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Introduction

Not just the Mythos... have you ever
wondered just how frightening a ghost
or poltergeist might be in Call of
Cthulhu? In this handbook you'll find
the real world science of the
paranormal, Parapsychology - its
history, it's methods and how to play a
parapsychologist or run a campaign
centred around a ghost-hunting group,
and how to simulate various non-
mythos entities and psychic powers in
your Cthulhu campaign.

All Cthulhu investigators are
parapsychologist the moment they begin
an investigation. Parapsychology is the
scientific study of the unknown, and the
parapsychologist is the investigator of
the supernatural and paranormal. Even
today, there are few formal
qualifications one can undertake in this
field, and many researchers drift in to
the field after being intrigued by their
own anomalous experiences, or finding
that their researches in other fields are
inexplicable by current scientific
models.

Designed for both Keeper (Referee) and
Players, this handbook will teach you
everything you need to know about
generating parapsychologist characters,
equipping yourself for an investigation
and provides copious notes on some of
the theories and techniques used in the
field, which can be useful for almost any
Cthulhu scenario.

The second part of the Handbook,
'Phenomena’, provides further notes on
the major parapsychological entities and
how to investigate them. A wealth of
game mechanics are also provided,
giving the Keeper rules for staging
hauntings in her campaign.

Perhaps of most interest to players
initially are the optional rules on playing

a psychic or medium as an investigator.
Having been carefully playtested for
many years, these rules remain optional
- itis entirely up to your Keeper if they
can be used by player characters or if
they must forever remain restricted to
Keeper controlled characters. Certainly
your Referee must carefully study them
before allowing such characters into the
campaign.

Frustratingly, some portions of the
Handbook should really be reserved for
Keepers to read. Section Three, Secrets
Mankind Was Not Meant To Know,
contains all the game statistics and
advice to referees (referred to as
Keepers). You may improve your
enjoyment of the game by not reading
the game mechanics in the Keepers
Section if you are a player. If however if
you wish to read these as well, perhaps
because you Keeper and play at different
times, there is no real problem if you do,
though you may wish to check with your
Keeper. The concept of paradigms
allows the Keeper to decide which
version of the paranormal is true in their
campaign. Even if the Keeper decides
not to use paradigms, there are, for
example, a bewildering number of
possible causes, both natural and
supernatural, for the simplest
poltergeist. Itisup to your adventurers
to decide which is actually behind those
strange footsteps in the Old Martense
Mansion!

So grab a flashlight, a notepad and your
camera and set off into the shadows!



Part One: Parapsychology -
exploring new frontiers of science

Chapter 1:Parapsychology

Parapsychology is the science of the
investigation of those borderline scientific
phenomena we call ‘the paranormal’. Itis
the attempt to prove, disprove and to
understand those phenomena which
stand outside of modern scientific
understanding. Ghosts, telepathy, or
auras — all are fitting subjects for a
parapsychological investigation.

What is the
Parapsychological
Campaign?

Cthulhu investigators are
parapsychologists by default, whether
they know it or not. Lovecraft’s heroes are
rarely parapsychologists, or even
occultists or mystics, yet their experiences
with the unknown force them to confront
the unknown, and they too work at the
boundaries of scientific knowledge. They
attempt to understand forces of which
most of the world remains indifferent or
ignorant, and often receive scorn and
ridicule from scientists in other more
established sciences. They seek to
penetrate the veils of the unknown, and to
understand... but in the Cthulhu universe
understanding brings not wisdom but
mind shattering terror.

In this handbook however the term is
used in a more specific sense, to denote a
game centred around a group of psychical
investigators (whether professional
parapsychologists or amateurs with other
primary occupations) who are not only
attempting to defeat the forces of the

Mythos and their nefarious plots, but also
come to an understanding of the alien
science which underlies their existence
and the physical laws which denote the
reality of our Universe...

The parapsychological campaign by its
nature cries out for ghosts, poltergeists
and strange psychic events. It is anchored
firmly in the world of folklore, of the ghost
story and of the things that made us
shiver in fear as children. One of the
strongest motifs in a parapsychological
campaign is the juxtaposition of the
comfortable, mundane and normal
against the other worldly, the outré and
the inexplicable. When the family next
door are hounded from their house by
footsteps, eerie laughter echoes through
the walls and then your clocks start
running backward the horror becomes
immediate and personal, in a way that
ancient crypts and lost cities can never
achieve. It is the world where your old
teacher you met on the bus had died
moments before on the operating table, a
world in which, if we believe those
whispered stories our friends and work
mates tell, we actually live.

Investigating a Case

How do you set about investigating a
case? This after all is what most
investigators are doing, parapsychologist
by training or not — all Cthulhu
investigators are by definition working in
the field of parapsychology! Something
unusual, quite possibly paranormal is
occurring - the investigators seek to
understand it. The following notes are
merely tentative guidelines. The following



is written from the viewpoint of a
research group, but I stress again, most of
it applies to any group of Cthulhu
Investigators.

There can be huge differences between
one case and the next. In 1995 the author,
working as a field researcher investigated
three mediums, three hauntings and two
poltergeists as well as an out of the body
experience. There is a huge variety from
case to case; yet it has become obvious
that certain methods are consistently
useful. Each group will develop its own
ways of investigating but the following
ideas will prove useful in most cases, and
later chapters contain hints for
investigating different types of
phenomena.

They must construct an equipment case
and list all the gear they are taking with
them. This equipment may be extremely
sophisticated or very simplistic and a
large amount of game time or between
game discussion can be profitably
employed this way, designing new devices
and testing them. Mechanical Repair
(d20 Repair) rolls anyone? The case
will normally occur somewhere other than
the groups home or headquarters, and
they must plan what equipment to take,
and how to transport it there. Snowshoes
are inappropriate for the South of France,
though I have seen veteran investigators
who always carry a two man hiking tent
and mosquito net on their persons! In
one hugely enjoyable scenario | ran half
the team went back to a friend’s house to
pick up the cameras they had forgotten,
while the remainder were slowly driven
insane and made a number of increasingly
desperate cell phone calls. Those who left
returned to an empty house, with a
noticeable chill in the air, and no sign of
their colleagues...

A real life group now has the problem of
advertising it's existence and finding a

case. Inthe game it isless of a problem,
for one can assume that a case will crop

up, however unexpectedly. What else has
the Keeper planned for the evening -
roleplaying the investigators filling in tax
forms?

“Grandmothers told strange myths of the
Martense spectre; myths concerning the
Martense family itself, its queer
hereditary dissimilarity of eyes, it’s long
unnatural annals, and the murder which
had cursed it”

HP Lovecraft, The Lurking Fear

On arrival at the location the first thing to
be done is to fully interview each of the
witnesses. Interviews should be done
individually with the interviewer and
interviewee out of earshot of those who
are yet to be interviewed, and those who
have given testimony should not discuss
their answers with those yet to be cross-
examined. The testimony is often the
centre of a case as it is quite possible (and
in reality probable) that the
parapsychologists will not themselves
experience the phenomena, although in
the game anything is possible! Try to
think of clever questions, and always be
aware that people are telling the truth as
they perceive it, which may be coloured by
their own assumptions. Use psychology
rolls (d20: sense motive) to try and
get a grip on what they really believe and
their motivations in talking to you.
Obviously you will need to use skill rolls
on persuade (d20:gather
information) but to get the right
answers you need to ask the right
questions!

“l had thoroughly searched the ruin before,
hence knew my plan well; choosing as the
seat of my vigil the old room of Jan
Martense, whose murder looms so great in
the rural legends.”

HP Lovecraft, The Lurking Fear

Secondly, it is important that the team
prepares an accurate scale map of the
property, and mark the exact positions of




each person present at the time of each
event, as well as the location where any
phenomena occurred.

In addition, examine the surroundings in
as much detail as possible. How often has
one been able to track that pesky knocking
spirit to a faulty water pipe in the
basement? This is the only way to rule out
normal explanations for what might
otherwise seem completely inexplicable

Photography can then be used to create a
permanent record of any evidence left and
also of each room and the exterior of any
property. Armed with this information
the team should then return to a safe
place to discuss and plan their next move.
This planning phase is vital, but most
teams will neglect it.. Having worked
extensively in psychical research I can
honestly say that I learnt huge amounts of
what I used in the field from playing Call
of Cthulhu scenarios, not something many
roleplaying games can claim! We call the
initial visit the recce (for reconnaissance)
and use it to be well prepared for a vigil or
full investigation.

It is important that the testimony is
compared, and the relative reliability of
witnesses assessed. Was there a natural
explanation for events? It is probably true
as a famous consulting detective said that
it is a mistake to hypothesise before all the
evidence is available, but in psychic
research it is invaluable to be prepared,
and to consider all options, ‘however
improbable’. You should try and think of
possible experiments and ways to test
what is happening on location...

initiative and ideas. Can you establish
what is occurring, and if so can you devise
aplan to deal with it?  Various persons
will also offer their own explanations
based on their personal belief systems,
but which is true in the Keepers campaign
and which is causing the current
problem? Players should use their
imaginations to devise tests that will
suggest evidence. Does the knocking
spirit only appear when the hot water
faucet in the bathroom is opened? Test it
to find out!

“Fear had lurked on Tempest Mountain for
more than a century. This | learned at once
from newspaper accounts of the catastrophe
that first brought the place to the worlds
attention...”.

HP Lovecraft, The Lurking Fear

“I had come with a fierce resolution to
test an idea. I believed that the thunder
called the deathdemon out of some
fearsome secret place; and be that demon
solid entity or vaporous pestilence, I
meant to see it”

HP Lovecraft, The Lurking Fear

Next you must fall back on your own

Library research is one of the least
exciting but most necessary aspects of
psychical research. The library may tell
the investigators what buildings if any,
once stood on the site in question, and
give details on a vast range of relevant
details. Normally library use (d20
research) works best in conjunction
with another skill, such as anthropology
and archaeology —(what tribes lived
here in prehistoric times and who did they
worship?), history, (were the ghost's
clothes typical of a particular period? or
law (searching land-registry records for
deeds and details on previous owners).
Geological surveys are also vital - is the
property subject to subsidence or
underground water which may be causing
some of the phenomena? As well as
libraries they might check out City Hall,
newspaper morgues and university
departments for specialist information.

Even when all the witnesses are
interviewed the investigators have still not
exhausted the possibilities of talking. You
may wish to approach the police for their
opinions of the case and should certainly
ask the neighbours to tell a little about the
people concerned, and ask if they have




experienced anything themselves. Of
course, such additional interviews can get

parapsychology as a pursuit...

tricky when considering the wishes of
those already involved. Often, a family
suffering a haunting, for example, will not
want any of their friends or neighbours to
know for fear of ridicule. It is always
important to bear such things in kind
when investigating. A witness who
previously knew nothing about the
phenomena and did not know the other
witnesses is worth their weight in gold, for
obvious reasons.

Harry Price, 1920’s Ghosthunter, assembled this toolkit!

Each of the following chapters contains
hints on investigating a particular type of
phenomena based on what you might

consider if you really were involved in

For example, Arthur Knight has been called to investigate an apparition repeatedly seen on the
factory floor of a local business. Research establishes the supposed ghost is similar to an employee
killed twenty years before in an industrial accident. He is not sure if this is a Spirit or a worker's
unconscious 'psi' so he decides to test both possibilities and try to find out anything he can about the
hauntina.

He begins by locating six reputable psychics and three well known mediums (all NPCs played by the
Keeper, the finding of whom may be an adventure in itself!) and gives each a map of the property.

He keeps another annotated map himself on which he has previously marked where the apparition is
reported to walk. Then he gets a friend who knows nothing of the haunting to escort the psychics and
mediums around the building when it is empty and to mark on their plans where they feel the
presence is strongest. Each medium and psychic is then asked to record their testimony as to
anything they might have picked up using their talents.

Secondly he creates a control group of six sceptics who are asked to imagine where they would see a

ghost, and then make up a ghost story for the building. Each participant is taken around separately,
and all record the data. The experiment works simply; is the psychic and spiritualist evidence closer
to the original testimony than the imaginative sceptics? Did more of them establish the right spot for
the ghost?

Using Psychics

If using psychics or mediums like this it
is imperative that the investigators do
not tell them anything about the case
before they go in. The above idea is
based on the 'quantitative assessment of
hauntings' devised by Gertrude
Schmeidler, an American
parapsychologist in the 1980's, and an
Occult roll or KNOW roll from a
professional parapsychologist character
may suggest it as one possibility for an

investigation. Obviously it should be
played out as well, to build the
maximum atmosphere, with events
occurring throughout the process, and
the results are then handed to the team
after they have pulled out to let the
players puzzle over them!

Psychics and mediums often have a
disconcerting habit of telling the
participants what they think is going on



and hence colouring future testimony.
They may wish to become personally
involved, hijack the case, disrupt
proceedings, badger the team, or they
may be fantastic friends and allies. Be
careful — they can lead witnesses badly
astray and ruin the investigator's
reputations if not worse!

The investigators should check the
medical history of all witnesses if at all
possible, but bear in mind there may be
legal issues unless one of the characters
happens to be the witnesses personal
physician, and that such information is
very confidential. Temporal lobe
epilepsy is covered in the chapter on
ghosts and apparitions, and a variety of
other medical conditions are known to
result in apparent psychic experiences.
A doctor is an invaluable asset to any
research team, and a psychiatrist truly
invaluable. Schizophrenic patients may
well have distinctly strange perceptions
of reality, but their testimony may still
prove useful. In many cases where
stress or family dysfunction seem
important it is wise to have some kind of
therapist to hand.

As important as recording the
environment of the event is a profile of
each witnesses relationships. This is of
especial relevance if the events are
taking place in a family home and
feature poltergeist activity. The inter-
relationships of these people may be of
crucial significance to the investigation
of the case, and a family therapist may
be consulted in contemporary games.
Draw a diagram showing all the people
involved, and then arrows showing who
knows who, and their hates, loves, likes,
frustrations and indifference or
whatever, to create a realistic emotional
back drop to events. Psychology (d20
Sense Motive) should be applied here.
The witnesses' dreams may also prove
an interesting area of study for some
researchers, especially if they come to
share them...

“My chief acquaintances at Lefferts
Corners had been the affable reporters, of
whom several bad still remained to collect
final echoes of the tragedy. It was from
these I determined to select a colleague...”
HP Lowvecraft, the Lurking Fear

Dealing with journalists is a real
minefield for the intrepid
parapsychologist. Credit Ratings (no
d20 equivalent- it is the characters
reputation) may well dwindle as
sensational misquotes appear in the
tabloid press and the presence of a
journalist may well induce hysteria or
cause witnesses to withhold relevant
information. They might however have
information that is of great use to you,
particularly on other cases or earlier
events. The team should never neglect
hiring a newspaper clipping service to
find you all those player handouts from
the NY Pillar/Riposte or wherever.

Natural causes should always be looked
for first. Isthat really a ghostly groaning
or just the radiators gurgling? Isthe
clock jumping off the mantelpiece
because of poltergeists or vibrations
caused by heavy lorries? Is the house
settling or damp? How far away is the
nearest mine, railway, underground
stream, power lines and the sea? Are
the house electrics defective? A good
structural survey should take place as
soon as possible, and may involve
several skKill rolls. Keepers should not be
afraid to have some, or even all of the
phenomena explicable by natural
causes, as long as the players have a fun
time! The scenario ‘Westchester House’
is an excellent example of such a non-
mythos adventure!

“T watched from midnight to one o clock,
when in spite of the sinister house, the
unprotected window, and the approaching
thunder and lightning I felt singularly
drowsy...”

HP Lowvecraft, The Lurking Fear




All of this may sound very dull and in
reality it can be but within the game
such research is reduced to a few die
rolls and will hopefully give you some
indication as to what you are up against.
By far the most interesting aspect of
spontaneous case is the attempt to
witness or record the event yourself, and
the usual method employed is the vigil.
You can take elements from it and use
them as you will in your game if your
character is familiar with Psychical
Research or Parapsychology.

The Vigil: one method of
investigating a haunting

Vigils are quite simply the process of
sitting around waiting for something to
happen. The usual approach is to have a
team loaded down with all the
monitoring equipment available
position himself or herself in a property
or location and note all activity. Certain
factors should be taken into
consideration in making preparations.

Firstly consider your investigators
needs. Appropriate clothing, food, drink
and toilet facilities come high on the list.
Have you obtained permission for your
presence and perhaps considered legal
disclaimers? Are there enough
investigators to cover all the locations
you wish to? Make sure teams always
operate in pairs. This has several
advantages, lessening boredom and
tiredness, providing a second witness if
anything does occur and also improving
your chances when the tentacle slips out
of the chimney...

Organise vigils carefully. Ensure
everyone has mapped out several swift
modes of exit. Other equipment should
be selected carefully with the view to
testing different hypotheses. Use your
imaginations, record all data carefully
and see what you can learn.

“As the tree-muffled thunder grew louder,
I arranged my plan’s details. First I
fastened side by side to the side of the large
window three rope ladders which I had
brought with me. I knew they reached a
suitable spot on the grass outside, for i had
tested them. Then the three of us dragged
from another room a wide four poster
bedstead, crowding it laterally against the
window. Having strewn it with fir
boughs, all now rested on it with drawn
automatics, two relaxing while the third
watched.”

HP Lowvecraft, The Lurking Fear

Investigators should sit quietly and keep
accurate timed records of anything they
experience, and if they inadvertently
make a noise or if they move (say to the
toilet.)

Eliminating the
obvious.

When on a case you should always begin
by looking for normal causes for what is
being experienced. Medical and
psychiatric considerations aside, what
are the things to check for first? Check
witnesses testimony by re-enacting as
far as possible the events, timing them if
appropriate. In one case | investigated
witnesses twice saw a figure at a window
as they drove up their drive and we
spent ages trying to recreate the effect
by driving up and down at the same
lighting condition with investigators
trying to create a reflection by standing
all round. Frosted glass, shadows,
mirrors and other lighting effects may
account for an apparition. Of course
this requires players willing to get that
engrossed in the mystery!

In the event you hear footsteps and the
area is vacated you may think the case
closed. In fact if the temperature goes
up as when the central heating comes on




then each board expands and settles and
may nudge the next, creating an illusory
sound of footsteps. Old buildings do
settle, creak and groan and even new
buildings are rarely silent. It can take
up to six months for a resident to be
used to the natural noises of their own
home. Pipes gurgle and the wind may
whistle through the tree outside. This is
really the job of professional outsiders
like Chartered Surveyors and builders
who you may wish to engage to check
the building. Anyone with explosives
(d20 demolitions) skill may have
some knowledge of structural
considerations.

In the 1950's G.W.Lambert, a President
of the Society for Psychical Research,
created the geophysical hypothesis of
underground water. This is particularly
applicable to poltergeist cases, but might

Selecting Equipment

Certain items are totally invaluable
when on an investigation. All prices
are given in modern US dollars, covert
as required. Itisassumed that
investigators will carry such practical
items as food, drink, a first aid Kit,
compass, maps, writing paper, pens,
pencils, synchronised watches, etc. The
following items are also fairly standard...

Cameras. Be it a Thornton-Pickard,
Box Brownie or modern Polaroid
photography is an excellent way of
recording events and in particular
ghosts. In the 1890's flash photography
was still at times explosive and films
slow but modern cameras of the pick up
and point variety can be used by anyone.
It is a very good idea to have someone
skilled in Photography on the
investigation. Knowledgeable
investigators may wish to experiment
with filters or special emulsions such as
those which show Migo, which require
Chemistry or Physics skills to create.
Cthulhu Mythos and Occult and

be considered in any investigation. He
believed that many of the strange noises
heard were caused by unknown
underground streams which might only
exist after heavy rainfall. After hearing
these sounds witnesses filled in the
blanks by hallucinating apparitions.
Check this with careful study of
geological maps and local rain records,
requiring Geology or Physics. Itis
also possible that vibration from
underground water, heavy traffic or
railways could dislodge objects but as
experiments conducted by
parapsychologist Tony Cornell
demonstrated it is very unlikely. The
average house must be shaken almost to
pieces (which is exactly what he did,
with the help of heavy earth moving
machinery in his experiments) before
objects begin to fly about.

Luck rolls might be used to create

cameras which show other realities.

Disposable Cameras (around $5) are
ideal for photographing blatant
manifestations as they are sealed units
developed by a company with which you
have no connection, and the developers
will often agree to sign a statement to
the effect that the camera has not been
tampered with.

10



Digital Camera: There is a huge range
on the market of digital cameras,
starting from around $50 now. However
the cheaper ones are not too great. A
good price range to aim for would be
about $270 & over. There is an
interesting phenomena, which many
claim to be paranormal, associated with
digital photography — the so-called
‘orbs’ phenomenon. (See side box for
discussion). A typical digital camera
might take 16, 32, 64 or 128 shots per
memory cartridge depending on
resolution. Those interested in
performance can find easily details from
manufacturers brochures or websites.
At least one camera per investigator is
the norm on any investigation. Digital
Cameras use Nickel Metal Hydride
rechargeable battery packs, which come
with the camera, and spares are $15-70.
The problem with digital cameras is that
the images are transferred to a computer
and printed off or distributed via e-mail,
and can easily be faked or falsified with
someone with Art, Computer Use or
Photography skill and very cheap photo-
imaging software. The same software
($15 and up) can also be used however
to clarify, improve, and examine images,
detecting fraud as well as enabling it.

A modern digital Camera

Polaroid Camera & Film: Polaroid
cameras are great, you take your picture
and get it there and then and the other
great advantage is it is harder to fake a

Polaroid, giving you credibility when
photographing anomalous phenomena.
The camera itself starts at around $40,
The films for these are around $15 each,
but work out cheaper to buy as a pack - a
5 pack of films costs only $50. Each
film provides ten or twelve pictures,
depending on the model. While | am
informed it is theoretically possible to
create double exposures on Polaroids it
requires a fair degree of know how and
the result is not convincing as a ghost!

35mm Camera - from $25 to several
hundred dollars. You get what you pay
for really. Decent film can be had for $3,
but professional film is $25 for 36
exposures in black and white, or
anything up to $70 for colour. Infrared
film costs $25-50 and requires an
inexpensive filter placed on the lens.
Additional lenses with varying
capabilities can be obtained for specific
purposes, costing $100-$2000.

A separate flash unit costs from $15 to
$300. Most cameras contain decent
flashes, but external units can be handy,
especially if faced by the Haunter of the
Dark! A

spare lens cap is $3, as they can easily be
lost in a panic situation, and a remote
switch to allow you to trigger your
camera can be had for $20 to $50. With
electronics skill it is easy enough to set
up cameras to take images as some
external trap is triggered. You will also
probably want to spend $50-100 on a
professional kit bag or shock proof hard
case. Atripod is a little bulky but can be
useful — the cheapest are about $25.

Digital ( & Video) Camera: A video
camera is a useful thing — they use
either Super8 or VHS tape, and the
cameras can be had for about $700 or
much less second hand — tape is $2-15.
Allows you to record 3-4 hours per tape
of moving images and sound. However
the new digital movie cameras are far
superior — they can be held in one hand,
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are amazingly compact, have good
quality sound pick up, excellent ranges
of accessories, and many come with
nightscope and IR floodlight unit in the
basic price, allowing you to film in the
dark. Total cost around $500-$3000,
but even low cost units are very good
compared to video cameras. The
disadvantage is that as with digital
photography, ‘ghost’ images are easy to
fake — there is no film to be verified.

Thermometers. Standard
thermometers are extremely useful, and
the min/max variety which show the
extremes recorded particularly good,
and are available from the 1890's
onwards. As sensitive as possible,
preferably one per room and a couple
outside. Chart temperature every fifteen
minutes or get a computer or automatic
mechanical recording device to record
temperature change. Don't forget to
note natural changes relating to doors
opening and closing, central heating,
etc., etc. Note existence of cold spots
using these. In the modern era digital
thermometers can be wired into a laptop
computer and it can then be set to
provide audible cues in the event of
sudden change.

A Thermometer-hygrometer with a
digital read out can be yours for $25 and
gives both temperature and humidity.
Other thermometers in a similar price
range have separate probes — great for
cold spots, or are min/max, recording
the extremes of temperature in a
location. Many can be adapted to plug
in to a computer which then monitors
them, and records data, or used to
trigger a camera at any sudden variation
in temperature.

However possibly the best looking piece
of temperature reading kit is the non-
contact thermometer, costing $50-100.
It picks up temperatures by firing an
invisible IR beam at a surface, and then
giving a reading of the temperature of

that object or particular spot.
Sophisticated models have a laser
rangefinder which allows you to see
exactly where it is pointing by projecting
a red dot — theoretically you might be
able to track an invisible creature with
one of these and a good handgun skill, if
the Keeper so decides. What they excel
at however is measuring cold spots!

Candles. Serve a variety of purposes,
not least as auxiliary lighting if the
power fails. Perhaps best used to detect
drafts and explain natural cold spots,
and may come in handy in impromptu
rituals.

Compass. Use to check for magnetic
anomalies. These can be caused by any
large ferrous object or wiring etc, etc,
but odd magnetic fields are sometimes
associated with hauntings...

Coloured tape, invisible thread,
sealing wax. . Used to seal off areas
and ensure there are no human trespass.
Place your thumbprint on tape to mark
it as your own, and prevent substitution.
A more expensive equivalentisan IR
Beam of the type used in Burglar Alarms
which senses any motion in it's path; the
problem is that if the power source is
interrupted it fails to work.

EMF Meters — it still baffles me why
the EMF meter has become a popular
tool of ghosthunters, as | am incredibly
sceptical of their being of any use
whatsoever. They measure
electromagnetic fields — the theory is
that the ‘spirits’ (these are ghosthunting
not parapsychology devices) must give
off energy, and that energy is
measurable on the electromagnetic
scale. Well maybe, but | have never seen
any proof. Most amateurs seem to fail
to understand the nature or extent of
electrical ‘pollution’ — is a device some
hundred yards away turning on the real
source of that increase? Or have you
approached hidden electric cabling, an
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electrical device, or some other
mundane source?

However your Keeper may have decided
that EMF meters are as probably the
majority of Ghosthunters seem to
believe very useful tools of the trade — so
buy one! The documentation which
comes with them is sufficient to use
them — on a ghost hunt you will need to
firstly establish what is called a baseline
reading, checking to see what the
‘native’ levels of EMF are. You can then
often set them to trigger an audible
alarm should the EMF go above this by a
set factor. They probably require
Electrical repair and Physics rolls to be
used to maximum effect. Once you get a
strange reading you then have to
establish if its cause is supernatural or
just down to some undetected electrical
source — but a lot of fun nonetheless,
and very cheap at $25-70.

An EMF meter is a small hand held
device, and many can be found on the
web which make excellent illustrations.

Tape recorders and Dictaphones
are a must in the modern era and allow
careful recording of evidence. In earlier
periods Wax Cylinder Recording might
be used, as in The Whisperer in the
Darkness by Lovecraft.

Geiger counters
Many ghosthunters in the search for

unknown entities have tried using
Geiger counters to measure
radioactivity. It is alleged that ghosts
can rather irritatingly either increase or
decrease background readings, but a
physics roll may well assist in
interpreting data. Standard models are
around $100-300.

Remote Motion Sensors

Much cheaper now than even a few
years ago, like much household security
equipment it is incredibly easy to find
uses for them on cases. You set one up
in a room, and if something moves, it
triggers an alarm. Some detect items
bigger than a household dog, others
even tiny objects moving. Many are not
triggered by very slow moving objects.
You can get models which project a
simple beam which sounds the alarm if
broken, and others which cover the
whole room. Many also have a portable
alarm unit which receives the signal and
sets off the alarm up to 100 yards away,
even through walls. Some are even
available in toy shops, priced from $40 -
$200 per unit.

Night Vision Goggles - available for
prices ranging from $200 (second hand)
to $3000.

Computers can be used to connect a
whole series of devices and warn
investigators of any change in the
environment, while recording hard data.
The small home computer of the late
80's is ideal for this purpose, but if you
can afford it, go with a reliable laptop.

Example: The Spider

Designed by Dr. Howard Wilkinson of
Nottingham University in the late
1980's, the Spider is a tool used by the
SPR on cases. It has seven legs, each of
which carries a probe which measures
things like temperature, vibration,
sound, etc, etc. A video camera
monitors the environment and motion
senses detect any human interruption
or poltergeist events. All of the data is
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recorded by a small home computer
which also can provide hard copies for
analysis.

Walkie talkies/intercom/field
telephones can prove extremely useful
for facilitating communication between
vigil teams. 1890's teams in larger
houses must employ coded messages
rung on the servants bells or shouting!

Chalk can prove useful for marking the
location of objects which might move
and any other marking that has to be
done. Powdered you could try throwing
it over invisible entities, but if so bring a
hoover with you!

Tape measure for measuring and
mapping the house, and if possible a
spirit level to check surfaces and a set
square for angles of rooms which never
seem exactly at ninety degrees.

Zener cards - (see p. 109)- so you can
test everyone present for ESP, and
1890's investigators might also try a
Ouija board (a practice the author
strongly opposes in reality.) Both have
the advantage they keep the family
together in one place under observation.
An ordinary pack of cards or board game
may also prove useful for this purpose!

Local maps and geological maps
are invaluable, and should be studied
carefully.

They may provide a totally mundane
explanation for the bizarre phenomena.

Thin glass slides should be glued
across cracks to see if the building is
under stress or subsiding. Modern
equipment can also give readings on
damp, but simple observation should
suffice. Similarly a bow! of water can
show vibrations as well as the most
sophisticated equipment. Place a heavy
viscous fluid (such as oil) carefully
coloured with dye, on top of a glass of
water. If it tilts the residue stains the
glass long after the fluid has settled.

Flashlights -Pretty obvious, from a
couple of dollars up. Neat red light
flashlights which don’t destroy your
night vision also exist, for $20 or more.

Almost anything can be used! Half the
fun of investigation is cobbling together
equipment. Use your ingenuity, but try
to stay away from pseudo-scientific
gadgets like the Ghostbuster's PKE
meter unless the your character has
actually discovered the interface for
mind-movement energy and worked out
how to measure it. Mythos technology
would be totally appropriate such as a
pair of Hauptmann spectacles somehow
retuned to the Spirit Plane, but
unlicensed nuclear accelerators are not
in the spirit of Call of Cthulhu! Buy
Ghostbusters, designed by Chaosium
and published by West End Games if
that is what you want; it's not Cthulhu...

When devising equipment browse
through catalogues and try to create new
equipment by linking several ideas.
Skills like Mechanical and Electrical
Repair (d20:Repair), Electronics
(Craft:Electronics), and Computer
Use are excellent for this sort of thing,
and devising equipment for your group
makes an excellent session in its own
right. Even in the 1890's the amount of
stuff which can be used is daunting so
bear in mind practical limitations of set
up time, transport and that few people,
no matter how scared, will welcome a
video camera in their toilet! This makes
for excellent down time discussion
between game sessions and can be
handled between you and the Keeper
over pizza, in a bar or even by telephone.
Many players enjoy having something to
keep them occupied until the next
Wednesday evening (or whenever) game
session!

A final note of caution; don't believe

every claim made by parapsychologists
about their equipment. Some of the
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weird science stuff doesn't work at all,
but at least it looks good. This can be
important if what you really want is a
chance to study the inhabitants of a
building and their psychology. And
always remember that equipment can
malfunction at a vital moment for no
apparent cause...

Check everything you can think of, and
get a good stage conjurors advice
whenever possible. Is the effect you
witnessed easily faked, and if so how?
Find out and try it to see if that was how
it was done. Retain an open mind but
don't be afraid to let your investigator's
prejudices come through. In Cthulhu
this is good roleplaying, but in reality
such a course would be a disaster.

The "Moving House' Experiment

In the early 1970's Tony Cornell of the
SPR came up with an interesting test to
see if vibration from underground
sources could create the effects we
associate with poltergeists, in particular
objects flying across rooms. Acquiring a
condemned house, he then had students
from his university literally shake it to
pieces using heavy machinery which
caused the whole house to vibrate.
Remaining inside till the last possible
moment, he discovered that walls were
collapsing and the floor opening up in
fissures before a vase jumped any
distance off the fireplace.
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Chapter 2: Parapsychology in the Laboratory

Most of a parapsychologists career these
days is actually spent on laboratory
experiments to try and prove the
existence of the supernatural.

The most commonly tested hypothesis is a
theory called psi. The section on
paradigms later in this book explains this
theory in some detail. However what
really makes a parapsychologist a
parapsychologist rather than a
Ghosthunter is their ability to use
technical jargon to baffle people and
sound as if they know what is going on. If
you are actually playing a professional
parapsychologist why not make a note of
the following terms and definitions and
drop them in to conversation with the
other investigators?

Jargon for Parapsychologist’s: A
Players Guide

There are two main types of psychical
research, Experimental and
Spontaneous.

A spontaneous case is any in which
phenomena occurred without anyone
apparently consciously trying to produce
them. A haunting, abduction by fairies,
aliens or a Near Death Experience (NDE)
may all be characterised as Spontaneous
cases.

Experimental phenomena include
deliberate astral projection, Zener card
tests, Spiritualist séances and anything
conjured up by a Sorcerer. The
distinction may be blurred and is often a
fine one. In modern parlance
Parapsychologist is often used to refer
primarily to those who work on
Experimental research, the older
psychical researcher used for those who
work on spontaneous cases, but itis not a
hard and fast distinction and many do

take part in both kinds of research.

Since the creation of J.B.Rhine's
experimental science of parapsychology in
1927 the G.E.S.P. theory has been one of
the most discussed hypotheses. GESP
stands for General Extra-Sensory
Perception, and suggests that various
types of ESP exist, including:-

Psychokinesis: mind over matter - the
movement of objects at a distance by
mental powers.

Telepathy: The transmission of
information from one mind to another.

Clairvoyance: seeing events or objects
at a distance by paranormal means. Not
seeing into the future - that is
precognition.

Clairaudience: as clairvoyance but
hearing.

Clairsentience: feeling sensations,
possibly emotions, remotely.

Precognition: seeing into the future.

Retrocognition: seeing into the past.

These are the major types of GESP
manifestation, though others may exist.
Most modern parapsychologists hold to
this, the psi hypothesis, and believe that
spirits and ghosts are nothing more than
manifestations of unconscious human psi,
though others believe it to be partially
true, and others not at all! This theory
has come under endless attack; it is
unfalsifiable, for any evidence of the
existence of spirits or life after death can
be negated by the supposedly unlimited
nature of human psychic powers.
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All laboratory work in the past has
pointed towards psi (the human GESP
function) as being a tiny and barely
perceptible effect. Yet in poltergeist cases
for instance it can be magnified until it
has real and extreme effects on those who
witness it.

There is no consensus on the nature of
psi, or if it even exists. Stimuli for
inducing psi suggested in the past range
from utter boredom to sudden crisis and
extreme excitement or fear, and
everything from genetics to orgasm (or
conversely, sexual frustration),
personality factors and family
relationships have been invoked. Your
Keeper has chosen what works in her
game, and it is up to you to uncover that
truth!

It is worth noting however that the GESP
theory is the dominant theory in modern
academic parapsychology, though this
only came about in the 1950's. Before that
point parapsychologists were referred to
as psychical investigators. Many Ghost
hunting organisations are not aware of
this philosophical and scientific theory,
which is really restricted to professional
parapsychologists.

The Parapsi Lab

Laboratory experiments rarely make for
good scenarios, though you may
occasionally decide to set one up to test
something out in the game. The most
famous types of laboratory experiments in
parapsychology are:

Zener Card Tests: Any test really
where the psychic must predict the type of
card selected, or influence their order, or
'see’ the card selected after it has been
drawn. Tests respectively for
precognition, and clairvoyance or
telepathy. The Zener cards have five well
known symbols — star, wavy lines, circle,
cross and square. Appendix C has a set of

card designs suitable for photocopying
and then mounting on stiff card and using
as props in your own games, or for testing
your players psychic potential if you
prefer!

The methodology for Zener testing is
relatively straight forward; a pack of cards
has a normal set of playing card backs, but
only five symbols on the other side - one
symbol per card. A standard Zener pack
has twenty five cards, with five of each
symbol. The experimenter shuffles the
pack, and then the procedure is varied
depending on whether the test is for
telepathy or clairvoyance/precognition.

In the former instance the experimenter
looks at the card, and the test subject calls
out their guess which is recorded along
with the actual card. In the second
instance the Experimenter takes the card
and moves it across, not looking at the
cards until after the run is complete.

The number of 'hits' (correct guesses) may
denote psi ability. Out of twenty five
cards chance dictates a success rate of
five; an average result of eight plus would
certainly evoke interest, as would results
of two or less successes. This corresponds
to what is called psi-missing; the subject
is believed to possess psychic abilities
which they use actively to get it wrong!
Parapsychologists would also look to see if
the card guesses was the previous or next
card each time, as the displacement effect
is sometimes significant.

Four runs of twenty five cards mark the
usual minimum for a serious piece of
investigation, and subjects may be
required to perform far more tests if they
show unusual ability. Standard symbols
are sometimes replaced with emotive or
sexually charged images rather than the
supposedly neutral Zener images to try
and enhance results, and subjects have
tried the test in a variety of mental states
while the search continues for a psi-
enhancing stimuli. A hundred card
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standard run of four trials takes about an
hour, and may be useful as a way of
testing if your witness or even team mates
have latent psychic powers. The Keeper
has rules for this procedure in part three
of this handbook.

Drawing tests: The psychic must
attempt to draw a target picture. Tests for
telepathy or clairvoyance, depending on
protocols used.

Ganzfeld tests: Similar to drawing tests,
but the images are often video clips, and
the psychic is in sensory deprivation,
often listening to white noise and securely
blindfolded, normally with cotton wool
and half ping pong balls! The subject is
asked to lay on a couch, is blindfolded
securely and gets to listen to modulated
white noise (pink noise) through
headphones. A red light is often shined
directly at the blindfold to reduce any
visual cues. They are then asked to relax
and try to envisage a target film playing in
another room or a target being sent by
another experimenter, and they vocalise
their thought process which is then
recorded on tape... Some excellent results
have been achieved in reality by this
method, though positive and repeatable
results remain elusive. Still, many in the
field, as well as some sceptics, believe that
Ganzfeld experimentation provides the
clearest indication that psi is a reality.

In a normal test, after describing one’s
visualisation (called mentating) for
approximately half an hour, the subject is
shown three or four target pictures or
short video sequences and asked to select
the correct one, based upon the
visualisations seen during the experiment.

RNG Tests: RNG stands for random
number generator. The aim of the
experiment is to psychokinetically
influence the numbers in a given
direction, and often a compuer graphic
moves on the screen to provide
reinforcement so the experimenter and

test subject can see how they are doing —
will the ball or pointer to the right or left
of the screen etc, etc.

Another classic experiment in PK
influencing randomness involves the
throwing of six ordinary

six sided dice thirty six times. For the
first six throws (of all six dice) the subject
attempts to score 'ones’, then six attempts
at 'twos' and so on until the last six throws
aim at sixes. This is to cancel out any
statistical problems caused by
imperfections in the manufacture of the
dice.

Remote Viewing: The psychic is given
precise geographical co-ordinates for a
location, to which they must journey and
describe what they see. The main
difference between this method and the
Ganzfeld method already described is that
the subjects in Remote Viewing are not
encouraged to enter an altered state. The
Remote Viewer will seem lucid and is
simply imagining the geographic target
rather than slipping into an altered state
of consciousness and mentating
accordingly.

Dream Research. Subjects are
connected to expensive arrays of medical
machinery and kept under surveillance
while they sleep. In earlier periods
dreamers were instead asked to keep
Dream Journals in which they recorded
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their sleeping hours events, which were
then analysed for foreshadowing of major
world or personal events.

Psychic abilities do not seem to function
well in the lab. Some have suggested this
is because the psi effects are so small as to
be almost indistinguishable, while others
point to the lack of a repeatable
experiment as proving the non-existence
of the phenomena in question, and
suggest that parapsychology is no more
than a pseudo-science and a waste of
research resources. In the past laboratory
work has been bedevilled by experimenter
fraud, flawed protocols and above all lack
of funding. It has produced many
suggestive results; but every time they are
replicated they seem to eventually fail or
diminish. This habit of the phenomena to
‘'run away' from researchers is known in
parapsychology as the retreat factor.
Many parapsychologists have blamed this
on some omnipotent Cosmic Joker!

Perhaps the most important contribution
of experimental parapsychology has been
in creating a clear scientific nomenclature
for the various phenomena. All GESP
phenomena are frequently known as psi
effects, from the Greek letter which serves
as convenient shorthand, and is emblem
of the SPR.

The Symbol of the Society for Psychical Research, London,

founded, 1882
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Chapter 3: Generating a Parapsychologist Character

Templates for Professionals in the Paranormal

As previously stated, all Cthulhu
investigators are in effect pursuing
parapsychology. The professional
parapsychologist, or more properly in
the 1920's and 1890's era psychical
researcher, (the term parapsychologist
was not in use then), may however prove
to be a popular career choice. At the
moment there are two differing lists of
starting skills used for generating
parapsychologists in Cthulhu. One
appears in the rulebook (p.24) and the
other in the Investigator's Companion,
Vol.2, (p.47) Let us look at each in
turn...

Psychical
Researcher/Parapsychologist

The rulebook skills best reflect the
professional researcher of independent
means or intense dedication who
belongs to the SPR or ASPR. The only
alteration here to that list is the addition
of Credit Rating.

Anthropology

Credit rating

History

Library Use

Occult

Photography

Psychology

Other languages

+ one personal speciality

This type of researcher is ideal for
1890's and 1920's games, though rarer
today.

The Ghost-Hunter

This list is excellent for designing
characters like Elliot O' Donnell or
Harry Price, who are active
ghosthunters but have little patience for
laboratory work. (Not quite true of
Price...) Such characters often support
themselves by sensationalist newspaper
articles and public lecture tours. The
1920's was the great age of the
ghosthunter, though there are still
plenty today! This version is taken from
the Investigator's Handbook, Vol. 2
Anthropology

Electrical Repair

Hypnotism

Library Use

Mechanical Repair

Occult

Photography

Parapsychologist - Spontaneous Case
specialist

Designed to reflect the skills used by
modern parapsychologists in the field,
this is yet another possibility for any
period.

Electrical repair

History

Natural History or Geology

Mechanical repair

Occult

Psychology

Spot Hidden

Photography

20



Related Careers

As well as the parapsychologist the
following occupations are perhaps
useful...

UFOlogist (1950's onwards)

The UFOlogist is someone who
specialises in investigating UFO cases,
which may include conspiracies,
abductions, contactee cases, etc, etc.
This occupation is only tangentially
linked to true parapsychology, but make
for an interesting character.
Professional UFOlogists are almost as
common as Parapsychologists today
owing to the great fees royalties and
television rights can command!
Astronomy

Computer Use

Electronics

Hypnotism

Psychology

Psychoanalysis

Spot Hidden

Photography

New Age Seeker/Wiccan (1960's
onwards)
These types are professional religious

gurus, and are the radical new occultists.

The traditions they follow vary, and they
may or may not actually make their
living from their studies.

Anthropology

Fast Talk

Natural History

Occult

Pharmacy

Psychoanalysis (usually stress therapies and
Jungian)

Read/Write English

Stage Magician

Houdini was deeply interested in psychical
research, and spent many years debunking
mediums, a task with which he appears to
have become obsessed. His work has been
continued to this day by others of his
profession, who are often virulently
sceptical of all paranormal phenomena.
Conceal (Sleight of hand)

Credit rating

Dodge

Fast Talk

Hypnotism

Locksmith

Psychology

Spot Hidden

Special DEX +2

Professional Fake Medium

These people make their living by faking
psychic phenomena. Some do it on
stage, but the more unpleasant kind
prey on the recently bereaved offering
little solace but relieving them of their
valuables.

Art (Impersonate Spirits)

Conceal (Sleight of hand)

Credit Rating

Disguise

Fast Talk

Persuade

Psychology

Spot Hidden

Special DEX +2

A genuine Medium would have skills as
main or previous occupation, plus
mediumistic abilities (see p.83)
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Psychologist

Many parapsychologists and sceptics are
by training psychologists before they
become interested in the speciality of
parapsychology. About 90% of
contemporary parapsychologists have
taken this route and have the following
skills (taken from the Investigator's
Companion, Vol 2.)

Accounting

Bargain

Library Use

Persuade

Psychoanalysis

Psychology

Professor

If most parapsychologists are today
psychologists, they may equally be
Professors from any other field.
J.B.Rhine, father of modern
parapsychology, trained as a Botanist. It
may be that psychical research is a
hobby or side interest for these
characters. (Taken from the
Investigator's Companion, Vol 2.)
Special: +2 EDU

Credit Rating (add +10 points)

English

Library Use

Persuade

plus 3 fields of study

Any other investigator may of course
decide to give up on their previous job
and work in the field of parapsychology.
To this day there are no real formal
gualifications for the job in any country
in the world, though being elected to full
membership of the Parapsychological
Association is probably the best criteria
for using the title.
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Part Two: Phenomena

Chapter 4:
Paradigms —
Theories of the
Unexplained

The parapsychologist, by definition,
seeks to explore the nature of the
unexplained. Over the course of the
period 1882 to the present day a
bewildering number of theories have
been devised which attempt to account
for some or all paranormal phenomena.

The differing views of how the universe
works, especially with regard to
paranormal events, have produced
contradictory models, or paradigms.
(Pronounced para-dimes). A paradigm
is a world view, a set of beliefs, a
scientific model of how things might be.
At one time the dominant paradigm in
life sciences was that of Creationism and
a Universe ordained by God; since 1854
and the publication of Darwin's 'Origin
of the Species' the dominant paradigm
has been that of Evolution, and an
impersonal mechanistic universe.
Almost all sciences advance by paradigm
shifts, where one model is discarded in
favour of one which seems to explain
more and reflect reality better.

In paranormal research, there are three
dominant paradigms. Investigators may
well be inclined towards belief in one or
the other:-

The Spirit Paradigm holds that there
is a spiritual (often called "astral’) plane
Which exists alongside the material

universe. Human beings have spirits,
which survive bodily death and may go
to some type of afterlife, or may remain
to haunt the living. There may be other
spiritual entities of non-human origin,
be they spirits, demons, fairies or
deities.

Many religions use this paradigm, and it
is still probably the dominant belief
system for most of the human race. A
specific religious tradition, such as
Protestant Christianity, is a sub-
paradigm of the Spirit Paradigm. Magic,
telepathy, hauntings, are all in this
paradigm the result of either the
influence of discarnate spirits or the
natural psychic power of the living
human's spirit. In game terms, POW
(d20 WIS) is therefore the measure of
the strength of the investigators spirit.
Reducing POW (d20 WIS) to zero
effectively destroys the investigator's
soul, killing them and rendering them
non- existent, denied afterlife or even
life in the dreamlands. They are utterly
annihilated. In this paradigm the mind,
or self, is not a function of the brain, but
something separate. In fact, by this
view, the body is not even necessary for
the continued existence of the individual
personality.

The Psi Paradigm holds that spirits
do not exist, or at least are not
responsible for many so called
paranormal events. Paranormal powers
are in fact merely mundane principles
which science has yet to explain,
governed by laws we simply do not
understand. Telepathy, psychokinesis,
ghosts and premonitions are examples
of the brain of a living person using
powers we do not understand, and are
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not aware of. Lovecraft's mythos magic
is normally of this type; not true
(spiritual) magic but rather highly
advanced (alien) science. POW (d20
WIS) here reflects the latent psychic
potential of the individual, and being
reduced to zero POW the annihilation of
all mental activity and hence death. To
this paradigm the mind and brain are
intimately related, to the point where
bodily death and the destruction of the
brain is thought to almost certainly
entail the destruction of the mind as
well. It is not necessarily opposed to the
spirit paradigm, as both may be partially
true, and different phenomena may have
different causes — some may be psi (or
psionic if you prefer), while some may
be spiritual.

The Sceptical (Materialist)
Paradigm holds that all ‘paranormal’
events are delusions. Parapsychologists
who approach the subject from this
paradigm are chiefly interested in why
people believe these things. They
explain away purported paranormal
events as hallucination,
misinterpretation, coincidence, unusual
natural phenomena or simple fraud. In
the 1920's the Bolsheviks are
materialists, as are many Rationalists,
Humanists, and Atheists. France has a
particularly strong atheist-rationalist
tradition of scepticism. Sceptics who
refuse to accept even the possibility of
paranormal occurrences as by definition
impossible (a priori scepticism) are
called Skeptics, with a 'k'. (The US
spelling). Today most countries have
Skeptics organisations. Itis interesting
to note that HP Lovecraft himself like
his friend Harry Houdini was a Skeptic,
and that Lovecraft spent much time
writing to Newspapers asking them not
to carry horoscopes as they were
superstitious mumbo jumbo. He has no
time for the occult or religion, and was
utterly unimpressed by psychical
research. If Lovecraft was alive to day
he would undoubtedly be a member of

CSICOP, the Committee for Scientific
Investigation of Claims of the
Paranormal, the most famous skeptics
association. James Randi the famous
contemporary skeptic is in turn is an
admirer of Lovecraft’s fiction.

The Paradigms in
History.

The three paradigms represented above
developed historically. In the 1890's
many educated British, and to a lesser
extent, U.S. citizens had embraced
Scepticism and lost their faith. Such
individuals were accepted, though
Atheism was frowned upon in both
countries, and almost all radicals,
anarchists and revolutionaries from all
periods will be Sceptics. The majority of
investigators will subscribe to a Spirit
Paradigm, in the form of one of the
denominations of Christianity or quite
possibly Spiritualism. The Psi paradigm
is limited to an educated elite, though it
was certainly a central question in the
psychic research societies; at that time
the question was largely whether
mediumship could be explained by
telepathy, or whether it really provided
proof of life after death.

These societies were often sympathetic
to Spiritualism, which holds the validity
of the Spirit hypothesis. They carried
out extensive researches with mediums,
who seemed to give information which
came from the dead. The problem
remained - could the information have
been telepathically read from the minds
of the living? (as in the psi paradigm.)

By the 1920's the Russian Revolution
had resulted in dialectical materialism
(a sceptical paradigm) becoming
dominant in Russia. A number of
British and American citizens, shaken by
the horrors of the Great War, had
embraced atheism. In 1924 a German,
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Rudolph Tischner, invented the term
ESP (Extra-Sensory Perception), the
first attempt to create a consistent
theory of psi.

Today, most professional
parapsychologists hold some variant of
the psi or sceptical paradigms, though
the Spirit paradigm is still popular. The
weight of evidence is still not sufficient
to allow for any of these paradigms to be
universally accepted, and investigators
may hold any belief system they choose.

Paradigms in Call of
Cthulhu - An Option for
the Keeper

The Call of Cthulhu rules provide the
framework of 'reality' within which the
game is played. Itis fitting therefore,
that there should be ambiguity in which
paradigm is 'true' in each Keeper's
campaign. Do psychic powers really
work? Is the poltergeist the spirit of an
earthbound soul or an expression of the
youngest child's 'nervous breakdown
outside the head'? Can a medium really
contact the spirit of Jackson Elias and
resolve what he was up to before his
death? Can a clairvoyant see into the
mysterious tunnels under the Marsh
Mansion and give warnings about the
horrors that lurk there? Is the spirit,
sceptical, or psi paradigm a better
explanation of the horrors of the
Mythos? Or is there something
stranger, such as demons or fairies
lurking behind the odd events
investigators are confronted with?

It is part of the task of the
parapsychologist to answer these
questions. One way to handle this, is
for the Keeper to choose a paradigm,
and th