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Prices for the Roaring 20’s

A way to measure PCs’ purchasing power

by Glenn Rahman

The early twentieth century is the setting
for more than one popular fantasy role-
playing game. The 1920s is the prescribed
time period in Chaosium’s Call of Cthulhu®
game, while many scenarios of TSR’s
GANGBUSTERS™ game, Fantasy Games
Unlimited’s Gangster, and Flying Buffalo’s
Mercenaries, Spies and Private Eyes can be
set within that decade. Each of these games
provide price guides for equipment that an
adventurer might find useful, but in each
case the number of different items listed
must be restricted because of space limita-
tions and other considerations. This article
offers an extensive listing of clothing, tools,
devices, and accessories available in stores
and by mail order in the mid-1920s. This
article is specifically modeled as a supple-
ment to the “Prices and Cash” chapter of
the “Sourcebook for the 1920s” in the Call
of Cthulhu game, but by its nature shall
prove useful to any early twentieth-century
adventurer.

The sheer number of items manufactured
in the 1920’s rules out any attempt at a
comprehensive listing. This writer has made
selections on the basis of what is both inade-
quately covered in existing price lists and
what would potentially prove handy to a
gangster or monster-hunter during the
period in question. Firearms and other
weapons have been omitted because of the
degree of attention lavished on them in
most existing rules systems. Other things
such as farm machinery, silverware, toys,
china, infant care items, etc., have been
ignored because the space required to treat
them cannot be justified by the likelihood of
their use in a role-playing scenario.

For many of the listed items, a range of
prices is given. Different prices for the same
basic item can occur because of differences
in size, quality, material, workmanship, and
so forth. A table radio may be reasonably
priced, while a cabinet-style radio that
complements the decor of a room would
cost much more. All listed prices, however,
may be assumed to represent products
within reach of the average consumer. The
extra expense of rare imports or luxury
items is not considered. Where only a single
price is given, this indicates the writer’s
judgment of what an item of average quality
and durability most usually cost in the
1920s. From one locale to another — even
one store to another — prices could and
often did vary considerably.

Women’s clothing & accessories
Coat, winter, high quality . .. ... ... $ 35.00
Coat, winter, ordinary .. ........... 10.00
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Coat, muskrat fur . . .............. 200.00
Coat, collegiate, opposum . .. ....... 129.00
Raincoat, oilskin . . . ................ 4.00

Raincoat, rubberized . . ... ... .. 4.00 - 7.00
Rainhat......................... 1.30

Galoshes . .................... 1.70 - 3.25
Daytime frock . . .............. 2.00 - 3.50

Dress,wool ........................ 7.00

Dress, silk crepe . . . ......... ... ... 17.00
Skirt, pleated . .. ......... ... ... 4.00
Blouse, sport . ........ ... .. ... ..., 3.00
Hat......................... 1.00 - 4.00
Sweater .. ...........ii... 2.00 - 9.50

Scarf, winter . . . .............. 1.35 - 2.50
Breeches, riding . . .................. 3.60
Hose, winter (1 pr.) ................. 0.75
Shoes (1 pr.) . ... .. 2.50 - 5.00
Purse........................ 1.00 - 5.00

Umbrella.................... 1.50 - 6.00
Gloves (1pr.)................. 1.00 - 3.75
Wig. ..o 27.00

Stockings, cotton (1 pr.) . ............ 0.20
Stockings, silk (1 pr.)................ 0.75
Wristwatch . . ............... 10.00 - 50.00
Ring, platinum/diamond, 1 carat . . . 515.00
Ring, 14 carat gold/onyx .. ........... 8.00
Compact . .................... 2.00 - 325
Men’s clothing & accessories

Coat,winter . . .............. $6.00 - 16.50
Coat, fur......... ... . 38.00
Coat, hunting . . .............. 3.00 - 5.25
Raincoat ..................... 3.75 - 8.00
Hat......................... 2.50 - 8.00
Cap ..o 1.00- 5.00

Cap, hunter’s .. ............... 0.75 - 2.50
Business suit . . ............. 12.50 - 25.00
Shirt, dress . . . ................ 1.00 - 2.00
Gloves, dress (1 pr.) .. ........ 1.00 - 4.50
Pants,dress ... ......... ... ......... 6.00

Pants, riding . . ............... 2.00 - 5.00
Sweater .. ...........c.ii... 2.00 - 8.00

Socks (1 pr.). ... 0.30
Shoes, dress (1 pr.) .. ...t 4.50
Pants, work . ........... ... ......... 225

Shirt, work . .. ... ... . .. 1.00
Socks, WOrK . . .o oo oo 0.15

Shoes, work (1 pr.)............ 1.75 - 5.00
Boots, cowboy (1 pr.)............... 11.00
Boots, rubber (1 pr.) . ............... 4.00
Slippers, house (1 pr.) .......... 1.00 - 2.00
Wristwatch . . ................ 3.00 - 50.00
Pocketwatch . ............... 1.50 - 62.00

Office, study, laboratory

Lamp, table . .. ............. $2.25 - 18.00
Bookcase, 32 x 54, glass doors . . . .. .. 18.00
Writingdesk . ..................... 18.75
Roll-topdesk . .......... ... ... 33.00
Cement, household 3 0z.) ........... 0.20
Paste, paper (70z.) . ................ 0.30

SCISSOIS .« v v v 1.00 - 2.00

Fountainpen................. 1.25 - 4.00
Mechanical pencil . ............ 0.50 - 2.00
Microscope, 100x . . .. ............... 6.25
Thermometer, mercury . . ...... 0.50 - 2.75
Thermometer, needle . . .. ... .. 2.00 - 15.00
Typewriter . ....................... 40.00
Typing ribbon . . ................... 0.50
Typing paper (1 ream) . ........ 1.00 - 2.00
Envelopes (pkg. of 500) . ............. 2.00
Camera, folding . .. .......... 4.50 - 26.00
Camera, box . . ............... 2.00 - 4.50
Camera, moving picture . . ... ....... 90.00
Film (6exp.) .. oo 0.25

Film, moving picture (50 ft.) . ........ 3.50
Camera case, moving picture . . ... ... 10.00
Projector, movie .. .................. 54.00
Screen, movie (30" sq.) . . ... ... ... 13.50
Magnifying glass . . ................. 1.00
Scales (251b.cap.) .. ................ 2.00
Measure, steel tape (100 ft.) .. ... ... .. 5.00
Bottle (24 oz. cap., 1doz.) ... ........ 2.00
Towels, paper (150 ft. roll) . ... ....... 0.20
The kitchen

Stove, wood/coal .. ............... $ 8.75
Range, electric .. .................. 80.00
Pail Bqt.) ...covvviii i 0.80

Pitcher, milk (1 qt.) ................. 0.65
Pan, roasting . . .............. ... ... 1.00
Pan,cake................. .. ... ... .0.15
Pan,bread ......................... 0.35

Plate, pie . ..., 0.10

Bowl, mixing .. ......... ... ........ 0.40
Dutchoven........................ 2.50

Skillet with cover . .................. 1.50
Skillet, nocover . . ............. 0.25 - 2.00
Kettle, cooking (1 gal.) .............. 0.65
Kettle, tea . . ................. 0.90 - 4.00

Chair, kitchen . . .. ............ 2.00 - 3.00
Table, kitchen . . .................... 3.00

Cabinet, kitchen . . .. ........ 30.00 - 45.00
Pail, dinner, tin . . .................. 0.50
Canopener........................ 0.30

Grill, electric . . . ............. 5.00 - 10.00

Percolator, electric . . . .......... 2.75 - 4.00
Coffeepot . . ... 0.75
Toaster, electric . .. ............ 1.75 - 4.50
Vacuum cleaner . . ........... 20.00 - 30.00
Clothes iron, electric . .. ............. 2.00
Clothes basket, willow stick . .. ....... 1.00
The home

Doorlock, with knob . . .. ...... $0.50 - 7.00
Padlock . ..................... 0.15-2.25

Dining table . . .............. 18.00 - 45.00
China cabinet . . ................... 25.00
Chair....................... 2.00 - 4.00
Record player .. ........... 15.00 - 120.00
Record ............ ... . ... ....... 0.25

Radio..................... 25.00 - 90.00



Piano................... 275.00 - 465.00 Pillowcase . ................... 0.17 - 1.30 Field glasses (6x) . ................. 14.00
Violin..................... 10.00 - 50.00 Bathtowel ......... ... .. .. ... ... 0.35 Telescope (45x) . .. ...l 25.00
Banjo...................... 6.00 - 29.00 Pottery, imported decorative . . .. 1.25 - 2.00 Telescope (10x) . ............iiat. 3.50
Guitar .. .................... 4.00 - 20.00 Birdcage ................... ... ... 5.00 Compass . ...........iiiiii.., 1.00
Harmonica . .................. 0.50 - 2.25 House, precut unassembled . . ... .. 2,500.00
Accordion .. ................ 32.00 - 75.00 Hardware Lumber, fir (per board ft.) ........... 0.08
Trumpet .. .............. ... 12.00 - 23.00 Keg,oak 5gal)................. $1.75 Window glass (2x4 ft.) ............... 1.50
Bassdrum................. 13.50 - 23.00 SAW .o 2.00 Cementmixer ..................... 26.00
Suitcase . . ... ... 1.80 - 12.00 Fork, barnyard . . ........... ... .. ... 1.00 Shingles, asphalt (25 sq. ft.) . ......... 0.75
Trunk ....... ... .. ... L. 4.75 - 15.00 Snips, tinner’s .. ....... ... oL 1.75 Wagon, one-horse . .. .............. 60.00
Tote bag, cowhide . . .......... 7.50 - 15.00 Wheelbarrow . . ............ ... 5.00 Wagon, two-horse . .. ......... ... .. 88.00
Wardrobe trunk ... .......... 25.00 - 30.00 Pump, outdoor water . ............... 5.00 Horse harness . .. ........... 37.00 - 65.00
Floorlamp . .................. 1.50 - 6.00 Wrench, pipe . ........ ... ... ..... 1.00 Tombstone . . ................ 9.00 - 75.00
Cot, steelarmy . .................... 4.50 Blowtorch......................... 4.00 Lawnmower....................... 8.00
Bed, steel folding . . ................. 7.50 Paint, barn (1 gal.) . ................ 1.50 Band saw, foot powered . ........... 19.00
Daybed ............... ... ... ..... 30.00 Paint, house (1 gal.)................. 2.25 Milkcan (5gal).................... 2.65
Mattress, single . .. ................. 4.50 Paintbrush .. ....................... 1.50 Churn, oak (6.gal.) . ................ 5.50
Heating stove, wood/coal . . . . .. 6.75 - 15.75 Trap,wolf . ........................ 0.70 Washing machine . .. ............... 80.00
Heater, electric . .. ............ 2.00 - 450
Cedar chest (45”7 x20”) .. ........... 25.00 Miscellaneous
Wardrobe cabinet. . ................ 15.00 Gasoline engine, 8 hp, mounted on 2
Chest of drawers . .. ................ 12.00 wheels . . . g ....... P ............ $200.00 wrltc on!
DIeSSer . ......ouovuniiunenennenn. 12.00 Gasoline engine, 6 hp, unmounted . . 122.00 . .
Water bottle . .. .................... 2.00 Saddle, horse . .. ... 20.00 Got a question about an article? A
Wheelchair . .. .............. 27.00-33.00  Bridle, horse .. ..................... 5.00 subject you d like us to cover — or
Mothballs (115.) .+« o o ooveeeennnn 013  Blanket, horse . ..................... 2.00 not cover? What do you ;‘hmk of the
Insect powder (11b.) ... ....ooooo... 070 Bicycle .. ... 25.00 - 35.00 Mmagazine you re, read“]‘gg' Drop us a
Cloth, gingham (1 yd.) .............. 013 SKiS (1 PE) e 4,00 line at “Letters,” P.O. Box 110, Lake
Cloth, khaki (1 yd.) 025  Skipoles (1 pr.) 1.60 Geneva WI 53147. We'll read every

' YA) oo : P PL) e e : letter we get, and we'll select certain
Cloth, flannel 1 yd.)................ 1.80 Tobogggn ................... 6.00 - 11.00 letters of general interest for publica—
Cloth, wool (1yd.).................. 1.75 Skates, ice . .................. 6.00 - 9.00 tion — maybe even yours!
Cloth, calico (1yd.)................. 0.18 Skates, roller . ................. ... .. 4.00
Cloth, denim (1yd.) ................ 0.18 Goggles............. ... ... ... ... 0.75
Blanket, cotton . . . ............ 1.75 - 4.00 Binoculars (8x) . ............ 16.00 - 28.00
Blanket, wool . . ................ 2.30-7.75 Field glasses (3%2X) ... ............... 6.00

Anne McCaffrey's Dragon Riders of Pern

Come to Lifel!

The latest game in Nowva's unique
picturebook game system allows players to
fight the scorching Thread that threatens to
destroy the planet of Pern. It is a game of
competetive co-operation as each Rider at-
tempts to gain prestige by destroying more
Thread than his wingmate. Allowing
Thread to reach the ground causes a loss
of prestige.. Saving the planet is para-
mount.

An innovative scoring system requires
players to work together, yet allows them
to gain individual promotions, experience,
and social standing. Players can choose
from three games: a short game, a role-
playing game, and a campaign game. Also
included are characters from the novels.
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Based on the best-selling fantasy novels of Anne McCaffrey and utilizing the
award-winning picturebook game system pioneered in Ace of Aces® .
Designed by Alfred Leonal’di. $12.95 pEI' game (Mail Order add 10% postage & handling)

Now Available

GAME DESIGNS, INC.
From. ..

P.O. HOX 1178, MANCHESTER, CONN. 06040
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A Ghastly

Grimoire

©1987 by Dean Shomshak

No investigation into the unknown and

the unspeakable would be complete with-

out a few new and bizarre magical spells

— many harmful, some helpful, and all of
them carrying the risk of madness. These
spells may be dropped into any CALL OF

CTHULHU® game campaignsetting,
appearingin arcane books or forgotten
papers. Many of them can have adven-
tures designed around them with ease.
Haunted houses will never be the same
again.. . .

Activate Eidolon: An eidolon is an
enchanted statue that a Great Old One or
(less often) an Outer God may animate for
short periods. These statues can be small
enough to fit on a bookshelf, or they can
be as big as a Great Old One itself (though
it is not recommended that an eidolon be
more than 15" high, corresponding to a
SIZ of about 35). A good CON for an eido-
lon is half that of the Great Old One repre-
sented; INT is (of course) the being’s own;
STR and DEX are whatever the Keeper
thinks appropriate; and, POW depends on
how many sacrifices the eidolon has had,
up to the POW of the being the eidolon
represents. A Great Old One or Outer God
can cast spells through an active eidolon of
itself if it wishes. When an eidolon is acti-
vated, it can only be harmed by magical
weapons — meaning the
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New spells for
the CALL OF CTHULHU® game

statue might be indestructible. An eidolon
encounter makes a good climax to an
introductory adventure, since it lets the
investigators face the awesome power and
hideous visage of a Great Old One without
the slaughter that such contact usually
produces — that is, if the PCs are lucky
and fast.

This spell activates the latent magic of an
inactive eidolon, thus giving the deity
represented the ability to sense and act
through the statue. At the moment the
eidolon is animated, the deity is aware of
the statue’s existence. Activation costs 1
permanent point of POW and 2d4 SAN —
assuming that the caster (who is probably
some demented priest or evil sorcerer) has
any SAN left. In addition to the usual
chanting and visualization of bizarre geo-
metric forms, the caster weaves a loop of
silver wire and ties it into a complicated
knot. The sacrifice of a sentient being is
then performed in a fashion appropriate
to the deity, and a bowl of “burning blood’
is prepared by mixing the blood of a
human with some flammable liquid. The
blood-fire must be very hot. Finally, the
knotted wire is thrown into the burning
blood. When the blood is completely
burned and the chant finished, the eidolon
is fully activated. At this point, it has as
many points of POW as the total number
of victims sacrificed to it, up to the limit of
the represented being’s POW.

What matters for investigators is that a
variation on the spell can be used to deac-

tivate an eidolon. The main difference is
that instead of the sacrifice, an enchanted
knife is driven through the center of the
wire knot on the final word of the chant,
thus severing the deity’s link to the eidolon
(that is, unless someone later reactivates
it). A deactivated eidolon is vulnerable to
normal damage and can thus be destroyed
in this manner. Another notable difference
is that the reversed spell actually raises

the caster’'s SAN by 10% of the amount
that would be gained by defeating the
deity itself. This percentage is most defin-
itely well-earned, since the deity animating
the eidolon is aware of what the caster is
trying to do, and it may use the eidolon to
attack the caster in numerous ways.

Blur Form: This spell creates a light-
distorting field around the caster, blurring
his appearance. Anyone who hopes to
identify someone who is using this spell
must make “special” Spot Hidden or Idea
rolls. (This “special” roll is the skill equiva-
lent of the “impale” attack.) The spell costs
three magic points and lasts one turn. The
caster must make a SAN roll or lose 1-2
SAN points. The caster must wear a spe-
cial ring carved of rock crystal; the band is
triangular in cross-section at every point,
like a long prism bent around into a torus,
but given a 360° twist so each face of the
prism has become a mobius strip. (Unlike
material components in the AD&D® game,
the ring may be used over and over again.)

Brew Anagathic: There is more than
one form of this magical drug; it can be an
ointment, a drinkable liquid, an injection,
or whatever. Some of the ingredients will
always be exotic, but in most versions all
are natural. Typical examples of “active
ingredients” are ginseng roots (the legend-
ary longevity drug of the Orient) and
glands from large, old carp (supposedly,
carp can live forever; see the stories
“Homonculus” or “The Digging Leviathan”
by James I? Blaylock for further details). In
the course of compounding the anagathic
(any drug which slows or stops the aging
process), the caster infuses it with two
magic points, which costs no SAN. When
used, the drug totally arrests aging within
the user for one week.

The catch is that if one stops using the
anagathic, the deferred aging returns; the
longer aging has been prevented, the
faster it comes back. The number of days
it takes for aging effects to fully return
equals seven divided by the number of
weeks the anagathic has been used (extra
hours and minutes can easily be calcu-
lated). Although the exotic ingredients are
typically potent enough (small amounts
suffice in making suitable doses-of ana-
gathic), one can see that the anagathic is
really nothing more than a trap — in time,
maintaining one’s supply slowly becomes a
matter of life and death, rather than a
matter of vanity. Clearly, aging return can
be fatal; the chance of survival is CON x
5% x ( 70/0)3, where ¢ represents the



recipient’s chronological age, and 70 repre-
sents the classic “three-score and ten” limit
of human life expectancy. When c is less
than 50, survival is almost certain, even
for modest constitutions. When ¢ passes
70, the chance of survival drops rapidly.
After ¢ reaches 120 or so, having the
inevitable death climax with the body
withering to dust makes a nice touch.

When aging from anagathic withdrawal
is obvious (following 10 years or more of
continuous use), the anagathic should
cause SAN loss — both in the person aging,
and about half as much in acquaintances
who see how the years have suddenly
returned. The exact amount of SAN loss is
left to the Keeper’s judgment. Seeing some-
one die of anagathic withdrawal should be
a major shock: 1d10 SAN lost for experi-
encing this “grisly, bizarre occurrence” is
about right.

Earthquake: This spell enables the
caster(s) to create a local earth tremor
similar to those created by chthonians. As
with chthonian earthquakes, the Richter-
scale force depends on the number of
magic points expended; however, the
spell’s force equals the magic points
divided by 10 (instead of by 20, the chtho-
nian ratio). The base diameter of the
earthquake is still 100 yards. As with
chthonian earthquakes, the diameter of
the effect can be expanded by another 100
yards for every point taken off the trem-
or’s Richter-scale force. A constraint on
the spell is that for every desired point of
force past five, the earthquake area must
be expanded at least 100 yards. Thus, the
smallest area in which a Richter-scale
force 8 earthquake could be made is 400
yards in diameter, costing 110 magic
points.

Of course, very few sorcerers have the
magic-point reserves to use this spell to
great effect. More often, a group of sor-
cerers will gather to cast it, pooling their
magic points. They can be backed up by
cultists who don’t actually know the spell
but chant along anyway, thus donating
one additional magic point each. Up to 15
cultists per sorcerer can augment the
spell’s power in this manner.

The Earthquake spell is thus more pow-
erful in some ways than the chthonian
earthquake power; at least, it's more effi-
cient in its use of magic points. This spell,
however, also carries some restrictions
absent from the chthonian power. The
area restriction has already been
described. The spell also requires about an
hour to cast. While chthonians may well
require as much time to create their trem-
ors, they don’t have to worry about being
interrupted. What's more, the spell
requires some rather awkward ritual
paraphernalia. Each sorcerer casting the
spell must carry a special enchanted rod
while they chant, gesture, and carry on as
they promenade around a megalith at least
nine cubic yards in volume. The megalith
must be previously consecrated by the

sacrifice of a mammal of SIZ 10 or greater,
then smeared with a dab of each caster’s
own blood. The bones of the sacrifice are
burned in a fire atop the megalith while
the spell is being cast.

The people who cast an Earthquake are
unaffected by the spell. The tremor rolls
out from a circle 10’ in radius, centered
on the megalith. Within that circle, the
ground remains unshaken.

Horror Stench: This spell creates one
of those hideous, mind-blasting stenches
Lovecraft enjoyed describing. The material
component is a cone of special incense.
Each batch of incense takes a Chemistry
roll to successfully compound. Typically,
no more than 10 cones of incense are
made in a batch. Some of the ingredients
are quite expensive, and the process
requires precisely controlled temperatures
and quick, uniform mixing — controls
which are difficult to achieve in large
batches.

The smoke from the incense smells quite
foul by itself, but when the spell proper is
cast on the incense, the odor becomes
even more offensive. The spell takes only
one combat round to cast, and costs 1d3
SAN points and up to 10 magic points. For
each magic point put into the spell, the
incense’s stench has two points of poison
POT. Within the first round of burning,
the stench expands to fill an area 10 yards
in radius. Anyone caught within this area
must pit his CON against the smoke’s POT
in the usual manner. If the person fails the
resistance roll, he has a (POT -CON) x
5% chance of passing out, and his STR,
DEX, and all skills are cut in half. Even if
he makes the resistance roll, nausea
reduces all his skills and DEX to three-
fourths their normal value. On top of all
this, anyone who smells the full odor of a
Horror Stench must make a successful
SAN roll or lose 1d4 SAN points.

Lost skill, STR, DEX, or consciousness
are regained 10-(CON/3) minutes after
the spell ends or after the victim leaves
the area of effect. A cone of incense burns
for five minutes. Casting the spell more
than once or burning more than one cone
of incense extends the area of duration of
the stench, but does not make the effect
more severe. A moistened handkerchief
held over the nose and mouth reduces the
odor’s effect to the reduction of skills and
DEX to one-quarter normal levels if the
resistance roll is failed, and no loss at all if
the roll is made (but SAN loss remains).
Only special air filters, such as those in gas
masks, can fully block the hideous odor.

Suspend Animation: This spell magi-
cally reduces metabolic processes so the
caster or a designated target is able to
exist without food, water, or even air for
great lengths of time. A drawback to this
spell, however, is that a person using
Suspend Animation is unable to move
while under the spell’'s power. The caster

SAN Loss Table:
Suspend Animation

Days duration of

suspended animation SAN loss
0-3 0

4-8 1

9-16 1d2
17-32 1d3
33-128 1d4
129-512 1d6
513-2,048 1d6
2,049-4,096 1d8
4,097-8,192 2d4
8,193-16,384 1d4 + 1d6
16,385-32,768 2d6
32,769-65,536 1d6 + 1d8
65,537-131,072 2d8
131,073+ 2d10

or target retains a minimal level of con-
sciousness through suspended animation,
which is roughly equal to that of deep
sleep — in other words, at a shallow
enough level to allow the person to be
roused to a greater consciousness if there
is some change in their surroundings and
the person makes a Luck roll. Thus, this
state of alertness is similar to a meditative
trance. From this state of mind, the person
may awaken fully within 10-30 minutes,
thus ending the spell.

Suspending animation for a day or less
costs only two magic points and no SAN at
all. Each additional magic point expended
doubles the maximum length of time the
person can stay in suspended animation:
in other words, 2 days for 3 magic points,
4 days for 4 magic points, 8 days for 5
magic points, and so on. A caster who has
15 magic points to use could stay in sus-
pended animation for over 22 years with-
out any immediate loss to SAN. Over great
lengths of time, however, loss of SAN
becomes more of a possibility. Suggested
SAN losses for various time spans are
listed on the SAN Loss Table in this article.
It is unlikely that investigators will ever
have reason to use Suspended Animation
for decades at a time, although the possi-
bility nevertheless exists.

Terror Wail: All who hear this fear-
some, magically enhanced ululation must
make a SAN roll or lose 1d3 SAN and flee
in blind panic for 2-5 rounds. Even those
who make the SAN roll feel twinges of
fear and if they don’t know or suspect the
source of the wail, they might decide
they’d rather not find out. The spell
requires a full round of concentration
before uttering the wail, and costs three
magic points and one SAN.

Yellow Sign: This notorious talisman of
Hastur and the enigmatic King in Yellow
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must always be drawn in something yel-
low, whether it be yellow chalk on the
ground or yellow gold covered with black
enamel outside the Sign’s outline. Once the
Sign is drawn, the caster invests it with
one permanent point of POW and loses
1d6 SAN. Anyone who sees such an
enchanted copy of the Sign for the first
time even if he has seen other copies of
the Sign before — must make a SAN roll or
lose 1d2 SAN points. If he makes a Cthulhu
Mythos roll at double normal chance of
success, he recognizes the Yellow Sign for
what it stands for, and will therefore lose
1d6 SAN instead, or one point of SAN even
if he makes his SAN roll.

More importantly, anyone who knows
this spell can cast five magic points into an
“energized” Yellow Sign, losing 1d6 SAN in
the process. Anyone who sees the resul-
tant Sign on that round must make a SAN
roll or lose 3d4 SAN (and 1d6 SAN even if
the roll succeeds). Cthulhu Mythos knowl-
edge does not affect this in any way.

A Yellow Sign remains energized for as
long as it remains unmarred: a few
scratches won't dispel its power. To dispel
this item’s power, the Yellow Sign must be
defaced until its shape is no longer recog-
nizable. Defacing an active Yellow Sign
nets the defacer one SAN point if he fails
an Idea roll. If the person makes the Idea
roll, he realizes how futile his action is,
and so does not receive the SAN point. {1
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(continued from page 3)

Friday: Bad luck continues when
Jeff Grubb falls and dislocates his
left shoulder on another escalator.
On the good side, I find a copy of
the “Ollie North Coloring Book” and
some 15mm space marines. Six
people come by the magazines booth
looking for Bruce Heard. Robin
Jenkins’ brother agrees to send me a
picture he took showing Robin
riding a giant pig statue in a local
restaurant. FASA and Twentieth
Century Imports duel it out in a
BATTLETECH® game in which the
attacking players get to hit the min-
iature figures of their targets with a
hammer; bits and pieces of lead are
scattered everywhere, and the
crowd loves it.

That evening, Barbara and I take
DUNGEON Adventures authors
Grant and David Boucher out for
dinner at a nearby restaurant. Dur-
ing the meal, I manage to spill my
glass of milk all over the table as
well as over David Boucher. Every-
one takes it well, though I consider
entering a monastery to hide my
shame. Later on, a friend tells me
that a friend of his overheard a guy
tell someone else that I must have
really tied one on the night before.
“What?” I ask. “Why did he say
that?” “I dunno,” says the friend.
“Just thought you'd like to know.”

Saturday: Escalators now scare
me, but I ride them anyway. The
superheroes seminar goes well,
though Jeff Grubb could not attend.
Warren Spector accidentally
describes the Marvel Universe as the
“real world,” and lots of exciting
ideas are exchanged, none of which
I can remember right now. Nine
people come by the magazines booth
looking for Bruce Heard. While
chatting with the people from
STARDATE Magazine, I discover that
their art director is just as bizarre as
our own, and I offer to send Roger
Raupp over as part of a cultural
exchange on editor abuse. A lot of
babies suddenly appear at the con-
vention, among them my son John
and Lorraine Williams" daughter
Alexis, who tries to pull the buttons
off John's suit. We start selling old
DRAGON® Magazines for only $1

each at the booth, and the sale turns
into a feeding frenzy. When I get
back to my hotel room, I lay out all
the articles I have to read for the
coming magazine deadline, then fall
asleep for 11 hours straight.

Sunday: In order to spur sales,
Roger Raupp draws a glowering
caricature of my face on a helium
balloon with the legend: “BUY OR
DIE!!"” and flies it over the maga-
zines booth. Either because of that
or the continuation of our dollar-a-
DRAGON Magazine sale, we sell a lot
and even give away all the copies we
have of AMAZING® Stories. I lose
count of how many people are look-
ing for Bruce Heard, but it’s all
irrelevant since he’s already gone
home. We have our DRAGON Maga-
zine seminar and it’s all over.

The convention ends at 4 em, and
we tear down the magazines booth
in one hour. Everyone leaves but
me, since I have to haul some boxes
out to my car, which I can’t get into
the loading dock until the current
traffic jam dies down. When the jam
ends, I run back to the parking
garage to get my car — and discover
that I'm $3 short to get the car out. I
run back to MECCA, borrow some
money from Judy Gifford (TSR,
computer department), and run
back to the garage.

“Hey, man,” the attendant says.
“We made a mistake. Are you with
the convention?” I say yes, and the
attendant turns and yells, “I told you
so!” at another attendant. “Yeah,” he
says when he turns back. “We
charged you the wrong rate ‘cause
we thought you were being held in
the drunk tank and your car was
impounded.” I realize that the city
police station is directly above the
(underground) parking garage, and
sigh. I pay a much reduced parking
fee and drive to MECCA, where I get
my possessions, and I drive home.

The grass in the front yard needs
to be mowed, I'm behind on dead-
line, and my attention span is about
60 seconds long. “Well,” I tell myself,
“at least that’s over with.” The next
morning, I wake up with a head cold
and discover the car is leaking brake
fluid.

See you next year. . . .

Ww




by Craig Schaefer

New items for Chaosium’s CALL OF CTHULHU® game

Before his untimely death in 1934, the
renowned professor and occultist, Howard
Brimley, had consulted nearly every tome
relevant to the Cthulhu Mythos in his
search for a way to destroy the Elder Gods
once and for all. Although he never found
the solution to his quest, he compiled
many notes dealing with nearly every
facet of the mythos. Presented here is a
portion of his recently rediscovered manu-
scripts — a fragment dealing with one of
the lesser-known works of the mythos,
The Black Book of Shub-Niggurath. It is
hoped that this information will be of use
to investigators everywhere.

MS: #02025 book catalog
DT: 10/29/1925
RE: The Black Book of Shub-Niggurath

I acquired The Black Book two years
ago, purely by chance. Since then, I feel I
have sufficiently analyzed it to give a
proper description of its contents.

As every serious student of the occult
knows, the deity Shub-Niggurath is a god-
dess concerned with fertility. The Black
Book clarifies this, as it seems to be some
kind of prayer book for her earthly
priests. Not only is it full of prayers to this
monstrous goddess, it also contains materi-
al relevant to Nyarlathotep. It is yet
unknown what kind of connection the two
gods have, or if there is any true connec-
tion between them at all.

The Black Book is a hardbound tome
with a flat black cover; its dimensions are
8” x 11”7 x 1%2”. The copy I found is
written in archaic Latin, comprising 368
pages and no illustrations of any sort.
Nevertheless, this version of The Black
Book has evidence of a color drawing on
the very first page. When I received the
volume, however, the page had been torn
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out, leaving only the very edge of the
picture. It remains to be seen what the
picture was and what importance it had.

The first page past the torn sheet holds a
popular prayer to Shub-Niggurath. It reads
(when translated):

“O friend and companion of night,
thou who rejoices in the baying of dogs
and spilt blood, who wanderest in the
midst of shades among the tombs, who
longest for blood and bringest terror
to mortals, Gorgo, Mormo, thousand-
faced moon, look favorably on our
sacrifices!”

The Black Book is filled with doggerel
such as this, as well as several sets of
instruction for ceremonies to Shub-
Niggurath. While the spell Call Shub-
Niggurath is well known to many
magicians and practicers of the dark arts,
the adaption in The Black Book is unusual
in that it summons Shub-Niggurath, places
her in a form of stasis, and forces her to
answer any questions the caster of the
spell asks. The spell is apparently used to
force the goddess to appear at important
cult ceremonies.

The book holds several other spells as
well, only two of which are unusual. One
of the magical formulas is for the creation
of a Knife of Power, a potent weapon used
most often by cult priests to slay sacri-
fices. According to The Black Book, the
Knife (note that I am judging by extrapola-
tion; I have not taken the time to create
one of my own) stores the power of those
slain with it. On command, a bolt of
energy powered by the souls within the
blade spring forth from the dagger’s tip.
The bolt itself is a very powerful weapon
with apparently enough energy to blast a
hole through a sheet of metal.

The other unusual spell is used to sum-
mon a creature not previously described
in the other books of occult lore I have
perused. Called the Hunter of Shub-
Niggurath, this entity appears to belong to
a powerful servitor race, not unlike the
Dark Young of Shub-Niggurath. Recently, I
set about to conjure and study one of
those servitors, and I was able to learn
something about it.

The Hunters of Shub-Niggurath are
fortunately seldom encountered. Unlike
their “brothers,” the Dark Young, the
Hunters are never called to preside over
cult ceremonies or to perform similar
functions. They are called into service and
controlled only by high priests or by Shub-
Niggurath herself.

The Hunters are called from their home
world for one purpose only — to hunt.
When summoned and given the descrip-
tion of a victim, a Hunter tracks down the
target and will not stop until either it or
the target is dead. The Hunter has a spe-
cial sense which allows it to home in on a
person when provided with something the
person has recently touched (such as a nail
clipping or a lock of hair).

The Hunter that I conjured was about 8
tall; it stood on two legs and walked erect.
The Hunter was massive and vaguely
humanoid in appearance, being covered in
filthy brownish-gray fur. Its head was
merged with its torso so that it had no
neck whatsoever and no true face, except
for its yellow, pupilless eyes and a mass of
tentacles between and below them. Its
hands were humanlike, except for the
merging of two fingers and the presence
of webbing between the other digits.
Short, ironlike talons projected from each
finger. Despite its bloated appearance, the
Hunter seemed quite agile and restless,
and paced back and forth on its rootlike
feet, its facial tentacles writhing and curl-






ing like serpents. In certain ways, it resem-
bled one of the Star-Spawn of Cthulhu,
though it lacked wings.

The Hunter did not speak except in
grunts and low squeals (perhaps its native
language), though it is capable of a crude
communication through a rough form of
empathy, which transmits the Hunter’s
intentions and emotions to nearby beings.
Apparently, Hunters are unable to control
this ability; thus, they project their mental
conditions (such as they are) constantly.
From the one Hunter I summoned, I
received very powerful feelings of impa-
tience and anticipation; it doubtless
desired to go on a hunt.

The Hunters” point of origin is as yet
unknown. They could be from an entirely
different dimension, or they could be the
spawn from a nearby planet in our own
solar system.

All in all, The Black Book of Shub-
Niggurath is quite valuable, especially to
devotees of that deity. Otherwise, its value
depends on the individual investigator.
Probably the best use of this tome is to
study the spell knowledge it contains,
though I have faithful copied the summon-
ing riyal for Shub-Niggurath; if indeed
this creature is summoned in a helpless
condition, more the better to destroy it in
a relatively safe fashion. One can only
hope for the best. . . .

Game notes

For Keepers who wish to use The Black
Book, the Hunters of Shub-Niggurath, and
any of the new spells in this article, the
following statistics are included.

The Black Book of Shub-Niggurath gives
5% Cthulhu Mythos knowledge, with a
spell multiplier of 2. The Black Book may
be found in several different languages,
most commonly English or Spanish. The
SAN loss for reading The Black Book is
1dé6. Since this book is fairly low-powered
(in terms of knowledge gained), it may be
one of the first Mythos works the adven-
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turers find. Consequently, nearly every
powerful priest of Shub-Niggurath pos-
sesses a Ccopy.

Spells are gained from The Black Book in
the following order:

1. Summon Dark Young of Shub-
Niggurath

2. Bind Dark Young of Shub-Niggurath

3. Call Shub-Niggurath

4. Bind Shub-Niggurath (new spell)

5. Contact Nyarlathotep

6. Enchant Power Knife (new spell)

7. Summon Hunter of Shub-Niggurath
(new spell)

8. Voorish Sign

The majority of these spells are
described in the CALL OF CTHULHU game
rule book. The three new spells follow:

Bind Shub-Niggurath: This powerful
spell summons Shub-Niggurath, who
appears at the caster’s location in a form
of stasis from which she cannot escape
until the caster frees her, she makes a roll
of 10 or less on 1dl00 (made every min-
ute), or she is attacked. In the case of
being allowed to leave, there is a 20%
chance Shub-Niggurath will kill the caster
before she goes. In any other case, Shub-
Niggurath automatically attacks anyone in
sight before disappearing. This spell is
commonly used by cultists to bring Shub-
Niggurath to preside over certain special
ceremonies. Her displeasure is hopefully
eased by placing many sacrificial victims
around her summoning point.

This spell has another use, however —
one that is of potential interest to wizards.
When Shub-Niggurath is held in stasis, the
caster may ask any questions of the deity.
Under the influence of the spell, Shub-
Niggurath is compelled to answer them
(unfortunately for the caster, she is under
no obligation to answer truthfully). Also,
every question asked adds 5% to Shub-
Niggurath’s chance of escape (calculated
every minute). Of course, when freed, the
deity will not hesitate in slaying the mage,
even to the extent of sending a Dark
Young or a Hunter if her prey escapes.
Only the most powerful or foolish wizards
use this spell for this purpose.

This spell costs three permanent POW
points to cast, with another POW lost
upon the word to release Shub-Niggurath
from her prison. The spell requires special
candles, a pentagram, and several other
ceremonial items that cost at least $200 to
procure.

Enchant Power Knife: This is one of the
Enchant Item spells described in the CALL
OF CTHULHU game rule book, pages 76-
77. To create a Power Knife requires a
silver knife worth no less than $350, a
sacrifice to Shub-Niggurath of at least 10
SIZ worth of victims, the permanent loss
of 3 POW, and a sanity loss of 1d10. It
takes two days to cast this spell, and the
result is a very formidable weapon.

When the Power Knife is completed and
is used to kill a being while a prayer to
Shub-Niggurath is spoken, the dagger
literally absorbs the POW that the victim

had at the time of its death. That, how-
ever, is just half of the special power of the
knife. Upon command, a beam of energy is
emitted from the tip of the knife, automat-
ically hitting the chosen target. Before
firing, though, the user must specify how
many POW points he is expending. The
POW used in the attack is gone from the
knife forever, having changed into energy
to fuel the beam. The effective length of
the energy beam is 10 meters per point of
POW used.

Next, the victim matches his POW
against the POW used in the beam’s attack.
If the beam is overcome by the victim’s
POW, the attack has no effect and the
POW used by the knife is wasted. On the
other hand, if the victim is overcome, he
must roll the result of his CON x 3 or
lower on 1d100. If the victim succeeds, he
takes 1d10 damage from the beam. If he
fails the roll, he is instantly blasted to
ashes. Because of this weapon’s evil
nature, it is seldom used by investigators
but can often be found in the hands of a
high priest of Shub-Niggurath. The knife is
only usable by its creator.

Summon Hunter of Shub-Nigqurath: This
spell is identical to the other Summon
spells, and it requires an idol of either
Shub-Niggurath or a Hunter to work. As
described in the text given earlier, this
spell summons a single Hunter.

Hunter of Shub-Niggurath
(Greater Servitor Race)

Description: A full description of this
creature is provided in the manuscript
supplied by Howard Brimley, given earlier
in this article.

Notes: A Hunter, as stated earlier, is only
summoned to hunt down beings who have
somehow offended Shub-Niggurath or her
representatives. It has a sense that allows
it to home in on its target. Once its mission
is complete, it disintegrates automatically.

Characteristics Average
STR 5D6 + 20 37-38
CON 5D6 + 10 27-28
SI1Z 5D6 17-18
INT 2D6 7
POW 1D6 3-5
DEX 4D6 14
Hit points 30
Move 10
Weapon Attk% Damage
Claw (2) 60 2d6
Facial tentacles 90 5d6

Armor: A Hunter has thick hide worth 4
points.

Spells: A Hunter has no spells, but it has
the homing ability described previously.
Skills: Sneak 95%, Hide 55%, Climb 80%,
Swim 50%.

SAN: Seeing a Hunter of Shub-Niggurath
costs 1d10 points of SAN. A successful
SAN roll still costs 1d6 points of SAN.  Q
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The following article allows Investigators in
Chaosium’s CALL OF CTHULHU® role-playing game to
engage in the more “mundane” occult practices allow-
ing exploration of the unknown (and permiting the
Investigators to share in its dangers as well). This
article was originally a part of the Spiritualist section
of the Cthulhu by Gaslight boxed supplement; unfortu-
nately, it had to be cut because of space limitations.
Although Keepers running 1890s campaigns will find
these guidelines of the most use in their games, pri-
marily because of the growth of spiritualistic and
mediumistic practices during that time period, those
running CALL OF CTHULHU game campaigns set in
the 1920s or later should have few problems incorpo-
rating these rules into their own games.

—

Seances, possessions, and exorcisms in CALL OF CTHULHU

36 NOVEMBER 1988

® gémes

yBErEs, Basme, Ao o)



Seances

For reasons of their own during the
course of an occult investigation, Investiga-
tors might think it desirable to attempt a
seance, either by themselves or using the
services of a spirit medium. A successful
Occult or Knowledge roll indicates that an
Investigator at least knows of such a medi-
um. Whether the medium in question is a
clever fraud or an actual medium with
true psychic powers is up to the Keeper,
who also determines an actual medium’s
chance of success in summoning spirits for
the Investigators’ purposes.

Should the Investigators themselves
attempt a seance without an NPC medium,
their chance of a successful summoning is
a percentage equal to the POW of the
character leading the seance and acting as
medium, or the average POW of all the
characters together (whichever is greater).
Participants, including the impromptu
medium, may increase their chance of
success in the seance by contributing
temporary Magic Points. Award a 1%
increase to their chance of success for
each Magic Point expended. However,
such a contribution of Magic Points leaves
characters more vulnerable to one of the
dangers of a seance — possession by a
malevolent spirit entity, should they actu-
ally manage to contact one. (A successful
Occult roll by any Investigator reveals to
him the effects of Magic-Point expenditure
in a seance — both positive and negative.)

The chance for success in a seance is
reduced by half (after Magic-Point addi-
tion) if the Investigators fail to set up the
seance with the proper trappings — a
dimly lit room, participants sitting around
a table in a circle holding hands, a mini-
mum of conversation, etc. After all these
factors are taken into consideration, the
1d100 roll must be made in secret by the
Keeper. If the roll is successful, the Investi-
gators manage to contact a disembodied
spirit. To determine the exact nature of
the spirit contacted, the Keeper must
make a second secret roll, based on the
Luck score of the Investigator acting as
medium or leading the seance.

If this second roll is one-fifth or less of
the Investigator-medium’s Luck, the Inves-
tigators have contacted either the specific
spirit they were seeking or a benevolent
“spirit guide” who can direct them to
whom they desire, if no particular spirit
was specified at the beginning. A “regular”
success, between one-fifth and the Investi-
gator’s full Luck score, calls up a neutral
spirit guide, who acts as the Investigator
wishes if he succeeds in a POW vs. POW
roll against the spirit to bind and control
it. Failure in the POW struggle indicates
that the spirit does not act as a guide for
the Investigators and either leaves or pulls
tricks on them — animating tables, knock-
ing things off the wall, dematerializing
small objects — depending on how badly
this roll was missed.

If the Keeper's roll against the Investiga-

tor’s Luck fails, the characters have con-
tacted a malevolent spirit (a daimon) who
attempts to possess the Investigator acting
as the medium (or the Investigator with
the lowest POW, if none of them were
actually leading the seance). The daimon
does this by matching its Magic Points vs.
those of the Investigator it attempts to
possess. If it fails in its possession attempt,
the evil spirit may simply try to deceive
the Investigators, leading them astray with
misinformation while pretending to be the
entity they seek. Alternately, the daimon
may play tricks on them. These tricks will
be similar to those of the neutral spirit —
though of a nastier, more harmful nature.
Before it leaves, the malevolent spirit
makes a final attempt to possess the Inves-
tigator with the lowest Magic Points. If it
fails in this, the spirit leaves, its passing
marked by a blast of wind and an eerie
howling.

If the Luck roll in summoning a spirit is
a roll of 96-00, the Investigator/medium
either finds himself placed in telepathic
contact with a Cthulhoid entity — perhaps
even Great Cthulhu himself — or inadver-
tently summons a Cthulhoid monster.
Either of these eventualities has dire
results. (The choice of deity contacted or
monster summoned is up to the Keeper;
the deity should, however,. be appropriate
to the situation or setting of the adventure
in which the seance is attempted.)

Possession

If an Investigator becomes possessed by
a malevolent spirit, he remains so until the
spirit decides to leave on its own or is
exorcised. A neutral or benevolent spirit
may possess a character in order to give
information by speaking to or through the
character, but does so only if invited to do
so. The benevolent spirit leaves as soon as
its task is finished or the Investigator asks
it to leave. The neutral spirit acts in like
manner unless the Investigator fails a
POW x 5 roll. If this happens, the Investi-
gator must drive it out with a POW vs.
POW roll. Failing this, the spirit will have
to be exorcised; the Investigator then has
only one chance to drive it out himself.

A malevolent spirit, once in possession
of an Investigator, attempts to conceal its
presence as long as possible, making its
host’s companions believe the Investigator
is quite normal. Even in cases when the
spirit allows the Investigator some free-
dom, however, it is totally in control of
him. The Investigator may not even realize
it, but he soon finds himself compelled to
say and do things he doesn’t wish to do.
He may attribute this to some other super-
natural agency — a curse or mind-control
spell of some sort — or may actually real-
ize that he is possessed (either if the play-
er figures it out or the Investigator
succeeds in an Occult roll). Once the Inves-
tigator determines he is actually pos-
sessed, the spirit within him either takes
total control of him immediately — effec-
tively making the Investigator a Keeper

character until the spirit leaves — or it
toys with him, taking total control only
when the Investigator tries to seek help or
tell someone of his plight. Of course, once
the spirit within him starts to manifest
itself, the Investigator’s companions may
quickly figure out that he’s possessed,
especially if the spirit is malevolent or
strikingly different in personality from the
Investigator.

Being possessed by a malevolent spirit
requires a SAN roll to avoid the loss of 1d8
points of SAN; nonetheless, 1 point of SAN
is lost even if the roll is successful. An
Investigator need not roll until either he
realizes he is possessed or until the spirit
finally releases him if he has been under
its total control all along.

When a spirit of any persuasion is in
possession of a character (invited or other-
wise), it can cause physical manifestations
through the character’s body. It can
change the sound of his voice (so that a
female Investigator speaks with a male
voice, or vice versa); temporarily change
his facial features or body shape within
certain limits (a character cannot become
so distorted that he no longer resembles a
generally human shape); and cause ecto-
plasm to exude from his body to form
ghostly shapes or images. Ectoplasm
appears as a white, milky substance that
glows in the dark. If touched, it feels cold,
perhaps even slimy, then suddenly snaps
back into the character’s body, causing
him 1d6 points of damage.

The evil spirit within can also cause a
possessed character to float in the air, spin
around, perform physically impossible
contortions of his body, and resist sleep,
hunger, pain, or injury without ill effect as
long as it is within him. It can also cause
wounds to open on his body and bleed,
then make them heal over as it wills. Nor-
mally, only a malevolent spirit performs
acts harmful to the body it possesses or to
anyone else. Sometimes, however, a neu-
tral spirit possessing a person. indulges in
the less-harmful acrobatics described
above.

It is possible for more than one spirit to
possess a single individual, though addi-
tional spirits must either be invited in by
the spirit already inhabiting the body (or
the dominant one, if more than one are
already there), or win a POW vs. POW
attack against the current possessor of the
person. Multiple spirits cause the Investi-
gator so possessed to appear to have multi-
ple personalities, though only the most
powerful spirit is in actual control (except
when it allows the others to exert theirs,
from time to time).

Exorcism

Exorcising a spirit from a possessed
individual can be considered a spell, and
the ritual may be learned from any of a
number of Cthulhu Mythos and ordinary
occult books. It can also be performed by
any clergyman with a Theology/
Philosophy skill of at least 60%; others
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must have a Theology skill of at least 80%
to be able to attempt an exorcism, unless
they’ve learned the ritual as a spell. A
qualified clergyman can also teach exor-
cism to a layman, but the layman must
spend a total of 20 hours over a period of
no more than a week learning this ritual
from the clergyman. If fewer than 20
hours are spent within a week, the learn-
ing period must start again. At the end of
the period, the clergyman must make a
successful roll on his Theology/Philosophy
skill, and the layman must make a success-
ful Idea roll. If both succeed, the layman
knows enough to perform a single exor-
cism, and gains a + 15% bonus to his
Theology/Philosophy = skill.

To perform an exorcism requires at least
an hour’s preparation on the part of the
exorcist— lighting candles, meditating,
praying, sprinkling holy water, or per-
forming some similar ritual. The exact
procedure depends on the exorcist’s par-
ticular religion, as the ritual primarily
serves to build his own belief to the point
where he has full confidence in his ability
to cast out the evil spirit. A clergyman or a
character taught by one must indulge in
these theological trappings in order to
carry out his exorcism. A character who
has learned the process as a spell from a
book has more freedom (depending on the
text), but he still must spend an hour
preparing (“psyching himself up”).

Once the time of preparation is over, the
exorcist must then pit his POW against
that of the spirit or spirits; if there are
more than one, he must cast each out
individually. If he is successful, the spirit
must leave as he commands. If not, the
spirit remains and probably manifests
itself in some manner to mock or harm the
exorcist. If the first attempt at exorcism is
a failure, the exorcist may try again; he
must then spend an additional hour in
preparation above the first for each extra
attempt at exorcising the same spirit (e.g.,
the third attempt requires three hours
preparation).

There are various methods of increasing
the chance of casting out possessing spirits

38 NOVEMBER 1988

that are available both to clergymen and
laymen. A character who is an actual
clergyman may add one-fifth of his
Theology/Philosophy to the percentage
chance on the Resistance Table (as deter-
mined by matching his POW against that
of the possessing spirit) before rolling his
final chance for success. Thus, if the nor-
mal chance for success is only 30%, but
the clergyman has a Theology/Philosophy
skill of 80%, the chance is increased by
16% to 46%.

Additionally, any exorcist, clergyman or
layman, can increase his chance of casting
out a spirit by invoking the name of the
deity he worships — even if it is a
Cthulhoid deity such as Azathoth,
Cthulhu, Nyarlathotep, Hastur, or Nodens
(though the great danger of this would be
in the possibility of actually summoning
one of these beings or its minions, which
would be worse than the spirit itself). This
invocation adds 1-20 additional percentage
points to the roll for success, depending
on the strength of the invoker's own belief
in that deity and (in the Cthulhu Mythos
only) on the relative strength of the deity
called. Thus, a clergyman who invokes the
name of his god in casting out a spirit (and
fully believes in the power of his deity)
could get up to an additional 20% added to
his chance of casting out the spirit.

Using the same example cited hereto-
fore, the chance of success in the exorcism
is then raised to 66%. It is up to the Keep-
er to determine the exact number of extra
points toward success that the invocation
of a deity adds. He should make his deci-
sion based on the Investigator’s past
actions and statements about his religious
beliefs, and thus determine the exorcist’s
conviction in the power of the deity whose
name he has invoked. If there is any seri-
ous question as to the Investigator’s sincer-
ity in invoking the name of a deity, the
Keeper may simply determine the addi-
tional chance of success randomly by
rolling 1d20.

In the case of extremely powerful dei-
ties, the mere invocations of their names
and the command to leave the possessed
body may alone be enough to force the
possessing spirit to do so, even if the exor-
cist is ignorant of the exorcism spell or
ritual. In such cases, no POW vs. POW roll
is necessary, but the chance of exorcising
the spirit is equal to only half the normal
percentage points that the deity’s name
usually adds to the chance of success.
Thus, if the Keeper determines that invok-
ing the name of Nodens normally adds
18% to the exorcist’s chance of casting out
a possessing spirit, the total chance of a
character ignorant of the exorcism ritual
is only 9% with the invocation of the name
alone. Whether the exorcism succeeds or
not, there is the same chance on a second
roll that Nodens himself shows up (or
sends several nightgaunts) to show his
displeasure at the unauthorized use of his
name.

It might also be possible to cast out a

possessing spirit by convincing a more
powerful spirit to dislodge it in the same
manner as that of multiple spirits attempt-
ing to possess a character. The danger in
this is that the new, stronger spirit, once it
has dislodged the other by defeating it in a
POW vs. POW roll, might decide to stay
and possess the individual itself. Because
of this, Investigators attempting such feats
should be as certain as possible that the
spirit they’ve called up to help them is a
benevolent (or, at worst, a neutral) spirit
and not a deceiving evil one.

Daimon and daimonion

In the CALL OF CTHULHU game, malev-
olent spirits — as well as most neutral and
some seemingly benevolent ones — are
actually members of an extradimensional
race of beings, vaguely similar in nature to
the lloigor (see the CALL OF CTHULHU
game rule book). These entities are far
more ubiquitous, in fact, because they are
not tied to certain areas as are the lloigor.
They do tend to congregate by their own
choice in certain locations — old houses,
swamps, graveyards, etc.

These spirits are normally intangible and
invisible but are capable of manifesting
themselves on occasion as ugly, demonlike
beings. They are, in fact, more properly
known as daimon (pronounced DIE-moan)
or daimonion (die-MOAN-ee-on) — Greek
for devils or devil spirits. These are the
same words that were transliterated into
Latin as “daemon” and into English as
“demon!” In Hebrew, they are called dyb-
buka — disembodied spirits. They are the
possessing devils and demons of theology
and mythology. They have been known
throughout history, but they have been
too quickly explained away by modern,
“rational” science. Like the denizens of the
Cthulhu Mythos, the daimon exist just
beyond the human plane of reality. On the
other hand, unlike many Cthulhoid beings,
they are able to enter this dimension at
will, making them in some ways even
more dangerous than Cthulhu's cohorts.

Because they are invisible and intangible
in our world (and because no mortal has
ever visited their world and returned to
tell of it), daimon have no physical charac-
teristics, per se, except DEX. They have
varying amounts of INT and POW, depend-
ing on their nature. The smaller daimoni-
on are rather stupid, easily outsmarted,
and of limited POW (human average). The
larger daimon, on the other hand, can be
wickedly intelligent, possessing great
amounts of POW — as much or more than
lloigor, though they are unable to drain
Magic Points from surrounding humans as
the lloigor can. When daimon or daimoni-
on are in possession of a human (or an
animal, which is also possible), they may
add that individual's Magic-Point total to
their own to use as they wish, as long as
they continue to possess him.

Daimon and daimonion can cause teleki-
netic effects similar to those of lloigor, as
explained in The Cthulhu Companion.



There is, however, no variation in the
amount of Magic Points required to create
a point of telekinetic STR, based on loca-
tion, as is true with the lloigor. Daimon
and daimonion always create one telekine-
tic STR point for every Magic Point put
into the effect. They can also cause physi-
cal damage to a character by “biting” him
psychically. They do this by first overcom-
ing an Investigator in a Magic Point duel
(the points devoted to the duel are tempo-
rarily expended). Then every additional
Magic Point put into an attack does 1d6
physical bite damage to the target on a hit.
The chance of a successful hit equals the
daimon’s DEX x 3.

Once a daimon or daimonion is in pos-
session of an individual, it can change the
character’s SIZ, APP or voice by expending
Magic Points (its own or the possessed
individual’s) on a ratio of 1 Magic Point to
1 point of SIZ or APP changed. One Magic
Point is all that’s necessary to change the
character’s voice. The initial change of
features or voice lasts for one hour unless
the daimon allows them to return to nor-
mal sooner. Thereafter, it costs only a
single Magic Point per hour to retain the
entire change. If the daimon decides to
change the character’s features again
without allowing them first to revert to
their original appearance, it costs only half
the normal Magic Points to effect another
such change.

Daimon can also create ectoplasm from
a possessed character’s body (one Magic
Point expended creating one SIZ point of
ectoplasm). To do this, the possessing spirit
must use the host’s Magic Points rather
than its own. When ectoplasm has been
formed, the daimon may shape it at will.
Ectoplasm lasts for 10 minutes unless
renewed with more Magic Points — this
time either the host’s or the daimon’s own.
Once within a character’s body, the dai-
mon can cause it to levitate or move
around in any way it pleases; it only costs
1 Magic Point per 5 SIZ points of pos-
sessed character for the daimon to do so.

When a daimon or daimonion has pos-
sessed a character, it can take total control
of that character’s thoughts, mind, actions,
and feelings at will. Once the initial posses-
sion has occurred (described in the section
above), nothing else is required to hold
and control the person, either intermit-
tently or full-time. The invading spirit has
full access to that individuals knowledge,
skills, and abilities, and it can cast any
spell that that person knows, whether the
daimon knew it prior to possessing him or
not. If more than one daimonion is in
possession of an individual, the one with
the greatest POW is the dominant one, and
the others are able to manifest themselves
only when it so allows them. Usually no
more than one daimon will be in posses-
sion of a single person, but it may share
the individual with any number of daimo-
nion over which it has command.

In spite of their seemingly immense
power, daimon and daimonion are limited

in their abilities to affect humans. Except
in cases of possession, daimon and daimo-
nion cannot overtly affect mortals unless
one of the following conditions is met:

1. The spirits have been called up in a
seance.

2. The areas in which the spirits congre-
gate are invaded or disturbed.

3. A person has invited the spirits into
his life. This invitation can be made, con-
sciously or not, by engaging in moral
depravity, overindulging in drink or drugs,
living a cruel and evil life, or even by
delving too deeply into occult matters —
e.g., studying old grimoires or magical
texts, playing with ouija boards or similar
divining aids such as tarot cards, or allow-
ing oneself to be hypnotized or mesmer-
ized repeatedly (especially for such
purposes as discerning past lives, com-
muning with higher powers, and so on).

On the surface, it appears that most
CALL OF CTHULHU game Investigators
fall into the category of having studied
magical texts (if they’'ve read or seriously
examined any book of the Mythos). Oddly
enough, that is not the case. The exact
reason for this is not known; perhaps it is
because the more powerful beings of the
Mythos keep the daimon away from Inves-
tigators pursuing such studies by the
beings” own insidious influence. Whatever
the reason, the mere reading of Mythos
books rarely opens one up for daimon
infestation or possession unless other
factors are involved.

Certain things that affect a person physi-
cally also affect a spirit possessing that
person. For example, if a possessed indi-
vidual is knocked unconscious, the daimon
is also unconscious and unable to act
unless it leaves the host’s body. If it does
leave, it can repossess the body at will
until the character awakens. If it has failed
to repossess the individual before he has
awakened, the spirit must make another
Magic-Point struggle to regain possession.
Additionally, certain drugs that deaden
parts of the possessed character’s brain
(where the spirit normally resides) inca-
pacitate the spirit as well. In such a state,
the spirit may defend itself against being
exorcised but do nothing else. Naturally,
killing the individual hosting a daimon or
daimonion gets rid of the spirit once and
for all — but the deceased will hardly be
able to appreciate it.

Some daimon and daimonion also seem
to have aversions to certain holy items.
Holy water, crucifixes, and other religious
symbols occasionally seem to be proof
against possession by a daimon and may
even drive one away. Unfortunately, just
as many of these spirits seem to be
immune to such protections. It is up to the
Keeper whether or not such measures are
effective against any particular daimon.
Note that certain protections, such as
Elder Signs or Starstones of Mnar, that are
wards against Cthulhoid entities are just as
effective against daimon. As a result, their
employment is total proof

against possession by daimon or daimoni-
on. Certain magical spells with nonphysi-
cal effects prove effective against these
spiritual entities as well, though physical
attacks affect only the hosts they possess.

In the characteristics for daimon and
daimonion that follow, no scores have
been given for STR, CON, or SIZ because
of the nonmaterial nature of daimon and
daimonion. Should these characteristics
become necessary, as may occur in the
case of a physical manifestation of a “devil
spirit," the Keeper is advised to use the
same value as listed for POW or handle
the spirits as described below.

Daimon
(Greater Independent Race)

Characteristics Average

INT 4d6+6 20

POW 5d6+6 23-24

DEX 3d6 10-11

Hit points Special

Move Special

Weapon Attk% Damage

Telekinetic DEX x 3  Variable*
throw

Psychic bite DEX x 3 1d6/MP*

Possession MPvs. MP  Possession

Dematerialize Special Special

* Depends on SIZ of object used.
** Also MP vs. MP damage.

Daimonion
(Lesser Independent Race)

Characteristics Average
INT 1 - 3d6 3-11
POW 2d6 + 6 13
DEX 3d6 10-11

Hit points, Move, Weapon, Attk%, and
Damage are all as per the daimon.

Armor: In their natural, nonmaterial
states, daimon and daimonion cannot be
affected by any physical weapon. When
one or more inhabit a host body, the host
can be affected normally, but only the
death of the host affects the spirit and
then only to drive it away. Enchanted
weapons damage these spirits normally
but also damage their hosts.

Spells: A daimon or daimonion may
know a number of spells equal to its INT.

SAN: In their normal states, daimon and
daimonion are invisible; thus, no SAN loss
for Investigators is possible. Seeing the
various physical manifestations of one
(similar to those of a poltergeist) costs 1d4
SAN points if a SAN roll is missed, or none
if the roll is successful. Being possessed by
one of these spirits costs 1d8 SAN points
upon this realization if a SAN roll is
missed, or 1 point even if the roll is made.
A daimon or daimonion can temporarily
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take on a physical form if it desires (such
an appearance is normally that of an
extremely hideous, demonic being, occa-
sionally wreathed in fire and brimstone) if
it expends eight Magic Points, plus two
more for sounds and one for odor. Seeing
a daimon’s physical manifestation costs up
to 1d20 SAN points if a SAN roll is missed,
or 1d6 points even if it is made, as the,
forms these spirits take are usually
extremely frightening (though the Keeper
may decide the entity takes on a less SAN-
blasting appearance for reasons of its
own). Should an Investigator manage to
see a daimon in its own, original dimen-
sion, the maximum SAN loss should be
applied regardless of the SAN roll.

Hit points: If any magical spells that
cause hit-point loss are used against one of
these spirits, or if any attacks are made
against it with enchanted weapons, use
the daimon’s or daimonion’s POW for its
hit points. If the spirit loses all its POW to
damage, it has been destroyed. If a spirit’s
Magic-Point total falls to zero, it also dis-
perses (at least temporarily), losing its
possession of a host. If the host’s Magic
Point or POW totals fall to zero, the host
dies, and the spirit is immediately cast
loose. There is a 50% chance that any such
magical anti-POW attacks against a pos-
sessing daimon affects the possessed host
instead of the spirit. Enchanted weapons
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harm both possessors and hosts.

Move: Daimon and daimonion are not
bound by our laws of physics; therefore,
they can teleport anywhere they wish
around our planet (but not beyond the
Earth, for reasons that are not totally
clear, unless they are in possession of a
character who himself leaves Earth). They
can also move through physical barriers as
though the barriers were not there.
Strong magnetic fields or force fields seem
to slow them down, perhaps due to the
nature of the dimension from which they
originate (which may in fact be why they
cannot leave this planet, with its strong
magnetic fields). Effectively, however,
these spirits are as swift as thoughts and
are nearly impossible to contain.

Dematerialize: Daimon and daimonion
appear to have the ability to dematerialize
objects of various sizes. In actuality, these
spirits do this by telekinetically seizing the
objects they wish to dematerialize, then
teleporting themselves and the objects to
other locations, where they can leave the
objects and return instantly. Several of the
entities can work together” to teleport any
object too big for only one of them. To
thus “dematerialize” a living being in this
manner, a daimon must win a Magic-Point
struggle with its victim (unless the victim
is an individual the spirit possesses, in

which case no such struggle is required).

Detection: Unless a character possesses
psychic powers himself, the only way to
detect the presence of a daimon or daimo-
nion, either within an area or while pos-
sessing another character, is to succeed in
a roll of POW x 1% upon first entering
the area or encountering the possessed
individual. If the roll is successful, the
Investigator detects the presence of the
spirit as a foul odor (it “stinks” spiritually).
Unless the Investigator has detected such
spirits before and knows what the odor
indicates, he may then have to make an
Occult roll to realize what it is he’s actually
detecting.

Conclusion

It should be kept in mind that, in the
course of a CALL OF CTHULHU game
campaign, it is quite possible that many of
the so-called higher spiritual powers wor-
shiped by various occult and spiritualist
societies are actually very ancient,
extremely wise, and cruelly cunning dai-
mon, deceiving their followers for their
own malevolent purposes. What purposes
lie behind such deceptions, if they come
up in play, are left to the Keeper’s discre-
tion and for the Investigators ability of
discovery as they navigate the dark waters
of the occult. 0
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Chaosium’s CALL OF CTHULHU® rules provide a wide range of
skills for Investigators, but many more skills are possible that could
broaden the knowledge of player characters. For the benefit of In-
vestigators and Keepers alike, some new skills for this game follow,
as well as some thoughts on modifying skill rolls to reflect special

circumstances.

A special note is needed concerning specialty skills. A skill called
Egyptology has appeared in CALL OF CTHULHU modules from
Chaosium. While this skill is obviously a specialized form of Arche-
ology, no explanation is given as to the relationship of Egyptology
and Archeology in terms of game mechanics. I have attempted to
remedy this with rules that define specialized versions of a wide

range of skills.

Modifying skill rolls

Not all tasks that require skill rolls are
equally difficult. For instance, it's possible
to use the Anthropology skill for both the
relatively easy task of identifying someone
as an ethnic Korean and the more difficult
problem of identifying a member of the
obscure Ahapi tribe. Similarly, picking a
cheaply produced padlock and a custom-
built Swiss trick lock are both Locksmith-
ing feats, but one is obviously more
difficult than the other. Situations like
these occur with new skills as well as with
the old. A Keeper can handle them in one
of three ways.

One way is to ask for multiple skill rolls,
which is logical if a task is unusually diffi-
cult because of length or complexity. This
has the net effect of multiplying the skill
percentage by itself one or more times.
With two skill rolls, for example, someone
with a 50% skill rating has a 25% chance
of success, a 70% rating has a 49% chance,
and 90% has an 81% chance. Probabilities
for other base ratings and numbers of
rolls are easily worked out with a pocket
calculator.

The simplest method of adjusting skill
rolls is to reduce the chance of success by
some fixed amount. The Swiss lock, for
example, might carry an automatic -30%
modifier on any attempt to pick it. Modi-
fiers like this will be familiar to players of
many other role-playing systems.

Finally, the Keeper can reduce the
chance of success by some fixed propor-
tion by multiplying the character’s chance
of success by some percentage. The CALL
OF CTHULHU rules already have the
impaling roll for melee and the analogous
special roll for skills, set at one-fifth the
character’s normal chance of success. The
skill descriptions in the rulebook also refer
to situations in which characters have only
one-half of their normal chance of success.
Other percentages, such as four-fifths
(80%), three-fifths (60%) or one-third
(33%), could be used to reflect various
levels of difficulty. A calculator is neces-
sary to use this method comfortably.

All three methods have their advantages
and disadvantages. Multiple rolls favor
characters with very high skill ratings.
Multiplying by a fraction slightly favors

less-skilled characters (they didn’t have a
great chance of success originally, so they
aren’t losing much). Both methods leave at
least a small chance of success for less-
skillful characters. In contrast, subtraction
modifiers essentially rule that characters
with skill ratings below a certain percent-
age have no chance at all. I use all three
methods, depending on which I think is
appropriate at the time. Note that modify-
ing a roll to show a task as unusually easy
can only be done by adding to the base
chance or multiplying it by some amount
greater than 100%. Perhaps that tacky
padlock gives + 15% or x 120% to a lock-
picker’s skill.

Specialty skills

A character may be an expert in a single
facet of a skill, or he might apply a skill to
just one field. The aforementioned Egyp-
tology, for instance, is Archeology limited
to the cultures of ancient Egypt. Analo-
gous specialized forms of Archeology can
be defined for other areas of the world:
Assyriology (Mesopotamian cultures),
Classical Archeology (Greece and Rome),
Pre-Columbian Archeology (the New
World), and so on.

Skills can have specialized forms. For
example, an Anthropology specialist would
be knowlegeable about the cultures of just
one region of the modern world. Instead
of general Mechanical Repair, a character
might specialize in auto repair, gunsmith-
ing, or setting traps. Paleontology could be
a specialized version of either geology or
zoology. The only limit here is the Keeper’s
judgment in determining what constitutes
a meaningful specialty. For instance, al-
though Paleontology would be a useful
division of geology in the game, crystallog-
raphy (the study of crystal shapes) or
petrology (the study of rock composition,
structure, and origins) probably would
not. The first is too limited a part of geol-
ogy, and the second is not versatile enough
to be useful in the game.

Naturally, a character with a specialty
skill is not totally ignorant of everything
else in the “parent” skill; a master auto
repairman, for instance, may never have
fixed clocks or refrigerators, but he would
probably do better than someone with no

experience at any sort of mechanical re-
pair. A specialist can therefore use a spe-
cialty skill for nonspecialized tasks—but
not very well. An Egyptologist who hasn’t
actually spent points on Archeology skill,
for example, could try identifying a non-
Egyptian artifact using his Egyptology skill
but at a greatly reduced chance of success
(say, at x 25%). Of course, a character
could buy both Egyptology and Archeol-
ogy, but this would be rather wasteful.
Specialty skills cost just as many points as
regular skills, and there are no cost sav-
ings for buying multiple specialties. Cer-
tain specialty skills are meant for
non-player characters, who don’t need to
be as versatile as Investigators.

New Investigator skills

Fine Arts Knowledge: This measures
a character’s detailed knowledge of the
history, techniques, and styles of the fine
arts (painting, sculpture, music, architec-
ture, literature, etc.). This skill can be
taken more than once, since the full skill
rating is only for one art form; e.g., a
comprehensive knowledge of music does
not give any greater skill at analyzing
architecture. In some cases, the Keeper
may relax this separation. A scholar of
music might have knowledge of opera;
since an opera contains both words and
music, someone skilled at either art form
could study an opera to learn who the
unnamed author was, his mental state,
what is obliquely referred to in the third
act, and so on.

The most common application of this
skill is in evaluating Mythos-related works
of “fine” art, both ancient and modern. A
character with Fine Art Knowledge could
discover where and when an artifact or
poem was created, what it symbolizes, the
sophistication of the artist’s culture, or
even if the item is of “no Earthly style.”
Fine Art Knowledge is thus related to
Archeology and Anthropology, and in
some circumstances could substitute for
them with a reduced chance of success.
Keepers should remember that Fine Art
Knowledge uses elements of an aesthetic
as well as a technical perspective.

Cryptography: This skill measures the
ability to create and break ciphers that
conceal messages. This does not include
codes, which are based on the arbitrary
use of one word to mean another word or
phrase; e.g., using “ham” to mean “arms
shipment.” Codes can be invented by any-
one and are virtually unbreakable, but
they have several disadvantages. Codes
take a long time to construct, since so
many substitutions are necessary. A need
might arise for a word for which no code
equivalent has been defined. Both sender
and receiver must have code books giving
the substitutions, and these books can be
lost or stolen.

Ciphers, the true subject of cryptogra-
phy, hide messages by rearranging or
substituting words or characters accord-
ing to a master plan understood by sender
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and receiver. Thus, instead of several
thousand code-words, sender and receiver
only have to remember the plan—a much
easier task. A simple example of a cipher is
a sentence in which each letter is replaced
by the one preceding it in the alphabet (“a”
is replaced by “z”), and the result is then
written in reverse. In such a cipher,
“Cthulhu rises” becomes “Rdrhq tgktgsb.”
The message is decoded by reversing the
letters, then replacing each letter with the
character that follows it in the alphabet.
Although ciphers are easier to use than
codes, their disadvantage is that what
human ingenuity can hide, human ingenu-
ity can locate.

The initial rating for Cryptography is
INT%, because nearly everyone in the
Western world has been exposed to ci-
phers at some time during their childhood.
Anyone can produce an extremely simple
cipher, but such ciphers can be broken by
successive Idea and Know rolls, or by a
Cryptography roll at double the chance of
success. Producing a difficult cipher re-
quires a Cryptography roll at a double-
normal chance of success; it's easier to
make ciphers than to break them. Such a
cipher takes a normal Cryptography roll to
solve. If the cipher-maker’s roll failed, the
cipher contains a flaw. This flaw would
introduce an equal chance of making the
cipher impossible to solve or making it
very easy to solve, using Idea and Know,
or Cryptography x 2.

A cipher can be designed to be difficult
to crack, imposing a modifier on the Cryp-
tography roll needed to solve it, by apply
ing the same modifier to the creator’s skill.
Someone with 40% Cryptography skill
who is trying to make a - 15% cipher thus
has a (40% - 15% =) 25% chance of suc-
cess. The Keeper may still allow double
the normal chance of success when creat-
ing ciphers. (Multiple rolls don’t work well
here.) If the creator’s roll fails, the desired
modifier is lost (but he won't know it).

Cracking a cipher or determining that it
is beyond one’s abilities normally takes
several days (Keeper’s discretion on exact
number). Exceptionally easy ciphers take
less than a day to solve, down to a few
minutes for someone with a Cryptography
rating of 50% or more. Once a cipher is
broken, of course, all messages in it are
easily understood.

Drafting: This measures a character’s
skill at producing useful, realistic draw-
ings, whether of machine parts or land-
scapes. It includes perspective drawings.
Simple tools like a compass and ruler are
useful but not necessary. Drafting concen-
trates on static form and outline. Subtly
curved surfaces, textures, and suggestions
of life and motion are more in the prov-
ince of Painting (q.v.).

Impersonation: This skill enables one
to convincingly masquerade as someone
else. This is not merely playing a character
on stage; it can be used whenever an
Investigator wants to hide his true iden-
tity, emotions, or intentions. Imperson-
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ation is invaluable when attempting to
infiltrate a select organization or gain an
enemy’s trust. This can be dangerous,
especially when criminals or cultists are
involved.

Impersonating someone from another
culture well enough to fool someone famil-
iar with that culture requires a successful
Anthropology roll as well as an Imperson-
ation roll. This can be avoided by intensive
coaching from someone familiar with the
culture in question (who makes the appro-
priate roll instead). This process takes
many days, and ad-libbing is impossible.
Impersonating someone who speaks a
different language may require a Speak
Language roil; impersonating an electrical
engineer might require an Electrical Re-
pair roll; and so on. In some cases, these
extra rolls might be modified in the char-
acter’s favor; in the latter case, for in-
stance, the character may only have to
talk like an electrical engineer, which is
easier than actually rewiring a circuit
board. The character might be given dou-
ble the normal chance of success of the
Electrical Repair roll if talking is all that's
required.

This skill may also enable one character
to see through deception by others. Even
if a “performance” is good enough to fool a
layman, (i.e., the deceiver made his Imper-
sonation roll), it might not be good enough
to fool a fellow professional (defined as a
character with an Impersonation skill of
50% or more). In this case, a resistance
roll can be used. The would-be deceiver
would add his Impersonation percentage
to 50%, and the target would subtract his
skill from that total to determine the
chance that he was really fooled. Someone
with high Psychology skill might be al-
lowed a similar roll.

Some impersonations can be carried out
purely through voice, posture, and acting
ability. Others may require makeup, spe-
cial clothing, or accessories like wigs and
false noses. Lack of such disguise elements
need not destroy any chance at imperson-
ation, but Keepers will probably want to
impose negative modifiers or require the
character to attempt a Fast Talk roll.

Mathematics: This skill has little in
common with Accounting. Mathematics is
a science and also a branch of logic. It
deals with abstract quantities manipulated
according to equally abstract rules in such
a way that unknown quantities or infor-
mation can be derived from known ones.
Branches of mathematics include geome-
try, algebra, calculus, number theory,
group theory, and mathematical logic.
Higher skill ratings indicate more pene-
trating knowledge of mathematical princi-
ples and more ability to solve math-
ematical problems. Although rulers, pro-
tractors, or more sophisticated instru-
ments may be needed to collect data for a
problem, the actual mathematical work
usually requires nothing more than lots of
paper, a pencil, and maybe a slide rule (or
a calculator for modern-day campaigns) to

speed calculations.

Mathematics is occasionally useful in
investigations because so much of Mythos
magic and lore involves bizarre geometry.
While neither Mathematics nor any other
skill is sufficient to let an Investigator
learn a Mythos spell, it could make the
learning easier in some cases. For in-
stance, a character trying to learn the
highly mathematical Gate spell from a
tome might be given a + 1 on the tome’s
spell multiplier if he successfully makes a
Mathematics roll. Mathematics might
reveal that wall markings or a mosaic
design symbolize strange multidimensional
or non-Euclidean structures and relation-
ships, providing a warning to Investiga-
tors. Finally, at the Keeper’s option, a
successful Mathematics roll may give an
Investigator a bonus on another skill roll,
such as Astronomy, Physics (see
Chaosium'’s Cthulhu Now supplement), or
Cryptography.

Painting: This skill allows a character
to produce pictures by applying paint,
charcoal, crayons, etc. to a flat surface
such as a canvas. Success at a Painting roll
means production of a fairly accurate
representation of what the artist was
trying to show. Although one can repre-
sent abstractions such as emotions or the
Decline of the West through painting, in
game contexts this skill will be more often
used to create pictures of landscapes,
creatures, and artifacts. Memory fades
with time, after all, and not all things
encountered in a Mythos investigation can
be photographed. Whether anyone else
will believe the paintings are of real things
and not, the product of a disordered
imagination is another matter.

Philosophy: A character using this
skill can argue, more or less intelligently,
in the four main branches of philosophy:
metaphysics (dealing with the ultimate
nature of reality), epistemology (the nature
and limits of knowledge), logic (the study
and practice of valid reasoning), and ethics
(the study of good and evil). Such a charac-
ter will also be familiar with philosophical
trends of the past and present. Using this
skill, a character may guess at the belief's
of another person after several minutes of
subtle questioning, assuming that the
subject either doesn’t know or doesn't care
that the questioner is trying to learn some-
thing. This skill can also be used to dis-
guise true beliefs, somewhat like
Impersonation (q.v.). Philosophy can thus
be used to gain the confidence of cultists,
politicians, and other sinister folk, since
people are more likely to trust those
whom they think agree with them.

Finally, Philosophy can be used to in-
crease SAN, although this is less effective
and more dangerous than Psychoanalysis.
In each week of intensive “philosophical
analysis,” or month of less intensive analy-
sis, the philosopher-analyst makes a skill
roll and the subject makes an Idea roll. If
both succeed, the subject gains 1 point of
SAN and may roll for an increase in his



own Philosophy skill. If the analyst makes
a “special roll,” the SAN increase is 1D4
points—a breakthrough. If the analyst fails
his roll, however, the subject is confused
and disillusioned, losing 1D2 SAN. If the
subject fails the Idea roll, no SAN is gained
or lost. Like psychoanalysis, philosophical
analysis cannot raise a subject's SAN
higher than his Luck roll. It can, however,
be practiced on oneself. This is one reason
why sages (master philosophers all) have
such high POW and SAN: Through years
of continual self-analysis, they raise their
SAN to the limit set by their Luck, then
trade in SAN for POW, thus raising their
Luck rolls and increasing SAN.

Play Instrument: This skill is analo-
gous to Sing; the higher the rating, the
better the performance. The character is
also able to play more difficult musical
works. Some spells may call for musical
accompaniment, making a Play Instrument
roll necessary. Note that characters must
specify which instrument they are profi-
cient with, and each distinctly different
instrumental skill must be bought sepa-
rately. If two instruments are very similar,
however, such as violin and viola, skill
with one instrument should certainly
carry over to the other.

Sculpture: This measures the ability to
make three-dimensional images in clay,
stone, wood, or other media. If a Sculp-
ture roll succeeds, the character has accu-
rately, recognizably portrayed the subject.
Like Painting (q.v.), this skill measures only
technique; artistic vision is beyond
quantification.

New Skills for Investigators

Skill Base
Fine Art Knowledge 05%
Cryptography INT%
Drafting 05%
Impersonation 10%
Mathematics 00%
Painting 05%
Philosophy 05%
Play Instrument 00%
Sculpture 05%

Any specialty

As original
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Sage

(such as a kusari-gama in Oriental
Adventures), does the character
automatically gain proficiency with
the weapons that correspond with
each function (in this case, with
chain and kama)?

The situation is analogous to that of the
bastard sword described previously.
Knowledge of the combination weapon
does not necessarily allow use of its com-
ponent weapons. The techniques required
to use each of the weapons you mentioned
are different. The governing principle in
both of these cases is the no-free-lunch
rule: You can't get two or more proficien-
cies for the price of one simply by select-
ing a multipurpose weapon.

Continued from page 10

When do charging characters at-
tack? What are the effects of a
charge?

Charging monsters or characters may
attack normally at the end of their charge;
exactly when depends on the reach of the
weapons being used (longer weapons attack
first). The charge movement, initiative, and
affects chance to hit. See the DMG, page 66,
for more details on charging.

How do high dexterity scores or a
short sword of quickness affect
initiative?

High dexterity never affects initiative; it
affects only surprise. A short sword of
quickness allows the wielder to attack
first. This is not the same has having the
initiative; a thief-acrobat (for example)
cannot automatically evade each round
simply because he has a short sword of
quickness. He must win the die roll before
he can evade.

Can missile weapons, other than
hurled melee weapons, he used in
melee?

No, missiles cannot be fired or hurled
when the firing character is in melee. Fur-
thermore, bows and arrows are not melee
weapons and cannot normally be used in
hand-to-hand combat. A bow or crossbow
could, however, be used for pummeling
(see Unearthed Arcana, page 107).

Can a character fire a missile into
a melee without hitting friendly
characters? If not, what is the
chance of hitting an ally?

This depends on the situation. When
firing into a melee, use the following
procedure:

The character firing the missile declares
which creature he is targeting. (Any of the
character’s allies who are fighting with the
target creatures are potential targets for
the missile.) Randomly determine which
target will actually be in the path of the
missile. If the figures in the melee are
about the same size (e.g., human vs. hu-
man, elf vs. dwarf), there is an equal
chance that either the enemy or an ally

could be the missile’s actual target. If the
die roll indicates that an ally will be the
actual target and there are multiple allies
fighting the intended target, randomly
determine which ally is the actual target.

Roll the to-hit number. If the appropriate
number for the target’s armor class is
rolled, then the target is hit whether or
not the character firing the missile wanted
to hit that target. If the creatures in the
melee are of different sizes, the larger
creatures are more likely to be hit. I sug-
gest a two-thirds chance (1-4 on 1d61 to hit
the larger target when the height differ-
ence is 2-3’ (ignore height differences of
less than 2). If the height difference is
more than 3’, allow the missile to hit the
larger target automatically if the firer
wishes; otherwise, the chance to hit the
larger target is 5 in 6.

Many campaigns exempt the magic
missiles spell from this rule. Magic missiles
are assumed to unerringly strike their
targets.

Is it possible to use an object for
nonlethal combat? How much dam-
age would a chair or bar stool do?

Yes, you can use odd objects for nonlethal
combat. The amount of damage such objects
can do depends on their hardness and mass.
See Unearthed Arcana, page 107.

How far can objects be tossed or
thrown?

The maximum range for any tossed
object is 5” (a stone) or 3” (a flask of oil or
a vial of holy water), as long as the object
is reasonably compact. Large, bulky ob-
jects have a maximum range of 2” or less,
depending on the situation.

How do you handle gaze attacks?

A creature with a gaze weapon may use
it on one opponent per round in addition
to any physical attacks. If the creature is
unintelligent, this will be a random oppo-
nent. Intelligent creatures may pick their
victims. Any opponent who can see the
creature can be subject to the attack. The
opponent who is subjected to the gaze
attack must save vs. petrification. Some
campaigns allow opponents to avert their
eyes and become immune to the gaze
attack, but such opponents attack and
defend at a -4 penalty, and the decision
to avert the eyes must be made prior to
both the initiative roll and anyone know-
ing where the gaze will be directed. Some
DMs may rule that if an entire party is
surprised, all must save against the gaze
during the first surprise segment of the
encounter (several party members could
accidentally meet the creature’s gaze dur-
ing the confusion of the surprise segment).

I seem to recall some rule about a
penalty when a character makes
more than one attack in a round. Is
there such a rule?

We can refer to page 70 of the DMG for
this answer. The reference states that a



will appear here, except for a summary of

some sample tomes. No table or formula
can do what the imaginative Keeper can
when creating tomes that are memorable

and integrated into the campaign.
Avoiding duplication is essential; in fact,

it is at the heart of most of the suggestions

that follow. These texts are supposed to be

rare and exotic. Too much similarity
among them tarnishes their mystique. For
instance, there are already several massive

compilations of “dark and baleful mythos,
of liturgies, rituals, and incantations both

evil and esoteric” like the Book of Eibon. A
description of this book supplies the pre-
ceding quote, and the Revelations of Glaaki
and the Necronomicon also fall into this

category. There are also titles that are
essentially collected descriptions of sinis-
ter cults; Unausprechlichen Kulten and

BUIldlng your unspeakable library ln Cultes des Goules spring to mind. One new

. book of each type could be rationalized on
Chaosu.lmls CALL OF CTHULHU® game the grounds ofynovelty, but more would be
excessive. After all, if a tome is going to be

just like Kulten or Eibon, why not just use

©1989 by Dean Shomshak the original?
The more perceptive Mythos writers
Sometime in the course of a campaign, rules, and my own campaign. seem to have kept this in mind. In the

CALL OF CTHULHU® game Keepers will The first and most important rule is to CALL OF CTHULHU rules, Eibon and De
find a need for new, exciting Mythos not make a random-number system for Vermiis Mysteriis seem much the same.
tomes. This article has some thoughts on generating Mythos tomes. One of the Their knowledge ratings, spell multipliers,
how to create new tomes to surprise In- CALL OF CTHULHU game’s strengths is its and sanity losses are nearly equal. Vermiis
vestigators, with examples drawn from emphasis on storytelling over complicated is in Latin; so is one version of Eibon. If
Mythos stories, the CALL OF CTHULHU rules and numbers. No formulas or tables you read the stories in which they appear,

lllustration by Valerie Valusek
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you find that both tomes were written by
powerful sorcerers. One wizard, however,
lived and wrote in medieval Europe, while
the other lived millennia before in Hyper-
borea. Maybe these books aren’t alike
after all.

This illustrates one characteristic of a
good Mythos tome: a sinister origin and
history. Lovecraft went so far as to write
an essay on the “History and Chronology
of the Necronomicon,” but you need not go
to such lengths. In stories, Lovecraft and
his compatriots settled for a paragraph or
two on each book, which is enough. If the
players want to know more about a books
history, it’s easy to make up further details
as needed. Of course, a good tome origin
can also be used as a hook to draw Investi-
gators into new adventures.

Your own Mythos books aren’t the only
ones that can benefit from added history
and detail. Many of the works listed in the
CALL OF CTHULHU rulebook have never,
to the best of my knowledge, been given
any history or description by Mythos
authors. The Book of Dzyan, Eltdown
Shards, and others aren’t much more than
names. You can add as many details to
them as you want.

One way that new tomes can differ from
existing ones is in their origin. Approxi-
mately half the books listed in the CALL
OF CTHULHU rules are of Western origin.
The Middle East, India, and China have
extensive written occult traditions; it
seems logical that they would have
Cthulhu Mythos writings. The Mythos
activities of other regions could see print
through visitors from literate areas. Drop
a hint to your players that Sanskrit may be
as useful to them as Latin.

Books are just one way of storing infor-
mation. Although books dominate post-
Classical Western cultures, there are also
scrolls, tablets, wall inscriptions, and mon-
uments. Smaller amounts of information—
single spells or monster descriptions—
might be revealed in tapestries, paintings,
inscribed amulets, or even less likely ob-
jects. Modern-setting campaigns can add
various kinds of audio and visual record-
ings, microformats, and computer files.
Even if a “text” isn’t encountered in its
original book format, this can spice up its
history and origin.

It's a good idea to check whether a for-
mat is appropriate for the tome’s original
culture. The Mesopotamian cultures, for
instance, wrote on baked clay tablets,
whereas the Egyptians used scrolls in

craft interjected a straight-faced reference
to the “Commoriom myth-cycle preserved
by the Atlantean high priest Klarkash-Ton.”
(Commoriom was an ancient city promi-
nently featured in stories by Lovecraft's
friend Clark Ashton Smith.) In-jokes can be
fun even if they don’t contribute to your
carefully crafted atmosphere of paranoia
and horror.

The next step is deciding if the tome
focuses on any particular part of the My-
thos. Not only does a focused subject make
a tome feel more like a real book instead
of an ad-hoc plot device, it gives you a
guide to selecting spells for the work. A
tome could focus on the Great Old Ones or
Outer Gods, entities of air and space dwell-
ers underground, gods that appeal to lone
sorcerers, gods served by frenzied cultists,
or whatever other corner of the Mythos
seems appropriate for the tome’s origin
and the adventure in which it will be
encountered. The R’lyeh Text, for instance,
obviously focuses on Cthulhu and related
beings. It or any similar guide to oceanic
powers probably will not emanate from
cultists in the arid heart of Asia.

Conversely, if the purpose of a tome is to
introduce a particular spell to the Investi-
gators, the tome’s origin and subject focus
should be shaped with this in mind.

Another aspect of tome content is the
relative proportion of lore to spells. Some
works clearly emphasize lore. As a guide
to Mythos cults, there is no reason why
Unausprechlichen Kulten should have
many spells. In my campaign, the Kulten
can teach spells because of numerous
luridly detailed descriptions of cult rituals
rather than by any intent of its author.
Other texts, in contrast, are meant to be
spellbooks. Robert Bloch’s story, “The
Shambler from the Star,” makes it quite
clear that De Vermiis Mysteriis is a gri-
moire loaded with summonings and other
dire magic formulae. True Magick sounds
like a less imposing grimoire. Some tomes
might provide lore and magic more or less
equally; The Book of Eibon, as mentioned
above, contains both “rituals and incanta-
tions” and “dark and baleful myths.”

The last stage of tome invention, and in
many ways the least important, is assign-
ing the tome’s knowledge rating, spell
multiplier, and sanity loss. The list of
tomes in the CALL OF CTHULHU rulebook

shows that only the most important My-
thos books like Kulten and Vermiis get a
knowledge rating of 12%-15%, while very
minor lorebooks and grimoires like People
of the Monolith and the Zanthu Tablets get
ratings of 5% or less. Anything in between
is a matter of the Keeper’s taste. The maxi-
mum possible sanity loss is usually closely
tied to the knowledge rating. For example,
the Celaeno Fragments gets a knowledge
rating of 9%, and can cause up to 8 points
SAN loss. The major connection between
knowledge rating and sanity loss is the
level of danger posed by the tome’s infor-
mation. Monstres and Their Kynde and
The Golden Bough both have a knowledge
rating of 5%, for example, but Monstres
causes 1d6 SAN loss, while Bough only
does 1d2. Bough, however, deals with the
Cthulhu Mythos only indirectly and acci-
dentally through its analysis of ancient
European myths and customs. Besides,
The Golden Bough is a real book that has
probably never driven a reader insane. In
general, unless a tome is meant to be a
major sanity-buster like Vermiis or Kulten,
1d4 or 2d4 is a good rating for sanity
losses from tome reading. Either roll has a
50% chance of forcing a check for tempo-
rary insanity but isn’t likely to cause indef-
inite insanity.

Spell multipliers show how compara-
tively easy or hard it is to learn spells from
a Mythos text. The most common multi-
plier is x 2; it gives Investigators a fair
chance to learn a few spells without mak-
ing it easy to learn any spell in particular.
Second most common are the multipliers
x 1 and x 3; x 4 and x 5 are appropri-
ately rare, reserved for the Necronomicon
and those few texts approaching it in
virulence. Of course, minor lorebooks
completely lacking spells have no spell
multiplier. Aside from these broad catego-
ries, there is no intrinsic relation between
a book’s spell multiplier and its knowledge
rating or SAN loss, or between the book’s
spell multipliers and whether that book is
a grimoire for learning spells or not. As
mentioned above in relation to Kulten, a
lorebook author might clearly describe
how to cast a spell even if he didn’t con-
sciously intend to; on the other hand, a
sorcerer explaining a spell might cloak his
instructions in obscure symbolism. Minor
texts might present their few spells in a

The Golden Goblin Mythos Library

- . ) Knowledge Spell

addition to covering their monuments, Title Language rating multiplier SAN Loss
temples, and tombs with carved or painted Book of Elder Aeons English * * +10% x1 2d4
inscriptions. This research will probably El Codigo de Uxmal Spanish * * +8% x2 1d8
give you lots of ideas for adventures, too. The Uxmal Codex* English +6% x2 1d8

Another useful trick is to tie a tome’s Demon Gods of Mu English +6% x1 1d6
origin to some preexisting bit of history or Magic and Mystery of Mu English +5% x3 1d6
legend, whether real or Mythos. Every bit Mu: Lost Land of the Pacific English +3% - 1d3

of verisimilitude helps in building atmos-
phere, and the surprise of recognition
gives players the feeling of investigating a
real mystery. On the other hand, such
references may be in-jokes, as when Love-

* Translation of El Codigo de Uxmal.
** Work is chiefly available in this language but not originally in that tongue.
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relatively straightforward manner, while a
major tome could scatter spell instructions
throughout pages of irrelevant informa-
tion or outright nonsense. It depends on
the Keeper’s concept of the tome and the
context of the adventure. If the adventure
hinges on the Investigators learning Call
Ithaqua, the text providing it should have
a high spell multiplier. (This assumes you
disapprove of fudging dice rolls to advance
the plot.)

Mythos tome creation is not a systematic
process. You probably will start at any of
the above points and take the rest in any
order as inspiration leads you. The only
rule in tome creation that should be con-
sidered ironclad is that no tome has statis-
tics surpassing or even equalling the
Necronomicon.

Since an example is worth a dozen rules,
here is a selection of Mythos books from
Golden Goblin Press, occult publishers
extraordinaire in the CALL OF CTHULHU
game world.

When the real worlds James Church-
ward began writing books of dubious
scholarship about the lost continent of Mu,
he didn’t know that Golden Goblin’s star
researcher, Paul Dixon,. had already writ-
ten three books on the subject. The first
was Mu: Lost Land of the Pacific (1896), in
which Dixon marshalled a wide range of
evidence for that ancient land’s existence,
from folklore to zoology. While no reputa-
ble scholar ever accepted Dixon’s claims, a
few might privately admit that Mu is both
more plausible and more disturbing than
other works of the “lost continent” school.
Some of Dixon’s revelations are quite
sinister, especially those about Muvian
religion, giving Mu a 3% knowledge rating
and 1d3 SAN loss. It has no spells and is a
typical, very minor lorebook.

In 1900, Dixon wrote a sequel: Demon
Gods of Mu. Any hint of respect the aca-
demic community may have felt for Dixon
vanished with this work, which was
widely denounced as lurid, sensationalis-
tic, and totally lacking in serious scholar-
ship. In it, Dixon not only claimed that the
gods of Mu were real, but he asserted that
they still existed and were worshipped.
His reliance on bizarre occult texts like

94 OCTOBER 1989

The Ponape Scripture and the Necronomi-
con offended scholars as much as his wild
claim to have been “inspired” by Cthulhu,
Shub-Niggurath, and other Muvian gods.
His descriptions of Muvian rituals were as
grotesque as they were detailed. Some of
the rituals actually worked, a point Dixon’s
detractors missed. Demon Gods of Mu is a
slightly more important lorebook, with
+ 6% knowledge, spell multiplier of x 1,
and 1d6 SAN loss. It contains four spells:
Contact Cthulhu, Summon Dark Young of
Shub-Niggurath, Contact Nyarlathotep,
and Activate Eidolon (see “The Ghastly
Grimoire,” DRAGON Magazine issue #126,
for details of this spell). If you want to use
this or any other of these tomes in your
campaign, you can give them any spells
you deem necessary.

Dixon'’s final work was Magic and Mys-
tery of Mu (1902). This minor grimoire
describes Muvian sorcery; the preface

claims that it really works. (This is not
true: half the spells are defective and
won't work, as a Cthulhu Mythos roll will
show in each case.) Dixon admitted that
Magic only contained minor Muvian spells,
but he promised to someday produce a
more complete guide to Muvian wizardry.
He never did. He disappeared in 1903
during an expedition to Nan Madol and
was never seen again. Magic was, by the
way, the worst seller of Dixon’s books,
probably because his “Muvian sorcery”
bore no resemblance to what he called
“the puerile fantasies of popular occult-
ism.” It has a +5% knowledge, spell multi-
plier of x 3, and causes 1d6 SAN loss. It
contains Elder Sign, Enchant Brazier,
Conjure Glass of Mortland, Enchant Blade,
Chant of Thoth, Dread Curse of Azathoth,
and Contact Lloigor.

In addition to its massively expurgated
1909 edition of Nameless Cults, Golden
Goblin published one other major lore-
book: the Book of Elder Aeons (1906), a

translation of a scroll found in the ruins of
a heretical Tibetan lamasery. It purports to
tell the history of the races that came
before humanity on Earth. It uses the
terms and mythological patterns of B'on,
the animistic religion which preceded and
heavily influenced Tibetan Buddhism.
Elder Aeons’ cycles of race following race,
mysteriously linked in some way to Earth’s
position among the stars, forms a pattern
familiar to Theosophists. Indeed, the simi-
larities to Theosophy are deliberately
emphasized by translator Muriel Rasmus-
sen. She argues in her introduction that
Elder Aeons confirms Theosophy, al-
though the book itself is partly in error.
Muriel Rasmussen is still alive in cam-
paigns set in the 1920s, but she will not
help Investigators in any way. In 1911, she
renounced Theosophy, burned her copy of
the Book of Elder Aeons, and entered a
convent where she lives under a vow of
silence. The Book of Elder Aeons has these
statistics: + 10% knowledge, spell multi-
plier of x 1, and 2d4 SAN loss. Its six spells
all deal with contacting various Elder
Races. The original scroll is held by the
British Museum.

Golden Goblin tried hard to produce
books that went beyond the usual occult
tripe. They tried too hard, some people
said. A final example is its last publication,
a Mayan grimoire found in the ruins of the
city of Uxmal. In 1901, Dr. Miguel Arros-
cas of the Museo Nacional de Antropologia
in Mexico City produced a translation
based on notes in Spanish written above a
few lines of Mayan text. Most archeolo-
gists and linguists think that the The Ux-
mal Codex is a magnificently detailed hoax
to which Dr. Arroscas succumbed. If genu-
ine, this collection of rituals and incanta-
tions supposedly compiled by an ancient
Mayan sorcerer-priest would revolutionize
theories about Mayan magic and religion.
(For hints about the Codex’s frightening.
revelations, see “The Cthulhu Mythos in
Mesoamerican Religion” in Chaosium’s
Cthulhu Companion.) Subsequently, the
Spanish El Codigo de Uxmal was translated
into English by Thad Chevaux, a Miska-
tonic University graduate, and published

lllustrations by David Zenz



by Golden Goblin in 1910.

Not surprisingly, Chevaux’s translation is
not as complete or accurate a source of
Mythos information as Arroscas’s text. The
concepts of Mythos are especially difficult
to translate, so errors tend to multiply. In
practice, this means that the Golden Gob-
lin edition of the The Uxmal Codex gives
+ 6% knowledge, while the Spanish ver-
sion gives +8%. Both have a spell multi-
plier of x 2 and cause 1d8 SAN loss. The
Spanish version contains Contact Yig,
Summon Child of Yig, Contact Deep One,
Contact Cthulhu, Contact Nyarlathotep,
Summon Hunting Horror, Bind Hunting
Horror, Dread Curse of Azathoth, Hands
of Yig, Enchant Knife, and Summon Fire
Vampire. The English version deletes Con-
tact Cthulhu, Contact Nyarlathotep, and
Bind Hunting Horror.

Following Dr. Arroscas’s suicide in 1908,
the original folded tree-bark edition of The
Uxmal Codex has been kept in a tempera-
ture and humidity controlled vault by the
Museo. Chevaux died shortly after the
Codex’s publication, in the fire that con-
sumed Golden Goblin’s office, editor, and
supply of unsold volumes. No one knows
why Chevaux and the editor were alone at
the office in the middle of the night, or the
unidentifiable bones found in addition to
their charred remains.

I hope these examples will inspire you to
think up your own new Mythos tomes for
your campaign or create ways to add spice
to the tomes listed in the CALL OF
CTHULHU rulebook. Lovecraft himself
encouraged his friends to make their own
contributions to the Mythos and its grim
bibliography; Mythos writers like Clark
Ashton Smith, August Derleth, and Robert
Bloch have given Keepers ample prece-
dent. So get out there and knock ‘em dead!

Er, that’s just a figure of speech. Q

Computers

Continued from page 73

sageways. Have plenty of healing herbs.

8. The Pirate’s Lair contains a sapphire
coin and a jeweled crown..

9. You will eventually have to fight in the
castle. When you have a lot of firebolts, go
to a section of the castle, wipe out the
guards, and open the chests.

10. The Temptress will offer you either
Charm or Gold.

11. You must have four magic seeds to
succeed on the second level. More magic
seeds are found in the same place after
you use the ones you have.

12. After you solve each dungeon, your
strength will increase.

13. The turquoise coin is found on the
second dungeon level.

14. Use the guardian exhibit to open the
door across from the Spiral room.

15. The “distant healer” is in Eagle’s
Hollow. He will give you a ruby coin.

16. After you have the four guard

jewels, return to Eagle Hollow to be healed
and to buy herbs. Magic does not work
well in the fortress, so don’t buy any!

17. Use healing herbs to free yourself
from the spell’s grip.

18. At the end of the game, after you
return the scrolls, you get your own dis-
play. This was a nice reward for complet-
ing the game.

Scott Whittaker
Lighthouse Point FL

Phantasie I (SSI)

[Hints courtesy of SSI’s product newslet-
ter, Inside SSI.]

As you know, there are nine rings that
must be found. Here are their locations:
find two in the Temple of the Dosnebian
Clerics; one in Phantasie’s Armory; three
in J. R. Trolkin’s Castle; and three in
Bleeb’s Dungeon. To win this adventure,
you must slay the Dark Lord and obtain
the Divine Spell.

Phantasie II (SSI)

[Hints courtesy of SSI'S product newslet-
ter, Inside SSI.]

You'll have to find the beasts in this
game; beasts 1 and 2 are in the Material
Plane and can show up anywhere, so be
careful. While on the Material Plane,
check out the desert island: you'll find
Beasts 3 and 4 there. Beasts 5 and 6 are on
the Astral Plane and can be summoned
through use of spell #57. Pluto’s Castle is
the home of Beast 7 and in Pluto’s Manage-
rie, yep, heeeeeere’s Beast 8.

Due to the runaway suc-
cess of DRAGON® Maga-
zing, we are now able to
offer our readers in the
U.K. a special rate on an-
nual subscription: £12 for
12 issues (inclusive of
postage and packing). To
ensure that you get every
exciting issue of the Num-
ber One gaming maga-
zine—full of news, re-
views, ideas, advice, com-
ics, and features—send
for your subscription now!

Phantasie 111 (SSI)

[Hints courtesy of SSI’s product newslet-
ter, Inside SSI.]

You eventually need to get to the Plane
of Light. To accomplish this, while in the
spirals of the Crystal Castle of Chronos,
type “C2 +” and pull the lever, then get out
of the dungeon. You must possess the Key
of Light in order to get into the castle.

In order to get to the Dark Plane, follow
the same instructions as above, except

type in “C2-” then leave the dungeon. Sim D|y enclose a

cheque or postal order for
£12, made payable to TSR
Ltd., and send it to TSR
LLtd. Subscriptions, 120
Church End, Cherry Hin-
| ton, Cambridge CB1 3LB.
. For payment by Access,
tel: (0223) 212517 and ask
for DRAGON Magazine
Subscriptions.

Star Command (SSI)

[Hints courtesy of SSI’s product newslet-
ter, Inside SSI.]

The Princess Viselda is in one of the
three black holes. The coordinates for
each black hole are: 10,29; 28,14; 23,06.

You must enter each black hole and
down scan’ on every planet of each star in
the black hole. The password found inside
the Insect Missile Factory is THPL

Coming next month: The Beastie
Awards! Plus, new reviews and more news
regarding new product announcements.
Don’t forget to send in your game hints.
Mail them to us at 179 Pebble Place, San DRA a mark of TSR. Inc
Ramon CA 94583. While you help others, 198 Rights Reserved
perhaps others will help you. Until next
month, game on!
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Let vampires put the bite on your Cthulhu investigators!

©1990 by Kevin A. Ross
Artwork by Thomas Baxa

Chaosium’s CALL OF CTHULHU® game
is sometimes referred to as a gothic horror
role-playing game. However, in recreating
the cosmic horrors of Lovecraft and his
disciples, little space was devoted to the
petty terrestrial horrors of man’s
imagination, the true gothic menaces. The
scenario “The Rescue” in the first Cthulhu
Companion (and the fourth-edition game
rulebook) described one of the more tradi-
tional horrors, the werewolf, in great
detail. This article expands the existing
vampire rules so that an entire campaign
can be based on the hunting and slaying of
these legendary creatures. These rules can
be used with RUNEQUEST® and other
games based on Chaosium’s BASIC ROLE-
PLAYING system. The fourth-edition CALL

OF CTHULHU rulebook describes vam-
pires briefly on page 131. Information
from this source will be referenced herein
but will not be repeated.

The vampires described here aren’t
taken verbatim from any single piece of
literature. Instead, these rules reflect the
aspects of vampirism most suitable for use
in a role-playing game. In particular, this
article attempts to recreate the flavor of
the numerous vampire movies made by
Hammer Films in the 1950s, ‘60s, and ‘70s,
as many gamers are familiar with these
celluloid undead.

Two types of vampires are discussed in
this article: the fledgling lesser vampires
and their more experienced and much
more powerful counterparts, the greater
vampires. Lesser vampires are relatively
weak, and their tactics reflect their inex-
perience and lack of finesse. After a few
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years, these lesser creatures strengthen
and become greater vampires. But quite
often their lack of subtlety arouses suspi-
cion, and they are hunted down and de-
stroyed before they make the transition to
greater vampires.

Becoming a vampire

The most obvious way of becoming a
vampire is to be bitten by one. In some
legends, the mere bite of a vampire is not
enough to infect the victim with the curse
of blood-thirst, although some Game Mas-
ters (GMs might not let their players
know that. The vampire must have killed
the victim by completely draining all of his
blood. If the proper steps are not taken,
the corpse will rise within a week or two
(for game purposes, 2d6 days) as a lesser
vampire, which is described later.

Another way of becoming a vampire is
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to be excommunicated by one’s church.
According to this belief, the body of the
excommunicated person will never rest
until it is accepted back into the church. In
this case as well, the corpse arises as a
lesser vampire within a few days of its
burial.

The last method of becoming a vampire
is one that should set any good CALL OF
CTHULHU Keeper's creative gears in mo-
tion. The bodies of men and women who
were purported to be sorcerers were said
by legend to rise again to continue their
evil doings. Needless to say, these crea-
tures also need the blood of the living to
continue this nefarious “afterlife.” They,
too, start off as lesser vampires.

Vampiric disabilities

The two types of vampires have a num-
ber of things in common, one of which is
their aversion to garlic. This aversion
prevents them from approaching any
closer than 6’ from a person wearing or
brandishing garlic. The vampires take no
damage from this substance; it merely
irritates them in a manner similar to a
severe allergic reaction. Vampires can (and
probably will) use their hypnotic gaze to
force offenders to drop the garlic.

Both types are also damaged by contact
with holy items, in particular the Christian
cross, the Star of David, and holy water.
The cross or the star does 1d6 points of
damage to a vampire per touch, and the
vampire will try to avoid contact at all
costs, usually keeping about 10" between
itself and the offending object. As with the
garlic, a vampire will probably use its
hypnotic gaze to make the holder drop the
item. A splash with holy water also does
1d6 damage per hit to the undead. These
weapons should be in the arsenal of every
competent vampire-hunter.

Two of Nature’s most common phenom-
ena spell doom for the vampire: sunlight
and running water. Immersion in running
water (and this means immersion, not
throwing a bucket of water over it) and
direct sunlight each causes a vampire one
point of damage per round of contact. A
vampire reduced to zero hit points as a
result is permanently destroyed. Neither
vampire type is able to cross running
water or open sunlight for this reason.

Obviously, vampire hunters can use the
above vulnerabilities to limit the move-
ments of vampires. Blocking their routes
with crosses, smeared garlic, or water
courses suggest themselves.

Lesser and greater vampires cast no
reflections, whether in mirrors or other
glass surfaces or on the surface of water.
Neither variety casts a shadow. Extrapolat-
ing from these properties, it can be as-
sumed that their images cannot be
captured using normal photographic tech-
niques. (Characters with the Photography
skill should be allowed a roll to see if they
can come up with a way of catching these
creatures on film. Before allowing this roll,
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the character should have made at least
one previously unsuccessful attempt to
photograph a vampire.) On a similar note,
the voices of vampires cannot be recorded
by normal means. These problems limit a
vampire’s ability to move among humans
and appear to be human itself.

A vampire needs to rest during daylight
hours in a coffin or crypt that contains soil
from the country of its birth. If this is not
done, it loses 1d6 hit points each day until
it either perishes or has rested on its home
soil. These losses are regained only after
the creature has slept on home soil and
has then fed on blood. Its hit points are
then restored by an amount equal to the
number of CON it drains during a feeding
(see “The lesser vampire: Feeding”); this
continues until the vampire’s hit points are
restored to their original level. This same
deterioration occurs if the vampire is
unable to get its quota of blood (see “Feed-
ing” under “The lesser vampire” and “The
greater vampire”). Failure to obtain blood
results in a loss of 1-6 hit points per day,
and this loss can be halted and reversed as
noted previously. The POW that the vam-
pire drains from its victim by touch is
added to its own POW total (though a
vampire still has a SAN of zero, like all
monstrous creatures).

A wounded vampire regains all hit
points lost from combat within 24 hours,
provided it rests on home soil as detailed
above. If damaged but not brought to zero
hit points, it is quite able to defend itself
during the daylight hours. Its only daytime
supernatural powers, however, are its
gaze attack and the related “blood slavery”
telepathy, both of which are discussed
later (the latter in the section “Victims of
vampirism”). The vampire can still attack
physically, of course. If brought to zero hit
points, the vampire is completely helpless
and must revert to a smoky, foggy, or
misty incorporeal form, returning to its
coffin until fully regenerated. Once inside
the coffin, the vampire can only call its
“blood slaves” or use its gaze to fend off
vampire-hunters; otherwise, it is quite
vulnerable to destruction.

One of the most dreadful abilities of
both types of vampires is the power to
hypnotize anyone catching their gaze. The
vampire can use this ability on any one
target of its choice that is able to see its
eyes, and the undead must be successful
in a POW vs. POW struggle against the
target. Gaze attacks are resolved at the
beginning of the round and if the vampire
fails, it is still allowed another action be-
sides a gaze (attack, short movement, etc.)
at the very end of the round. The target
can try to avert his eyes from the vam-
pire’s gaze by rolling his POW x 5 or less
on 1d100 each time the vampire makes
such an attempt. However, this allows any
physical attacks made by the vampire on
that character to be at + 10% to the attack
roll. If the victim is unable to avert his
eyes in time and the vampire makes the

POW vs. POW roll, this victim has been
hypnotized. This hypnotizing effect lasts
for a number of rounds equal to the vam-
pire’s POW, or until the victim is physically
disturbed in some way (such as being hit
by a successful attack or being vigorously
slapped, etc., but not by being bitten by
the vampire). The effect allows the vam-
pire to give the victim unspoken com-
mands that he will then carry out. A
command for overtly suicidal behavior
breaks the spell, but a command for at-
tacking one’s colleagues does not. Only one
victim at a time can be so held by the
vampire; an attempt against someone else
automatically frees the first. Most vam-
pires use this ability to force their oppo-
nents to drop their guard (especially if that
guard includes garlic or holy items).

The lesser vampire

Means of destruction: The lesser vam-
pire, in addition to the vulnerabilities
discussed above, takes minimum damage
from and cannot be impaled by normal
weapons of any kind. However, if struck
with an impaling roll in the chest by a
wooden weapon such as a stake, sharp-
ened staff, or the like, they are immedi-
ately destroyed. Also, if struck by an
impaling roll to the head with a long-
bladed weapon such as a sword, battle-
axe, or similar weapon, they are
immediately decapitated and destroyed. If
you are not using the hit-location tables
from the Cthulhu Now supplement, allow
a 25% chance of striking the chest and a
5% chance for the head; you may double
these percentages if the Investigators state
they are aiming for these specific loca-
tions. Lesser vampires take normal dam-
age from but are not impaled by silver or
magic weapons. Fire affects them nor-
mally, but it does not destroy them.

To summarize methods for destruction:
decapitation; wooden stake through the
heart; exposure to sunlight; immersion in
running water; prolonged failure to rest
on home soil; prolonged failure to feed.

Shapechanging: Lesser vampires have
only one form of this power, and it is
assumed only involuntarily, when the
creature is brought to zero hit points by
nonfatal means. This is its smoky incorpor-
eal form. The vampire is able to pass
through very small cracks or openings to
get to its coffin to rest and regenerate
when in this form.

Feeding: A lesser vampire must feast on
blood three times per week, or about
every other day. A successful attack drains
1d4 each of CON and POW from its victim
per round of feeding. This blood can be
taken from the bodies of animals as well
as humans, but this is only done in ex-
treme emergencies as the vampire prefers
humans. The lesser vampire will usually
try to hypnotize its victims first; if this
fails, it will batter them into unconscious-
ness or submission.

Behavior and tactics: Lesser vampires



might resort to drinking nonhuman blood,
which would sicken greater vampires. For
the most part, the lesser variety is driven
by animal desires and is likely to make
foolish mistakes in its lust for blood. The
results of the lesser vampire’s loss of hu-
manity is its loss of APP, as illustrated in
the Lesser and Greater Vampires’ Statistics
table. They are not totally stupid, how-
ever; 