Hydra's dimension, the 
astral traveler first feels a numbing cold and sees nothing 
but thick, gray rog whirling everywhere. The aJienness or 
this place is oppressive and the traveler is filled with a 

Hyd~ 
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numbing dread. Soon the fog lifts and the astral traveler 
sees that he is floating above a surging sea of gray slime. 
The traveler is drawn down toward the leaden sea and as 
he near.; he sees the countless heads of the thing. 

Hydra cannot attack those who come to its plane, how­
ever, it matches its POW against its visitor's on the Resis­
tance Table. If Hydra overcomes the POW of its guest then a 
part of the Grut Old One can follow the traveler out of the 
alien dimension-usually unknmvn to the visitor. Once the 
psychic tnveler leaves Hydra's domain and returns to his 
0'IVJl plane anyooe he visits astrally is attacked by Hydra. 

Victims fltSt see the ghastly form of the astrnl traveler 
and then the surging gray mass of Hydra. Hydrn engulfs its 
victims, drawing them down into its roiling mass where it 
decapitates them. The Great Old One returns to its plane 
with its victim's still-living head as a part of its own mass. 
The victim's dead, headless bOOy is left behind, gray slime 
cooling Ihe body and everything in the vicinity. As Hydra 
sweeP'> away from its dead victim and back to its lair the 
astral tnveler wakes, returning to his physical body. The 
only protection £rem Hydra's attack is the Elder Sign. 

Once someone has visited Hydra's dimensioo he can re­
tum theresimply by willing hisasrral bcxIy there. Each visit to 
the Great Old One's domain costs additional Sanity points and 
allows the entity access to the traveler 's home plane. 

HYDRA, The Thousand Faced Moon 
STR nla CON 59 StZ 783 tNT 100 POW 50 
OEX nla Move 0 HP 421 
Oam.ge Bonus: nla 

Weapons: Engulf 90%. damage ts decapitation. 

Armor: none. bUI as a living mass 01 slime physical weapons 
do no ha,," 10 Hydra. Magic, anchanted weapons. fire. eleclfic· 
lty. and chemicals Inlliel normal damage to Hydra. 

Spe''': although capable of usIng any spells. Hydra generally 
does 1'101 do so. 

SanIty Lou: 1 De/SOlO SanHy points 10 see Hydra. 

HYPERBOREANS 
LESSER INDEPENDENT RACE. 

THE MAN WAS a stranger, possibly a 
traue/ing merchant from outland realms. the 

usurer thought - or else an ou tlander of more 
dubious occupation. His narrow, slanting, bery" 
green eyes. his bluish. unkempt beard and the 
uncouth cut of his sad raiment, were sufficient 

proof of his alienage .. _ 

CLARK ASHTON SMITH. -rHE WEIRD Of 
AVOOSl WUTHOClQUAN: 
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S
MAll AND SLENDER, Hyperboreans are sel­
dom more than five feet tall. Their hair is light 
blond to white and their eyes are gray or straw­
colored. They have large, straight noses and ear­

lobes longer than most humans. 
The Hyperboreans were a great race that buill a fabu­

lous culture that rose and fell before the dawn of recorded 
history. Masters of magic, science, and art, the heritage of 
these people was passed down to the lands of Mu and 
Atlantis and eventually found its way to ancient EgypL 
The Book of Eibon was written by a great wizard who 
lived in Mhu Thu!an in Hyperborea. 

The great Hperborean civilization fell to ruin when 
Hyperborea was engulfed by the freezing ice age and 
their fabulous cities destroyed or buried under the en­
croaching glaciers. Today, the Hyperboreans are an all 
but extinct race. There: may be only very tiny groups of 
Hyperboreans left, Hidden in the cold, glacial areas of the 
world. Those surviving descendants of this once-great 
civilization live today as primitives, uti ling Slone weap­
ons and tools. 

Statistics are those of normal humans, except that Hy­
perboreans have smaller SIZ and higher INT than modem 
man. 

HYPEABOAEANS, Builders of s Once-Grest ClvltlUtlon 
cI1arllderislic$ "'" '-sm "" '0·" 
CON "" 10·11 
s. ""~ 9 

'NT ,,,... " "'" 3D<; HHI 

D'" "" 10.11 

'"" "" 10.11 

"~ . HP9-IO 

Av. Damage Bonus: nooe. 

Weapons: Slone knifa 250/ •• damage 1 D4+db. 
Spear 25%, damaga loe.db. 
Armor: none. 

Spells: Hyperboraan wizards or their shaman descendants 
know1010spe!is. 
Ssnity loss: lI\ere is no Sanity loss lor seeing a Hyperbofean. 



YE BOOKE OF MONSTRES 

IOD 
GREAT OLD ONE 

GRADUALL Y IT SWAM into view from Q 

blaze of blinding li9ht.~. It was not a homogene­
ous entity. this unholy specter. but it partook hide­
ously 0/ incongruous elements. Strange minuat and 

crystal jormat;ons sent their fora glow tnroogn 
squamous. semi-transparent flesh. and the whole I£,'QS 

bathed in a viscid crawling/igM that pulsed mon­
strously about the horror. A thin slime dripped 
from the membranous flesh __ and as this slime 
floated down. hideous. p{antfike appendages 

writhed blindly in the air. making nlJngry little 
sucking noises . .A great lace tea eye watched emc-

tionlessly __ _ 

HENRY KUTTNER . .,.HE HUNr. 

A 
WElRD CONCLOMERATION of animal, 

mineflll, and plant. lod was worshipped by 
early humans but is mostly unknown looay. 

When lod appears a great black shadow or 
veil fiTst fonns in the air followed by a blinding light 
from which elnerges the Great Old One. 100 paralyzes ilS 
victims and then drops writhing tendrils on them, drain· 
ing away their soul at a rate of 2D 10 pow per round. 
When a victim's POW reaches zero they are dead, al­
thoogh their brain lives on, trapped forever within the 
corpse.To immobilize victims, lod must first overcome 
their POW with its own. To break free of this paralysis a 
victim must overcome lcd's POW with their own. A victim 
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can attempt to break free of Jod's mental hold each round 
until successful or dead, or umil 100 is driven off. 100 
may paralyze any number of victims at a time. 

Those who escape lod find themselves hUnled by the 
Great Old One in their dreams as well as in the waking 
world. A target may escape lod's hunt by dispelling the 
Great Old One, either by arcane means or by inflicting 
eighty hit points of damage to the entity. Standing within 
a newly prepared Elder Sign (or, if the keeper must, a 
pentagram or Star of David) Jrolecls against Iod. 

lod is mentioned in 1M Ishakshar, Th~ Book. of lad, 
and Prinn's De ~rmiis Mysruiis. 

100, The Hunt!:( of Soula, The Shining Pur ..... r 

STR75 CONSO SIZ100 INT2S POW 30 
DEX 16 Move 20 lIying HP 8D 
Damage Bonua: nJa. 
Weapona: Teodril automatic: 10 paralyzed vidlms, otherwise 
85%. damage 2010 POW elraln. 
Armor: Iod has 20 points 0/ armor. 
Spells: all Summon. Bind, Call ard Conl6cl spe", all Dream, 
Itnds spells. plus any as desired by Ihe keeper. 
Sanity Loe,: 10613010 Sanity pOOt3 to see loll. 

JUK-SHABB 
GREAT OLD ONE 

THE ULTIMA TE TIER wo, Q purple cone, 
from the apex of which a blue smoky mist 

drifted upward to a sphere that poised in mid-air­
a sphere that shone like translucent ioory. 

H.P.lOV[CRAFT, A. MERRm, ROBERT E. HOWARD. 
CL MOORE. AND FRANK BElKNAP l.ONe. 

""THE CHAllENGE FROM BEYOND~. 

J 
UK·SHABS IS Abizarre and obscure Great Old One 
worshipped by the worm-like creatures of the planet 
Yekub. Juk·Shabb appcar3 as a sentient sphere of metal 
Of energy. It cormnuniC<ltes with it'! followers telepath­
ically and by changing color. Juk;-Shabb wields no 

physical auack and is one of the least malevolent of the 
Greal Old Ones II does possess great menial powers and can 
utilize any spell desired. 

One of the Great Old Onc·s mental attacks includes a 
powerful.mindblast. If it overcomes its target's magic 
points with its own the victim loses2DIO Sanity and falls 
into a state of stupefaction for 10100 hours. Each use of 
this power costs Juk·Shabb 106 magic points. The Great 
Old One undoubtedly has other unique mental abilities. 

Juk-Shabb allows favored minions to lap into its awe· 
some power, gaining access to its INT, pow, and spells. 
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JUK-5HABB, God 01 Yekub 

STA nla CON nla SIZ 20 
OEX rJa Move 0 
o.mae- Bonua: nI', 

INT30 POW 50 
HP 100 

Weapon.: Mindblast Magic PoIms .... Magic Points, damage 
2010 Saniti' lou and stupefaction lot 10100 houB. 
Armor. none, but Juk-5habb Is ImmtnJ to physical aIlacb. En­
c:hantecI ~ and magic harm Ihe GIMI: Old One flOITNIIy. 
SpelIa: "'y, as deuecl. 
S.nlty LoN: C¥104 SanIty points 10 see Juk-5habb. 

KARAKAL 
GREAT ONE 

... F OR THOSE LONG narrow .yes ana 
long-Iobtd tars. and that thin nose and pointtcl 

chin. all spoke of a race that is not of men 
but of9oti< 

H.P. LOVECRAF'T. "THE DREAM-OUEST 
OF UNKNOWN KADATW. 

I
MAGES OF KARAKAl portray I handsome smil­
ing man nude from the waist up and encircled by 
blazing flames. His temples keep an eternal flame 
burning. The priCSIs intently watch the flickering of 

this flame and claim to thus be able to discern Karabl's 
will. 

He is the Dreamlands' fire god. The minions of Kara­
kat, commonly summoned by wiurds, are his creatures. 

Karakal rarely leaves his sacred Hall of Aowing 
Stones in distant Kadath. On me rare occasions he leaves 
Kadath he always ttavels incognito. though a clever 0b­
server might guess the god's presence upon, say, seeing 
an old tinker start a campfue with a touch of I fmger. 
Karakal can emit a burst of name from his hand by 
spending one magic poinL Each such flame burst noI only 
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causes damage but selS clothing and hair of the target on 
ftre. He can also create immobile walls offi~ which last 
for hours by spending one magic point per len yards of 
wall. Anyone passing through such a barrier loses 206 hit 
points. 
KAfliAKAL. The Flre-Qod oj \ha O,..ma.nd. 
STR 35 CON 50 SIZ 15 INT 14 POW 30 
OEX15 APP16 Mova15 HI' 33 
Dam.ge Bonus: .206. 
W.apons: Flame Burst 95%. damage 206 • sets _rgal on flfa. 
F\s195%, damage 103 .db. 

Armor. at wII Karakal can 1n'lOka dM'Ia sanctity which protKts 
him .. 10 poIntli 01 anno,. H. 1s Immu~ to .. forms 01 MilO( 
coIcI damag • . 
SpeI": Karakal can summon a minion 01 Karllkalata cost 01 
one magic point and he can always commend aI minions pre­
sent. He knows aI COfItlld spaU. for his fellow Oral Ones, as 
wei as Conl8d Nyarlatholep. More IpeUs a. the kHpltr de­
lirel. 

Sanity LosI: there Is no Sanity Ioas lor seeing KIIl.kal. 

..-, 

KEEPER OF 
THE MOON-LENS 

AVATAR OF SHUB-NICCURATH 

••• THAT PIlLAR OF WHITE flesh support.a 
on man!fjointed bon!! regs tipped with gfUJl circular 

pads- It had no arms. merel!; thne spines which 
dug into the ground But tht head was the worst­

formed of thick coils of white jelly. cofltrtd with wa-
tery eyes. and at the center WQS a huge toothed 

beak_ Those 9"'" !J'lIow.yes p",.a " a;f{mn' 
dinctions. and all the coils wen twisting and jerk­

ing. sometimes transpannt so that he coord ste into 
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Keeper Of The Moon-Lfltls 

the Mad. _ The three spines mOJ)f!d with a gro­
tesque rowing motion to heave the Ixxiy fOTV.Xlrd 
The btak opened and from it a ooict issued-sib~ 

lant and h~"'pitched. it spol« to its worsMp~ 
RAMSEY CAMPBELL -rH£ MOON-LENS'". 

T
HE KEEPER OF THE Moon-Lens is wor­
shipped by the people of Goatswood, England 
in connection with their Shu~Niggurath adora­
tion. This colossus may be worshipped else­

where as well. 
The Keeper of the Moon-Lens is an avatar of the 

Dark Mother, Shub-Niggurath. This creature dwells in an 
expansive underground complex beneath the Goatswood 
area. It comes to the surface only at certain times when 
the moon shines through an alien device known as the 
Moon-I.ens-a large convex lens surrounded by an ar­
rangement of pivoting mirrors. rugh above the ground on 
a fifty foot high melai pylon. When the moun shine:; 
through the Moon-Lens and onto a particular hillside a 
great stone slab slides away and the Keeper can then 
answer the summoning of its worshippers. 

When this avatar accepts a sacrifice it swallows the 
offering, holding it in its transparent, gelatinous head. 
The colossus retreats back into its dark subtemmean lair 
where the victim is "born" out of the avatar having suffered 
strange mutations. These individuals drafted into the servioo 
of Shub-Niggurath are seldom seen again. These mutated 
sacrifices are the Blessed of Shul>-Niggurath. 

The Keeper of the M()()noLens can attack with its beak 
arcnl'dl a victim benealh itsgreatand cumbersome bulk. 

KEEPER OF THE MOON-LENS, Fertile Mother of the Hili 

STR55 CON 135 SIZ95 INT21 POW 70 
OEX Ie Move 12 

DIIlTlllge Bonu.: +806. 
W •• pun.; 8vak 90%, dillTlB~ lOla Of $wallow. 

Crush 75 '10 , damage 106+&06. 

HP "S 

Armor: none, but the Keeper takes ro more than a single point 
01 damage from any successful attacks with any _apon:t: two 
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points on.n Impale. AnI, electricl~, or magic can do normal 
damage to the creature. This avatar of the Black Goat re~ner­
a18S I 0'0 hit polf'lts each round. 

SpeI'-: all spells dealing with the OUter Gods, as well as any 
oomected 'IIfIth the fortes 01 nature and the elements, and 0th­
ers as the keeper dem •. 
SaNty Lou: 1010/10100 Sanity points 10 see the Keeper of 
the Moon-Lens. 

LENG.MENOF 
LESSER INDEPENDENT RACE 

THEY LEAPEDASTHOUCH th<y had 
hooves instead of feet and seemed to wear a sort 
of wi9 or headpiece. with small horns. Of other 
clothing they had none, but most of them were 
quite furry. &hind th<y had dwarfish tail, and 
when (hey glanced upward he saw the e.rcessroe 
width of their mouths. men he knew what they 

were. and that they did nor wear any wigs or head-
pieces after aJ/. 

H.P. LOVECRAFT. THE DREAM.QUEST 
OFUNKNOWNKA/MTH. 

l1
E ALMOST-HUMANS of Leng were con­

quered by the mOOll-beasts long ago, whom the 
almost-humans received as gods. The men of 
Leng are vulgar, grotesque creatures, with dubi­

ous tastes and desires. 

The moon-beasts eat their plumper almost-human 
slaves, using the leaner s laves to perfonn menial tasks 
not requiring strength, such as fetching and carrying, 
cooking and steering, and serving as go-betweens for the 
moon-beasts' trade with humankind. for which purpose 
the alm05l-humalls wear humped turban!> to com;t:allhc:ir 

Men 01 Lang 
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horns. They trade primarily wilh the city ofDylath-l...een. 
sailing long black galleys with the powerful moon-beasts 
as rowers. 

It is uncertain what the dream renections of the 
half-men of Leng are in the waking world. Perhaps 
they are the drum-fonn of the vile Tcho-Tcho people; 
perhaps there are no waking equivalents. Or perhaps 
they are a foul breed not yet discovered on earth. 

MEN Of LENa, S.tyr-llke " I'-Hum"" 
~ rei. .~ 

sm 3D6 10.11 
CON 3D6 10-11 
SIZ 2D6.06 13 
'Off 
PC:JN 
DEX 
API' 

"~. 

,.,... 
308 

"" 106 

" to-I! 
10.11 ,.. 

HP 11 .12 

AY. o.l'MgII aonua: none. 
WeapoM: Ast 50%, damage 103 + ell , 
Sj)IIar 25%, dwnaoe 106+1 . 
Whip 25 '110, damIIlJe 103. 
Armor: 1'IOI'Ie, nalurat,-. but they may wear armor. 
SpellI: lIa native 01 Leng's tNT + POW tocaiJ 32 or I1l0l'8 he 
knows alleest 1 De spells. 

Sanity Lon: 1h8111 Is no Sanity IoSilor seeing 8 native of LInO 
who COVIrs up his defonnlties. An I.I'ICIothed man of Leng costs 
0/104 Sanity points to see. 

L'GY'HX, 
Inhabitants of 
LESSER INDEPENDENT RACE 

... T HE NATIVE RACE of cuboid manY-/'99,r/ 
metal beings was not optnly hostile­

RAMSEY CAMPBELL 
!HE INSECTS fROM SHACCAr. 

T
HE INHABITANTS Of L'gy'hx (Uranus) once 
shared their planet with the refugee Shans but 
eventually forced the insect race to leave be· 
cause of the abhorrent rites they practiced in the 

worship of their dread god A7..alhoth.. The cuboid deni­
zens o(Uranus worship the tWc>headed bat..god Lrogg, a 
minor (onn of the Outer God Nyarlathottp. with bizarre 
rites of self-mutilation. 

L'gy'hxians are not a hostile race, although llIey are a 
curious species. 11tese creatures utilize various weapons 
cmstruc:ted of a strange gleaming metal Wlk:nown to eanh, 
including many not listed below. They may have certain 
technologically advanced weapons and devices as well . 
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L'gy"" 

These creatures stand only about three feet taU but are 
very heavy and strong. A few members of this race may 
have come to earth with the Shans-probably as slaves of 
the degenerate insects. 

INHABITANTS OF L' GY'HX. Metal Cuboid AI!eM 

dI.-.cterl:$ks ... '-m "" 21 

CON ,.,.., 16-11 

s. 21)6010 17 

'Off 21)6010 17 

PC:JN 3011 10-11 

DEX ""., 10 

"~8 HP 16-17 

Av. D.llNlge Bonua: +106. 

Wel ponl : Kn~.· 25%, damage lOS + db. 
Whip'" 30%, damage 104+2010 electJ1callhock. 
"These knives can cut Ihrough metal.,.asay as thI'Ough soft 
lie"'. 
-These whip' emit lin electrical charge upon contact, which 
inflicts an additional 2010 dtunage. If lin Impale" rolled wh«l 
using the whip, it wraps around the victim, who suffeB an 
automalic 2010 electrical damage each round thereafter. A 
successful Dodge ro l allows a victim 10 avoid the whip. 

Armor: 19 points 01 metal skin. 

Spella: It thel'gy'ludan', INT Of lass Insrolled on 10'00 it 
knows that many spells. 

SanIty Lo .. : 01108 Sanity points 10 see an nnabltanc of 
l'gy'hx. 
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LLOIGOR 
GREAT OLD ONE 

... A STRANGE SHAPELESS proc.ssion of 
maries-snoke-like. some 0/ them_. all/tad back 
to that tiny break in the fXint of the attic win-

dow: something had come in and something more 
haa gone out._ For of my uncle there was no 
trace save one-the ghost/!J remnants of what 
stood for him. rather than of him .. _lk man 

who. b!l 01/ the evidence. was drawn or sucked out 
of [his clothes] as by some frightful. malign b,· 

ing who emplo!Jed in his aiel the terrible wind 
heard within the rooms._. 

AUGUST DERLETH .• HE SANDWIN COMPAcr. 

L 
LOICOR IS WORSHIPPED by the degenerate 
Tcho-Teha folk of the TIbet region. The Great 
Old One is generally mentioned as having a twin 
named Zhar which is also worshipped by the 

Tcho-Tcho. 
Lloigor attacks by grasping victims in tentactes. dis· 

integrating them, and drawing them up into its mass. All 
nm-living objects are left behind, found perfectly intact and 
mysteriously undisturbed TheStar-ireader'sapprooch issig­
naled by high winds which !.he alien god somehow creates 
and is transpOrted by. The Great Old One has the ability to 
seep through the lini~ cntcks 10 get at a victim. 

LLOIGOR. the Stlir-Trellder 
STA 100 CON 100 SIZ 100 INT30 

OEX 30 Mo .... 20150 flying 
DIIm.ge Boou.: +1106. 

POW" 
HP 100 

We.pontI : Tentade 100%, damage Is death on second l'OIJod. 
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Armor: 22 points of blubbery flash. 

SJWlI.: &n1morVBind Byakhee, Call HasltJr, aJi others dearing 
with air, wlnds, Of Zhar. 
S.nlty Lod: 106/1020 Sanity points to see Uo!gOf. 

LOBON 
GREAT ONE 

NOT LIKE THE EIKONS of other gods 
wert those of Zo·Kalar and Tamash and Laban. 

For so close to life were they that one might 
swear the graceful bearded gods themselves sate 

on the ivory thrones. 

H.P. LOVECRAFT. '"THE DOOM 
THAT CAME TO SARNATH". 

L 
OBON IS PORTRAYED as a bearded youth, 
graceful and curly-haired. Crowned with ivy, he 
dresses in a robe of white samite. The spear is 
his personal symbol and his statues always show 

a spear in his right hand. 

L_ 

At one time Laban and his brothers Tamash and Zo­
Kalar were worshiped widely in the Dream1ands. With 
the destruction of Samath his cult has dwindled. 

Lebon dislik.es conflict. When faced with danger to 
himself or present followers he tries to retreat to another 
dimension taking anyone loyal to him along. He will fight 
if faced by some creature capable of following him 
through the dimensions. Loban fights by emitting beams 
of dear yellow light from his hands. 

His spear is not a weapon but an emblem. It is Taldc:red 
impure and loses all its power if it is stained by blood or 
even the i::hor of an alien race. It cannot regain its powers 
until Lobon cleanses it in the great Fountain of Alath-Zann 
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at Kadalh. Lobon SOOlClimcs temporarily lends his spear 
to valued servants, sometlmcs for the length of the ser­
vant's life. 1be spear is an extension of Lobon and, if the 
god lost his power (X" was destroyed, the spear woold 
vanish. 

LOBON, God or the s.ered Sp"r 

STA 45 CON 48 SIZ 12 INT 16 PC1N 22 
DE>< 21 APP 21 MOV'l10 HP 30 
o.m.ge Bonua: +306. 
Weapons: light Beam 100%, dam_gals the destructlon 01 
306 of the targefs magic points. 

Armor. none, but the.spear can emil a ahlmmemg glow al the 
wiI of the hoIOer whktt repels dll/l'lllQe It • coat 01 one magic 
peNni pet three points of damage. 
Sp.It.: Lobon'. sper.rcan repel cIamage, u noted above. It CW'I 

also provide N IT\IIQie points per round 10 the wielder, which can· 
not be saved up. The spew can fty and IOOYtt about at the 
wielder's mental direcIion and can cany obfeds or animals up to 
SIZ 4 When doInV 50. L.oboo can I4lfM'lOl'l errt ctea!ure I'Ill1Ive to 
the DreamIarIdI and not cor-."'\8CUKI to anoCher deity by expending 
one magic ~ per SIZ point of the being summoned. He abo 
knows d Contact spell for Ihe othef" GfHl Onas and Contact 
NyaI\aIhI:Mp, and .ny other If)8Is as !he keeper desfts. 
s.n/ty Lou: lh.,.111 no Sanity loss lor seeing lobon. 

MADAMYI 
AVATAR OF YIDHRA 

'YiDHRA. tht. Dream-Witck clouding tilt 

minds of hu followers: 

Dnam-Witch. hidif19 hcr shapt in illusion. 

Dnam-Witch. cloaking ht.r shQ~ in strange ~Qut!f 

YKihra. the Shrouder. wrtQthing the /airhftsS in shadow: 

Shroudtr. deoounng tht. "nlnt ana hostile ones. 

S7!rouder. who hi:lu mtn /onl'tr_ . 
WALTER C. DrBILL. JR~ -WHERE YIDHRA WALKs". 

M
ADAM VIIS one of the many avatars of the 
Outer God Yidtua. This being appears as a 
human female dressed in billowing white. 
red. and black robes. Madam Vi's beautifully 

ddicme face is like the painted face d a porcelain doll. Its 
blood-red lips and closed almond-shaped black eyes are 
frozen 00 a Sf1'lO!Xh and bone-white face. Its long black hair 
is braided into a single ponytail. The avatar's haNk end in 
very loog. 11Izor-like black finger nails. 

This avatar of the Outer God is known almost exclu­
sively in China where its sects are lead and dominated by 
women. Like all Olher avatars of Vidhra, Madam Vi re-
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Mlldam YI 

quires a constant supply of fresh genelic material to ab­
san. Followers must also frequently provide it with young 
men to male with. During the act of mating Madam Vi 
shreds her young consorts 10 dealh with her11lWtclaws. The 
product of this union results in the birth of one or more 
defcnned or monstrous offspring. Madam Vi occasiooally 
allows followers 10 11Iise the bastard young, but usually it 
just reabsorbs the children. 

The fealures of Madam Vi's followers assume an al­
most porcelain, doll-like appearances and their fmgers 
become eloogaled and claw-like. The geddes!; oornmuni­
cales with her follO'Ners telepathically. 

MADAM y~ Mother of Woe 

STR 27 CON 69 SIZ 17 INT25 
DEX 36 Mo .... 'O/l51lying 
Dlmage BonuI: +206. 
Welponl: Rizor Claws 90%, damage lD6+db. 

POW 60 
HP43 

Armor: none, but Madam Vi c:annoI be hIIrmed by normal 
weapons. 
Spells: eny dened by Ihe keeper. 

Sanity lou: ' " D8 Sanity points to se. Madam YL 
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MESSENGER OF 
THE OLD ONES 

AVATAR OF NYARUTHOTEP 

IF IT HAD A DEFINITE shape. that shape 
was not easily aparent. because it continuaJly 

flowed in upon itstlf contorting and writhin~ .. ~ 
In size. it was enormous. {It was like} a team fa 
six or eight black horsts. somehow joiner! to-

gether and 0/1 attempting to gal/op off in differ­
ent directions at once.._ 

JOSEPH PAYNE BRENNAN. 
,HE WillOW PLATFORM", 

T
HE MESSENGER Of THE Old Ones is an 
enormous translucent mass of writhing tenta­
cles that c rawls across the sky. continually 
throwing out glulinOLLS streamers. In fonn it is 

best described as looking like a mass of eight orten black 
horses all fused together and galloping in different direc­
tions at the same lime. 

The Messenger of the Old Ones is a harbinger of 
great cataclysmic events and only appears to herald some 
important occurrence such as the rise of R'lyeh. The 
Messenger will not otherwise be encountered for it is its 
sole job to spread the news of portentous Mythos activity. 
The Messenger is never W01'.>hiped. 

Just before the Messenger of the Old Ones appears 
the sky darkens and appears to become leaden and all 
becomes very still and quiet. An enormous black shadow 
falls across everything and a gigantic writhing mass ap­
pears, clawing its way across the sky. As it is watched the 
thing pulses green and then a pale corpse-white. The en­
tity then breaks up and small twisting masses fly from It 
to all sectors or the sky. Within an hour nothing remains 
of the original mass but a single chunk. 

The Messenger attacks by dropping long, knOlled 
tendrils and strings onto a victim. 11 moves over a pro­
posed target, then suddenly whips a cluster of strands 
around it, pulling him or her up inlO its body where too 
victim is consumed. Each round thai a victim is held in 
the strands, he or she loses 103 hit points, 104 points of 
APP, and 106 points of SAN, as caustic enzymes eat away 
nesh and face. 

The APP loss comes from the terrible acid bums 
sloughing away the victim's skin and face. If the vict im 
takes over one-third of total damage from the acid, he or 
she is rendered completely blind. Any APP lost is penna­
nenlly gone. 
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Messenger Of The Old Ones 

MESSENGER Of THE OlD ONES, the Herlilder 01 
Catactysm 
STR 25 CON 20 SIZ 50 tNT 4 P'QW 16 
DEX 14 Mova 35 HP 35 
Damage Bonus: n/a. 
Weapons: Tendrils 80%. damage 103 hit points. 1 D4 APP, and 
10S SAN eech round. 
Armor: none, but the Messenger 01 the Old Ones Is Immune to 
en non·eodlantilld weapons. 

Spells: none. 
Sanrty Loss: 1/1010 Sanity points lor seeing the Messenger of 
the Old Ones. 

THE MILLION 
FAVOURED ONES 

••• NYARLATHOTEP. Creat Me",nger. bringer 
of strange joy to Yuggot~ through the void Father 

of the Million Favoured On~ 

H.P.lOVECRAfT. tHE WHISPERER IN DARKNESS". 

T
HE MILLION FAVOURED ONES are creatures 
and entities connected with Nyarlathotep and that 
Outer God is known as the Fatller or the Million 
Favoured Ones. II is unlikely that NyarlathQ(ep is 

the literal parent of all of the: favoured Ones. Prc:sumably 

the Outer God had something to do with the birth, creation, 
or empowerment of the Million Favoured or had its atten­
tion drawn to particularly powerful or wicked beings whom 
it cha;e as Favoured Ones. 

The Million Favoured Ones are unique beings or 
especially powerful members of various races. Many 
exhibit god-like abilities though they are neither gods 
nor Great Old Ones. Bei ng one of the Mil lion Fa­
voured does not necess itate the worship of Nyar-
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On. 01 The Million Favored Ones 

lamotepand many afthe Million Favoured Ones are fully 
independcm of any gods or Great Old Ones. 

Given such number and variety. no statistics are 
provided. 1be ktxper may freely invclII reprcscntatives. 

M'NAGALAH 
GREAT OW ONE 

... A TENTACLED MASS OF who, look.d 
like blooted row tntroils and cyes. .. 

RAMSEY CAMPBELL -rHE TUGGING-, 

M "NAGAUH HAS NO known human cull 
although it may be worshipped by alien 
races on olher worlds. It 's appearance is 
signaled by a hissing, squishing, wet writh­

ing noise. When encolU1lered orsummooed M'nagalah drags 
itself sickly across the ground toward any present,c1utching 
and reaching for victims with dripping. quivering enlrail­
like tentacles. Even those who have summoned the Great 
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Old One are attacked by !he cancerous deity unless some­
how protected or hidden from the creature '5 view. 

Those grasped by M'nagalah are crushed or have 
slippery tentacles fon:cd into any body openings and are 
turned inside out on the following round. The bodies are 
drawn into M' nagalah 's mass of bloated entrails, bleed­
ing and quivering, where they become one with the deilY. 

M'NAGAUH, The o.vour,r 

STR55 CONBO SlZSO tNT 21 POW., 
OEX 25 Move 16 HP55 
o.mage Bonua: +<106. 

Weapon: Tentacle 80%. damage 106+606 or Death on follow· 
Ing mini. 

Armor: none. M'nilgalah regenetetes at a rete 0125 points per 
round.. 
Spells: all dealirlg with the Great OICI Ones and !heir minions. 
as well as any others the keeper thinks appropriate. 
Sanity Lo .. : 10813010 Sanitv points to see "'·n8Q9Lah. 

NATH-HORTHATH 
GREAT ONE 

As IT HAS ALWAYS BEEN IS " ;,, 'h, ,U~ 
quoise of Nath-Horthath, and the eighty orchid­
wreathed priests are the same who builded it Un 
thousand years ago. ._ Though Nalh-Horthath is 
chiefly worshipped in Ce/ephais, all the Creal 
Ones are mentioned in diurnal prayers: and the 

priest ~s reasonably IJtmd in their moocfs. 

H.P.lOVECRAFT. THE DREAM.()UEST 
OFUNKNOWNKADATH 

T
HIS COD APPEARS as ajet-black-skinned hu­
man with blond hair and pupil-less silver eyes. 
He rides and is always accompanied by a lion. 
Nath-Horthath wears silver chain mail of deli­

cate design covered by an open robe of azure silk. He 
wears a golden crown set with black opals. 

Nath-Horthath is the god of Celephais, though he has 
small temples elsewhe~ in the Dreamlands. LiOJ1S are 
sacred 10 Nath-Horthath, and cannot be harmed by his 
worshipers. except when in peril of life or limb. 

He is easily angered excep' by his worshipers, IOWard 
whom he has supreme patience. Occasionally he bick!:rs 
with his fellow gods. lf~ is provoked he will always Slay to 
fight3tleast five roundsd combat even if he is losing badly. 
He almost always strikes at the foe with the highest POW, 
leaving lesser enemies to his worshipers or servant lion. 
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Nath·Horthath 

Each round Nalh·Honhalh can cast a fist -sized fire­
ball from his hand al a cost of ooc magic point per ID 10 
damage done by the ball. The fi reballs always hit at any 
range unless the larget successfully Dodges. 

If Nath-Honhalh engages in close combat he can 
pluck an enchanted silver war hammer out of the air with 
which to fight. Allhe conclusion of the fight the hammer 
disappears again. 

NATH-HDRTMATH, God 01 Celephlla 

3TA 60 CON 4S SlZ 21 INT 14 POW 20 
oex 24 APP 18 Move 1 HP 33 
o.ruge Bonus: +406. 
W •• pona: Flrall00%, damage lDl0 per magic point --. Hammer 90%, Gamage 306 + db. 
Armor: 15 points of dlaln mel! artTIOf. In addition, It doubles 
Nath-Horthath's magic points 101' lhe pUip05e 01 defending 
aga"'.1 anacklng spellt: only. 
Spell.: NathoHorthath can wmmon I lion by upending one 
mIIgic point. H, knows all Contact speUs for the other Greal 
Ones, as _n u Contact Nyariatholep, and any other spells as 
the keeper deslr ••• 
Sanity loa,: the,. Is no Sanity loss for seeing Nath-Horthath. 

NIOTH-KORGHAI 
LESSER INDEPENDENT RACE 

i NSIDE. IMMENSE DlMshapts were sus· 
pendecl.ln the phosphorescent I~hl. they looked 
filet block octopuses .... In the dazzling beam. he 
coulcl set that it was not black. but orange. At 
close quarters. it looked less like an octopus. 

more like II bundle 0/ fungoid creepers joined to­
gether at one end 

COLIN WILSON. THE SPACE VAMPIRES. 
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T
HE NIOTH·KORGHAI ARE a race of space­
faring vampires who journey through the cos-­
mas in an imme~. fifty-mile long spacecraft. 
The nioth· korghai lay donnan! within their ship 

uillillhey readl It world with Inhabitants suitable to their 
vampiric needs. or until some inlelligenllife fonn makes 
corlllel with them, These vampiric aquatic fungi have the 
ability to possess intelligent life forms by overccming 
their target's POW with their own. 

A person possessed by a nioth·korghai may be totally 
unaware of the alien 's presence, experiencing blackouts 
when the crealUre feeds. These creatures can move to 
another body simply by overcoming the new host's POW 
with their own. The nioth-korghai may also aller their 
own bodies to resemble the life forms, but at a cost of 
1010 POW which can only be regained by draining life­
force from a victim. The vampires can change back into 
their true forms at any time. without COSI. In a hOS( body, 
or in their own altered bodies, the nioth-korghai retain 
their STR, CON, tNT. and POw. 

The space vampires feed on the lifeforce of intelli­
gent creatures. by grasping them tightly and kissing them, 
drawing off 106 points of POW each round while the 
victim simultaneously lases 103 CON and 103 APP. As 
the lifeforce is drained away. the yictim ages dramatically 
until nothing is left but a dried and withered husk. 1be 
space vampires may drain as little as a single point of 
POW from a victim at a time, leaving them tired but other­
wise unhanned. Any pow, CON, or APP drained by a 
nioth-korghai is gone forever. 

A few nioth-korghai may liYe on the earth, remaining 
here since a visit by the space vampires ages ago. TIle 
nioth-korghai worship the Outer God Ubbo-Sathla as the 
creator of all life. including themselves. They refer to 
themselyes as "we of the Ubbo-Sathla". 
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NIOTH-KORGKAI, SpEll Vampirn 

c:naa::l,,1oAs "'" ...... -
S1R -" ,." 
COH 306"'8 ,.,. 
S. BOO '" INT 106+12 15-16 

PCIN "" .. 16-17 

oex roo .. " MoYe rJlO $WInmlng HP26-29 

Av. o.m.ge Bonus: +306. 
We.pont: Tentacle 40%, damage 106+db or hold. 
LWef0fC8 ~rain automatic when held, damage 1 D6 PCIN, 1 03 
CON. and 103 APP drained per roLWld. 

Armor: none, bullhe nlolh-koillhal caJlnol "- woundlPd lilly­
where blA in the' solar plexus reiJlol'l My hit to this ar •• with IIIl 
Impaling _apon causes Instant death. To strike the solar 
plexus a p,layer must ron 10% or less 01 his or her Investigator's 
attack ,IWI. 

Spetll: !'CIne, normally. 

Sanity Lou: 11108 Sanity points 10 see the true 101m d the 
nloth-k0f9ha1. 

NY'CHAN CRII 
LESSER INDEPENDENT RACE 

AT FIRST I GOT THE impression of a 
globe. oddly flattened at the top anci bottom. 
and covered with what I thought at first was a 

sparse. growth of lJery long and thick hairs. Then 
I saw that they were appendages. slender tenta­
cles. On the rugose upper surface of the thing 
was a great faceted eye, and below this a puck­
ered orifice that corresponded ptrhaps. to a 

mouth..~ A squamous. glowing ball covered with 
squirming. snake-like tentacles-translucent ivory 
flesh, leprous and hideous-a great faceted eye 
that held the cold stare of the MKigarr:/ Serpent. 

HENRY KUTTNER. ,HE INVADERS". 

T
HE NY'CHAN eRII ARE luminous spherical 
creatures from another dimension. They move by 
floating or crawling, and are accompanied by 
thick fog and icy cold. 

The ny'ghan grii are referred to in a very few tomes, 
and usually only as "the invaders", or "the Enemy". They 
lurk near the thresholds leading to other worlds. seeking 
sacrifices that will allow them entry. Even witoout a sac­
rifice these creatures can briefly visit a world if someone 
there has recently practiced magic in the area in any way 
that disturbs the time/space fabric. 
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A Ny'ghan Grii 

These creatures can attack once per round, preferring 
to use their cold and devolutionary abilities. Alternately, 
the ny'ghan grii can atrack with 103 flailing tentacles per 
round. 

Their chilling blast ilttack affects an area five feet in 
diameter, bathing everything with numbing icy air. Each 
attack costs two magic points and does 106 points of 
damage. The chilling effect has ::I ronge of fifteen yards 
and can be Dodged. 

Devolution is used against a single tafEet and costs 
the ny'ghan grii 206 magic points. The creature must 
overcome the target's magic points on the resistance ta­
ble. If successful, the target begins rapidly and painfully 
devolving through a series of increasingly bestial fonns. 
Witnessing this costs 1/106 SAN. Once begun, the proc­
ess is irrevocable and within 206 rounds the victim has 
been transformed to some sort of primitive l if~ronn d~ 
void of human qualities. 

NY'GHAN GRII. Extr.Dlmenslonallnvtlders 

cINJracIeridcs "'. . ...... 
STR ",.." "'~ 
CON "" .. 16-17 
S. "" 17. 18 

INT 306 l O.ll 
PCIN roe .. " OEX "" 

, 
1.10ve 2 Q'awllng/81t,olng HP 1MB 

Av. Damage Bonus: +106. 
Weapons: Tentacles 35%, damage db. 
Ch~ling BiaSI 65%, damage lOS 10 ElIIIn e fi .... !Qo1 diameter. 

Armor: the ny'ghan gri's lough, fleshy hide provides lour 
points 01 armor. They are not affected by cold. 

Spells: on a roY of HI INTxS or less on 10100 e ny'ghan gOi 
knows 1 OS spels. 

Sanity loss: 0/106 Sanity points to see a ny'ghan gri. 
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Q'YTH-AZ 
GREAT OW ONE 

THE ALlEN MINERAL formation towered 
above the assembled group. a cluster of colossal 

crystals. glinting with an unnatural inner-fight. 
ShIfting and growing-tzpanding and shrinking_ 
Enormous faceted crystals sprouted like blos­

soms from the towering mass. An insane display 
of color and light sparkled and flashed through 
the looming_ translucent ent;t!lWA From out of 

the formation SlUtpt fang tendrils of sharp crys-
tal. spreading frost-lilee across the ground. ... 
Wherever Q tendril touchfd Q living thing. ;/ 
caused the minerals to change-to take over. 

Evefyliving thing touched was frozen into hard 
glassy rock. preserotc/ forever in mineral formations. 

SCOTT DAVID ANJOLOWSK[, -AN EARLY FROST". 

Q
Ym-AZ HAS NO aganized cult on earth al­
though it may be worshipped on distant worlds. 
In the modem era a few proponents of the New 
Age movement may unwittingly serve the 

Greal Old One. Such individuals. frequently in contact with 
aysta1s and stones, may be duped into service by Q'ytlHz 
through its psychic dreams and visions. 

The alien dwells upon the distant, lightless world of 
Milium. This sentient crystallOid being has the ability 10 
send its thoughts and influence Ihrough any mineral forma­
tions anywhere. Psychically sensilive humans can pick up 
on Q'yth-az's projected thoughts if they come into contact 
with crystal formations. Often the Great Old One's influ­
ence manifests in these sensitive people as dreams. The 
alien crystalloid can poosess especially sensitive humans who 
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have had prolonged exposure to crystals and use them as 
conduits to the canh. Q'yth-az transforms and tWlly ab­
sorbs its hwnan hosts when it manifests. 

The Great Old One cannot move; however, it can extend 
and absorb frost-like tendri ls. Any living cells tooched by 
the frost -like crystalline If:Jltactes of Q'yth-az are uansformed 
inlOsolid mineral formations. Q'yth-azcan also l& its great 
size and weighllOcru<;h victims by putting out great clusters 
of sharp, heavy crystals and minerals. 

Q'ytlHu. can manifest and remain on eanh oo.Iy when the 
sky isclearand Mthura is visibleoo thehorizon. Anyobstruc­
tion-heavy clouds, for example-prevent the Great Old One 
from manifesting or dispel it back to lightJess Mthura. 

Q'YTli-AZ, The Crystalloid Inte!lect 

STR 200 CON 95 S!Z "S INT15 
OEX 6 Move 0 
Damage Bonus: .'906. 

POW 25 
HP 105 

Waapons: Tendri. 90%, damage i. tran$formation Inlo <=<yslar. 
Crush 80%, damage 1906. 

Armor: '5 points 01 haul crystBl. AdditiOnally, O·yth·az regener­
ates 1010 hit points per roond. 

Spells: O'yth-az uti!lzas speb which alfectlhe mind (Manlal 
Suggestion. Mesmefize. atc.), hOlllever, it may have any speUs, 
as desired by the keeper. 

SanIty loss: 108/5010 San~y points to see O"yth-az. 

RUM 
SHAIKORTH 

CREATOW ONE 

SOMETHING HE HAD of the semblance of 
a fat while wonn: but his bulk was beyond that 

of the sea-elephant. His half-coiled tail was thick 
as the middle folds of his body,· and his front 
reared upward from the dais in the form of a 
white round disk. and upon it were imprinted 
pogue lineaments- Amid the visage a mouth 

curved uncleanly from side to side of the disk. 
opening and shutting incessantly on a pale and 
tongueless and toothless maw. Two eye-sockets 

lay close together above the shallow nost"ls. but 
the sockets were eyeless. and in them appeared 
from moment to moment 9/0bules of a blood· 
colored matter hauin9 the fonn of eyeballs: and 
ever the globules broke and dripped down before 
the dios_ And from the ice-floor there ascended 
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Rim Shalkorth 

two masses like stalagmites. purple and dark as 
frozen gore. which harf been made by this cease­

less dripping of the globules. 
CLARK ASHTON SMiTH. 

,HE COMING OF THE WHITE WORf\r. 

R 
LIM SHAIKORTH IS RARELY worshipped 
today but long ago was sought OUt and propiti­
ated by Hyperborean wizards and cenain mys­
tical sects. The White Wonn often devours 

worshippers. 
It dwells in a frozen citadel on an unmelting iceberg 

called Yikilth. which came down 10 eanh from the stars. 
Frozen Yikilth floats on the lonely northern seas around 
Greenland, occasionally entering the waters of coastal 
towns where Rlim Shaikonh seeks QUI worshippers. The 
presence of Yikilth causes temperatures \0 fall and frost 
10 fonn on these towns. An extended stay causes plants 
and animals to freeze solid, and possibly humans as well. 
Those frozen by the While Wonn never thaw out, remain­
ing forever statues of ice. 

The White Wonn attacks by swallowing its prey, usu­
ally while the victims are aslcep. Those swallowed by the 
Great Old One can not be saved; they become one with 
the deity. Rlim Shaikorth also has the ability to freeze 
victims by matching its POW against the victim's. If over­
come, the victim loses one CON point every round there­
after as he or she grows colder and colder. When the 
victim's CON has fallen to zero they are frozen solid, for­
ever dead. Those who resist Rlim Shaikorth 's POW sim­
ply lose 103 CON. 

The blood of the Great Old One causes 1010 points 
of damage per round, making injuring the god dangerous 
in itself. 

RUM SHAIKORTH, The White Worm 

STR 25 CON 65 SIZ 25 INT 18 
OEX 12 Move 10 

a.mege Bonus: +206. 
Weapons: S ..... allo ..... 75%, damage death, 

POW 20 
HP45 

Armor: RUm Shaikorth has 10 points of armor in blubbery Hesh. 
Any piercing or slashing wounds cause a flood of desdly blood 
to pour lorth , causing 1010 poInts of burning demage ead! 
round. Water rinses the caustic blood away. 

Spells: all Call and Contact S9II1~ , pius eny that the keeper de­
sires. 
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Sanity Lou: 104/208 Sanity points to see R~m Shaikorth. 

SAAITII 
CRE.A. T OLD ONE 

I SAW IT PALE and hag' 'hroagh 'h, """y;ng. 
whirling funnel of cloud - a monstrous pallid 
snout rising out of that unknowable abyss ... It 

r OSe higher like a huge pale mound. Through the 
thinning of the cloud curtain I saw one small 

eye_ .. A pigs eye with a sort of hell·/ight of vile 
understanding shining at the back of it. ~ 

WllUAM HOPE HODGSON. I'HE HOC-

S 
AAITII MANIF'ESTS AS a swine-like horror 
with a bloated, cadaverous body covered in 
thick, wrinkled, rhino-like nesh. The Great Old 
One has a dozen or more cloven-hoofed legs. a 

single tiny black eye, and three mouths full of boar-like 
tusks and teeth beneath its pig-like snout. 

Saailii has no organized cult among men. 
This minor god dwells in an ouler realm of darkness 

and labyrinth tunnels. The Great Old One attacks its vic­
tims' souls, possessing then and dragging their souls off 

Saaitii 
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into its hellish lair where it devours them. Saailii does this 
by firsl overooming a victim's POW with its own. If suc­
cessful. the Hog begins draining LD3 POW from its vic­
tims each night. Once a victim's POW drops 10 zero he is 
dead, his or her soul devoured by the alien god. Those 
who have been attacked in this way clIpericru.:c horrible 
and vivid dreams of descending into hellish labyrinths 
and darkness, and of the maddening sounds of countless 
howling, squealing swine. During such dreams the Great 
Old Onc's victim behaves slrangely, falling into a roms­
like state and grunting like a hog. The eyes of Saaitii's 
dreaming victims remain partially open and filled with 
chilling tenOT. Once lhey entcr the Great Old Onc's 
dream scape nothing will wake I victim. 

The Hog's victims often act as a focal point for the 
Great Old One to enter this dimension. Saaitii's arrival is 
heralded by strange pools and douds of shadow and the 
sounds of far-off squealing of swine. 

The hog may attack by trampling its victims, biting 
with one of its mouths, or goring them with great tusks. 

SMInI, The Hog 

STR 45 CON 75 SIZ 35 
DEX 12 Mo .... 10 

Darnave Bonus: +406. 

INT20 
HP55 

Weapona: Trample 80%, damage 301 O+db. 
Bite 50%, damsOS 206. 
Gore 70%, damegll damage 101 ()+(lb. 

Armor: 10 poilts of thick hide. 

POW 25 

Spetls: Cloud Memol)', Create Gate. En\hrall VIctim, Imp/ani 
Fear, Mesmerize, Mlndblast. and any others the keepar feels 
appropriate. 

SanIty Lose: 10811020 Sanity points to.see Saaltil. 

SEEKERS 
LESSER SERmOR RACE 

... BUT MORE DREADFUL than these Of .. 

the seekers which they sene! out into other worlds 
and dimensions. beings of incredible power which 

they themselves have created and guised in the 
form 0/ those who dwell within whatever dimen' 
sian. or upon whichevtr worlds where these seek· 

ers be sent. ... 

ROBERT !I.W. LOWNDES. "THE ABYSS". 

S
EEKERS APPEAR AS unusually-perfect members 
of v.ttichever race they were sent to infiltrate. By 
overcoming an intended victim's POwwith itsown, 
a seekershifts its victim's mind to the dimension of 
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A Seeker 

the adumbrali. These victims appear as though hypno­
tized. although they see and experience things in the 
strange dimensioo. 

A seeker can put any nwnber of victims tmder its power. 
Once under the strange hypnosis, a victim's mind can be 
rescued from the dimension of the adumbrali only by suc­
cessful Psychoanalysis. When a hypnotized victim is at­
lacked by ooe of the shadow-vampires, witnesses see the 
victim's lxxIy quickly become inexplicably pale and dry. 
See also Adumbrali. 

SEEKERS, Adumbnlll Huntet'll (human form) 

chlBClens~ "'" 'V8I"IIg8S 

sm 306 10 ·1\ 

CON "" 10-11 

SO "",., " '"' 
"",., 13-14 

eow "" " DEJ( :J06 10·11 

AO'P 104+16 16-17 

.~. HP 11 · 12 

Av. Demllge Bonue: noOll. 

We.pon.: any al basa %. damaga as per _.pan. 
Armor: none . 

Spells: none. 

Senlty Loss: seeing a seeker in human form costs no Sanity 
points. 
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SHUGORAN 
AVATAR OF NYARLATHOTEP 

A KIND OF BOCEY-MAN_ its wings were 
blacL peering through the window at her. what 

she described as a large Negro man wearing a 90S 

mask or scuba outfit. _near the window they'!Ie 
discovered footprints that may have been made 

by a heallY man in swim fins. 

T.ED. KLEIN. ~BLACK MAN WITH A HORN-, 

S
HUGORAN IS A DEMON or a bogey-man 
known in parts of Asia and Africa. It is a creature 
all black, with rough catfISh-like hide. tiny wing­
like fins, webbed feet, and a long proboscis. Ccr­

lain tribes of Tch~ Tchos worship Shugoran as Death's 
Herald-a messenger or harbinger of doom. 

It attacks by attaching its black proboscis to a victim's 
mouth and nose. then sucking their lungs oul, causing 
instant death. A victim of this attack is left with horrible 
purple bruises on the face and lungs protruding from his 
or her mouth, as though the body had been turned inside 
out. A successful Dodge roll allows the target to avoid 
this attack. 

SHUGORAN, The B"ck Man with. Horn, Death's Herald 

STA 45 CON 128 SIZ 22 INT 45 POW 40 
OEX 30 Move 14/20 swlmmlrog HP75 

Dsmage Bonus: +306. 

Weapons: Claw 75%, damage 106+306. 
Proboscis 90%, CS8mage Is automatic death on 10llowWlg round. 

Armor: 10 points 01 srlm8 and hide. SllugOtan can regenerate 
1 M point lor every magic point It expands to Ilesl. 

Skills: Sneak 85%. 
Spells: any the keeper deSires. 

S.IlIty Loss: 10611020 Sanity points to see Shugoran. 
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SHUGORAN, 
CHILDREN OF 

LESSER SERVITOR RACE 

I WELL RECALL the hide which hung ouer the 
bar at the Traders' Club in Sin9apOrt. and which. 
accordin9 to tradition. represented the infant of 
this fabulous creature: its win9s were black, like 

the skin of a Hottentot. 

T.ED. KLEIN. -BLACK MAN WITH A HORN-. 

T
HE BLACK MAN with a Hom can produce a 
smaller version of itself. servant creatures or 
guardians, sometimes given 10 favored follow­
ers. The members of this created servitor race 

are identical to their sire in all respects, although smaller 
and less powerful. 

CHILDREN OF SHUGORAN. Amphibious Horrors 

dJarlICIerl$1kf "'. . ....... 
'"" "" .. 1&'19 

""" 30&+12 22·23 
s. "" .. " 'NT 206 .. " POW "" 10-11 

OEX 306_' 1&.19 

Move SilO swfmming HP 1&.19 

A Child of Shuporan 
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Av. Dameg. Bonua; +106 
Weapons: Claw 25%, damage l06+db. 
Proboscis 30%, damage Is automatiC death on folowing round. 

Armor: 3 points of slime and hide. 

Skill.: Sneak 50%. 

Spells: nona. 
S.nlty Loa,: 0/106 Sanity points 10 see one of the children of 
Shugoran. 

SPAWN OF THE 
GREEN ABYSS 

GREATER INDEPENDENT RACE 

IT SEEMED TO UNDULATE. varying by the 
second rising gelatinously to Q height of perhaps 
ten feet. and then. subsiding. swelling. spreading 
slimy tentacles forward The whole of the rub· 
bery outer skin was cooted with a foul ichor. a 

tarry stickiness that seemed secreted from man· 
straus. leathery pores. / think it was this bluish 
slime that se t 100Sl thl! rancid stench that grew 

more overpowering with each moment. with each 
slithering inch of its progress._ At the approIi· 

mate center of this putrid blue-black mass. a 
raw. slobbering hole. which seemed to be a rudi­
mentary mouth sucked in and out with obscene 
rhythm. It was from this opening in the reticu­
lated reptilian hide that the cloying. mucous-

choked chant of Yoth Kala emanated Actually. 
there was no face. but nearly a foot abol)( the 

wound-like mouth. there was a single. serpen tine 
tentacle that writhed from side to side. sensing. 
rather than seeing. looking like some flesh made 

periscope shot up from helL 

C. HAll THOMPSON. 
,HE SPAWN OF THE CREEN ABYSS-. 

T
HE SPAWN OF THE Green Abyss inhabit the 
seas and oceans of the earth. Although similar 
to shoggoths, the spawn are highly evolved and 
intelligent. They dwell in aquatic societies and 

are ruled by a queen called Zolh Syra. The spawn appear 
as a bluish slime with various and shifting features. They 
create limbs and sensory organs as needed, usually with 
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A Spawn Of The Gf881'l Abys! 

rudimentary mouths. Highly intelligent, the spawn are 
capable of speech and can learn other languages. 

1be spawn sing alien songs that can influence those 
who hear it 1bose failing a POW:POW struggle are overwme 
and fall under the creatures' spell, obeying their every com­
mand. Thereafter me viaim can attempt to break the spell 
every round by rolling their POW or less on Dl 00. Asoccess­
fu1 Psychoanalysis roll by a companion can also break the 
trance. 

1be spawn of the Green Abyss attack by either rolling 
over and crushing a victim or with 103 pseudopods per 
each round, aimed al as many different targets. Pseudopods 
have a range equal to the creature's SIZ in yards. A spawn 
may also O!X to grapple. 

SPAWN OF THE GREEN ABYSS. 
Entr.nclng Enllile. of tne Deep 

..,., .. '" "'. ,TIl '006 
CON 706 

,~ "'" INT 206 .. 10 

""" 506 

DE>< "" MaYe 10 rolling 

Av, o.msge Bonus: +406. 

..,,-
" 2." 
49 

17 

7-18 .. 
HP3&37 

We.pon.: Crush 80%, damage Is db_ 
Pseudopocl 50%, damage Is 1/2 db or grapple. 

Armor: none, bot the spawn of the Green Abyss are Immune to 
normal weapons. Spells, enchanted weapons, fire, eledridty. 
and chemicals harm them. The spawn 01 the Green Abyss re­
generate 103 M points per round until dead. 

Spells: 8V81)' spawn has a chence eQUal to INT or less on 
Dloo to know 106 spells. 
Sanity Loa.: 1 D6f1 020 Sanity points to SoH the SPllwn 01 the 
Green Abyss. 
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SPECTRAL 
HUNTERS 
LESSER SERVITOII RACE 

EACHMONSIT/OUS """' .. ""'*' tJ. ...".;",., #n­
Drops. fades. and OGIIishu in tmpry air! 

H.J'. lOVECRAFI. -rSYCHQPOMPOS: A TALE IN 
RHYME.-

S
PECTRAL HUNTERS ARE large, hideo~ hu­
manoids about 6 to 1 feel in height. Rubbery, 
jet-black fl esh COVCB their bodies. Theireyes arc 
large and red and their mouths are wide and 

filled with rows of shark-like leeth. A long. tapering nose 
matches their general appearance-horribly thin and 
reedy with the exception of I distended abdomen . Their 
limbs terminate in gross appendages. While their feet re­
semble those of a man their hands are only huge, crab­
like pincers. Because they are s lightly immaterial at all 
tif1lC'li, spcctTaJ hunters often seem to noat or hover over 
the ground. Spectral hunters have no known language. 

Spectral hunters are a created race made from the bodies 
of those who knowingly volunteer 10 become ~ers. 
They are often left behind to guard sane site or object 

The spedr.ll hunters are formidable foes but are easily 
destroyed by those who know how. They can become invis-­
iblc at will, al which lime they lower their opponent's 
chancesofstrikingthem by the hunter's POW 0%. When in 
immaterial form the spec:tnJ hunJers take damage only from 
enchanted weapons or spells. Their major disadvantage is 
that cenain forms of light make them visible. Certain types 
of lenses can reveal the aelItures.lI$uming that !hey are in 
d~ line of sigh! of !he lens. Another weakness of the 
spectral hLlllters is that they are always tied to some kind of 

A Specfral Hunt., 
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anifact or ceremonial device which holds their soul. They 
can never leave the one-milc area around this oo;ect. and 
if the artiface is ~ properly the spcctJa1 hWlter 
dies. 

Aspectral hunter can attack only once per round with 
either 0 bite or a pincer. The hunters Ire able to ~ with 
their pincers and can do this every round in additioo to 
attacking. They usually attack when invisible. which gives 
them a +20% chance to hit. 

SPECTRAL HUNTERS, Monstrous Guwdlen. -- "'" ........ 
sm """ " CON 206" , 
S. "" .. 18-19 
INT ""'. " ..ow "" 11·111 
Del< 306 11).11 

""". HP 13-14 

Av, D. magl: Bonus: +1 06. 
Welpon. : Pincer 50%. damage 106+db. 
Bit, 30%, damage 306. 

AnnOf: 1 point of hid • • 

Spells:. spectral hunters knows 1 D6 spells If Its INTx2 01' less 
is rolled on 10100. 
SlnI~ Loss: 11106+2 Sanity points 10 sa.. spectral hunter. 

SPHINX. 
Children of the 

LESSER SERVrrOR RACE 

I WOULD NOT LOOK AT the marching 
things. That I despuate/y resoloed as I hearr/ 

their creaking joints and nitrous wheezing abooe 
the dead music and the dead trampi1l9. It was 

merciful that they did not speaL but God! their 
crazy torches began to cast shadows on the su,.. 
face of those stupendous columns. Hippopotami 
should not have human hands and carry torches... 

men should not have the heads of crocodiles..~ 

H.P. LOVECRAFT AND HARRY HOUDINl 
-IMPRISONED WITH THE PHAROS". 

T 
HESESPHINX-5PAWNED monstra>ities axne in 
great variety: men with the heads of bulls. ibises., 
falcons, calS, crocodiles. hippopowni, jackals, 
d e. The children or the Sphinx may come in any 

human-animal rompa;ite as long as &he grouping has some 
basis in Egyptian religion and mythology. 
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Chikhn 01 The Sphinx 

All cbildn::n of the Sphinx can attack in some fom. 
Many have special attacks, depending on their animal 
half. 

Children of the Sphinx arc found in Egypt and sur­
rounding arid regions, elsewhere only by special reason. 

CHILDREN OF THE SPHINX, Dentzens ollhe Desert 

dw8dwiIb - ._-
ST' "" " COOl ""., " s. ",.., " INT 3D6 10.11 

eow "" 10-11 

DEX 206 , 
""" HP1. 
Av. Damage Bonus: +104. 
We. pons: FIst (all) 50%, damage l D3+db. 
Klc:k (aU) 25%. damage l06+db. 
Beale·stab (faJcon..head) 30%. dall'l8galD4. 
Beak·stab ftbis-head) 25%. damage 103. 
Bite (ass·head) 35%, damage 108. 
Bita (cheeleh-head,lion-nead) 40%, damegal010. 
Bite (CtOODCIile-head) 35%, damage 1010"<lb. 
Bite (lac:Kal·haad, hyena-helld) 40%, damage 106. 
Bite (snake·nead) 35%, dam_gaIOa .. POT 10 polson. 
Bite (hlppopotamus-haad) 35%. damage 1010. 
Gar. (bu'-head) 35%. damage 2D6+db. 
Gore (ram-head) 35%. damage 1 D6o-db. 
Armor: 2 points 01 skin. 
Spelt.: none. 
S.nlly lou: Oil D8 Sanity points 10," children 01 the Sphin ... 

SUMMANUS 
CREAT OLD ONE 

HIS EARS WERE THICK and 6/"", and hi, 
eyebrows wert bushy outr the most pendrating 
eyes.._ He did not have a mouth._ His jace was 
blank ~ntath the eyes and nOSL. His waist-coat 
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slid to ont sial. ntor the bottom and a long. 
whitt. tapering tentacle with a blood-red tip slid 

into view. 

BRIAN lUMLEY, MWHAT DARK CODr. 

S 
UMMANUS IS A MINOR Greal Old One who 
appears as a very tall. thin man wilh chalky~ 

grey skin and no mouth . A si ngle lentacle 
sprouts from Summanus' abdomen. used for 

feeding . 
When the Great Old One feeds or takes a sacrifice 

its lenlacle slices into its victim 's fle sh. draining them 
of all of their blood. Summanus may also put victims 
into a s trange trance by overcoming their POW with his 
own. Those overcome are fully conscious and aware of 
thei r su rroundings yet unable to move any part of their 
body. The Great Old One may put as many people un­
der his trance as he desires, as long as they are visible 
and within fift y feel. Victims are freed from Summanus' 
trance only when the Great Old One releases them, or if 
he is driven off. 

Information about Summanus is found in an ex­
ceedingly rare tome called The Tuscan Rituals. 

SUMMANUS, TM Wilker In Oltknell, Monarch of the Night 

STR 24 CON 63 SIZ17 INT20 POW 25 

DEX16 Move 9 HP40 

OalMge Bonus: "206. 
We.ponl: Tentacle 100%, damage t 031ifst round· 104 STR 
drain each round thereafter. 
Clew 100%, damage I D6->db. 

AnnO!": Sl,IITIITIenus suffers only minimum possible damege 
Irom aI weapons, plus he Is capablll of regenerating one hit 
point per magic point expended. 

Spelll: Sommaous knows most Summon, BInd, and Contad 
spells, as well as any otherslhe keeper desires. 

Sanity lOla: I, IOS Sanity polnlS to see Summanus. 

Summanus 



YE BOOKE OF MONSTRES 

TAMASH 
CREATONE 

••• SINCE THE STOPPING of Ih, dreams 
shewed pretty clearly that it was something the 

Creat Ones wished to hide from him. 

H.P. LOV[CRAfT. THE DREAM·QUEST 
OFUNKNOWNKADATH. 

T
AMASH'S STATUES SHOW him with silver 
skin and coal-black hair and beard. He is small 
but well-muscled. He wears a robe of cloth-of­
gold and carries a siaff of lapis lazuli. Tamash is 

crowned with gilded laurel. 
As with Zo-K.lar and Lebon, TalT1.ilsh·s cult. too, has 

diminished with Samath·s deslruclioo. However, as pa­
tron of wizards, he will always have worshipers. 

Tamash is a master of illusion. He can create and main­
tain one or more illusions filling a total volume of no 
more than a cubic mile. These illusions are dispelled by 
touch. Illusions that cause SA.N loss (such as the sight of 
Azatholh) can be created but the victim is considered to 
automatically succeed at his SAN roll and thus suffer the 
minimal Sanity loss for such illusions. 

TAMASH, ........ 011111.1110"1 

STR 35 CON 40 SIZ 10 INT 17 POW 40 
DEX 21 APP 20 Move 10 HP 25 
Da~ BonuI;: +206. 
W .. pona: Staff 85%, 1 De + db. 

AnnOI': at will. Tamash can invoke dlvirle Sinctlty, which acts 
as 10 points of armor. 
Spel18: illusion powers, and he knows aM Contact spens for his 
fellow Great Ones. as wall as for NyarlalhOlep. He also knows 
II non-Summon, non-Bil'ld, non-Contad, and non-CaJ1 spells 
nathleto the Dl'eamtal'lds. 

SanIty los.: thefe ls no Sanity loss for 58eiog Tamash. 
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TAWILATUMR 
AVATAR OF YOCSOTHOTH 

THERE WAS ANOTHER shapt. 100. which 0c­

cupied no pedestal. but which seemed to glide or 
float over the clouay. floor-like lower leve!. lt was 
not uactly permanent in outline. but held tran · 

sient suggestions of something remotely preceding 
or paralleling human form. though half as large 

again as an orc/inary man. It seemea to be heavily 
cloaked like the shapes on the pedestals. with 

some neutral-colored fabric: and Carter could not 
detect any eye-holes through which it might gaze, 
Probobly it did not need to gaze. for it seemed to 

belong to an order of 6eings far outside the 
merely physical in organization and faculties. 

H.P. LOVECRAfT AND E. HOFFMAN PRICE, 
"THROUGH THE CATES OF THE SILVER KEY-, 

T
AWIL AT'UMR. one of the foms of Yog· 
SO!hOl h, is the Most Ancient One. The guide 
and gua rdian of the gale. it is Tawil at'Umr 
who offers the Uhimate Gate to wonhy trav­

ellers, and who init iates the ceremony that allows the 
worthy 10 pass. Preem inent among the Ancient Ones, 
Tawil arUmr is the most commonly encountered of 
the entities and is known to act as a guide to powerful 
dreamers and travell ers. Tawil at'Umr is the on ly An­
cient One whose name we know. 

rawi At'umr 
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TAWIL AT'UMA, 
Guide Md G_nfiIIn of the 01 •• The Mo.t AncJent One 

STR n/_ CON 200 SIZ 25 INT 40 POW 100 
OEX 30 MoWI 25 HP 113 
Av, o.lNIgI: 8onurI: nja. 
W .. pon: Touch 10()%, damage II"aI1IporI 0( nManC destruction. 

Armor. none, but TawI at'Umr can frif t. harrMd by en· 
ch ... -.d _.,... Of magic. 

Sptl.: Tawil aruml' knowS all apda. 

s.rity Lon: nonIlI\IQI Tawlanrnr ~I b proteciYI 
cloaks r. whictl cue. SAN lou of 1020(10100 Sanity poills 
Is Incurred. 

THE THING 
HANGING IN 

THE VOID 
UNIQUE ENTITY 

••• M ADDENED EVER BY th, f,ar of un­
known things and the Iu.rr. 0/ thl dead laces­
H.p. LOV[CRAFT. ~HAT THE MOON BRINGS.' 

T
HE THINC HANCINC in the \bid is a thin, 
mummified humanoid figure with murky fea· 
tuns. The Thing is wrapped in filthy swaddling 
and hangs suspended by its moldering WTllp­

ping in a bottomless chasm somewhere in the Dream­
lands-probably the Underworld. Closer inspectioo Jeo. 

veals the Thilg 10 be composed of a mass of twisted, tor­
tured, screaming faces. 

This strange and malign being is mentioned in few My­
thos tomes. A dweller in the Dreamlands, the Thing r~ 
upon, and is composed of. hwnan souls. This entity feeds 
UPOII human suuls by ovt:nUning its victim's OlilgK; points 

with its own on the Resistance Table. Once overcome the 
victim's soul is dravm into the Thing and he or she is lost 
forever. Each time the Thing sucks up a soul it must expend 
five c:i its own magic points. The ilsatiable Thing continues 
10 feed until. has run out of victims ormagic points. 

If the Thing encounten a lone dreamer it may choose 
to possess the luckless person instead of devouring his or 
her soul . The Thing then uses the possessed individual to 
lead olher dseamers to it so that it can glut its appetite for 
souls. When the possessed dreamer is no longer ofuse to 
the Thing it thanklessly devours his soul. To possess a 
dreamer the Thing Hanging in the Void must overcome 
the target's POW wilh its own on lhe Resistance Table. 

Possessed dreamers do not remember their encounter 
with Thing although they suffer from strange dreams and 
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The Thing Hqhg In 1M Void 

night-mares. The keeper should make a POW:POW roll 
each day to see if the Thing loses control of the dreamer. 

Reduced 10 :r.ero or fewer hit points, the Thing's es­
sence is banished from its current body, which then dries 
and crumbles to dust. Evenrually the disembodied spirit 
of the Thing possesses a new human and devows his or her 
soul. This new body is suspended in some dank and black. 
cavern Of chasm of the Dreamlands. With a new body, the 
Thing can once again feast en the souls rL hWlWlS. 

TliE TliING HANGINO IN 11iE VOID, LNlng Nightmare 

STR25 CON29 StZv .... s INT21 PCHI22 
OEX31 Mo .... "'. HP29 
O.mage Bonua: ",a. 

We.pona: SW drain 

Armor: nOJMl, bllt physalweapons cannot hllfm It 
SpeI": MY spels which ded \tI. mind, al _a as any others 
desired by tr. kHper. 

s.ntty L~.: 106/1020 Sanity pointlto see \tie Thing. 

TRAVELERS 
LESSER INDEPENDENT RACE 

... IN THIS FORM WE HAVE inhabit,d th, 
rlensest brain-webs of thfU hundred races. lain in· 

tricately snug within them like thriuing uine on 
trelliswork. We 'tIt' looked out from too many 

IXlriously windowed masks to regret our own vcs· 
tigial sensfS._ Far beul!f to slip on as we do. 

whole living blings and wear at once all of their 
limbs and organs. memories and powers-llJear all 
as tightly congruent to our wills as a glotlt' it to 

the hand that fills it. 
MICHAEL SHEA. "'THE AUTOPSY-. 
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T
RAVELERS IN LARVAL fORM migrate from 
world to world through the depths of space in 
small, translucent vessels no larger than basket· 
balls. To avoid de1taion the travelers steer their 

ships: to planetaJy surfaces within the rover of meteor show· 
ers. The aiien parasites can destroy their ships if they suspect 
detection: the explosion caused by the auto-destruct system 

of a traveler's ship is povm:ful enough to level a cil)' block. 
Anyone within five yards suffers 1006 damage; anyone 
with six to ten yards suffCTS 806 damage; those eleven 10 
fifteen yards away suffer 606 damage, etc. 

Travelers stay hidden until they invade the body of a 
suitable host. They savor each moment of pain and h<xTor 
they inflict. palienLly stalking their hosts. taunting and Ia-· 
turing the trapped COIISCiotlsnes!>. There are four stages in 
the li fe of the alien parasites. Only the larval form is capable 
of any movement beyond sluggish oozing. A larvae is 
equipped willi crude appendages and grasping hooks used to 
secure itself once it Jw found a host Travelers enter a host 
body through the mouth. ""'l1y of ~",,",g '" _ 
innnobile victims. Once imide the larvae develops throogh 
three insws, growing in power. During these Iransformations 
the traveler changes from worm-like larvae to a compact 
brain-likc entity pulsing at the nexus of a net'N(X"k of whi~like 
filaments. These fllaments interface with the host's nerve 
pathways and after three days a traveler hascmtrol of ilS ha;t. 

When attacking a traveler whips a nerve tendril from 
the mouth or other orifice of its host 's body. 'The louch of 
this tendril exudes a powerful neuro-anaesthetic. If the 
alien 's neur~anaeslhetic or POT 706 overcomes a victim 
he is paralyzed ror 0 lQO.coN minutes. Asecond filament 
is extended into a paralyzed victim's heart so that the 
parasite can reed 011 the blood. A traveler feeds its host 
body on the fl esh of its bloodless victim, often storing 
corpses and returning to them over a period of weeks 10 

feed their host on the decayed meat. Travelers can animate 
<XlrJl5CS by inserting filamenls inlo the brain to awaken dead 
memories. The parasites can also manipulate their host's 
body even if the host is killed, giving the creature a chance 
to frnd a new host. 1bese special filament attacks are not 
paiSible until a traveler has reached malurity. 

TRAVELER LARVAE, Parasllk AII_ 

"""'- "'" "" , 
coo "" s. , 
'Of "" POW "" DEl( H" _. 
Av. o.mage Bonus: nla. 

Weapons: none at Ihls stage. 

.--, 
7 

17· 115 

7 ,.. 
HP' 

Armor: none but larvallJavelers regenerate 1 D6 hit polnls per 
round until dead . 

Spells: norMI . 

SanIty lou: Wt03 Sanity points \0 sn a larval IJlIlI'8ier. 
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A TfiJvtHef Larvae 

TRAVELER FULL ADULT, Pal'llsltlc Aliena 

""'""""'" ... , '-s," , , 
COO 7D6 ,." 
s. '02 ,., 
'Of 

.,. 
" POW "" 17· \15 

DEl( ""., 115-19 

"-, HP 13 

Av. Damage Bonus: nla. 

We.pons: A lament Whip 80%, damage paralysis lor 10t()(). 
CON minutes II overcome by 706 POT neuro·enaesthetic dis· 
cflarge. 

AnnO(: nona but adult travelers regenerete 1 01 0 hit points per 
round unlll dead. 

Spells: none. 

Sanity L.o .. : OI1D6 Sanity points 10 see an adult lJaveler. 

TRAVELER LIFE CYCLE 

,. '''' r:I1MBC1erlslka /IIY" H'~ Ins,., .... 
S," , , , , 
COO 206 406 606 7D6 
s. ,., 
'''' "" 606 707 "" POW "" "" "" 500 

DEl( H" H""' ""., ""., 
MOVE • , , , 
AvHP , ,. 

" " .,08 " ,. ,. ,. 
"""" ~ ~ - -HP_ "" 

,,,.., It" 1010 
SAN U>" ~103 .'DO ,,'DO .. "" 
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TRU'NEMBRA 
OUTER COD 

AND THEN I THOUGHT I heara a shriller. 
steadier note that was not from the viol; a calm. de­
liberate. purposeful. mock-ing note from far away 

in the West. _.Unimogined space alive with mo­
tion and music. and hOl.ling no semblance 0/ any" 

thing on earth. 

H. P. LOVECRAFT, .,.HE MUSIC OF ERICH ZANN-. 

A 
FEW LONE MADMEN worship Tru'nem­

bra. The Ouler God's followers are gener­
ally mad musical geniuses who have sought 
out or drawn the aUenlion of alien entity be­

cause of their remarkable talent. Once a musical prod­
igy has attracted the attention of ITU 'nembra the Ouler 
God visits them, singing songs in their head . The QUier 
God 's prolege gains further musical knowledge and 
sJdJl but loses sanity from Tru 'nembra 's visits, ofleo be­
coming obsessed wilh the Angel of Music and the songs 
which il sings to them. Ultimalely the musician is laken 
away 10 the court of Anlholh where he can eternally 
play for the Demonic Sultan and its courtiers. Tru'nem­
bra sometimes takes a victim physically to the court of 
chaos but of len the victim's soul is carried off, leaving 
their lifeless body behind, sti ll perfonning their beloved 
music even in death (witnessing this calls for a sanity 
roll and the loss of IIID8 Sanity points). 

Living sound, Tru'ne mbra manifes ts as di sem­
bodied, outre, haunting music. Covering or plugging 
the ears is ineffectua l agains t Tru ' nembra, its attacks, 
and the Sanity loss associated with the Outer God. 
Even the deaf are nOl immune. 

The Outer God attacks with a sonic wave powerful 
enough to cause physical damage at a rate of ID 10 hit 

Tru 'nembra 
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points per round 10 everything within a 100 yard radius. 
Typical effects of this attack are cracked windows, rup­
ture of minor blood vessels, etc. Prolonged exposure is 
fatal. Tru'nembra can also emit a sonic blast which in­
flicts DlOO hit points of damage to a s ingle target. The 
effects of such an attack ruuld be as devastating as twisted 
steel, or shattered bones. Tru'nembra 's attacks can nO{ be 
Dodged. 

Tru 'nembra moves at the speed of sound. Because it 
has no physical body the Outer God is impervious to all 
corporeal attacks. Certain spells which affect tNT or POW 
may hann lhe entity and devices which affect sound waves 
may hann or stave off the Ouler God. A musician could 
temporarily ward offTru'nembra with his music if they 
could play or s ing the right chords. 

TRU'NEMBRA. The Anget of Music 

STR nla CON nla SIZ nla INT 14 POW60 
DE>:: nla Move speed 01 £cunei HP 80 

Damage Bonus; nla. 

Weapon : Music automatic. damage 1010 each rOLlld i1 8 100 
yard radius. 
Sonic Biast 75%, damage 10100. 

Armor: none, however as living sound Tru'nernbra can be 
harmed only by spells wh1ctlallect INT or POW, Dr by mecha­
nisms which ailed sound wavas. 

Spells: none. 

SanIty Loss: 1/2010 Sanity points to hear or experience 
Tru·nembra. 

VOORMIS 
LESSER INDEPENDENT RACE 

THEY STOOD ONLY half-erect. and their 
shaggy hf!ads were about his thighs and hips. snar/­
ing ana snapping/ike dogs: and they clawed him 

with hook-shaped nails .... 

CLARK ASHTON SMITH. ,HE SEVEN GEASES~. 

T
HE VOORMIS ARE a race of primitive dog-like 
humanoids thai dwell in deep, dark caverns. Nor­
mally nocturnal, these creatures are savage, cun­
ning hunters who fiercely defend their mates and 

offspring. These brutes know no fear and the females are 
even more savage than the males. The voonnis worship the 
Great Old One Tsathoggua. 

Althcugh the voonnis are mostly eXlinct today a few 
isolated tribes may sliII exist in the northern hemisphere. 
These creatures are thoughl to be the ancestors of the 
sasquatch. 
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VOOAMIS, s.vtlge HUlMno!d, ,,-- ... 
8m .,.., 
CON 308 
so .,.., 
'NT ",... 
PCNI "" C€X 308 

1 D-l1 

" ., 
10-11 
10-11 

Move!! HP 10-1' 
Av. Ot!mage Bonus: +104. 
We.pon.: Claws 30%, 1 D6.ob. 
Bite 30%, 104. 
Armor: none. 
Spells: H a YOOmIl's INT)':\ Of less I:s rolled on 10100, II knows 
103 Spe13: Contact Tsathoggue and Coolad Formles. SpaWll 
01 Tsathoggua ant speKs commonly known by VOOI'lTIls. 

SIInlty lou: Q/l06 Sanity points to 588 a voorml. 

VORVADOSS 
ELDER COD 

Then, out of the darkness. there rose up before 
us a face. I saw it through a haze of silvery mist 
that clung about it like a veil. It was utterly inhu­
man. for the half-seen features were arranged in 

a pattern different to mankind __ Through the sil-
ver mist I made out strange hollows. fantastic 

curves and planes. Only the eyes were clear. un­
mistakable-black as empty wastes between the 
stars. cota in their unearthly wisdom There were 
tiny dancing flames flickering in those eyes. and 
there were flames. roo. playing over the strange. 

inhuman countenance. 

HENRY KUTTNER. "THE INVADERS". 
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V
ORVADOSS. ONE Of THE few named 
Elder Gods, is worshipped on distam worlds 
and almost unknown on earth. \brvadossaids 
foilowCl'S or those who call him but Ihe Elder 

God will never attack another deity. instead speaking to 
those who called him and offering advice in his thin, tinkling 
etySIaI.like voice. The Elder GOO speaks Cl)'JXically, giving 
hints but never direct answers or solU1ions. At times \br­
vado;s may grant spells to those who ask usually he requires 
some sort of payment: the sacrifice of POW, lIle destruction 
of some mOl'\StrOt.L'; entity, etc. 

\brvad0&9 may transp:xt beings to other planes, worlds, 
or times at will. Ifthc target is Wlwilling the attempt may be 
resisled with a POW: POW Resistance Table roll. 

\lORVADOSS, The KIndler 01 the Aeme 

STR45 CON 42 SIZ28 INT50 POW 75 
OEX 20 Move 10 HP ,. 
O.lMge BonUI: +406. 
W •• ponl: Fist 100%, damage 106+406. 
Armor: Vorvado" may asmor himself by spending one magic: 
polnt for eV1lry point of armor he desIres. Ha regenerales dam· 
egB at a rate 01 100 hit points par megic polnl expanded. 
Spells: any desired by tile keeper. 

S.nlty l Oll: 0/104 Senity poInts 10 see Vorvadoss. 
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VULTHOOM 

CREAT OLD ONE 

SOMEHOW. THE THING was Me a giant 
plant. with innumerable roots. pale and swollen. 
that ramlfie.d from a bulbar bole. This bole.. half 
hidden from oiew. was topped with Q vermillion 

cup like a monstrous blossom: and from the cup 
there grew an elfin figure. pearly-hued and 

formed with exquisite beauty and sgmmetrg._ 

CLARK ASHTON SMITH. -VULTHOOM~. 

V
ULTHOOM DWELLS IN A deep cavern on 
Mars. where it and its followers live OUI an 
endless cycle of a thousand years of sleep fol­
lowed by a th ousand years of activity. 

Vulthoom can grant its followers immonality but at the 
proper time they must return to the Great Old One's cave 
and join it in its thousand years of sleep. 

The Greal Old One possesses many unusual senses 
and facullies., and has the ability to extend its perception 
over large areas of splice or lime at will , seeing and hear. 
ing all. Vulthoorn may also mentally speak 10 anyone 
within a one-mile radius. VuJIhoom's voice is incredibly 
sweet and sonorous, masking its true nature. Addition­
ally. it prodll:CS a sweet-scented, hypnotic drug. Anyone 
inhaling the fragrance and failing to win a POW struggle 
against Vulthoom experiences vivid hal lucinations of 
glorious., Eden-like gardens, the sight of which fills them 
with indescribable ecstacy and exhalation. Failing a sec­
ond POW struggle means the victim has become en­
slaved to Vuithoom. Those who succeed remain under the 

Vufthoom 
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spell of the vis ion for 20+D 100 minutes, or until success­
ful Psychoanalysis is perfonned. Vulthoom 's perfume af­
fects all within a hundred yard radius. 

A similar hallucinogen is produced by a typeof strange, 
fossilized flower from the Great Old One's home world, but 
effective only to twenty yanls. In either case the drug is 
equally powerful, and victims must resist Vulthoom·s POw. 

VULTHOOM, The Sleeper 
STR 30 CON 75 SIZ 85 
DEX 1 Move 0 
Dam.ge Sonu.: nI' 
We.pon: Tendf~ 65%, damage 306. 

INT35 POW,. 
HPeo 

Armor: nOtle. OOt Vutthoom $uffera only minimal damage from 
any weapan. In addition the Greal Old One regenerates hi! 
points at a rata of 3010 hit points per round. 
Spol"-: ~y the keeper wIshes. 

Sanity Loss: 1/1010 Sanity points to see Vu/thoom. 

WENDIGO 
LESSER SERvnOR RACE 

••• HE FOUND NO difficulty in f ollowing th, 
tracks for the first few miles. The strKfe soon be­
gan to increaSl in length, till it finally assumed 
proportions that seemed absolutely impossible 
for any ordinary animal to have made. Like hUge 
flyin91wPS they became. The feet that printed the 
surface of the snow thus far had now. apparently. 
left the ground! _ The fau was mOle annnal than 

human. the features drawn about into wrong propor­
tions. the skin loose and hanging~M 

ALGERNON BLACKWOOD. !HE WEND1CO~. 

T
HE WENDIGO ARE A savage race of hoofed 
or footless humanoids who worship Ithaqua in 
the cold northern regions. Feeding on humans 
and other live prey, they occasionally capture 

hunters or trappers for Ithaqua to transform into addi­
tional wendigos. Wendigo have the ability 10 run through 
the air and often accompany Ithaqua as he races through 
the icy night sky. 

The wendigo may attack with a claw and a bite each 
round. A biuen vic tim nlust receive a successrul pow u 
roll or become struck with an absolute, chilling terror. 
Anyone so te rrified immediately drops everything and 
nee!> the area. This icy te rror lasts for 100 minutes minus 
the victim's current Sanity points. A successful Psycho­
analysis roll quells the fear immediately. 
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WENDlGO, Sav.ge Beasts of the Cold Wastes 

""""""'" "'. ---SrR .,. .. 1&.17 
CON '''''' lM7 .. 206>10 " 'NT "" 1 (). 11 

P<NI 3D6 10-11 
DEX 206+10 " Move8{90f~ HPI6-11 

Ay. o.mllge Bonus: +, 06. 
We.pons: Claw 30%, damage lD8-t-db. 
B~e 25%, damage 104 .. fear. 

Wendigo 

Armor: 6 points of thick hide. Piercing a wendlgo's heart with 
something hot Instantly kills It. To strike a wendigo's heart the 
Investigator must roll 10% of his or her snack skill. 

Spells: a wendigo knows 1 D3 spens If its INT)( 5 or less is 
rolled on 10100. Spells are usually those COI'IOIImlng IthaqulI Of 

other elemental forces native to the northern part of the work!. 
Skills: Hide 75%, Sneak 55%, Track 75%. 
Sanlly Lo .. : 0/106 Sanity points to sea a wendlgo; 0{102 San· 
Ity points tor hearing the eerie howl oilhese creatures. 
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THE WORM 
THAT WALKS 

UNIQUE ENTITY 

WHERE BROODS a/one in hideous state 

It spirit dead and desolate: 

It spirit ancient and unholy. 

Heavy with fearsome melancholy._. 

H,P. lOVECRAFT. -rHE NIGHTMARE LAKF". 

T
HE WORM THAT WALKS is a loathsome be­
ing looking like a human corpse decayed into 
tones of green, black., and blue, with dripping 
pieces of putrefying flesh hanging from it. Pr0-

digious claws or talons dangle from this apparition's fm­
gers and from the undead monster's eye sockets stare 
lidless, bare eyeballs. 

TIle Wonn that Walks has the ability to cloak its body 
with the appearance of a normal human for brief periods 
of time. Reading its intended victim's mind, the thing 
may lake on the shape of someone trusted by him. The 
Wonn masquerades as a normal human to get close to its 
victims and cannot fully manifest itself until it has si­
phoned off a ponion of their magic points. 

The Wonn is a blood-lusting horror. The creature 
must, however, have a psychic link to its victims. The 
thing creates this psychic link with its intended victim 
by overcoming target POW with its own on the Resis­
tance Table. Once it has overcome its victim's POW 

with its own, the Wonn that Walks immediately drains 
six magic points from him. These stolen magic points 
are used by the creature to fu lly manifest itself. Until it 
has gOllen some of its intended victim's magic points it 
can not appear in its true form, but instead appears as a 
nonnal human. 

The Wonn that Walks can only glut its appetite for 
blood when it is fully manifested in its true form. The 
creature may visit its intended victim severnl times, its 
hideousness cloaked in the fonn ofa normal person until 
it has managed to overcome his pow. 

The Worm that Walks attacks twice each round with 
its great claws. rending a victim to bits. It can not be 
harmed by material weapons except when in its true form. 
In that fonn fireanns are useless, doing no damage, although 
all other types of weapons inflict normal damage to the 
thing. In the false forms. bullets or other weapons pas<; 
through its immaterial manifestations, leaving the creature 
omhanned 
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The Worm That W.Ik, 

Once the Worm has formed the psychic link with a 
victim and has drained ofT a portion of their magic points 
it does nOl. flee or try to escape confrontation. II instead 
fights and slays as many as ;1 can. Only after killing its 
victim does it vanish back to its alien dimension. If the 
Worm that Walks is slain its essence escapes back to its 
plane where it refonns. The physical body left behind 
looks like nothing more than a horribly decayed human 
corpse with long, cracked fingernails. 

mE WORM THAT WALKS, Putrefied Horror 

STRI6 CON IS SIZ1t INT12 PQWll 
OEX 15 M()V8 8 HP 13 
Damage 8011115: nJe. 

Weapon: Claws 50%, damage 106. 

Armor: none, but the Worm thai WIIb can only be harmed 
when In Its l ru,form and then only by non-firearm weapons. 

Spells: nona. 
Sanity Loss: 0/1 010 Sanity points to see the INa form 01 the 
Worm thai Walks. 

XADA-HGLA 
AVATAR OF AZATHOTH 

•• .IT CONSISTED OF A bivaluular shell sup­
porter! on many pairs of flexible legs. From the 

haff-open shell rose several jointed cylinders. 
tipped with polypous appendages; ana in the dark­
ness inside rh~ shell I thought I saw a horrible bes' 

tial. mouthfus lace. with deep-sunk eyes and 
cOtJered with glistening black hair. 

RAMSEY CAMPBELL 
""THE INSECTS FROM SHACCAr. 
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T
HIS FORM OF MIGHTY Atatholh is wor­
shipped only by the Shans and the mi-go. Xada­
Hgla attacks by PUlling forth green·glowing ap­
pendages from its body. crushing victims, or 

drawing them into its shell where they are dissolved in 
the sticky, burning flesh of the Outer Goo. 

Unlike its wrilhing nudear fonn, Ihis avalar of 
Azatholh does nOl bring with it any Other Gods or servi­
tors when it is summoned. 

XADA-HGLA, the Cradle of Chaos 

STR 120 CON 130 SIZ 120 INTO 
OEX 10 MOlle 15 
Damage Bonus: +1406. 

Xada-Hgla 

POW 100 
HP 125 

Weapon: Appendage 100%, damage 1406 or Death on sec­
ond round, 

Armor: 50 points of hard shell. however, the sticky flesh within 
has no allTlOf. 

Spells: none. 
Sanity Loss: 101011 Dl00 Sanitr points 10 see Xada-Hgta. 

YADDITH. 
Denizens of 

LESSER INDEPENDENT RACE 

... T HRONCS OF CLA WED. snouled 
beingsN .. rugose, partly squamous. and curiously 

articufoted in a fashion mainly insect-like get not 
without a caricaturish resemblance to the 

human outline_ 

H.P. LOVECRAFT AND E. HOFFMAN PRICE. 
iHROUGH THE CATES OF THE SilVER KEY-. 
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T 
HI INHABITANTS or THE planet Yaddith 
were a race of brilliant scientists and powerful 
wizards. Among the inventions of the Yad­
dithians were devices known as light-wave en­

velopes: machines capable of carrying passengers 
through time and space. Allhough Yaddith has since been 
laid waste by the monstrous dholes. some of the denizens 
of Yaddith escaped and may be encountered on eanh, in 
the DreamJands, or in other times or places. 

The Yaddilhians attack with their claws or possibly 
with advanced weapons. All members of this race also 
know and utilize magic. 

Denizens Of Yaddilh 

DENIZENS OF YADDITH. Allen Sorcerers 

dlnetarislic! ... .....,u 
.". 306 .. 16-11 

eo, .,.., 13 

s. 30.., 13-14 

'NT "" .. 16-17 

POW 206 .. 13 

DEX 306 10.11 M_, HP 13-14 

Av. De""'ge Bonus: +104. 

WeapoN: Cia ..... 30%, damage 1 06+db. 

Armor: 2 points or chitinous shell. 

Spells: all denizens 01 Yadd~h know 106+2 spells. 

SanIty Loss: CVl06 Sanity points 10 see one 01 the denizens. 
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YEKUB. 
Inhabitants of 

LESSER INDEPENDENT RACE 

IT WAS A GIGANTIC pale·grey worm or 
centipede. as larye around as a man and twice as 
long. with a disk-like. apparently eyeless. cilia­
fringed head bearing a purple cen tral orifice. It 

glided on its rear pairs of legs. with its fore part 
raised vertically-the legs. or at leas t two pairs of 
them. serving as arms. Along its spina! ridge was 
a curious purple comb. and a fan ·shaped tail of 
some greg membrane ended its grotesque bulk. 

There was a ring of flexible red spikes around its 
neck. and from the twistings of these came 

clicking. twanging sounels in measured 
deliberate rhythms. 

H.P. LOVECRAn. A. MERRITI. ROBERT E. 
HOWARD. CL MOORE. AND fRANK BELKNAP 
LONC. _HE CHALLENCE FROM BEYOND". 

THE WORM·CREATURES FROM the planet 
Yekub are a race of interstellar invaders who 
have the ability to exchange minds with other 
creatures, similar 10 the Oreal Race of Yith. 

However, while the Great Race uses natural abilities, 
th e Yekubians employ advanced alien technology. 
Strange, crystalline cubes roughly four inches square, 
with cuneironn-inscribed disk embedded within them 

Inhabitarts Of Ytlkub 
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the surface of distant planets they att ract the 
interest of any intelligent creatures who, 

upon looking into the cube, have their minds drawn 
into II machine on Yekub. There, an alien woml-crea­
\\lre interrogates the imprisoned mind then swaps bod­
ies, sending its own mind into the vacated body of its 
prisoner so that it may explore the new world. When 
fini shed, the Yekuhian uses the cube 10 Iranspon its 
mind back. 

According to the Eltdown Shards, the Great Race, 
while dwelling in the cone-shaped bodies of the beings 
of ancient Australia. found one of these cubes. Upon 
discovering its nature they locked il safely away. When 
the Greal Race abandoned thaI time period the Yeku­
bian cube was IOSI, probably left behind in the ruins of 
one of their c ities. Other cubes may have fallen to 
earth, as well. 

Yekubian minds have difficulty controlling humans 
for very long. Within a matter of days or hours after the 
mental swap the invading wonn~creature begins 10 lose 
control as the human body unaccountably regresses 10 a 
bestial Slale. The uncontrolled human body ultimately 
destroys itself, killing the invading mind as well, unless it 
manages to escape to another body or back to its alien 
world. 

INHABITANTS OF YEKUB, Mental Invaders 

eh"'acrsm~,;s "''' IWlflgllS 

STR 606_12 33 

CD' 406_10 ,.. 
Sg 506.26 .,... 
'" "" .. 20 
O'OW 30 .. ' 16-17 

[)EX "" .. 16-17 

"~9 HP33-34 

Av. Damage Bonus: +406 
Weapons: Tentacle 40%. damage Is 1/2 damage bonus. 
Crush 35%. o.mage Is damage bonus. 

Annor: 6 poInts 01 thiclt skin end bll.tIber. 

Spells: they rarely utilize magic but a given member has 8 
chance equal In Its tNT or less on 10 100 to know 1 D3 spells. 

Sanity Loss: 0/1 08 Sanity points to see one of tha Inhabitants 
olVekub. 

YIDHRA 
OUTER COD 

YIDHRA DEVOURED THE octopus and 
learned to put forth a tentacle; she devoured the 
bt.ar and {earned to clothe herself in fur against 
the creeping ice of the nonh: indeed can Yidhra 
take anlJ shape known to living things. Yet no 
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shape can she take which is truly fair. f or she par­
takes of all foul creatures. as well as fa ir. To hu 
followers she appears in many fair and comely 
form.~ but thi.-.; is because they see not her true 
form. but only such visions as she wills them to 

see. _Indeed it is by sending her thoughts that Yid­
hra remains one in soul. for in bcxly she is many. 
hidden in the jungles of the south. the icy wastes 
of the north. and the deserts beyond the western 
sea. Thus it is that though her temples are many. 
she waits by all. combining bodily with her diverse 

followers. ye t her consciousness is a vast unity. 

WALTER C. DEBllL JRH "WHERE YJDHRA WALKS". 

Y
IDHRA POSSESSES MANY fonns. alltele­
palhically linked 10 create a world-spanning 
whole. While lile Outer God has many avalal'3 
including vuJturine Y'hath; XOI.hra. who sleeps 

in lhe earth and wakes \0 devour, and a beautiful woman by 
the name of Yolanda, hertruefonn is unknown. 

Ytdhra was worshipped by the prehuman voormis, early 
humans, and in modem limes in Laos, New Mexico, Clad, 
and West Teltas. Yidhra's followers are supposed immortal, 
and their lands blessed with fertili ty and abundance in ex­
change for regular sacrifices she demands. 

Followers of Yidhra-sometimes calling themselves 
the Chi ldren of Yidhra-experience slow genetic muta­
tion due to their close association with the OUler God. 
One community of followers is known 10 have taken on a 
distinct ~hidian lain' but each band of worshippers seems 
to experience a different sort of mutation, perhaps depend­
ing upon which avatar they are in contact with. The Outer 
God's INT and POW are coostant but all other characteristics 
vary from fom to fonn. 
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The OUler God is essentially a protean macroorgan­
ism which survives and continually evolves by absorb­
ing genetic material from all creatures. Yidhra some· 
times absorbs victims in an obscene fusion, rearranges 
their genetic makeup, then gives birth 10 lhem as newly­
fanned creatures, monstrous in appearance and lotally 
insane. 

Yidhra is the embodiment of the survivalist aspect of 
evolution. Regular sacrifices are required to supply il 
with fresh genetic material vital 10 its never-ending evo­
lution. An avatar s tarved of sacrifices shrivels and dete­
riorates, eventually dissolves inlo a pool of inert genetic 
material . Followers of a starved avatar suffer identical 
fates. 

ytdhra is mentioned in a few rare Mythos tomes includ­
ing Uralu Schrecun, Black Sutra, Chronicles of Vlraog, 
and Cthonic &vdations. 

YIDHRA. The Shrooder, The Dre.m-Wllch 

chlnClBrisb , .... ,o<tn Yoilltfda 
SlR 25 " 

,. 
CON n '" .. 
sa " 

,. 
" INT 25 25 25 

PaN '" eo '" DEX '" " " .... " "' " 93 26 

"~ 8125 living 7/8 tlufrowing 9 
DB ."", '806 .,'" 

"""" 5 poir1ll1 10 points ~ 

Weapons: Fusion 95%, damage Is genetic mutation. 

Armor: varies, howfIYtlr if an avatar is slain YJdtva sends an· 
olhef to take Its place. 
Spella: all summon and bind spells and al spetls which eflecI 
tha mind; others as !he kaeper desires. 

Sanity loss: 1{1010 Sanity points to view most 01 the many 
bodies of Yldhra, save her numan lorm which costs no SAN. 
Those who see the unthinkable true form 01 tna Outer God lose 
1020/10100 Sanity points. 

YOG-SOTHOTH. 
Sons Of 

GREATER SERVITOR RACE 

Bi9yer'n a barn ... all made o· squirm in , ropes. .. 
hull thing sort o' shaped like a hen s r.99 bi9ger'n 
anything. with dozens 0 ' legs like hogsheads that 

hat! shut up whr.n they sup ... nothin' solid 
abaout it - alllikr. jelly. an' madE 0' sep 'rit wrig· 
gfin' ropes pushr.d clost togr.ther._ great burgin' 
r.yr.s all along thr. sides. big as stovepipes. an' all 
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a·tossin ' an--openin' an -shuttin:" all grey. with 
kinder blue or purple rings... an' Gawel in heaven -

that haff face on topL· 
H. P. lOVECRAfi, -rH[ DUNWICH HORROR: 

T
he spawn of Yog·Sothoth are fonned when the 
Outer God mates with a human, creating a hy­
brid creature. Because of the hybrid qualities of 
these creatures, no two are exactly alike. Some 

appear horrible and monstrous, while others may look 
mostly human, with perhaps but a few monstrous lJ1li(S. 

All monstrous sons of Yog·Sothoth remain invisible ex­
cept when feeding. 

The half-breed spawn of the All in One grow rapidly 
and require great quantities of fresh, raw, flesh to feed 
upon. These creatures have an insatiable hunger for 
knowledge of the Cthulhu Mythos and greedily obtain 
and study all Mythos tomes they can, eagerly learning 
spells and researching ways in which their sire may be 
brought into the world of men. 

Sons Of Yog-Sothofh 

SONS OF YOG·SOTHOTH, Progeny of I n Outer God 

dr ... eaBrisIics rdIs (tun", SornI) ava-ages (o'Unan Sou) 

STR 2D6x5 (306.121 35 (22·23) 

CON 2D6:l5 (206X5) 3S(3S) 
S. 406.30 (206.6) 44 (Ill 
INT "" (606) 21 (21) 

PaN "" (606) 21 (21) 

oex 
_6_ 

16-11(10-11) 

API' NJA (306) NJA(lo-U) 
H~ Poinls 39-40 (24) 

Av. Damage Bonus .406 (+106) 

Weapon: Grasp and suck 100% (monSlfOUS sons only). dam· 
age 1 D6 nit poinlsloSI to CNshing avery round, pllJ9 1055 01 
10 10 nil points of blood drain every round alter the tirst. 
Fist 75 '110 (human sons only), damage 103+db. 
Armor: none. but monstrous sons cannot be harmed by pI'Iysl­
caJ _apons. Enchanl&(l weapons do minimum damage. These 
creatures Bfe susceptible 10 magic. They remain invisible ell.' 
eep!. when leading. Human sons may be harmed as normal hu­
manL 
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Spells: all so~ 0/ Yag-SmOOth kno .... a number 01 spells equal 
10 the creature's INT. 

Sanity Los.: when Invisible, 1, 108 Sanity points; when visible 
108,13010 SaMy points tOf monstrous sons; 011 D2 Sanity points 
for human $()flS with only minor monstrous mutalions; ' {1 D6 San­
Ity points for more homble human sons 0/ Yog-Sotholh. 

YTHOGTHA 
CREATOWONE 

.. .A BIPEDAL MONSTROSITY whose hind 
legs resembled those of a batrachian. with fore­
limbs uplifted almost as If in menace. sucker­

tipped webbed hands extended toward the 
viewer. The head was a seething mass of 

pseudopods or tentacles. amidst which a single 
glaring eye. could be discerned 

LIN CARTER. ~PERCHANCE TO DREAM:. 

Y
THOCTH A LIES impri soned within the 
sunken realm of Yhe, which is contiguous 10 
R'lyeh itself. The Great Old One is mostly 
unknown 10 humans. however, some deep 

ones may afford il worship. 
Over the centuries. a very few statuettes of this ma4 

lign entity, hewn from an uneanhly grey-green minerol, 
have been discovered. These images were brought down 
from the staTS when the Earth was young and somehow 
retai n or transmit th e malevolent thought-waves of 
Ythogtha. Anyone s leeping in close proximity to one of 
these images is subject to Ythogtha 's Mdream4pull," 
which appears to work on a subconscious level. Each 
nighl the victim dreams of sunken Yhe, and each night 
these dreams become more inlense and more disturbing. 
Each night the victim loses LD4 SAN from the horrible 

Ylhoglha 
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and vivid nightmares. When the victim has lost 20% of 
his SAN to Ythogtha's dreams the dreamer comes face to 
face with the terrible fonn of the Great Old One. This 
experience is so vividly horrific that the dreamer loses the 
same 108/1020 points of SAN that he would lose for 
seeing ythogtha in person. 

Ythogtha also possesses a special mental attack. If 
the Great Old One overcomes the POW of its victims 
with its own, the entity appe3JS to them as a grossly enor­
mous monstrosity, perhaps ten times larger than it really 
is. Anyone seeing this gian!., illus ionary ythogtha may 
a ttempt I PQWxl roll to dismiss the colossus' image 
from their mind. A faih::d POW roll ind icqat~ that the 
victim believes the Great Old ONe's enonnity. Those 
who are overcome by Ythogthas mental trick suffer dou­
ble SAN loss for seeing the entity: 2D8/2D20. Those who 
dispel the illusion suffer the standard 108/1020 SAN 
loss for ythogtha. Ythogtha may uti lize this menial auack 
only in person, and not through its statues. 

YTHOGTHA, The Abominat ion In the Abyu 

STR40 CON 105 SIZ55 INT 25 POW 25 
DEX 13 Move 11120 swimming HP 80 
D.mage Bonus: +506. 
Weapon: Tentacle 90%, damage 306. 
Claw 90%, damage 106+db. 
Armor: B points of thicll; hide: reganerales 4 hit points per 
rOl.lnd. 

Spells: all Can end Contact spal:S, plus any that lhe keeper 
finds appropriate. 
Sanity Loss: 108/1 020 Sanity points 10 see Ylhogtha. 

YUGGS 
LESSER SERVITOR RACE 

IT.- TOLD A NIGHTMARISH and ram6iing 
story of a fleet of fishing boats mannea by 

Ponape natives caught in a thick fog off the is­
lana and attackea by monstrous ana horrible sea' 

slugs, swollen to fantastic proportions. which 
slithered in to the boat.~ in some. cose..~. catching 
the native fishermen in their mouths and drag-

ging them over the side. 

LIN CA RTER. MOUT OF THE ACES-, 

T
HESE ARE LARCE. pale gray wonn or slug­
like creatures up 10 four feel in diameter and 
twel ve or more feel in length . Resembling 
chthonians, they lack the long anlcriortenlaCles, 

instead sporting a large, round sucker-mouth similar to a 
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lamprey or hagfISh. The mouth contains several rows of 
hom-like teeth and is surrounded by a half-dozen small 
tentacles six inches to two feet in length. Like snails, they 
leave slinking trails of slime behind them. 

Yuggs dwell almost exclusively in the depUs of the 
Pacific Ocean, near the island fX Ponape when a deep 
IrenCh is said to hold the tomb of their god. Zoth-Ommog; 
but occasiooally they are encotmtered elsewhere. usually in 
locations where Zoth-Ommog is worshiped. 

A yugg bites and holds on, sucking fluids from its 
victim at the rate of 204 points of STR per lOlDld until 
dead, or the yugg is killed or driven ofT. If saved before 
death, a victim's STR returns at a rate of one point per 
week of rest 

Some SOUJCeS claim that the yuggya ru.ve a high_ 
priest called Ubb, a yugg of enonnous size and power. 

YUGGS, The Slug-Servanla ollottH)mmog 

"""" ... '" mi. 

"'" 706 
COH ""., ,. "" INT 306 

"'" 
.,. 

De)( "" 

'­... " 18-17 

" 10.11 ,. 
7 

Move 2/6 swimming HP 22·23 
Av. o.mage Bonus: +206. 
Weapon: Site 40%, damage db+204 STR Dr..,. 
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Armor: 3 poIols 01 rubbety h~. 

Spells: on. roI oIlNT Of lass on 10100, .)'\I0Il MOWS 103 
spels, usually dealng with Zolh-Ommog and othera~atic nor· ..... 
Sllnlty Loss: WI D6 Sanity p::Iinls 10 see a yugg. 

ZO-KALAR 
CREAT ONE 

_ Where gathered throngs in worship of Zo-Kalar 
and Tamash and Lobon. the ehoif gods of Somath. 
whose incense-enrJe/ofXcl shrines were as the thrones 

of monarchs. 

H.P. LOVECRAFT. IHE DOOM 
THAT CAME TO SARNATH-. 

Z
O-KALAR WAS ONCE CHIEf god in Samath. 
presiding over Tamash and Lobon. He is tall and 
slender. Both skin and hair are bone-white, but 
his eyes are solid black. He wears a robe of 

black satin. 
Zo-Kalar is regarded as the god of birth and death, in 

charge of the life history of all earth's Dreamlands resi­
dents. He has little worship since the fall of Samath. 

Zo-Kllar 

Zo-Kalar is very melancholy and travels alone 
much of the time, one or more shades his companions. 
He is shy of mortals and keeps clear of them unless 
absolutely necessary. He can answer questions about 
the future of a monal, but only insofar as that mortal's 
death is concerned. He only gives these answers grudg­
ingly and at a terrible price. 

Zo-KALAR, God of Birth InCI Duth 

STR50 CON40 SIZ20 tNT 20 
OEX 20 APP 18 Mo .... 12 

P<YN 2S 
HP» 
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o.lM{t8 Bonus: +306. 
We.pon.: TCII.ICh 95%, damaga\s reduces target's POrN by 
106. 
Armor: a, wi', he can invoKe dlYine aanc:tity. which proteCts him 
.s 10 points 01 armor. 
SpeI": he can summon a shade a,. cost of one magic pNll 
He can always comtrIand •• shades present He can tum II foe 
Into. shade by overootllhg 1M foe's magic poinls wfth his own 
on !he Reslstance Table and then expending magic poi'Its 
equal 10 Ihetoe'. PaN. Zo-Katar can tum any 0.-. foe within 
slghlln10 • shade each round. He knows" Contact spells lor 
the other Glut One', as "las lot Nyarlalhocep, and IItf 
spell. the keeper waites. 
s.nIty Loa.: Ih~ Is M Sanity los, for aeelng la-Kalar. 

ZU-CHE-QUON 
GREAT OLD ONE 

'FOR HE IS THE ULTIMATE doom and th, 
undying emptiness and sihnce of Old Night. 
_.He hath naught (0 do with life and sunlight. 
but lofJtth tht. blackness and the eternal silence 

of the abyss. }ltt He can be called to earth's sur­
face blfore His time. -by ancient spells and cer-

tain dup-toned sounds which reach His 
dwelling-place for bt.low... For He bringdh dark­
ness within the light: all/ilt. all sound all move­

ment possdh away at His coming.' H 

HENRY KUTTNER. iHE BELLS OF HORROR~. 

T
HIS ENTITY MANIFESTS itself as a vast all­
encompassing darkness whose arrival is her­
alded by a drop in temperature and steadily 
worsening earth tremors. In areas where Zu­

che-quon prepares to manifest humans and animals suffer 
a painful discomfort of the eyes, some even blinding 
lhemselves attempting to relieve the torment When the 
GTeat Old One fmally appears., all hlIlT\aO andanimallife are 
blinded until the dark god is somebow dispelled. In the 
presence of Zu-cl»qum. blinded humans Jose (VI Sanity 
points per round. If these losses amount to more than 20% of 
lheir current Sanity they are driven indefinitely insane and 
tear their 0\NIl eyes out. 

Zu-che-quon is sometimes referred to as Zushakon or 
Zulchequon and discussed in deplh in 1M Book of lad. 
Charles Fort's hypothetical entity Melanicus bears many 
similarities to this god. 

The Great Old One is normaJly summoned by certain 
deep-tonod soonds such ti specially-prepared bells or musi­
cal notes which are capable eX reaching its subtemtnean lair. 
It can only remain p-esent as long as lhese summoning 
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Zu-Che-Ouon 

sounds cootinue but once manifested Zu-che-quoo may 
return to this location, unbidden, during subsequent 
eclipses. 

Zu-che-quon engulfs the surrounding counttyside, af­
fecting as few as the residents of a small (ann to as many 
as the population of a large city. 

ZU-CHE-aUON, The Dark SUent One 

STAn{a CON100 SIZvaries INT20 

DEX nla Move nI_ HP 100 

o.mage Bonu.: nla. 

Weapon: Blindness 100%, damage special. 

Armor: Zu-dle-quon cannot be hlllll'lad by any physicallorce. 
I)( even lighlllis only affected by magic and enchanlad weap­
ons, the 181M causing minimal dam8Qi1. 

Spell.: Cause Bllndf'le". Str1ke Blind, and others as the 
keeper deslres. 
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Of Mythos 

Adumbrall 
Aforgomon 

HAI~-g'lhrg ngh'()EN-is 
lad 

Karakal 
Leng 

L'gy'hx 

RUm ~I\alkorth 
Saaltil 

LOE-bon 
m'nah-GAH~ah 
Nath-HOER-thath 
GH-oth-KOEF\;gae 
NIGH-ghon GREE 
KIGHTH-ru;/ \ 
A'Um S~E-koerltl 
SAE;i-fee \ 
S.HU-goe-ran 

at-QOM-f 

VOOR-meez 
Vorvadoss VOER-va-dos 

Yaddith 
Yekub 

VI 

vuhl-THOOM 
WEN-dee-goe 

Y't~~~~~~~iOG-tha ( 
Yugg 

Zo-Kalar 
Zu-che-quon 

Zy'!I 

\ , 
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Sanity Loss: seeing Zu-che-quon's S8a of darllness engulf­
Ing an area from a distance costs' 0611 020 Sanity points. 
Anyone caught within the dark-blanketed area loses lfl 010 
Sanity points the ill'S! round and 0/1 Sanity points every 
round thereafter. 

ZY'TL Q'AE 
GREAT INDEPENDENT RACE 

Then came a splashing in that darkness. and 
a huge purple moist blossom rose from it. its 
petals opening and closing hungrily. But the 

greatest abnormality of the thing which splashed 
out of the pit was its green tentacles. tipped with 
man!rfingered hands of unholy beauty. which it 
held yearning'y toward the point where the sacri-

fices threw themselves off. 

RAMSEY CAMPBELL 
"THE INSECTS FROM SHAGGAr. 

T
HIS RACE OF intelligent plant-things domi­
nate the planet Xiclotl. demanding of the other 
inhabitants the periodical sacrifice of a number 
of their race to the carnivorous plant creatures. 

The Zy'tI Q'ae dwell in darkness, thriving on the suste­
nance they derive fro m the living sacrifices and other 
prey they capture in their grasping tendrils and snapping 
blossoms. 

The plant-creatures have a strange, hypnotic ability 
to lure prey into their clutches by sending out clouds of 
pollen-like spores. Any creature breathing in the alien 
pollen must match its POW against lhat of the plant-be­
ing that produced the spores. Those overcome by the 
pollen are drawn to the lair of the wa iting, voracious 
plant-things. Those who overcome the spores temporar­
ily lose 103 points of CON and suffer from headaches, 
dizziness, and fever which results in a penalty to all 
skills connected to sight, DEX or STR equal to the plant­
creature's POW. 

The penalty lasts only as long as the effects of the 
spores, and no skills are reduced below 1 %. These 
symptoms subside and the CON relUms in 1010 hours, 
or in about one hour if treated by someone with medical 
skills. 

The Zy'tI Q'ae can auack either with their snapping 
purple blossoms or with their grasping tendrils. A victim 
caught in the moist nower sutTers 10 10+3 points of acid 
damage each round as corrosive digestive enzymes begin 
to dissolve the prey. The creatures' tendrils may either 
crush a victim, or grasp and hold them unlilllhe follow­
ing round when they are automatically scooped up by one 
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orthe ghastly blossoms. Victims caught by the Zy'tI Q'ae 
may break free if they overcome the plant-crealurc's STR 
with their own. 

These carnivorous horrors reproduce by discharg­
ing hard, warty seeds aboUi the size of a human s kull. 
The force of this seed discharge is strong enough to 
propel some of the materiallhrough the atmosphere of 

59 

the planet and into space. Eventually some seeds fall 
into the atmosphere of other worlds and there germi­
nate. spreading the species from world to world. 

lV'lL Q'AE, Botanical Nightmares 

MlVlICrtJrl!i~ ,"" .. -
STIl 406 .. '0 24 
CON 306+6 16-17 

S~ 6010+20 " 'N' 506 " "'" "" " 08< "" " MoveD HP 34-35 

Av. Damage Bonus: +406. 

Weapon: Blossom 60%, damage engulf and 1010+3 acid dam· 
age each TOtJod . 

Tendril 75"" damage 106+db crush, or grasp and hold .. 

Armor: none, however these creatures regenerate 1 010+10 h~ 
points each round. 

Spells; none, usuat ~. 

SanIty Loss: 104/1010 Sanity points to see one 01 the Zy'tI 
0·a8. 
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I I 00 the Cthuhu Mythos and 

L.._~F~I~C~T~I~O~N,;.,._.J the mosnlers. danlzens. 

liN' Of SAlTAI 
.4500 

The 1acIs, hislofy. aoo se­
cra ts of Prince A.grath', 
heroic struggle agai'lSt the 
invading Lunar Empire. ThIs 
Rtst book of GIoran~an rlC­
lion published by Chaoslum 
reveals I world rich n de­
tail and heroic myth. 

ISBN 0-933635-99-0 

CAS1lIOfEYIS ..... $t4.95 

A women wakes from paln­
lilled dreams 10 find herself 
trapped In the Castle 01 
Eya • . Til l, Is a novel of 
dark.fancasy. 

ISBN 1-56882~5-4 

THIIWTIII ncu .... , .... 5 

CthtJlhu Mythos stories by 
the original authors. 

ISBN 1-56882-009-7 

MYSTIIIES 
Of THI WOIM 
. ... 2 $9.95 

A collection 01 Lowerattian 
tales WI'Inan by master sto­
ryteller Robert Bloch. 

ISBN '·56812..012-7 

mAILl1lI'S HIllS ..... 
Naw Clhulhu Mytnos fic­
tionl This trade p8p8fback 

contm. 19 origlnBl stories 
and 2 raJ. reprints focusing 

worshipers. and victims 

thereof. 
tSBN 1-56882-013-5 

THI 
SHUI·NIGGUIATH 
mu ..... • •.• s 
This ett.lltlu Mythos Cycle 
book collect' the horror 
cale. concem~ Shub-Nlg­
gurlln. tha Goat with 8 
Thousand 'ItM.ng. 

ISBN ' ·56882-013·5 

N£W CARD 
GAM£ 

CRIDO! 
TIle GaIM.' 
Duea .. Dot_ 
11011 $14.95 

A new card game combin­
Ing hilarity with history for 
two or mora players. Play· 
ars represent factions of 
the Barty Christian chUfch, 
complUng lor lIock and 
striving to hava your d0c:­
trines aa::tpUtd as the be­

lief at the or» Church. 

ISBN 1-56882~8-9 

URIC! I 
ELAICI Is a new heroic, 
swords & IOI'C8ry roleplay, 

Ing game based on the Ian· 
tasy novels of noted British 
author Michael Moorc:oc:k.. 

1111(1 
' 2900 $t"" 
Everything that you need to 

play Including rules, char· 
acter·ereatlon InstructiOns. 
hints, tips, and Idventures. 

ISBN 0-933635-98-2 

MElIIlIONE 

' 290' $20.95 

Background, new magic. 
and adventures. 

ISBN 1-56882~1 ·1 

THIIIRI( 
GAMIMASTII 
StlnN 
.... 2 114.95 

Summarl .. of Imporlant 
rules, spells. tebles. and 
special options for combal. 

ISBN 1· 58882-011-9 

ADVINTURrs 
COMPATlBll WITH 

lUtle, 

IOGUE MlmESS 
11111 

A hlgh·powered, dangerous 
campaign aboard a dlman­
sion·traveling ship. 

ISBN 0-933635·13-1 

$01(1111$ 
Of PAH TAHG 
12112 

E~I bad-guys and chlel ri­
vals of the Melnlbomians. 

ISBN 0-933635-79-6 

PUlLS Of 11M: YOUNG 
KINGDOMS 
.21 13 $1 • • '5 

F," ad'wntures e~ploring 

marvelous. mysterious, and 
b'eacherous locales. 

ISBN 0-933635-82-8 

... a.. ... 

PURPUTOWNS 
12U4 118." 

The marClntl!e center 01 
the Young KIngdom. and I 

haven lot adventurars. 
!SaN l-M882-000-3 

CALL OF 
CTHIILHII 

A horror roleplaying game 
set In the world of Ihe 
Cthulhu Mylh os. as de· 
scribed by H. P. loYacfaft. 
the father of modem horror. 

(ALl OF cntIILHU 
'2336 $21_" 

Contains everything that 
you need 10 pley. except 
dlc!!. Includ!!s ChllUI.Cltrr 
generation. e~tensive back­
gro und . nOles on the 
Dreamlands and playing In 

the 1990s and 1890s. 

ISBN 0-933635-86-9 

TIll GlUT OLD OllIS 
12321 $tT_95 

Six different looks at par· 
tlcular Great Old Ones or 
their influences. 

ISBN 0-933835-38·9 

MANSIOIIS OF 
MADNESS 
.2327 117.95 

Fwe Irlghtening adventures. 
ISBN 0-93J635-83-X 

FATAL EXPIIIMINYS 
12328 It 8." 
Three adventures Including 
an ercounler with the KIng 
In 'fttllow. 

ISBN 0-9331135-72·9 

ILDOD BROTHIRS 
t2321t ItI." 
13 one'flight scenarios. al 
based on familiar thames 
typical 01 the kind found In 
B·movJes. 

0-933635-8H 

llTURII TO 
DUNWICH 
.2330 118.95 

An accursed backwoodl 
.own. 

ISBN 0-933635-71-0 

HORROI 011 THI 
01111lT EXPIESS 
12331 $39,95 

Our largest adventUfll pa" 
ever. set on and along the 
route 01 the Orient Express. 

ISBN 0-933635-76-1 

TALIS OF THI 
MISUTONI( VAWY 
.2334 $18.'5 

Six adventures In senings 
along the Miskatonic R~. 

ISBN 0-933635-43-4 

FWFUL PASSAGES 
12335 $11 .• 5 

A collection of adventures 
focusing on transportation 
In the 192Os. 

ISBN 0-933635-87-7 

IS<API FROM 
IHNSMOUTH 
.2330 $20,95 

A complate description of 

CAll. 1·510·547·7681 TO OROER OR FOR A FREE CATAlOO 
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ISBN 1-56882-019-4 
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