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Call	of	cthulhu	basic	spells

Alter	Weather	Appoint	Ka	Attract	Fish	Augur	Awake	Abhoth	Bait	Humans	Balk	Blood	Baneful	Dust	of	Hermes	Trismegistus	Banishment	of	Yde	Etad	Bat	Form	Become	Spectral	Hunter	Bind	Enemy	Bind	Loup-Garou	(Cage	of	Kind)	Bind	Soul	Black	Binding	Bless	Blade	Blight	/	Bless	Crop	Body	Warping	of	Gorgoroth	Breath	of	the	Deep	Brew	Dream	Drug	Brew	Space-Mead	Bring	Haboob	Bring	Pestilence	Call	/	Dismiss	Arwassa	Call	/	Dismiss	Azathoth	Call	/	Dismiss	The	Beast	Call	/
Dismiss	Cthugha	Call	/		Dismiss	Hastur	Call	/		Dismiss	Ithaqua	Call	/		Dismiss	Nyogtha	Call	/		Dismiss	Skinless	One	Call	/		Dismiss	Shub-Niggurath	Call	/		Dismiss	Yog-Sothoth	Call	Fish	Call	Power	of	Nyambee	Candle	Communication	Cast	Out	Devil	Cast	Out	Shan	Cause	/	Cure	Blindness	Circle	of	Nausea	Deflect	Harm	Dominate	Find	Gate	Flesh	Ward	Graft	Flesh	Healing		Mind	Blast	Shrivelling	Spectral	Razor	chapter	12:	grimoirebeings	with	their	own	motivations—casters	make
contact	Contact	Elder	Thing:	Unless	there	are	no	elder	thingsat	their	peril!	This	is	distinctly	different	to	Summoning	nearby,	the	chanting	succeeds	automatically.	The	most	like-Spells	(see	page	263)	that	have	the	potential	to	allow	ly	locations	are	along	the	southern	part	of	the	Mid-Atlanticcasters	to	bind	the	summoned	beings	to	their	will.	Ridge	or	over	the	geological	trenches	nearest	Antarctica.	Cost:	3	magic	points	Procedures	are	much	the	same	for	each	Contact	spell,	Contact
Flying	Polyp:	Unless	there	are	no	flying	polypsthough	particular	conditions	or	requirements	may	be	nearby,	it	succeeds	automatically.	Flying	polyps	occur	only	inunique.	Knowing	one	Contact	spell	is	of	no	help	in	casting	their	rare	underground	cities,	the	largest	of	which	is	beneathanother.	Many	versions	of	Contact	spells	exist.	the	City	in	the	Sands,	in	the	western	Australian	desert.	The	caster	should	first	construct	or	open	a	communication	shaft	Cast	properly	this	spell	always
works,	unless	there	are	for	their	egress.no	such	things	living	within	a	convenient	distance	(flying	Cost:	9	magic	pointspolyps	might	journey	from	the	City	in	the	Sands	to	some	Contact	Formless	Spawn:	Unless	there	are	no	formlesspart	of	Australia,	but	might	ignore	the	chance	to	fly	to	spawn	nearby,	it	succeeds	automatically.	The	best	place	toNorth	America).	cast	this	spell	is	at	a	temple	of	Tsathoggua,	whose	altar	stat-	ue	of	Tsathoggua	is	still	present	or	at	a	spot	near	an	opening
A	Contact	spell	takes	five	to	ten	rounds	to	cast.	The	into	the	black	abyss	of	N’Kai,	somewhere	near	Binger,thing	reached	by	the	spell	may	appear	in	a	game	hour	Oklahoma.	Possibly	other	places	in	Western	or	Midwesternor	take	a	game	day	or	more	to	show	up.	For	a	random	North	America	offer	entry	and	exit	points.	One	such	cavernappearance	in	hours,	roll	1D100.	Entities	living	nearby	will	reputedly	exists	near	Dunwich,	Massachusetts.walk,	swim,	dig,	or	fly	to	the	spell	point.	If
the	trip	is	too	Cost:	3	magic	pointslong,	the	thing	called	by	the	spell	never	shows	up.	Things	Contact	Ghoul:	Unless	there	are	no	ghouls	nearby,	itfrom	other	dimensions	can	appear	in	any	characteristic	or	succeeds	automatically.	Ghouls	are	found	wherever	largeevocative	manner.	concentrations	of	humans	are,	especially	near	graveyards	and	crypts.	Places	of	burial	more	than	a	century	old	are	The	spell	brings	a	random	member	of	the	species,	propitious	locations	for	this	spell.
Moonlit	nights	are	best.presumably	with	its	own	motives.	The	caster	should	try	to	Cost:	5	magic	pointsbe	alone,	or	to	be	with	no	more	than	a	small	group,	in	order	Contact	Gnoph-Keh:	Unless	there	are	no	gnoph-keh	near-not	to	seem	threatening.	Once	the	contacted	thing	appears,	by,	it	succeeds	automatically.	Gnoph-keh	are	usually	foundit	is	free	to	depart,	so	if	the	caster	has	something	to	offer	it,	in	Greenland	or	other	frozen	wastes	near	the	North	Pole.the	chances	for	an
extended	meeting	greatly	improve.	The	spell	must	be	augmented	with	a	successful	Sing	If	a	contacted	species	is	large,	such	as	a	flying	polyp,	(Art	&	Craft	specialism)	roll	and	before	doing	so	the	casteronly	one	will	likely	appear.	If	it	is	human-sized	or	smaller,	must	build	a	small	effigy	of	the	beast	from	ice	and	snow.the	Keeper	may	determine	if	several	representatives	arrive	Cost:	6	magic	pointsas	a	group.	Contact	Hound	of	Tindalos:	If	a	hound	of	Tindalos	is	summoned	it	will
come	automatically.	There	is	no	known	There	is	no	guarantee	that	a	contacted	entity	would	way	to	bargain	with	a	hound	of	Tindalos,	whose	motiverather	bargain	with,	or	devour,	the	caster.	It	will	have	an	for	moving	through	the	stream	of	time	and	space	is	purealien	motivation;	however,	if	further	contact	seems	of	hunger.advantage	to	both	sides,	then	some	interesting	roleplaying	Cost:	7	magic	pointsmay	emerge.	Contact	Mi-Go:	Unless	there	are	no	mi-go	nearby,	it	succeeds
automatically.	The	spell	must	be	cast	at	the	As	mentioned,	each	version	of	the	spell	requires	base	or	the	top	of	a	high	mountain—in	a	range	knowncertain	conditions	to	be	in	place	for	it	to	work.	to	be	mined	or	visited	by	the	enigmatic	spacefaring	race.Contact	Chthonian:	Unless	there	are	no	chthonians	Among	such	ranges	are	the	Appalachians,	Andes	and	thenearby,	it	succeeds	automatically.	The	spell	must	be	cast	Himalayas,	and	some	peaks	in	Central	Africa.at	a	location	that
has	known	recent	earthquakes	or	where	Cost:	8	magic	pointshot	spots	and	volcanoes	offer	relatively	quick	transport	Contact	Rat-Thing:	To	bring	forth	a	foul	rat-thing,	itfrom	the	deep	interior	of	the	planet	to	the	outer	edge	of	must	be	cast	at	or	near	a	site	infested	by	rat-things.	Athe	geologic	crust.	population	of	these	evil	creatures	reportedly	exists	inCost:	5	magic	pointsContact	Deep	One:	Unless	there	are	no	deep	ones	nearby,the	chanting	succeeds	automatically.	This	spell
should	becast	at	the	edge	of	a	saltwater	ocean	or	sea.	To	work	best,	itshould	be	cast	near	a	deep	one	city,	such	as	the	waters	offInnsmouth,	Massachusetts	or	the	coast	near	the	town	ofDunwich,	England.	Part	of	the	ritual	consists	of	throwingspecially	inscribed	stones	into	the	water.Cost:	3	magic	points	251Call	of	Cthulhu	Yorkshire,	England.	Another	report	of	similar	creatures	Contact	Star-Spawn	of	Cthulhu:	Unless	there	are	no	comes	from	Massachusetts.	representatives
nearby,	it	succeeds	automatically.	It	should	Cost:	2	magic	points	be	cast	at	the	ocean	shore,	perhaps	near	a	deep	one	outpost	Contact	Sand-Dweller:	Unless	there	are	no	sand-dwellers	or	else	near	a	spot	where	star-spawn	may	sleep.	The	spell	nearby,	it	succeeds	automatically.	The	spell	must	be	cast	in	works	well	in	Polynesia,	along	the	Massachusetts	coast,	and	a	suitable	desert,	such	as	in	the	Sahara,	the	southwestern	above	R’lyeh.	United	States,	Saudi	Arabia,	or	central
Australia.	Cost:	6	magic	points	Cost:	3	magic	points	Contact	Yithian:	This	spell	does	not	reach	forward	or	Contact	Servitor	of	the	Outer	Gods:	A	successful	Luck	backward	in	time.	If	a	Yithian	mind	occupies	a	subject	roll	establishes	that	a	servitor	is	within	the	Milky	Way	within	one	hundred	miles	of	the	caster	at	the	time	the	galaxy	when	the	spell	is	cast.	If	no	servitor	is	within	that	spell	is	cast,	the	Yithian	notices	the	appeal	and	may	range,	the	magic	points	are	lost.	respond	if
curious,	fearful,	or	alarmed.	If	the	caster	has	nothing	interesting	to	say	or	offer,	then	the	Great	Race	Stars	must	be	visible	to	the	caster.	He	or	she	attempts	to	scholar	ignores	later	questions,	or	perhaps	destroys	the	visualize	Azathoth’s	Ineffable	Heart	(reputedly	a	spheroidal	caster	as	a	likely	pest	or	nuisance.	symbol	of	meditation	but	actually	of	unknown	shape)	that	Cost:	4	magic	points	pulses	and	shines	like	liquid	flame.	The	servitor	manifests	within	1D6+4	rounds	and	expects
a	blood	sacrifice.	If	the	Alternative	names:	For	Contact	spells,	use	words	like:	nominated	sacrifice	is	inadequate,	the	servitor	devours	Union,	Commune,	Exchange,	Commerce,	Covenant,	Pact,	the	caster.	If	the	servitor	accepts	the	sacrifice,	it	agrees	to	Concord,	etc.	For	example,	The	Red	Pact,	Covenant	of	the	perform	one	simple	task	for	the	caster.	Deep,	and	so	forth.	With	a	successful	Persuade	roll,	the	servitor	also	deigns	Contact	Deity	Spells	to	answer	one	respectful	question
about	Mighty	Azathoth,	the	court	at	the	center	of	the	universe,	or	an	Outer	God.	Cost:	5	POW;	1D6	Sanity	points	The	answer	adds	1D3	Cthulhu	Mythos	to	the	questioner’s	Casting	time:	five	to	ten	(1D6	+	4)	rounds	total,	but	the	answer	is	meaningless	to	onlookers.	Contact	Deity	spells	are	unused	except	by	the	insane	priests	of	these	deities,	or	by	great	independent	sorcerers	With	a	roll	equal	to	or	less	than	a	fifth	of	the	caster’s	who	hope	to	strike	deals	and	win	over	some	small
fraction	Persuade	skill,	the	servitor	also	imparts	a	spell	directly	into	of	the	deity’s	powers.	The	deity	sought	for	Contact	can	be	the	caster’s	brain,	costing	the	caster	1D8	Sanity	points	and	any	one	of	the	Gods	or	Great	Old	Ones.	1D10	rounds	of	disorientation.	The	servitor	chooses	the	spell.	For	each	such	spell,	the	caster	must	sacrifice	5	POW.	Its	services	rendered,	the	servitor	may	linger	and	play	The	chance	of	successfully	contacting	the	deity	is	equal	its	unearthly	pipes	while
colors	flash	across	its	body	and	to	half	the	caster’s	(reduced)	POW.	If	the	roll	succeeds,	its	tentacles	writhe,	or	it	may	dissolve	and	return	to	some	the	deity	or	some	aspect	of	it	will	contact	the	caster	in	a	galactic	arm	or	stellar	nursery	and	resume	its	previous	semi-friendly	manner	after	a	few	game	hours	or	days.	The	activity.	deity	is	unlikely	to	give	non-worshipers	anything	of	value.	If	the	deity	is	bored	or	offended	the	god	will	likely	squash	Hearing	its	insane	and	mesmerizing
pipes	costs	the	caster,	or	drive	him	or	her	insane,	and	so	get	some	1/1D4	Sanity	points	and	thereafter	haunts	every	singer	or	inhuman	pleasure	from	the	situation.	instrumentalist	who	was	present.	They	become	indifferent	to	earthly	scales	and	more	and	more	feel	compelled	to	Each	version	of	the	spell	tends	to	reflect	the	deity	perform	in	the	cosmic	scales	revealed	to	them.	concerned.	Cost:	14	magic	points	Contact	Deity:	Chaugnar	Faugn:	Opens	communication	with	Chaugnar
Faugn.	With	a	success,	the	deity	sends	the	Contact	Spirits	of	the	Dead:	Many	versions	of	this	spell	caster	visions	or	nightmares	that	inform	the	dreamer	of	exist.	One	version	requires	a	tent	of	white	sheets	to	be	the	god’s	desires,	or	lets	him	or	her	know	if	a	petition	to	erected	near	a	river,	and	jugs	full	of	the	stream’s	water	the	god	is	to	be	favorably	answered	or	rejected.	are	placed	inside.	Songs	are	sung	and	dances	danced.	An	entreaty	is	made	for	the	dead	to	appear.	Add	up	all
the	Contact	Deity:	Cthulhu:	Opens	communication	with	magic	points,	multiply	the	sum	by	five,	with	the	caster	Cthulhu.	Cthulhu	typically	responds	at	night,	during	the	needing	to	roll	equal	to	or	under	that	result	on	1D100.	caster’s	dreams.	By	dreams	and	nightmares	he	informs	his	With	a	success,	the	voices	of	the	dead	emerge	from	the	followers	of	his	desires.	water	jugs.	One	may	hear	them	and	discuss	or	question	them	by	putting	one’s	head	in	the	tent.	Remember	that	the
Contact	Deity:	Eihort:	Resembles	other	Contact	Deity	dead	mostly	know	only	what	they	knew	in	life	and	that	spells,	but	the	caster	sacrifices	1	magic	point	in	casting	it.	some	do	not	realize	that	they	are	dead.	The	god	automatically	appears	in	dream	form	if	the	caster	Cost:	3	or	more	magic	points252chapter	12:	grimoireis	distant	and	in	person	if	within	a	few	hundred	yards.	In	A	written	copy	of	this	spell	is	known	to	be	in	a	greatimparting	this	spell	into	the	caster’s	brain,	Eihort
extracts	haunted	library	on	a	planet	orbiting	the	star	Celaeno,	one5	POW	in	compensation.	of	the	Pleiades.Contact	Deity:	Nodens:	Opens	communication	withNodens.	The	Contact	spell	for	Nodens	can	be	cast	only	Alternative	names:	Great	Ward	of	Naach-Tith,	Thefrom	a	remote,	unpeopled	place	such	as	the	edge	of	a	sea-	Unseen	Sphere	that	Entraps	the	Demon.cliff.	If,	later,	Nodens	contacts	the	caster,	it	will	be	when	heor	she	is	alone	and	in	a	similar	inaccessible	place.Contact
Deity:	Nyarlathotep:	Opens	communication	Deeper	Versionwith	Nyarlathotep.	This	spell	can	be	cast	from	anywhere,as	befits	this	omnipresent	god;	however,	Nyarlathotep	ap-	Those	harnessing	the	knowledge	and	power	of	thepears	only	at	meetings	of	worshipers	or	when	new	priests	Mythos	are	able	to	increase	the	size	of	the	barrier	toof	the	Gods	are	anointed.	200	yards	in	diameter.Contact	Deity:	Tsathoggua:	Opens	communication	with	Create	Mist	of	R’lyehTsathoggua.
Tsathoggua	may	appear	in	spirit	form	as	ahazy	and	translucent	projection	of	his	real	self,	to	which	Cost:	2	magic	pointsnormal	Sanity	losses	apply.	He	usually	visits	only	if	the	Casting	time:	Instantaneouscaster	is	alone.	He	speaks	audibly	to	the	caster.	The	spell	causes	a	dense	mist	to	appear	in	an	egg-shapedContact	Deity:	Y’golonac:	Opens	communication	with	volume	(10	×	10	×	15	feet),	directly	in	front	of	the	caster.Y’golonac.	This	god	responds	by	attempting	to	convert	The
long	axis	of	the	cloud	is	always	at	right	angles	to	thethe	caster	to	its	worship.	If	the	deity	feels	that	the	caster	direction	in	which	the	caster	faces.	The	spell	obscureswould	be	an	unsuitable	priest,	it	will	psychically	attack	vision	for	1D6+4	game	rounds	and	then	evaporateshim	or	her	and	try	to	eat	the	soul	and	mind.	If	the	caster	without	trace.might	be	suitable,	Y’golonac	tries	to	possess	a	friend,	who(controlled)	approaches	the	caster	to	tempt	him	or	her	Alternative	names:	Ye
Terrible	Cloud,	Breath	of	theinto	service.	Dark	Sea,	The	Dank	Fog	of	Sailors	Lost.Create	Barrier	of	Naach-Tith	Create	ZombieCost:	variable	magic	points;	1D10	Sanity	points	Cost:	16	magic	points;	1D6	Sanity	pointsCasting	time:	1	minuteThe	barrier	provides	both	a	physical	and	magical	defense.	Casting	time:	a	weekEach	participant	in	this	spell	loses	1D10	Sanity	points	A	ritual	liquid	must	be	poured	over	a	corpse	or	into	theand	a	variable	number	of	magic	points.	Each	magic
point	grave	where	a	corpse	lies.	The	Keeper	determines	theexpended	in	the	creation	provides	the	barrier	3D10	points	ingredients	of	the	liquid—at	least	one	part	should	beof	STR.	The	spell	takes	1	minute	to	cast	(during	which	time	difficult	to	obtain	legally.all	magic	points	to	be	used	must	be	expended)	and	theresulting	barrier	lasts	1D4+4	hours.	Anyone	who	knows	The	corpse	is	left	to	mature.	At	the	end	of	a	week,	thethe	spell	may	participate	in	the	casting	and	contribute	caster
comes	to	the	grave	and	intones	the	binding	ritual.magic	points	to	the	barrier.	At	the	end	of	the	half-hour	chant,	the	corpse	claws	its	way	from	the	grave	and	thereafter	performs	the	caster’s	will.	The	barrier	is	spherical	in	shape	and	about	100	yards	in	The	zombie	will	perform	mundane	and	simple	tasks,	suchdiameter.	It	can	be	cast	around	the	casters	to	protect	from	as	“guard	this,”	“fetch	that,”	or	“kill	him!”harm	or	it	can	be	cast	to	encompass	a	monster	or	enemy.Any	creature
bisected	by	the	barrier’s	boundary	upon	A	zombie	created	in	this	manner	continues	to	rot	afterits	creation	is	unharmed	and	thrust	outside	the	barrier.	it	has	risen.	Thus,	a	wizard	wishing	a	constant	zombieAnything	trapped	should	be	allowed	a	STR	roll	opposed	servant	must	periodically	create	replacements.by	the	STR	of	the	barrier.	Multiple	entrapped	victimscannot	combine	their	STR	to	escape.	A	bullet	or	missile	Statistics	for	zombies	can	be	found	in	Chapter	14:can	cross	the
barrier	if	the	rolled	damage	(ignore	impales)	Monsters,	Beasts	and	Alien	Gods.to	the	barrier	is	greater	than	a	fifth	of	the	barrier’s	STR.	Ifpenetrating	the	barrier,	the	object	does	the	damage	rolled,	For	a	number	of	variations	on	this	spell	see	Spellas	if	the	barrier	did	not	exist,	and	the	barrier	is	destroyed.	Variations	(see	page	242).	Alternative	names:	Ritual	of	the	Undying,	Black	Binding,	The	Ashen	Cowl,	Raising	of	the	Dead.	253Call	of	Cthulhu	Curse	of	the	Putrid	Husk	Deeper
Version—Death	Spell	Cost:	5	magic	points;	10	Sanity	points	Rather	than	cause	the	victim	to	suffer	the	effects	of	this	Casting	time:	1	hour	spell	in	near	instantaneous	fashion,	the	caster	may	elect	to	prolong	the	spell	over	a	course	of	days	to	enhance	This	spell	brings	sanity-wracking	illusions	to	the	victim.	the	victim’s	suffering.	The	caster	spends	34	magic	The	victim	perceives	that	his	or	her	skin	is	visibly	points	in	casting	this	version	of	the	spell.	The	caster	rotting	and	corrupting.
The	outward	appearance	seems	does	not	need	to	be	physically	near	the	victim—instead	to	deteriorate	swiftly,	so	that	great	rents	and	tears	occur	the	caster	must	possess	a	piece	of	the	victim	(hair,	nail	through	which	internal	organs	begin	to	tumble	out	(with	clipping,	or	skin,	etc.),	allowing	the	spell	to	be	cast	from	the	victim	losing	1D10	Sanity	points	in	the	process).	any	distance.	The	spell	begins	on	the	following	day	of	Thereupon	the	victim	faints	and	awakens	in	a	few	minutes,
casting	and	lasts	for	7	days.	For	the	spell	to	take	effect,	whole	and	normal.	an	opposed	POW	roll	must	be	made	between	the	caster	and	the	target	each	day.	On	the	first	day,	the	victim	For	the	spell	to	take	effect	an	opposed	INT	roll	must	suffers	a	2	hit	point	wound,	then	a	4	hit	point	wound	be	made	between	the	caster	and	target—impose	one	on	the	second	day.	Thereafter,	the	wound	size	increases	penalty	die	on	the	target	if	the	spell	is	cast	at	night,	while	by	2	hit	points	each	day
(6,	8,	10,	12,	14).	An	equal	the	target	is	sleeping.	The	entire	cycle	of	effect	takes	about	amount	of	Sanity	is	lost	each	day	as	the	target	begins	to	twenty	minutes,	including	the	faint.	realize	his	or	her	terrible	fate.	On	the	day	that	hit	points	are	reduced	to	zero,	the	victim’s	body	is	consumed	in	The	target	must	be	known	to	the	caster	and	the	caster	a	ball	of	flame.	must	have	as	a	focus	some	personal	object	belonging	to	the	target.	The	experience	of	the	spell	is	devastating;	however,
The	spell	can	affect	only	one	individual	at	a	time	successful	Psychoanalysis	can	help	the	victim	come	to	and	has	a	maximum	range	of	10	yards.	Obviously	the	terms	with	these	inexplicable	dreams	and	hallucinations	command	or	commands	must	be	intelligible	to	the	target	and	restore	half	of	each	such	Sanity	loss.	Psychiatric	drugs	and	the	spell	may	be	broken	if	a	command	contradicts	the	do	little	to	compensate	for	such	an	attack.	target’s	basic	nature	(such	as	instructing	a	human
to	fly).	Alternative	names:	The	Insidious	Nightmare,	Summon	Dominate	can	be	cast	and	recast	as	many	times	as	the	Seven	Devils	to	Afflick	Thine	Enemy,	Wither	the	Mind	of	the	caster	finds	possible,	allowing	a	target	to	be	controlled	Weak.	without	interruption	for	several	minutes.	Each	cast	of	the	spell	has	the	same	costs	and	limits.	Recasting	is	Death	Spell	instantaneous.	Cost:	24	magic	points;	3D10	Sanity	points	Alternative	names:	Command	of	the	Wizard,	The	Casting	time:
1D3	rounds	Chant	of	Possession,	Baleful	Influence.	Reserved	for	only	the	most	foul	of	sorcerers,	this	spell	Dread	Curse	of	Azathoth	causes	the	bewildered	victim	to	burst	into	flame.	The	target	must	be	within	ten	yards	of	the	caster.	For	the	spell	Cost:	4	magic	points;	1D6	Sanity	points	to	take	effect	the	caster	must	succeed	in	an	opposed	POW	Casting	time:	1	round	roll	with	the	target	during	each	round	of	concentration.	After	1D3	rounds	of	concentration,	the	victim’s	skin	The
sorcerer	draws	upon	the	energies	of	the	Outer	God	forms	large	blisters	and	he	or	she	loses	1D3	hit	points.	to	directly	drain	POW	from	a	victim.	By	repeating	the	In	the	next	round,	the	victim	loses	an	additional	1D6	hit	secret	name	of	Azathoth,	one	can	generate	respect	and	points.	On	the	third	round,	the	victim	bursts	into	flames,	fear	in	any	being	conversant	with	the	Mythos,	for	to	know	losing	1D10	hit	points	then	and	each	round	thereafter.	the	name	implies	that	one	knows	the
secret	Last	Syllable.	The	stench	of	burning	hair	and	flesh	is	overwhelming	(all	Said	alone,	the	Last	Syllable	may	be	directed	against	a	witnesses	should	make	SAN	rolls	or	lose	1/1D6	SAN).	It	is	foe.	For	the	spell	to	take	effect	the	caster	must	succeed	impossible	to	render	aid,	since	the	horrified	victim	burns	in	an	opposed	POW	roll	with	the	target.	If	the	caster	is	from	the	inside	out.	successful,	the	target	loses	3D6	POW.	Alternative	names:	Ye	Dreadful	Pricking,	The	Curse	of
Alternative	names:	Utterance	of	the	Last	Syllable,	Ye	Fiery	Doom,	Cthugha’s	Embrace.	Doleful	Leeching,	By	the	True	Name	Thy	Power	is	Sapped.	Dominate	Cost:	1	magic	point;	1	Sanity	point	Casting	time:	Instantaneous	Bends	the	will	of	the	target	to	that	of	the	caster.	For	the	spell	to	take	effect	the	caster	must	succeed	in	an	opposed	POW	roll	with	the	target.	If	successful,	the	target	obeys	the	commands	of	the	caster	without	exception	until	the	next	combat	round
concludes.254chapter	12:	grimoireDust	of	Suleiman	There	are	four	enchanted	items	of	permanent	duration	for	which	no	spell	of	creation	is	known:	the	Glass	fromCost:	10	magic	points	per	3	doses.	Leng,	the	Lamp	of	Alhazred,	the	Plutonian	Drug,	andCasting	time:	1	round	to	apply	1	dose	the	Shining	Trapezohedron.	These	four,	exceedingly	rare	items	are	included	in	Chapter	13:	Artifacts	and	AlienCreates	a	grey-green	powder	that	harms	unnatural	beings	Devices	under	their
alphabetical	entries,	not	in	the	list	offrom	other	planes	of	existence.	The	powder	requires	the	enchantments.dust	from	an	Egyptian	mummy	at	least	2,000	years	old;each	such	mummy	suffices	for	three	doses	of	the	magic	Crafting	an	enchantment	or	an	artifact	bringsdust.	The	ingredients	also	include	frankincense,	sulfur,	risks.	The	item	may	have	unpredictable	advantages	andand	saltpeter.	An	incantation	must	be	said	over	the	dust	disadvantages.	While	it	might	be	useful	for
probing	morewhile	it	is	being	sprinkled.	deeply	into	the	Mythos,	it	might	also	expose	investigators	to	monstrous	encounters,	or	could	offer	a	way	to	another	Sprinkled	over	a	being	not	of	this	Earth,	the	entity	dimension.loses	1D20	hit	points	per	dose.	It	takes	one	round	toapply	a	dose.	The	powder	works	only	on	extraterrestrial	Keepers	should	consider	how	an	enchanted	item	orand	other	planar	beings,	thus	the	powder	would	harm	artifact	may	affect	the	game.	Since	the	spell	or
the	artifacta	dimensional	shambler,	Yog-Sothoth	or	a	mi-go,	but	is	is	unlikely	to	vanish	from	play	once	introduced;	it	willuseless	against	a	shoggoth	or	a	deep	one.	alter	the	abilities	(for	good	or	ill)	of	the	investigators.	Make	sure	you	are	certain	of	what	it	does,	what	it	costs	Alternative	names:	The	Egyptian	Powder,	Protection	and	its	implications	for	your	game.of	the	Dead.Elder	Sign	Enchant	BookCost:	10	POW	Cost:	variable	POW;	1D4	Sanity	pointsCasting	time:	1	hour	Casting
time:	3	days	Aids	in	summoning	star	vampires	by	enchanting	any	bookIts	decoration…was,	rather,	in	the	rough	shape	of	a	star,	in	which	is	inscribed	the	words	of	the	spell	Summon/Bindin	the	center	of	which	there	appeared	to	be	a	caricature	of	Star	Vampire.	The	book’s	ink	must	contain	the	ichor	ofa	single	giant	eye;	but	it	was	not	an	eye,	rather	a	broken	a	star	vampire.	The	caster	sacrifices	a	varying	amount	oflozenge	in	shape	with	certain	lines	suggestive	of	flames	or	POW,
loses	1D4	Sanity	points,	and	meditates	for	threeperhaps	a	solitary	pillar	of	flame.	days.	For	each	point	of	POW	channeled	to	the	book,	add	2	percentiles	to	the	caster’s	chance	of	success	with	—August	Derleth	and	H.P.	Lovecraft,	Summon/Bind	Star	Vampire.	The	Lurker	at	the	Threshold.The	spell	activates	an	Elder	Sign.	Each	active	Elder	Sign	Enchant	Knifetakes	a	sacrifice	of	10	POW	to	create,	but	costs	no	Sanitypoints.	An	Elder	Sign	may	be	formed	into	a	leaden	seal,	Cost:
variable	POW;	1D4	Sanity	pointscarved	in	rock,	forged	in	steel,	etc.	When	made	active	Casting	time:	2	hoursbeside	an	opening	or	Gate,	it	makes	that	path	unusable	to	An	enchanted	knife	increases	the	success	chance	forminions	of	the	Great	Old	Ones	and	Mythos	Gods,	as	well	other	spells.	The	spell	enchants	a	knife	or	dagger	madeas	to	those	greater	beings	themselves.	Without	the	spell,	of	a	pure	metal,	such	as	gold	or	iron.	With	the	knife	bladethe	symbol	itself	means	nothing
and	has	no	effect.	an	intricate	diagram	is	drawn	on	a	flat	surface	and	then	the	blade	is	used	to	kill	an	animal	of	at	least	SIZ	20.	The	The	writings	of	certain	scribes	apart,	the	Elder	Sign	is	creature’s	blood	is	then	traced	out	to	follow	the	lines	of	theworthless	in	personal	defense	if	the	monster	or	minion	drawn	diagram	and	the	enchantment	is	complete.can	evade	the	Sign.	Those	wearing	an	Elder	Sign	aroundthe	neck,	for	instance,	might	gain	protection	for	a	few	Such	a	knife	is
suitable	for	use	in	casting	Summonsquare	inches	of	flesh	where	the	Sign	rests	against	the	Dimensional	Shambler.	Every	point	of	POW	placed	intoskin;	however,	the	rest	of	the	wearer’s	body	would	be	it	adds	1	percentiles	to	the	chance	for	success	in	castingcompletely	vulnerable.	that	spell.	If	this	knife	is	used	to	slay	the	small	animal	for	Enchant	Brazier,	the	brazier	so	made	adds	10	percentiles	Alternative	names:	The	Elder	Seal,	The	Omen	Branch,	to	the	chance	for	successfully
casting	Conjure	Glass	ofThe	Five	Points	of	Wisdom.	Mortlan.Enchantment	Spells	Enchant	PipesA	number	of	Enchant	spells	exist,	each	used	to	imbue	Cost:	variable	magic	points;	1D6	Sanity	pointsmagic	into	a	different	device	or	artifact.	Each	spell	Casting	time:	3+	hoursinvolves	a	blood	sacrifice,	the	sacrifice	of	magic	points,	Augments	the	chance	for	success	in	casting	particularthe	loss	of	1D4	or	more	Sanity	points,	and	at	least	a	game	spells.	The	spell	enchants	a	set	of	panpipes
or	a	flute.	Theday	of	time.	Continued	on	page	258	255Call	of	Cthulhu	Gate	Spells	Find	Gate	The	idea	of	a	panel	that	would	open	on	some	remote	Cost:	1	magic	point;	1D3	Sanity	points	world	impressed	Eibon	as	being	rather	fantastic,	not	to	say	Casting	time:	20-60	minutes	farfetched.	Through	a	series	of	gestures	and	a	specific	chant,	the	spell	—Clark	Ashton	Smith,	The	Door	to	Saturn.	reveals	to	the	caster	any	Gate	if	it	is	within	the	caster’s	direct	vision.	Cost:	variable	POW	see
Table	XIII:	Gate	Creation	and	Travel	Costs	opposite	While	this	spell	locates	a	Gate,	it	does	not	empower	Cost	to	access	a	Gate:	variable	magic	points	and	1	Sanity	anyone	to	open,	close,	create,	or	pass	through	it.	Neither	point	does	this	limited	form	of	the	spell	allow	the	caster	to	Casting	time:	one	hour	per	POW	spent	determine	whether	the	Gate	traverses	time	or	distance.	Gate	spells	allow	the	caster	to	create	doorways	between	Gate	Boxes	other	lands	or	times,	dimensions,	or
worlds—allowing	the	user	to	travel	great	distances	with	a	simple	step.	Usually	a	Cost:	1	POW;	variable	magic	points	and	Sanity	points	Gate	connects	to	a	single	other	location.	Casting	time:	5	hours	Creation	of	a	Gate	requires	the	permanent	expenditure	of	Allows	the	creation	of	twin	magical	boxes	that	form	two	POW,	in	a	sacrifice	equal	to	the	log	to	base	10	of	the	distance	ends	of	a	magical	Gate.	Going	through	a	gate	box	costs	the	Gate	connects	in	miles	times	five.	A	Gate	may
take	many	exactly	the	same	magic	points	and	Sanity	points	as	going	forms,	common	ones	being	indicated	by	a	pattern	of	painted	through	a	normal	Gate	and	the	transit	procedure	is	the	same.	lines	on	a	floor	or	a	peculiar	arrangement	of	stones	in	a	field.	First,	two	identical	wooden	boxes	must	be	made	to	any	Using	the	Gate	costs	a	number	of	magic	points	equal	to	desired	SIZ.	The	boxes	should	be	open	only	at	one	end.	Then	one-fifth	of	the	POW	originally	used	to	make	the	Gate.
Each	the	necessary	ritual,	consisting	of	placing	one’s	hands	on	the	trip	through	a	Gate	costs	1	Sanity	point.	Should	the	user	boxes	and	conceiving	certain	hyper-dimensional	lines	and	lack	enough	magic	points	for	a	trip,	the	traveler	expends	angles	in	one’s	mind	for	about	five	hours	must	be	performed.	hit	points	to	make	up	the	cost.	Return	trips	through	a	Gate	5	POW	is	sacrificed	at	this	time.	Then	the	boxes	automatically	always	cost	the	same	as	the	initial	journey.	drain	half	the
creator’s	Magic	points	each	day,	until	they	have	absorbed	magic	points	equal	to	their	total	SIZ	x	20.	1	Sanity	Ordinarily,	anyone	or	anything	can	move	through	a	point	is	lost	for	every	full	week	of	magic	point	drain.	Once	the	Gate,	though	some	have	been	built	so	that	a	certain	key—a	necessary	magic	points	have	been	taken,	the	boxes	become	word	or	gesture—is	needed	to	activate	the	portal.	Certain	operative.	versions	of	the	spell	are	known	that	also	‘change’	those	who	pass
through,	to	aid	survival	on	an	alien	world.	There	are	Time	Gate	also	hints	that	some	Gates	are	capable	of	more	than	one	destination.	Cost:	variable	POW	Casting	time:	one	hour	per	POW	spent	Deeper	Version	Deeper	Version	The	caster	may	elect	to	prepare	a	Gate	for	travel	by	The	wizard	is,	through	the	use	of	diabolical	symbols	expending	the	necessary	magic	points	before	the	and	chants,	able	to	create	multi-pathway	Time	Gates—	journey.	The	Gate	is	thus	primed	and	the	next
person	thus	one	door	may	lead	to	more	than	one	distant	time	stepping	through	the	doorway	is	not	required	to	pay	or	future.	Only	the	caster	knows	which	path	leads	to	the	magic	point	cost,	but	will	still	need	to	sacrifice	1	which	time	on	entering	the	Gate.	Those	foolish	enough	Sanity	point.	to	use	the	Gate	unassisted	by	the	caster	will	be	unable	to	determine	the	correct	path	and	could	arrive	at	any	of	the	times	the	Gate	is	keyed	to	(roll	randomly).	The	process	of	creation	remains
the	same.256chapter	12:	grimoireCreates	a	gate	to	the	future	or	to	the	Table	XIII:past.	The	spell	resembles	the	CreateGate	spell	but	costs	POW	for	the	Gate	Creation	and	Travel	Costsnumber	of	years	travelled	rather	thanthe	number	of	miles	journeyed.	Use	POW	(Gate	Magic	Points	Distance	in	miles/light	yearsthe	Gate	Creation	and	Travel	Costs	Creation)Table	and	substitute	distance	in	years	(Gate	Travel)	up	to...for	distance	in	miles.	51	100	Miles	The	spell	only	yields	a
timeapproximate	to	that	desired,	though	10	2	1,000	Milesonce	such	a	Gate	is	created	the	exactinterval	between	“now”	and	“then”	15	3	10,000	Milesremains	the	same.	20	4	100,000	Miles	View	Gate	25	5	1,000,000	MilesCost:	variable	magic	and	Sanity	pointsCasting	time:	3	rounds	30	6	10,000,000	MilesWhen	cast	at	a	suspected	Gate,	this	35	7	100,000,000	Milesspell	allows	the	caster	and	companionsto	see	what,	if	anything,	is	on	the	other	40	8	1,000,000,000	Milesside	of	the	Gate
without	going	throughit.	The	cost	varies	with	the	number	of	45	9	10,000,000,000	Milesmagic	points	needed	to	activate	theGate.	It	always	costs	1	magic	point	and	50	10	100,000,000,000	Miles1	Sanity	point	to	cast	the	spell.	Viewingis	a	variable	cost,	one-tenth	of	the	Gate	55	11	1,000,000,000,000	Milescost	(round	up	fractions).	Thus	a	Gatecosting	7	magic	points	to	pass	through	60	12	~	1/2	light	yearrequires	2	magic	points	and	2	Sanitypoints	to	view	through.	The	view	lasts	65	13
~	5	light	years1D6+1	rounds.	The	spell	may	be	cast	asoften	as	the	caster’s	magic	points	and	70	14	~	50	light	yearsSanity	points	allow.	75	15	~	500	light	years	If	there	is	something	horrific	tosee,	additional	Sanity	charges	should	80	16	~	5,000	light	yearsbe	required	for	each	viewer.	Viewersmay	attempt	appropriate	skill	rolls	to	85	17	~	50,000	light	yearslearn	where	or	when	or	what	is	beingviewing.	90	18	~	500,000	light	yearsAlternative	names	for	Gate	spells:	95	19	~	5,000,000
light	yearsRite	of	Seeing,	(Behold)	Doorwayto	Other	Places,	Ye	Portal	of	Many	100	20	~	50,000,000	light	yearsJourneys.	Arch	of	Time,	Gateway	toThings	Long	Past	and	Sights	Unseen,The	Wizard’s	Trap.	257Call	of	Cthulhu	Table	XIV:	Continued	from	page	255	Gate	Locations	and	Distances	instrument	must	be	at	least	90%	metal.	An	hour-	long	ritual	of	concentration	and	incantation	Distance	from	Approx.	furthest	in	POW	(magic	points)	must	be	performed	over	the	musical
instrument,	Boston	miles/light	years	needed	during	which	Sanity	points	are	sacrificed	by	the	40	miles	5	(1)	caster,	who	must	also	sacrifice	POW	into	the	Providence	1,000	Miles	10	(2)	instrument.	For	each	lot	of	5	POW	sacrificed,	Peoria	the	musical	instrument	must	steep	in	fresh,	Portland	10,000	Miles	15	(3)	warm	blood	for	two	hours.	A	new	animal,	of	at	least	cat	or	rabbit	size,	must	be	slaughtered	for	(Australia)	100,000	Miles	20	(4)	each	5	POW.	For	each	point	of	POW	it
contains,	Empty	Space	230,000	Miles	25	(5)	the	finished	instrument	adds	2	percentiles	to	140,000,000	Miles	40	(8)	the	success	chance	of	Summon/Bind	Servitor	of	Moon	160,000,000	Miles	40	(8)	the	Outer	Gods	and	other	spells	requiring	the	Mercury	250,000,000	Miles	40	(8)	use	of	pipes	or	flutes	to	cast.	600,000,000	Miles	40	(8)	Venus	1,000,000,000	Miles	40	(8)	Enchant	Sacrificial	Dagger	Mars	1,900,000,000	Miles	45	(9)	Jupiter	2,800,000,000	Miles	45	(9)	Cost:	30	POW
Saturn	4,600,000,000	Miles	45	(9)	Casting	time:	1	week	Uranus	9,000,000,000	Miles	45	(9)	The	caster	creates	a	flame-shaped	dagger	over	Neptune	which	this	spell	is	performed.	The	dagger	mustYuggoth	(Pluto)	4.3	light	years	65	(13)	then	be	used	to	kill	a	living	being	of	at	least	Oort	Cloud	100	POW.	Simultaneously,	30	points	of	the	Proxima	8.3	light	years	70	(14)	enchanter’s	own	POW	must	be	sacrificed.	From	Centauri	~	22	light	years	70	(14)	then	on,	when	the	dagger	is	used
properly	Sirius	~	26	light	years	70	(14)	to	sacrifice	chosen	victims	in	the	presence	of	Fomalhaut	~	50	light	years	70	(14)	Nyarlathotep,	the	POW	of	the	victim	flows	Vega	~	400	light	years	75	(15)	into	the	dagger,	and	from	the	dagger	the	POW	Aldebaran	can	be	sent	to	any	convenient	storage	site—the	Celaeno	~	70,000	light	years	90	(18)	caster	or	an	inanimate	object.	Far	side	of	the	Milky	Way	~	2,800,000,	light	95	(19)	Enchant	Whistle	years	Galaxy	M31	105	(23)	Cost:	variable
POW;	1D4	Sanity	points	~	10	billion	light	Casting	time:	1	day	Azathoth	years	105	(23)	Augments	the	caster’s	chance	to	Summon/Bind	Byakhee.	The	spell	enchants	a	whistle,	whichDistant	Quasar	~	15	billion	light	must	be	an	alloy	of	silver	and	iron	meteorite.	years	For	each	point	of	POW	sacrificed	to	the	whistle,	add	2	percentiles	to	the	chance	of	successfully	1	astronomical	~93,000,000	miles	35	(7)	casting	Summon/Bind	Byakhee.	unit	~	5,900,000,000,000	60	(12)	Enthrall	Victim
1	light	year	miles	65	(13)	Cost:	2	magic	points;	1D6	Sanity	points	1	parsec	3.26	light	years	Casting	time:	1	round	The	caster	must	be	able	to	speak	calmly	with	the	target	before	the	spell	can	take	effect.	After	a	round	or	so	of	talking,	an	opposed	POW	roll	must	be	made	between	the	caster	and	target	on	1D100.	If	overcome,	the	victim	stands	struck,	numb	and	dumb,	until	relieved	from	the	trance	by	physical	assault	or	some	similarly	shocking	event.	If	the	caster	fails	to	overcome	the
target,	he	or	she	may	try	the	spell	the	following	round.	Alternative	names:	Strike	Dumb,	The	Silver	Beguiling	Tongue.258chapter	12:	grimoireEvil	Eye	protection	wears	off	as	it	blocks	damage.	For	example,	if	a	character	had	12	points	of	Flesh	Ward	as	armor	andCost:	10	magic	points;	1D4	Sanity	points	was	hit	for	8	points	of	damage,	the	Flesh	Ward	would	beCasting	time:	1	round	reduced	to	4	points,	yet	he	or	she	would	take	no	damage.Casting	this	spell	causes	a	victim	to	suffer
from	bad	The	spell	lasts	24	hours	or	until	the	protection	is	used	up.luck.	While	the	target	must	be	within	sight	of	the	caster,the	victim	will	not	necessarily	sense	the	Evil	Eye	spell’s	Once	cast,	the	spell	may	not	be	reinforced	with	furtherinfluence,	but	is	likely	to	feel	an	odd	chill	or	unease	when	magic	points,	nor	recast	until	the	old	spell’s	protection	hasthe	Evil	Eye	is	cast.	been	used	up.	With	a	successful	casting,	the	victim’s	chance	for	a	Alternative	names:	Protect	Thee	from
Mighty	Blows,Luck	roll	is	halved*.	*Neither	can	the	victim	spend	or	gain	Armour	of	the	Will,	Blood	Shield.luck	points	if	the	Optional	Luck	Rule	is	being	used.	Green	Decay	The	victim	must	apply	one	penalty	die	to	allcharacteristic	rolls,	and	his	or	her	guns	jam	on	every	roll	Cost:	15	magic	points;	10	POW;	2D8	Sanity	pointsof	75%	or	higher.	The	chances	for	Summon/Bind	spells	are	Casting	time:	1	dayhalved.	The	effects	continue	until	the	next	sunrise,	until	A	curse	that	turns	an
individual	into	a	green	pile	of	mold.the	caster	removes	the	spell,	until	the	caster	is	found	and	A	day	must	be	spent	focusing	energy	upon	the	intendedblooded	(hit	hard	enough	to	bleed),	or	until	the	victim	dies.	target	of	the	spell	and	reciting	an	incantation	to	Gla'aki.	In	the	next	24	hours	the	caster	must	personally	give	a	green	Alternative	names:	Ye	Rite	of	Ill	Fortune,	Dark	Curse,	leaf	to	the	target.	At	dawn	on	the	following	day,	for	theWitches’	Hex.	spell	to	take	effect,	an	opposed
POW	roll	must	be	made	between	the	caster	and	target	on	1D100.	If	the	target	failsFist	of	Yog-Sothoth	the	green	decay	has	begun.Cost:	variable	magic	points;	1D6	Sanity	points	Over	the	next	seven	days	the	target	effectively	turnsCasting	time:	Instantaneous	into	a	green	mold.	At	first	green	blotches	appear	on	theThe	caster	causes	a	massive,	invisible	force	to	hit	a	single	skin.	These	then	begin	to	grow	mold-like	hairs.	As	thetarget.	The	caster	must	be	able	to	see	the	target.	days
progress,	more	and	more	of	the	victim’s	skin	grows	green	and	the	skin	rots.	In	tandem,	the	victim’s	organs	also	Each	magic	point	invested	in	the	spell	yields	2D10	rot.	By	the	sixth	day	the	victim’s	mental	facilities	rapidlySTR	of	force.	For	every	30	feet	of	distance	that	the	caster	deteriorate	and	movement	becomes	impossible.	The	onlystands	from	the	target	(after	the	first	thirty	feet),	the	caster	known	cure	is	to	find	and	kill	the	caster,	which	reversesmust	spend	an	additional	magic
point.	the	spell’s	effects.	When	the	target	is	struck	(if	a	living	thing),	an	opposed	The	only	known	written	transcriptions	of	this	hideousroll	must	be	made	using	the	spell’s	STR	versus	the	target’s	spell	are	within	the	Book	of	Eibon	and	the	Revelations	ofCON.	If	successful,	the	target	is	knocked	unconscious.	Gla'aki.Whether	or	not	the	target	is	left	unconscious,	the	target	isalways	pushed	away	from	the	caster	for	a	distance	in	feet	Alternative	names:	The	Creeping	Mold,	Ye
Rottingequal	to	the	STR	of	the	blow	minus	the	target’s	SIZ.	Awfulness.	The	spell	can	be	used	against	the	STR	of	inanimate	Implant	Fearobjects	such	as	doors	or	walls.	Results	may	be	obvious,but	sometimes	Keepers	will	have	to	determine	these	cases.	Cost:	12	magic	points;	1D6	Sanity	points	Casting	time:	Instantaneous	For	example:	The	caster	spends	5	magic	points	to	hit	This	spell	causes	soul-chilling	dread,	breaking	the	target’san	investigator	50	feet	away.	1	magic	point	is
spent	on	the	concentration	and	disrupting	his	or	her	actions.	Therange.	The	other	4	generate	a	STR	of	8D10	that	are	rolled	caster	must	be	able	to	see	and	point	a	finger	at	the	targetfor	a	result	of	57.	The	investigator	fails	a	Hard	CON	roll	while	invoking	a	curse.(since	the	spells	STR	is	over	50)	and	so	they	are	knockedunconscious.	The	investigator	has	a	SIZ	of	45	and	is	The	sudden	unnerving	costs	the	target	0/1D6	Sanitybowled	back	12	feet	by	the	impact.	points	and	they	feel
compelled	to	retreat	to	a	safe	place—	anywhere	the	person	would	normally	feel	safe	and	secure.	Alternative	names:	Channel	the	Strength	of	the	Openerof	the	Way,	Smite	Down	Thine	Enemy,	The	Hideous	Blast	of	Alternative	names:	Finger	of	Doom,	Eibon’s	Jinx,	Thethe	Foul	One.	Evil	Eye.Flesh	Ward	Melt	FleshCost:	variable	magic	points;	1D4	Sanity	points	Cost	(dead	flesh):	1	magic	point	per	15	SIZ	of	dead	flesh;Casting	time:	5	rounds	1D4	Sanity	pointsGrants	protection	against
physical	attack.	Each	magic	Cost	(living	flesh):	5	magic	points	per	15	SIZ	of	livingpoint	spent	gives	the	caster	(or	the	chosen	target)	1D6	flesh;	1D6	Sanity	pointspoints	of	armor	against	non-magical	attacks.	This	Casting	time:	5	rounds	259Call	of	Cthulhu	This	devilish	spell	heats	flesh	(dead	or	living)	to	its	continue	to	suffer	from	flashbacks	and/or	nightmares	for	melting	point	in	one	round.	If	used	on	animate	flesh,	the	days	following.	cost	is	substantially	higher	to	the	caster	in
magic	points.	The	victim’s	flesh	is	melted	causing	horrific	disfigurement	Alternative	names:	Curse	of	Enfeeblement,	Wave	of	(1D4	damage	per	15	SIZ	points	affected).	In	certain	cases,	Doom,	Abyss	of	the	Mind’s	Eye.	such	as	where	the	face	is	targeted,	the	victim	may	become	blind	or	lose	the	ability	to	hear,	and	possibly	suffocate	Mind	Exchange	unless	air	vents	can	be	quickly	created.	Seeing	human	flesh	melt	off	human	bones	costs	1/1D6	Sanity	points.	Cost:	10+1D6	magic
points;	1D3	Sanity	points	Casting	time:	1	hour	Alternative	names:	Rite	of	the	Dissolution,	Liquefy	Skin.	Allows	the	caster	to	trade	minds	with	another	individual.	The	caster	loses	1D3	Sanity	points	and	must	expend	magic	Mental	Suggestion	points	equal	to	one-fifth	of	the	target’s	POW	the	first	time	the	spell	is	cast.	Thereafter,	the	cost	goes	down	1	magic	Cost:	variable	magic	points	and	Sanity	points	point	per	casting	until	it	reaches	1,	where	it	remains.	The	Casting	time:	3	rounds
Sanity	point	cost	does	not	decrease.	The	caster	can	command	any	being	with	human	blood	in	its	veins.	A	single	target,	who	is	visible	to	the	unaided	The	target	must	know	the	spell	caster	and	love	or	eye	of	the	sorcerer,	is	affected.	The	victim	carries	out	all	strongly	favor	him	or	her.	If	that	affection	is	somehow	that	is	commanded	by	the	caster,	even	to	self-destruction.	lost,	the	exchange	can	no	longer	occur.	Fresh	affection	The	spell	also	works	against	Lengites,	deep	one	hybrids,
renews	the	chance.	Upon	arriving	in	another’s	body,	the	ghoul	changelings,	Little	People,	serpent	folk	and	deep	target	loses	a	minimum	of	1/1D3	Sanity	points.	ones	who	have	interbred	with	humans,	but	doesn’t	work	on	nonhuman	entities	such	as	shantaks	or	dimensional	This	spell	can	be	cast	at	any	range.	For	the	spell	to	take	shamblers.	effect	the	caster	must	succeed	in	an	opposed	POW	roll	with	the	target,	until	the	magic	point	cost	for	casting	the	The	caster	intones	the	spell
and	relates	the	suggestion	spell	has	been	reduced	to	1,	when	an	opposed	POW	roll	to	the	target.	For	the	spell	to	take	effect	the	caster	must	is	no	longer	required	and	the	caster	can	transfer	at	will,	succeed	in	an	opposed	POW	roll	with	the	target.	Extreme	using	only	a	strong	mental	effort.	suggestions	involving	death	or	great	harm	require	a	second	opposed	POW	roll	just	before	the	suggestion	is	The	spell	caster	cannot	initially	stay	more	than	a	few	implemented.	minutes	inside	the
target’s	body,	but	progressively	is	able	to	longer	and	longer.	Once	the	cost	for	transfer	is	1	magic	The	cost	for	the	spell	varies	with	the	suggestion.	For	point,	he	or	she	can	stay	there	indefinitely.	ordinary	unthreatening	suggestions	(drop	your	sword,	hand	over	your	money	and	leave,	etc.),	the	cost	is	5	magic	Alternative	names:	Vice	Versa	Incantation,	Rite	of	points	and	1D3	Sanity	points.	Riskier	suggestions,	but	Exchange,	The	Cloak	of	Another’s	Flesh.	not	ones	antithetical	to	the
target	(go	to	Dunwich,	set	fire	to	a	building,	etc.),	cost	10	magic	points	and	2D3	Mind	Transfer	Sanity	points.	Dangerous	or	suicidal	suggestions	(kill	a	companion,	kidnap	the	President,	etc.)	cost	15	magic	Cost:	10	magic	points;	1D10	Sanity	points	points	and	3D3	Sanity	points.	Casting	time:	5	rounds	or	more	A	powerful	spell	allowing	the	caster	to	permanently	trade	If	used	on	an	investigator	the	effects	lasts	for	1	round	minds	with	a	target,	perhaps	to	attain	longer	life	at	the	for
each	point	of	INT	the	caster	possesses.	If	the	INT	of	target’s	expense.	the	investigator	is	higher	than	that	of	the	caster,	the	caster	must	win	another	POW	roll	every	10	rounds.	When	the	For	the	spell	to	take	effect	the	caster	must	succeed	caster	fails	the	spell	is	broken.	in	an	opposed	POW	roll	with	the	target.	With	success,	the	caster	loses	1D10	Sanity	points	and	the	victim	loses	Alternative	names:	Domination	of	the	Will,	Master	1D20	Sanity	points.	If	the	exchange	fails,	the	caster
must	and	Servant,	Bend	Quarry	to	Thy	Power,	Mesmerise,	Bend	immediately	cast	the	spell	again	(losing	10	more	magic	Will,	Shake	Resolve,	Govern	Mind,	Implant	Suggestion.	points)	or	his	or	her	soul	dissipates	into	eternity.	Once	the	transfer	is	begun,	it	cannot	be	broken	off.	Mindblast	A	successful	casting	means	that	the	caster	has	Cost:	10	magic	points;	1D3	Sanity	points	permanently	taken	control	of	the	target’s	body.	The	caster’s	Casting	time:	Instantaneous	previous	body	is
now	a	hollow,	dead	thing.	As	for	the	mind	The	victim	of	this	spell	suffers	a	terrible	mental	assault,	of	the	target,	conjecture	suggests	that	it	is	expelled	from	causing	the	loss	of	5	Sanity	points	and	inducing	temporary	the	body	and	thus	dies;	however	some	hint	that	it	remains	insanity.	For	the	spell	to	take	effect	the	caster	must	succeed	inside	its	own	body,	subservient	to	the	caster’s	mind	and	in	an	opposed	POW	roll	with	the	target.	locked	in	a	permanent	state	of	horrific	madness.
The	target	is	affected	as	per	the	rules	for	temporary	insanity,	beginning	with	a	bout	of	madness,	and	may260chapter	12:	grimoire	Deeper	Version	This	spell	makes	visible	magically	invisible	things	by	blowing	the	powder	against	or	over	the	invisible	thing.Wizards,	fearful	of	death	or	eager	to	ensure	longevity,	may	The	powder	must	be	compounded	carefully,	according	toprepare	the	Mind	Transfer	spell	many	years	in	advance	exacting	instructions,	and	involves	three	special
ingredientsof	its	casting.	Such	preparations	usually	concern	some	and	the	sacrifice	of	1	magic	point	per	dose.	A	dose	is	onepersonal	item	(such	as	a	portrait	or	diary),	wherein	the	application	of	the	powder.	The	Keeper	determines	thespell	is	keyed,	awaiting	the	right	conditions	for	it	to	come	special	ingredients.to	fruition.	Often	the	key	is	some	future	descendant	of	thecaster	who	unknowingly	activates	the	spell.	The	powder	is	either	blown	from	a	tube	or	thrown	over	the	target.
The	thing	that	is	dusted	stays	visible	for	no	more	than	ten	heartbeats.	That	which	could	be	made	visible	includes	the	magical	lines	extending	from	a	place	enchanted	for	the	Calling	of	a	Mythos	deity,	the	aura	around	a	Gate,	or	a	creature	that	is	normally	invisible,	such	as	a	star	vampire.	Using	the	powder	costs	no	Sanity	points,	but	seeing	what	it	exposes	may.	Alternative	names:	Dust	of	Seeing,	Witness	of	the	Unseen,	Compound	of	Perception.Mirror	of	Tarkhun	Atep	Prinn’s	Crux
AnsataCost:	5	magic	points;	1	Sanity	point	Cost:	25	POW;	1D6	Sanity	pointsCasting	time:	half	a	day	Casting	time:	variable	days	This	spell	creates	an	ankh	(looped	cross)	that	canAs	a	harassment	or	warning,	the	caster	is	able	to	project	temporarily	or	permanently	banish	individual	Mythoshis	or	her	image	onto	the	surface	of	a	mirror,	or	mirroring	creatures.	The	object	must	be	an	ankh	made	of	ansurface,	that	is	being	gazed	into	by	the	caster’s	intended	unalloyed	metal—pure
copper,	iron,	silver,	gold,	or	leadvictim.	would	be	the	easiest	metals	to	find	and	to	form.	For	20	minus	a	number	of	days	equal	to	one-fifth	of	the	caster’s	The	victim	can	be	anywhere	on	Earth.	The	caster	needs	INT,	the	caster	performs	episodic	rites	and	sacrifices,	anda	mirror	large	enough	to	reflect	his	or	her	head	and	neck.	then	sacrifices	the	necessary	POW	and	Sanity	points	toGazing	into	this	mirror	and	keeping	an	image	of	the	target	enchant	the	ankh.in	mind,	he	or	she	utters
the	short	incantation	and	waits.When	the	target	next	looks	into	a	darkened	window,	a	To	combat	the	Mythos,	the	caster	intones	a	chant	formirror,	or	any	other	reflective	surface,	an	image	of	the	three	rounds	and	expends	any	number	of	magic	points.caster	begins	to	form.	If	the	caster	tires	before	the	target	Companions	of	the	caster	may	contribute	1	magic	pointlooks	into	a	mirror,	that	loss	of	attention	breaks	the	spell.	each;	in	token	of	the	25	POW	already	sacrificed,	the	caster
adds	5	free	magic	points	as	well.	For	the	spell	to	take	effect	Sometimes	the	mirror	image	of	the	caster	is	looking	the	caster	must	succeed	in	an	opposed	POW	roll	with	thedirectly	into	the	eyes	of	the	victim.	At	other	times	the	target.	If	a	number	of	magic	points	equal	to	or	greatercaster	is	seen	standing	directly	behind	the	victim	in	the	than	one-fifth	of	target’s	POW	are	spent,	the	caster	gainsreflection.	If	the	victim	wears	glasses,	images	reflected	a	bonus	die	on	the	opposed	POW
roll.	In	addition,	thefrom	the	lenses	may	even	be	resolved.	The	target	can	hear	limitation	of	affecting	beings	of	higher	POW	is	increased,words	and	short	phrases	uttered	by	the	caster.	The	caster	so	that	the	caster	may	challenge	a	being	with	POW	equalcan	see	through	his	or	her	mirror	as	well,	and	see	the	to	his	or	hers	plus	200.target	and	the	target’s	surroundings.	Any	person	who	knows	the	chant	may	wield	the	ankh	Alternative	names:	The	Silvery	Warning,	Reflection	of	and
attempt	to	banish	a	creature,	but	does	not	get	the	fiveHate,	The	All-Seeing	Eye.	magic-point	increase	granted	to	the	original	caster.	If	the	ankh-wielder	and	companions	overcome	the	creature,Powder	of	Ibn-Ghazi	it	is	dispelled	to	its	home	plane.	If	they	fail	to	dispel	the	thing,	it	attacks	the	ankh-wielder	first	before	turning	itsCost:	1	magic	point	per	dose	attention	to	others	present.Casting	time:	2	days'	preparation,	1	round	to	apply	Alternative	names:	Sigil	of	Banishment,	The	Icon
of	Those	without	the	telescope	saw	only	an	instant’s	flash	of	Expulsion.	grey	cloud—a	cloud	about	the	size	of	a	moderately	large	building—near	the	top	of	the	mountain.	Curtis,	who	held	Red	Sign	of	Shudde	M’ell	the	instrument,	dropped	it	with	a	piercing	shriek	into	Cost:	3	magic	points;	1D8	Sanity	points;	1	hit	point	per	the	ankle-deep	mud	of	the	road.	He	reeled,	and	would	round	have	crumpled	to	the	ground	had	not	two	or	three	others	Casting	time:	1	round	seized	and	steadied
him.	All	he	could	do	was	moan	261	half-inaudibly.	—H.P.	Lovecraft,	The	Dunwich	HorrorCall	of	Cthulhu	An	awful	spell	that	causes	one	or	several	victims	to	die	Being	Resurrected	in	this	manner	costs	the	victim	horribly.	The	caster	inscribes	in	the	air	the	dreaded	sign	1D20	Sanity	points.	of	Shudde	M’ell,	while	speaking	words	of	power.	When	formed	correctly,	a	dull	red	symbol	glows	in	the	air	as	the	If	only	part	of	the	ashy	powder	is	available	for	the	caster’s	finger	describes	it.
The	sign’s	malevolent	effects	spell,	the	sorcerer	gets	“onlie	the	liveliest	awfullness”	from	manifest	the	round	after	its	creation.	Once	formed,	the	sign	what’s	then	made	flesh.	But	the	successfully	resurrected	must	be	maintained	by	concentration	and	the	expenditure	need	not	be	all	in	one	piece—as	long	as	the	coffin	is	intact	of	3	more	magic	points	each	additional	round.	and	sufficient	care	is	taken	to	scrape	together	all	the	fragments	and	dust	within,	the	spell	succeeds.	All	those
within	10	yards	of	the	sign	lose	1D3	hit	points	per	round	as	their	bodies	quake	and	spasm,	and	Reciting	the	spell	backward	returns	the	resurrected	their	internal	organs	and	blood	vessels	convulse.	Those	entity	to	dust	and	likewise	requires	the	expenditure	of	further	than	10	yards	but	nearer	than	30	yards	lose	1	hit	3	magic	points	and	1D10	Sanity	points.	The	dust	can	point	each	round.	Those	further	than	30	yards	take	no	be	retained	or	thrown	away.	For	the	spell	to	take	effect
damage.	the	caster	must	succeed	in	an	opposed	POW	roll	with	the	target.	If	the	caster	wins,	the	victim	returns	to	dust.	It	is	possible	to	escape	the	sign’s	effect	by	crawling	If	the	victim	wins,	it	may	try	to	prevent	the	caster	from	behind	a	stout	wall	or	other	opaque	barrier.	The	caster	reciting	the	spell	again.	Reciting	the	spell	backward	takes	must	stand	next	to	the	sign	and	concentrate.	The	caster	two	rounds.	In	The	Case	of	Charles	Dexter	Ward,	many	of	loses	1	hit	point	each
round	because	of	their	proximity	those	resurrected	were	interrogated	and	tortured	to	reveal	to	the	sign.	secrets	of	the	past.	Alternative	names:	The	Red	Sign,	The	Mark	of	Fiery	Alternative	names:	The	Rite	of	Knowledge	Long	Lost,	Pain.	Recrudescence,	Rite	of	Salts.	Deeper	Version	Shrivelling	The	caster	may	empower	the	red	sign	further	by	Cost:	Variable	magic	points;	Variable	Sanity	points	investing	5	POW	into	its	creation.	This	done,	the	sign	Casting	time:	Instantaneous
causes	1D6	hit	points	loss	per	round	to	those	within	10	yards	and	2	hit	points	loss	to	those	within	30	yards.	A	powerful	offensive	spell	causing	physical	injury	to	a	target.	The	caster	invests	as	many	magic	points	as	desired	Alternatively,	the	caster	may	elect	to	cause	the	and	that	number	halved	in	Sanity	points.	For	the	spell	to	sign	to	expel	its	dark	energy	in	a	single	blast.	The	take	effect	the	caster	must	succeed	in	an	opposed	POW	caster	creates	the	sign	as	usual	and	invests	it	with
10	roll	with	the	target.	If	successful,	the	target	is	subjected	to	POW.	On	1D4	rounds	following,	the	sign	will	explode	a	sudden	and	terrifying	blast	of	energy,	causing	flesh	to	in	blaze	of	red	light	causing	2D8	damage	to	everything	blacken	and	wither.	The	target	loses	1	hit	point	per	magic	within	50	yards	(including	the	caster).	point	invested	in	the	spell.	Alternative	names:	Shriving,	The	Withering	Blast	of	Death,	The	Black	Words.	Resurrection	Deeper	Version	Cost:	3	magic	points;
1D10	Sanity	points	Calling	up	the	powerful	energies	of	the	Mythos	is	Casting	time:	1	or	2	rounds	one	thing;	shaping	them	through	understanding	and	comprehension	is	another.	Casters	are	able	to	He	turned	from	the	inscriptions	to	face	the	room	with	inflict	Shrivelling	without	the	need	for	a	POW	roll.	In	its	bizarre	contents,	and	saw	that	the	kylix	on	the	floor,	addition,	the	caster	may	elect	to	induce	further	mental	in	which	the	ominous	efflorescent	powder	had	lain,	was	terror	for
the	victim;	while	reeling	from	the	energy	blast,	giving	forth	a	cloud	of	thick,	greenish-black	vapour	of	the	target	believes	that	he	or	she	is	being	assaulted	by	horrific	Mythos	entities,	causing	1/1D6	Sanity	loss.	surprising	volume	and	opacity.	—H.P.	Lovecraft,	The	Case	of	Charles	Dexter	Ward262	The	spell	reduces	a	corpse	to	its	essential	salts	and	compounds,	a	bluish-grey	powder,	or	reverses	the	process	to	yield	ultimately	the	form	and	soul	of	the	deceased.	A	complete	corpse	is
necessary.chapter	12:	grimoireSong	of	Hastur	As	the	Keeper	wishes,	the	thing	arrives	bound	or	the	Keeper	may	ask	that	the	caster	make	an	opposed	POWCost:	1D4	magic	points	per	round;	1D4	Sanity	points	per	roll	versus	the	summoned	being.	With	a	success,	the	thinground	is	bound;	with	a	failure,	it	attacks	the	caster	and	thenCasting	time:	3	rounds	before	it	begins	to	take	effect	returns	from	whence	it	came.	Bound,	the	thing	must	obeyA	hideous	wailing	ululation	by	the	caster
causes	the	skin	one	order	by	the	caster,	even	to	attacking	its	own	kind,and	flesh	of	the	chosen	victim	to	bubble	and	fester	into	after	which	it	is	freed	and	returns	from	whence	it	came.pestilent	blobs.	Form	of	the	Command	The	target	must	be	visible	to	the	caster.	Thougheveryone	can	hear	the	song,	the	spell	affects	only	the	The	caster’s	command	to	the	thing	must	be	specific	andperson	chosen	as	target.	This	spell	will	not	work	except	at	limited	in	duration:	“protect	me	from	harm
forever,”	wouldnight	and	only	if	the	star	Aldebaran	is	visible.	A	roll	equal	not	be	a	valid	command;	however,	“slay	that	man	in	theto	or	under	the	caster’s	POW	must	be	made	to	sing	the	corner,”	would	be.	The	thing	is	bound	to	the	caster	untilcorrect	alien	melody.	it	fulfills	a	command	(a	bound	thing	without	a	command	soon	finds	a	way	to	leave).	Orders	might	include	carrying	Successfully	cast,	the	spell	causes	the	target	1D6	hit	someone	somewhere,	presiding	at	some	ceremony,
beingpoints	damage	per	round	the	spell	is	active.	After	every	especially	docile	while	being	examined	by	a	group	oftwo	rounds,	scarring	reduces	the	victim’s	APP	by	3D10.	professors,	appearing	somewhere	as	a	warning	to	thoseAfter	every	four	rounds,	internal	ruptures	lower	the	assembled—whatever	can	be	imagined.victim’s	CON	by	3D10.	When	the	victim’s	CON	reaches0	or	death	occurs	from	hit	point	loss,	the	body	swells	up	Keep	commands	simple.	The	best	rule	of	thumb
isand	bursts	with	a	sickening—pop!—as	steamy	gore	spills	that	a	command	have	no	more	words	than	one-fifth	ofonto	the	floor.	the	thing’s	INT.	Simple	gestures	such	as	pointing	will	be	understood.	Assume	that	the	thing	is	always	able	to	The	song	can	be	used	defensively,	to	guard	against	understand	a	straightforward	command,	whether	spokenanother	caster	of	this	spell.	Successful	opposing	castings	in	English	or	Urdu.	See	also	Separate	Binding,	overleaf.neutralize	each	other.
Summon	Byakhee:	a	whistle	must	be	blown	during	the	chant.	This	spell	is	active	only	on	nights	when	Aldebaran	Alternative	names:	The	King’s	Cry,	Music	of	the	Court	is	above	the	horizon	(October	through	March	are	the	bestin	Yellow,	Bring	Forth	the	Festering	Boil	of	Great	Agony	and	months).	The	summoned	byakhee	will	flap	down	out	ofTorment.	the	sky,	still	icy	from	its	travels	through	space.Summoning	Spells	If	the	whistle	is	enchanted,	each	point	of	POW	in	its	enchantment
adds	2	percentiles	to	the	chance	for	success.Cost:	variable	magic	points;	1D4	Sanity	points	Such	a	whistle	may	be	used	again	and	again.Casting	time:	5	minutes	per	magic	point	spent,	bindingtakes	1	round.	Alternative	names:	Call	into	Service	Thy	Steed,	TheSuch	spells	concern	themselves	with	alien	races	and	Melody	that	brings	the	Journeyed.attendants,	those	monsters	that	commonly	serve	greater	Summon	Dark	Young:	brings	present	a	single	darkmonsters	or	wizards.	The
general	procedures	for	these	young.	A	beast	of	at	least	SIZ	40	must	be	sacrificed.	Thespells	are	the	same,	but	conditions	may	vary	from	spell	summoner	needs	a	knife	to	make	certain	ritual	cuts	in	dis-to	spell.	Knowing	one	such	spell	is	of	no	use	whatsoever	patching	the	victim.	Cast	this	spell	outdoors,	in	a	wood,in	attempting	to	cast	another.	Unless	the	Keeper	wishes	during	the	dark	of	the	moon.	A	dark	young	will	stalk	outotherwise,	the	summon	and	the	bind	portions	of	each	of
the	shadows	after	the	summoning.spell	are	learned	together.	Foolish	is	the	impatient	wizardwho	only	learns	to	summon	and	not	to	bind.	Alternative	names:	Envoke	the	Darke	of	the	Forest,	Knife	Ritual	of	the	Bleeding	Bark.	With	the	exception	of	Summon/Bind	Servitor	of	the	Summon	Dimensional	Shambler:	a	single	dimensionalOuter	Gods,	these	spells	require	the	sacrifice	of	1	magic	shambler	gradually	assembles	itself	out	of	thin	air.	Thepoint	per	10	percentiles	chance	for
success.	For	example,	spell	requires	a	dagger	made	from	any	pure	metal	such	as3	magic	points	gives	a	30%	chance	for	the	spell	to	succeed.	copper	or	iron.	Alloys	such	as	brass	will	not	work.	If	theIn	general,	for	each	magic	point	spent,	the	caster	must	dagger	is	enchanted,	the	chance	for	success	also	rises	byspend	five	minutes	chanting—the	greater	the	chance	2	percentiles	per	point	of	POW	in	the	dagger.	This	spellfor	success,	the	longer	the	spell	takes	to	cast.	A	result	of	may	be
cast	day	or	night.	One	authority	has	written	that96-100	is	always	a	failure—a	rolled	result	of	100	should	shamblers	are	more	easily	confused	in	bright	sunlight.always	have	bad	consequences	for	the	wizard	concerned.	Alternative	names:	Recitation	to	Bring	the	Wanderer,	The	caster	also	loses	1D4	Sanity	points	per	spell	cast,	The	Song	of	Copper.whether	the	spell	succeeds	or	not.	Summon	Fire	Vampire:	causes	one	fire	vampire	to	swoop	down	from	the	sky	like	a	skittering	star.	A
bonfire	or	other	If	a	success,	one	being	appears	per	spell,	2D10	gameminutes	after	the	chant	concludes.	The	thing	appearing	263may	also	require	a	Sanity	loss	to	see	it.Call	of	Cthulhu	source	of	flame	is	required.	The	spell	may	be	cast	only	If	a	monster	arrives	unbound	or	is	come	upon	at	night	when	the	star	Fomalhaut	is	above	the	horizon	unexpectedly,	it	may	be	bound	on	the	spot.	The	caster	(September	through	November	are	the	best	times	in	must	know	the	Summon/Bind	spell
for	that	type	of	thing	moderately	northern	latitudes).	and	must	spend	a	round	chanting	before	the	thing	can	be	bound.	For	the	spell	to	take	effect	the	caster	must	succeed	Alternative	names:	Conjure	the	Glittering	Ones,	The	in	an	opposed	POW	roll	with	the	target.	Each	cast	of	the	Autumnal	Call	of	Living	Fire.	binding	costs	1	Sanity	point	and	variable	magic	points.	A	Summon	Hunting	Horror:	A	single	horror	appears	binding	works	on	only	one	creature	at	a	time.	One	option
headfirst,	as	though	entering	through	a	hole	in	the	air.	open	to	the	caster	is	to	invest	a	number	of	magic	points	This	spell	may	be	cast	only	at	night	in	the	open	air.	If	no	equal	to	one-fifth	of	the	summoned	creature’s	POW	to	alternate	sacrifice	has	been	prepared	for	the	binding	(see	gain	a	bonus	die	on	the	opposed	POW	roll	to	bind	the	Separate	Binding	below),	it	takes	the	caster	and	vanishes	monster	(of	course,	the	caster	will	not	know	the	POW	of	the	creature,	thus	must	take	a
gamble	on	how	many	magic	Alternative	names:	Petition	the	Feasting	Teeth,	points	to	sacrifice).	Utterances	That	Bring	Forth	the	Twisting	Devils.	Summon	Nightgaunt:	A	nearly	silent	swoosh	of	air	An	attacking	creature	cannot	be	bound	by	the	person	comes,	and	then	the	single	ghastly	form	of	the	blank-faced	it	is	fighting;	however,	it	could	be	bound	by	a	person	flying	horror	appears.	To	summon,	a	stone	emblazoned	able	to	hold	back	from	the	fray.	A	creature	presently	with	the
cryptic	Elder	Sign	must	be	present,	but	the	stone	bound	cannot	be	re-bound	until	its	present	command	is	itself	need	not	be	star-shaped.	The	spell	can	be	cast	only	at	completed.	A	creature	to	be	bound	must	be	visible	to	the	night	when	there	is	no	moon.	caster	and	within	100	yards.	Binding	requires	an	opposed	roll	and	opposed	rolls	cannot	be	pushed;	if	the	opposed	Alternative	names:	The	Whispered	Words	of	the	roll	is	failed,	the	caster	is	in	trouble!	Faceless	Men,	Conjure	the
Winged	Shadow.	Summon	Servitor	Of	The	Outer	Gods:	A	single	servitor	Bind	Byakhee:	If	an	enchanted	whistle	is	used,	the	caster	arrives	amid	haunting	echoes	of	insane	piping.	The	magic	gains	a	bonus	die	on	the	opposed	POW	roll.	Such	a	whis-	point	cost	is	triple	that	of	the	standard	summoning	spell;	tle	may	be	used	again	and	again.	for	each	three	magic	points	sacrificed,	increase	the	chance	for	a	successful	cast	by	10	percentiles;	a	result	of	96-100	Alternative	names:
Obligation	of	the	Steed,	Compel	is	always	a	failure.	Each	cast	of	this	spell	also	costs	3D4	the	Journeyed.	Sanity	points.	A	flute	is	also	needed	to	cast	this	spell;	if	the	flute	is	enchanted,	it	increases	the	chance	for	the	Bind	Dark	Young:	If	the	caster	uses	an	enchanted	knife	to	spell’s	success	by	2	percentiles	per	point	of	POW	within	kill	their	victim	with	certain	ritual	cuts	they	gain	a	bonus	the	flute.	Cultists	cast	this	spell	anywhere	and	at	any	time	die	to	the	opposed	POW	roll.	that	is
especially	unhallowed—typical	nights	would	be	Midsummer’s	Eve,	Samhain,	and	Walpurgis	Night.	Alternative	names:	Entrance	the	Heart	Wood,	Command	the	Forest	for	Thy	Bidding.	Alternative	names:	The	Ritual	Symphony	of	the	Indescribable	Ones,	Recitation	of	the	Maddening	Piping.	Bind	Dimensional	Shambler:	If	the	caster	possesses	an	Summon	Star	Vampire:	curious	rustling	sounds	are	heard	enchanted	dagger	made	from	any	pure	metal	such	as	once	this	invisible	thing
lurks	near.	The	caster	also	needs	copper	or	iron	they	gain	one	bonus	to	the	opposed	POW	a	book	in	which	are	written	or	inscribed	the	words	of	the	roll	A	second	bonus	die	may	be	gained	if	the	Dimensional	spell.	If	the	book	is	enchanted,	the	chance	for	success	is	Shambler	is	exposed	to	bright	sunlight.	increased	by	2	percentiles	per	point	of	POW	within	the	book.	This	spell	can	be	cast	only	at	night	under	a	cloudless	Alternative	names:	The	Copper	Binding,	Entrapment	sky.	The
creature	is	invisible	save	when	its	veins	fill	with	of	the	Searing	Light.	blood	from	some	visible	creature.	Bind	Fire	Vampire:	If	the	caster	stands	within	a	bonfire	Alternative	names:	The	Night	Call	of	the	Feasting	they	gain	one	bonus	die	to	the	opposed	POW	roll.	How	Death,	Chant	of	the	Bloody	Letters.	the	flames	are	resisted	is	up	to	the	caster.	Separate	Binding	Alternative	names:	Annexation	of	the	Fiery	Devil,	Authority	of	the	Blazing	Tongue.	Cost:	1	Sanity	point	Casting	time:	1
round	Bind	Hunting	Horror:	The	blood	sacrifice	of	a	sentient	Binding	and	Summoning	are	two	sides	of	the	same	coin.	being	is	needed.	The	caster	does	not	perform	the	sacri-	Sometimes	they	are	learned	as	one	spell,	sometimes	not.	fice—the	hunting	horror	seizes	the	sacrifice.	The	caster	At	the	Keeper’s	discretion	the	effects	may	be	combined	or	must	succeed	in	an	opposed	POW	roll	to	bind	the	Horror.	two	separate	rolls	might	be	asked	for,	one	to	summon	and	a	second	to	bind.
Alternative	names:	Tie	The	Twisting	Fear	to	Thy	Will,	Deed	of	Murder.264	Bind	Nightgaunt:	If	the	caster	has	a	stone	emblazoned	with	the	cryptic	Elder	Sign	they	gain	one	bonus	on	the	opposed	POW	roll.	Alternative	names:	Mastery	of	the	Faceless	Ones,	The	Elder	Token	by	which	They	will	Know	You.chapter	12:	grimoireBind	Servitor	Of	The	Outer	Gods:	If	the	caster	possesses	expend	1D8	Sanity	points.	Those	who	do	not	know	thean	enchanted	flute	they	gain	one	bonus	die	to
bind	the	spell	can	contribute	1	magic	point	each.	At	a	minimumServitor.	of	30	magic	points,	the	wave	is	ten	feet	long,	ten	feet	wide	and	thirty	feet	high.	Each	additional	magic	point	adds	a	Alternative	names:	The	Secret	Note	of	Command,	Pact	foot	to	the	length	and	width	of	the	wave.of	Wittering	Madness.Bind	Star	Vampire:	If	the	caster	possesses	an	enchanted	Alternative	names:	Song	of	the	Ocean’s	Fist,	The	Saltbook	containing	the	spell	they	gain	one	bonus	die	on	the	Gift,	Ye
Watery	Doom.opposed	POW	roll.	Wither	Limb	Alternative	names:	Vow	of	the	Bloody	Accord,	TheUngodly	Promise.	Cost:	8	magic	points;	1D6	Sanity	points	Casting	time:	InstantaneousVoorish	Sign	A	terrifying	spell	designed	to	torment	and	causeCost:	1	magic	point;	1	Sanity	point	permanent	damage	to	a	target.	The	caster	must	be	withinCasting	time:	1	round	10	yards	of	the	target.	For	the	spell	to	take	effect	the	caster	must	succeed	in	an	opposed	POW	roll	with	the	target.	If	They
from	outside	will	help,	but	they	cannot	take	body	successful,	the	caster	nominates	an	arm	or	leg.	The	said	without	human	blood.	That	upstairs	looks	it	will	have	the	appendage	rapidly	and	painfully	withers	and	shrivels,right	cast.	I	can	see	it	a	little	when	I	make	the	Voorish	sign.	causing	1D8	hit	points	of	damage	and	a	permanent	loss	of	2D10	CON.	The	victim	loses	1D4/1D8	Sanity	points.	—H.P.	Lovecraft,	The	Dunwich	HorrorAn	ancient	and	powerful	hand	gesture	used	by	wizards
Alternative	names:	The	Song	of	Pain,	Shrivel	Thythat	benefits	the	casting	of	other	spells.	It	may	lessen	the	Enemy,	The	Wasting	Burn.cost,	reduce	the	casting	time	or	increase	the	effect	a	little,depending	on	the	spell	in	question.	Words	of	Power	Voorish	Sign	is	also	rumored	to	temporarily	ward	Cost:	3+	magic	points;	1D6	Sanity	pointsagainst	Mythos	monsters—such	creatures	are	wary	of	the	Casting	time:	10+	minutessign	and	may	hold	off	an	attack	until	the	wizard’s
intentionsare	known.	The	caster	creates	an	intense	bond	with	a	large	group	of	listeners.	The	caster	must	speak	extemporaneously	and	Alternative	names:	Sign	of	Power,	Cunninge	Pass.	seemingly	from	the	heart,	maintaining	the	audience’s	attention.	For	each	ten	minutes	of	speech,	the	casterWarding	must	expend	3	magic	points	and	make	a	successful	communication	roll	as	the	Keeper	thinks	appropriateCost:	1	magic	point	per	stone	(Charm	or	Persuade),	or	the	speech	ends
indecisively	andCasting	time:	5	rounds	in	confusion.	At	the	end	of	a	successful	speech,	the	audienceA	number	of	ordinary	white	stones	are	placed	on	the	thoroughly	believes	what	has	been	said	for	1D3	days.ground	as	the	caster	pleases,	except	that	each	mustbe	within	a	yard	of	each	of	the	others.	When	cast,	a	Alternative	names:	Sekhmenkenhep’s	Words,	Beguileshimmering	heat	haze	can	be	seen	over	the	stones.	the	Unrighteous,	Mastery	of	the	Mob.Thereafter	if	any	stone	is
moved,	the	caster	will	be	aware	ofthe	fact,	even	if	asleep	until	then.	Once	this	has	occurred,	Wrackthe	spell	is	broken.	Cost:	3	magic	points;	1	Sanity	point	Alternative	names:	Stones	of	Safekeeping,	Leave	Thy	Casting	time:	1	roundBurden	to	the	Rock,	Circle	of	Protection.	This	spell	will	temporarily	incapacitate	a	single	target	whoWave	of	Oblivion	is	within	10	yards	of	the	caster.	For	the	spell	to	take	effect	the	caster	must	succeed	in	an	opposed	POW	roll	withCost:	30	magic	points;
1D8	Sanity	points	the	target.	Intense,	wracking	pains	seize	the	target,	theCasting	time:	1	hour	face	and	hands	blister	and	drip	fluid,	and	the	eyes	cloudA	mighty	spell	that	causes	a	powerful	ocean	wave	to	with	blood	and	become	temporarily	sightless.	The	targetsmash	down	at	the	caster’s	direction.	The	caster	must	be	is	rendered	completely	helpless	during	the	period	of	theable	to	see	the	intended	target	and	sufficient	quantities	of	spell’s	effect.salt	water	must	be	present	to	create
the	wave.	The	casterstands	in	the	water	to	cast	the	spell.	The	effect	lasts	1D6	rounds,	after	which	sight	returns.	In	3D10	minutes,	the	target	fully	recovers	and	can	resume	The	wave	volume	is	3,000	cubic	feet,	enough	to	swamp	normal	activity.	Traces	of	physical	corruption	fade	quicklyor	capsize	a	small	sloop.	Needless	to	say,	people	swallowed	and	in	24	hours	only	faint	blemishes	can	be	seen	on	theup	by	such	waves	vanish	forever	below	the	surface.	skin.	Each	such	experience
costs	the	target	1/1D6+1	Sanity	points.	Others	can	contribute	magic	points	to	the	spellto	create	vast	waves	capable	of	sinking	ocean	liners,	Alternative	names:	Woeful	Agony	of	the	Wretched,battleships,	or	Manhattan	Island.	Those	knowing	the	spell	The	Festering	Blindness	of	the	Seven	Hells,	Rend	Enemy.can	contribute	as	many	magic	points	as	desired	and	must	265Call	of	Cthulhu266Call	of	Cthulhu	lthough	most	investigators	tend	to	see	Bio-Web	Armor	creatures	of	the	Mythos
as	little	more	than	malignant	monsters,	in	truth	many	of	them	have	vibrant	and	technologically	advanced	societies.	Advanced	races	such	as	the	elderthings,	mi-go,	serpent	people,	and	Yithians	all	possess	theability	to	construct	and	utilize	technology	in	the	pursuit	oftheir	agendas.	Mythos	races,	human	cultists,	and	wizards	mayoccasionally	have	access	to	ancient	and	otherworldly	artifactsas	well	as	to	scientific	marvels.	A	selection	of	technology	andarcane	artifacts	follows.	Most
humans	would	be	unable	to	tell	the	differencebetween	a	piece	of	advanced	scientific	equipment	and	amagical	Mythos	artifact,	as	both	are	essentially	beyondmankind’s	level	of	comprehension	and	ability	to	reproduce.Indeed,	what	mankind	may	consider	to	be	high	magic	couldwell	be	technological	in	nature,	and	vice	versa.	Mi-Go	Bio-Web	Armor	Not	only	are	the	mi-go	technologically	Used	by:	Mi-go	advanced	(several	hundred	years	beyond	that	In	dangerous	situations,	mi-go
typically	don	these	webs	of	Earth),	but	they	also	are	eager	to	use	it;	of	semi-luminous	green	slime.	The	harnesses	provides	8	technology	is	very	much	part	of	their	daily	points	of	armor	against	blows,	flame,	electricity,	etc.	life.	The	mi-go	originally	came	to	Earth	to	steal	certain	minerals	they	could	not	find	on	Humans	may	wear	these	bio-webs,	but	take	1	point	their	own	worlds.	Thus,	most	technology	that	of	damage	as	hair	and	flesh	is	ripped	away	each	time	the	the	mi-go	have
brought	to	Earth	relates	to	armor	is	removed.	A	bio-web	will	slowly	degrade	because	mining	or	to	war.	humans	do	not	exude	the	proper	nutrient	solutions	to	care	for	it.	The	mi-go	also	touch	upon	the	edges	of	the	dark	technology	of	the	Mythos	Gods,	Each	time	it	is	worn	by	a	human,	a	bio-web	decreases	perhaps	more	so	than	any	other	Mythos	race.	in	protection	by	one	point.	When	no	armor	points	They	created	Ghadamon,	a	larval	Great	Old	remain,	the	armor	disintegrates	into	a
steaming,	sticky	One,	from	a	Seed	of	Azathoth;	they	formed	pool	of	viscous	matter.	Whether	there	are	significant	side	the	Shining	Trapezohedron,	which	has	a	effects	to	wearing	this	armor	is	unknown.	peculiar	power	over	an	aspect	of	Nyarlathotep;	and	they	constructed	a	network	of	magical	Black	Lotus	Powder	gates	which	tie	together	many	of	their	outposts.	Used	by:	Serpent	people	A	mind-bending	psychedelic,	also	known	as	“black	The	longevity	of	their	stay	on	Earth	to
stygian,”	used	by	serpent	people	as	a	means	of	torture	to	perform	experiments	on	and	study	Earth’s	life	extract	information.	In	minute	quantities	the	lotus	powder	forms	would	suggest	the	possibility	of	more	is	a	mild	hallucinogen,	equivalent	to	magic	mushrooms;	arcane	technology	existing	in	hidden	mi-go	however	in	larger	doses	the	drug	may	reduce	those	taking	outposts.	Mi-go	advanced	knowledge	of	it	to	insane,	driveling	idiots.	medical	and	surgical	techniques	must	be	noted.
They	are	able	to	remove	a	human	brain	from	its	body	and	preserve	it	for	thousands	of	years,	totally	functional.	In	addition	they	can	create	authentic-looking	biological	automatons	and	engage	in	many	surgical	techniques	that	humans	would	consider	miraculous.	Wherever	such	technology	resides,	the	mi-go	guard	it	jealously	and	will	pursue	anyone	foolish	enough	to	steal	it	away.268chapter	13:	artifacts	and	alien	devices	The	drug	can	be	administered	either	by	injection	(the	All
visual	input	is	grainy,	of	low	general	resolution	and	thepowder	when	heated	turns	to	liquid)	or	by	inhalation	(the	audio	is	flat,	like	that	of	a	monaural	phonograph.	Speech,black	smoke	given-off	smells	like	burnt	toffee).	If	more	than	with	all	its	nuances	of	inflection	and	emotion,	is	utterly	lostthe	usual	(recreational)	dose	is	administered,	the	victim	on	the	fungi.	The	speech	machine	talks	with	a	mechanical,immediately	begins	to	hallucinate	for	1D6	minutes	per	dose.	monotone	voice,
devoid	of	emotion.	When	the	sensoryThe	visions	are	totally	immersive	and	horrifying,	granting	machines	are	disconnected	or	deactivated,	the	encased	braininsights	into	the	unspeakable	knowledge	of	the	Mythos—	falls	into	a	semi-insane	sleep	state	filled	with	strange	dreamssome	serpent	men	claim	that	it	is	like	looking	into	the	very	and	hallucinations.face	of	Azathoth.	1D4	Sanity	points	are	lost	per	minutethe	drug	is	active.	During	this	period,	the	victim	is	highly	Every	month	a
human	brain	is	enclosed	within	a	cylinder,susceptible	to	questioning,	readily	revealing	information	the	brain	must	roll	under	or	equal	to	its	INT.	If	successful,and	close-kept	secrets.	Towards	the	end,	the	victim’s	body	the	brain	remembers	it	is	stuck	inside	a	tin	can	and	loses	1D3goes	into	spasm	until	collapsing	into	unconsciousness	for	Sanity	points.1D10	hours.	It	is	not	uncommon	for	the	victim	to	wake	uptotally	insane.	Carotid	Toxin	Accounts	suggest	that	the	black	lotus	flower
was	rare	Used	by:	Serpent	peopleeven	in	the	time	of	famed	Valusia	and	today	it	is	thought	A	rare	poison	that	causes	a	slow	degeneration	of	the	carotidthe	infamous	plant	is	long	extinct.	However,	from	time	to	arteries.	The	toxin	slowly	eats	away	at	the	carotid	arteries,time,	ancient	vials	and	jars	have	been	uncovered	containing	causing	massive	internal	bleeding	and	almost	inevitable	death.quantities	of	black	stygian	powder.	It	is	unknown,	yetpresumable,	that	modern	science
might	be	able	to	analyze	The	effect	of	the	poison	takes	a	number	of	days	equal	tothe	powder’s	compounds	and	recreate	them.	one-fifth	of	the	victim’s	CON.	After	this	period	an	Extreme	CON	roll	must	be	made,	otherwise	the	imbiber	suffers	anBrain	Cylinder	agonizing	death	over	the	course	of	1D3	days.	If	the	CON	roll	is	successful,	the	imbiber	becomes	extremely	sick	forUsed	by:	Mi-go	1D6	days	as	the	poison	is	fought	off,	with	most	needing	toThese	shiny	cylinders	are	used	to
preserve	extracted	brains.	be	confined	to	bed.	No	doctor	will	find	evidence	of	disease.Lovecraft	described	them	as,	“a	foot	high	and	somewhat	less	During	this	period,	STR	and	CON	temporarily	drop	to	10—in	diameter,	with	three	curious	sockets	set	in	an	isosceles	the	victim	is	utterly	exhausted	and	suffers	from	terrifyingtriangle	over	the	front	convex	surface.”	hallucinations.	Thereafter,	the	victim	regains	1D10	points	of	STR	and	CON	per	day	until	fully	recovered.	Each	cylinder	is
filled	with	a	nutrient	solution	thatsustains	the	brain	within.	Three	accessory	machines—a	tall	Crystal	of	the	Elder	Thingsrig	with	twin	lenses	mounted	on	front,	a	box	with	vacuum-tubes	and	a	sounding	board,	and	a	small	box	with	a	metal	Used	by:	Elder	thingsdisc	on	top—comprise	the	mi-go	sensing	apparatus.	These	Large	crystalline	storage	containers	constructed	to	harnessmachines,	when	connected	to	the	proper	sockets,	provide	the	power	needed	to	bind	shoggoths	to	elder
thing	will.	Thesethe	brain	with	the	faculties	of	sight,	speech,	and	hearing.	crystals	store	magic	points.	The	smallest	shards	might	storeThe	mi-go,	not	possessed	of	human	senses,	have	done	their	5	magic	points	and	the	largest	100.	A	caster	can	draw	somebest;	however	it	is	but	an	approximation	of	sound	and	vision.	or	all	of	the	magic	points	from	a	crystal	while	casting	a	spell.	When	empty	these	crystals	are	room	temperature,	but	they	become	colder	as	more	magic	points	are
stored	in	them.	To	access	the	magic	points	stored	the	user	must	become	attuned	to	the	specific	crystal.	There	must	be	physical	contact	and	the	user	must	spend	1D6	rounds	attuning	to	the	vibrations	of	the	crystal.	On	the	final	round	a	POW	roll	must	be	made.	With	success	the	user	can	draw	upon	the	magic	points	within	as	needed.	Note	that	only	elder	things	have	the	ability	and	understanding	to	invest	crystals	with	further	magic	points.	Crystal	of	the	Elder	ThingsBrain	Cylinder
269Call	of	Cthulhu	Crystallizer	of	Dreams	intervening	layers	of	rock.	The	machine	can	reach	down	four	to	five	miles	and	can	affect	an	area	up	to	one	cubic	mile	in	Used	by:	Anyone	area	at	a	time.	However,	the	machine	has	the	unfortunate	side	Looking	like	a	large,	yellowish	egg,	the	crystallizer	is	used	effect	of	causing	earthquakes	when	it	is	used.	to	view	places	faraway	(distant	lands,	planets,	and	perhaps	dimensions)	in	dreams.	The	size	and	depth	of	the	area	affected	are
directly	correlated	to	the	magnitude	of	the	earthquake.	For	this	A	second,	purported,	function	of	this	artifact	is	the	ability	reason	mi-go	tend	to	use	such	machines	only	in	largely	it	bestows	upon	its	user	to	bring	items	(or	even	creatures)	uninhabited	areas,	to	avoid	detection.	A	human	unfamiliar	back	with	them	from	the	Dreamlands.	Presumably	the	user	with	mi-go	technology	would	be	unlikely	to	be	able	to	use	the	must	have	the	item	or	creature	in	physical	contact	with	them
earthquake	mining	machine,	except	perhaps	accidentally.	for	this	to	be	successful.	Electric	Gun	Myths	surround	this	unique	device	and	tell	that	the	user	should	beware	lest	they	fall	foul	of	the	guardian	of	Used	by:	Mi-go	the	crystallizer—a	servant	of	Hypnos	that	appears	like	a	This	weapon	looks	like	a	warty,	doorknob-sized	lump	of	translucent	jellyfish.	black	metal,	covered	in	tiny	wires.	Mi-go	fire	this	weapon	by	clutching	it	tightly	and	changing	the	electrical	resistance
Domination	Serum	of	the	lump.	Used	by:	Serpent	people	When	activated,	the	weapon	fires	a	bluish	bolt	of	sparks,	A	colorless	serum	with	the	faintest	taste	of	raspberries.	No	causing	1D10	points	of	damage	to	the	target.	When	it	hits,	the	more	than	ten	drops	are	required	for	full	effect.	If	a	Hard	electric	jolt	acts	like	a	taser,	causing	violent	muscle	spasms	Con	roll	is	failed	the	target	becomes	very	suggestible,	but	that	immobilize	the	victim	for	a	number	of	rounds	equal	only	to
serpent	people.	Something	in	their	peculiar	smell	to	the	damage	inflicted.	The	target	must	make	a	CON	roll	or	the	specific	intonation	of	their	voices	is	the	key	to	this	or	fall	unconscious	for	1D6	rounds—if	the	roll	is	fumbled	suggestibility.	The	victim	will	do	almost	anything	for	serpent	the	target	suffers	cardiac	arrest	and	dies,	unless	immediate	people,	short	of	endangering	his	or	her	own	life	or	the	lives	medical	intervention	is	received.	of	loved	ones.	Mi-go	take	normal	rolled
damage	(surface	burns	to	the	The	serum	metabolizes	slowly,	taking	1D10+10	days	for	carapace)	from	these	weapons,	but	do	not	have	electrical	a	victim	to	be	free	of	its	effects,	provided	no	more	is	imbibed	nervous	systems	and	are	immune	to	the	other	possible	in	the	meantime.	effects	of	damage	from	the	electrical	charges.	Earthquake	Mining	Machine	To	be	able	to	fire	this	alien	weapon	humans	must	realign	the	wires	on	the	electric	gun,	a	feat	requiring	a	Hard	Electrical	Used
by:	Mi-go	Repair	roll.	So	jury-rigged	for	human	use,	the	weapon	fires	A	massive	cube	measuring	twenty	feet	on	a	side.	The	sides	are	uncertainly.	Roll	1D6	when	attempting	to	fire:	the	weapon	covered	with	small,	irregularly	spaced	convex	windows	of	a	fires	only	on	a	result	of	1–2.	The	base	chance	for	a	human	cloudy,	glasslike	substance.	When	the	device	is	made	active	attacking	with	the	Firearms	(Electric	Gun)	skill	is	10%.	it	can	be	adjusted	to	pull	a	deeply	buried	stratum	up
through	Electric	Gun270chapter	13:	artifacts	and	alien	devicesGlass	from	Leng	Elder	Things	…a	great	round	window	of	a	most	curious	clouded	glass,	eabcpcfgdacxscrtbatuaAorloestwirceyrreessgnpileeecyafieosetbttoeatlaotihnrnheyneinthcntelneonntdioceelisrzdrhyaciolEoreoaitl-tlaalnlseae—
uwtnihofedgfrdathegoiaegtohceedryehttyihoncsf.aecrahfhwsnathtthoTeseefhalreinwruyprhhptslcorotdeloahrnsueeleonilcomcanddyln,ocmtnitgrgegtefigaheodlherraunetionteuedinenethmrcdosssoesisuonyepriltsilat.nsrndlsooakyieuiaseioTdbeongsf.ndEnrtnesoydhmo,haeIapddyttertwrtet.eretmnehht,yshdoerh,aDhios,saetrinewttue.nshcrtsetgihhsreeaneHrshreteelp.tvnrteaedahiyeoheiidearddieltberwintveewerntiaaetdlshgeebinhaettcaveltcgrheyoeereiheeeyrrilfnsnteyd,tdtgoyohesde
of	which	[Wilbur]	said	only	that	it	was	a	work	of	great	ttrtitthhehhmeiiiinnnsiTergggmhsssbtubeeoaosclemifrn,ehcvonwEteenohadhgrlehoittiltarhehghdiacaeilttngearcfsltiestithmeaaentakrartlsnstemoetsaoawecenrrshcndeytrn.etotsnthhltosoaial,gttltytrett,hahlhcaedeeneeyedrsellsdwdoetefhrirlille	antiquity,	which	he	had	discovered	and	acquired	in	the	course	of	his	travels	in	Asia.	He	referred	to	it	at	one	time	as	varying	in	size	and	secretly	existing	until	discovered	by“the	glass
from	Leng”	and	at	another	as	“possibly	Hyadean	in	some	hapless	traveller	or	sorcerer,	who	knows	what	such	origin”,	neither	of	which	enlightened	me	in	the	slightest.	spaces	would	hold?	—August	Derleth	and	H.P.	Lovecraft,	The	Gable	Window	Lamp	of	AlhazredUsed	by:	AnyoneThis	magical	arcane	glass	allows	the	possessor	to	see	random	The	lamp	of	Alhazred	was	unusual	in	its	appearance.	It	wasvisions	of	other	places.	The	owner	inscribes	a	pentagram	in	meant	for	burning	oil,
and	seemed	to	be	of	gold.	It	had	thered	chalk	(presumably	for	protection),	recites	a	brief	verse	shape	of	a	small	oblong	pot,	with	a	handle	curved	up	fromand	then	the	glass	shows	a	scene	of	beings	from	the	Cthulhu	one	side,	and	a	spout	for	wick	and	flame	on	the	other.	ManyMythos.	Unfortunately,	such	beings	can	also	see	through	theglass	to	the	user’s	side.	The	choice	of	scene	viewed	is	not	of	curious	drawings	decorated	it,	together	with	letters	andthe	user’s	choice	and	appears
randomly.	pictures	arranged	into	words	in	a	language	unfamiliar.	—August	Derleth	and	H.P.	Lovecraft,	The	Lamp	of	Alhazred	The	spell	used	to	enchant	the	glass	is	long	forgotten,	Used	by:	Anyonealthough	rumors	persist	that	a	certain	odd	fellow	who	lives	An	enchanted	oil-burning	lamp.	When	lit,	the	lamp	givesin	Carcosa	will	impart	the	spell	if	a	bargain	can	be	reached.	forth	vapors	that	send	the	minds	of	those	who	inhale	them	into	ecstasies	of	vision.	These	revelations	are	of
the	strange	The	Moon	Lens	and	weird	landscapes	of	Mythos	places	and	dimensions,	and	the	ways	of	the	entities	there.	If	this	lamp	were	actually	used	Within	Goatswood,	in	the	Severn	by	Al-Hazred,	the	author	of	the	Al	Azif,	some	of	the	breadth	Valley	of	England,	resides	an	artifact	of	his	knowledge	would	be	explained.	known	as	the	moon	lens.	Built	by	It	is	believed	that	the	lamp	is	unique,	however	its	worshippers	of	Shub-Niggurath,	the	lens	whereabouts	today	is	unknown.	acts
to	concentrate	a	beam	of	moonlight	and	so	aid	in	the	summoning	of	the	Dark	271	Mother	with	a	Thousand	Young	at	the	full	moon	(instead	of	the	dark	of	the	moon	as	normally	required).	Researchers	of	the	occult	suggest	that	the	moon	lens	is	actually	a	glass	from	Leng	specifically	tuned	to	the	vibrations	and	space	wherein	Shub-Niggurath	dwells.	If	so,	then	it	would	effectively	provide	the	god	with	a	direct	semi-permanent	portal	or	gateway	to	the	Earth.Great	White	Space,
TheUsed	by:	Elder	thingsA	strange	other	dimension.	It	is	unknown	if	the	elder	thingsactually	created	this	dimension;	however	there	is	no	doubtthat	they	actively	exploited	it.	It	connects	places	light	yearsapart	and	is	or	was	used	by	the	elder	things	to	traverse	theuniverse.	The	elder	things	created	at	least	one	portal	tothe	Great	White	Space	on	Earth,	deep	in	the	mountains	ofChina;	whether	more	portals	exist	remains	to	be	discovered.	If	the	Great	White	Space	was	a	dimension
constructedby	the	elder	things,	it	is	reasonable	to	presume	that	otherpocket	dimensions	may	have	also	been	created.	ProbablyCall	of	Cthulhu	Yithians	Lightning	Gun	Base	range	is	100	yards.	For	each	additional	100	yards
OYaYatqtgtidcbirteufSetehuohttavaehfceohcnhhpaootebilioaehnceOihnsnhoimeuimalaurqAlangkcionlednofiannrnuelotrolerdsltdsyntcdthtisdlielpaleohslnh’hoaytoo.stysaaadvwelhogwtgpnwrtreHloordytyeeetuehdaanekhfw.ienoodiirrmtlgnicrtacottladuTewfehnoThosuhteidhdcochwhnseelitieetltnntunanteiayvsrpdeiohtihnvdrmae.yarrcmeitepegarnoeeivGvlianeoaeh,ntelosvtyinl—
ottlcleeYrsroisp.iytiicenstnsefierromitetthtaondaaseoe,emrnhyateelcqhtr.wvirtteuitmeueadvosaRrsaoinhhcinsmopeicieuttaardashoeatsewbraeeebclts’hsenlasedtlte,padooeaet,tha,ho.umunrintenlfebntfeYeotTohdmrefghuiaoifsgtrehdaetlpceaittoyiunrthccefomtdoteerytieaiteirhrwaawnvolr,iattndeaatvlmavilhhyeset,vrhlecleahdeee’e.tnieryy	add	one	penalty	to	the	attack	roll	and	decrease	the	damage	roll	result	by	3.	At	point-blank	range	add	one	bonus	die	to	Lightning	Gun	the	attack
roll.	An	investigator	can	figure	out	how	to	use	this	weapon	Used	by:	Yithians	with	a	successful	INT	roll.	The	base	chance	for	a	human	A	rare	Yithian	weapon,	this	device	was	created	by	the	race	attacking	with	the	Firearms	(Lightning	Gun)	skill	is	10%.	shortly	after	their	arrival	on	prehistoric	Earth.	Built	to	combat	the	carnivorous	flying	polyps,	it	is	a	camera-shaped	Mist	Projector	weapon	that	fires	great	gouts	of	electricity.	Used	by:	Mi-go	Numerous	varieties	exist.	A	common	one
contains	a	pack	of	A	device	looking	like	a	cluster	of	twisted	metal	tubes	that	32	charges	and	takes	1	round	to	reload.	Multiple	charges	may	be	projects	a	cone	of	icy	mist	in	a	fat	cloud	about	ten	feet	across.	fired	at	once,	though	each	charge	used	above	four	at	one	time	gives	a	5%	cumulative	chance	of	burning	out	the	gun.	Each	charge	does	1D10	damage	to	the	target	of	the	weapon.272	Mist	Projectorchapter	13:	artifacts	and	alien	devices	Flying	polyps	Insects	from	The	malicious
flying	polyps	Shaggai	colonized	Earth	aeons	ago,	apparently	after	flying	to	Earth	The	technology	of	the	shan	seems	on	their	own	power.	The	flying	most	like	that	of	the	mi-go—it	has	been	polyps	built	great	basalt	predominantly	turned	toward	the	dark	cities—the	very	ones	they	were	science	of	the	Mythos	Gods.	They	fly	later	sealed	in—but	there	is	no	through	space	in	great	pyramidal	space	other	evidence	of	their	ships;	at	the	center	of	each	of	these	technology.	It	is	assumed	that
it	craft	is	a	‘nuclear	reactor’—which	is	is	at	least	at	the	level	of	thought	to	be	a	portion	or	dimensional	humanity’s	during	the	late	Middle	portal	to	Azathoth.	Weaponry	is	a	Ages.	particular	area	of	shan	advancement.	Their	cruel	nervewhip	is	just	one	of	theThe	mist	looks	like	thick	white	fog	and	is	intensely	cold.	The	many	weapons	they	have	designed.mist	does	1D10	points	of	damage	per	round	of	exposure,less	one	point	if	the	targets	are	dressed	in	warm	clothing	or	Shining
Trapezohedronthree	points	for	thick,	arctic	clothing.	Hiding	inside	a	caraffords	four	points	of	protection;	however	the	mist	freezes	[it	was]	a	nearly	black,	red-striated	polyhedron	with	manyautomobile	engines,	running	or	not,	and	the	car	will	not	irregular	flat	surfaces;	either	a	very	remarkable	crystal	ofstart	or	restart	until	it	warms	up.	The	weapon’s	projection	can	some	sort,	or	an	artificial	object	of	carved	and	highly	polishedbe	sustained—mi-go	generally	spray	mist	over	a	target
for	mineral	matter.	It	did	not	touch	the	bottom	of	the	box,	butseveral	rounds,	ensuring	the	death	of	unprotected	humans.	was	held	suspended	by	means	of	a	metal	band	around	its	center,	with	seven	queerly-designed	supports	extending	An	investigator	can	figure	out	how	to	use	this	weapon	horizontally	to	angles	of	the	box’s	inner	wall	near	the	top…with	a	successful	INT	roll.	Because	the	mist	travels	much	exposed,	[Blake]	could	scarcely	tear	his	eyes	from	it,	and	asmore	slowly
than	a	bullet,	investigators	who	have	seen	mist	he	looked	at	its	glistening	surfaces	he	almost	fancied	it	wasprojectors	in	action	and	who	have	freedom	of	movement	transparent,	with	half-formed	worlds	of	wonder	within.(i.e.	they	are	not	caught	in	an	enclosed	space),	can	dodge	theslow-moving	mist	streams	with	a	successful	DEX	roll.	—H.P.	Lovecraft,	The	Haunter	of	the	Dark	The	weapons	carry	enough	charge	for	twenty	shots,	each	The	Cult	ofpotentially	lasting	an	entire	combat
round.	Starry	WisdomPlutonian	Drug	RadhutTRaWESTfehoarnhnhtehhvtebtigepeeosiriieelfrlneedadrcatsilneot1nrh9cauitdegsm3srtIBal4octts.Tdlsn,wawhieMorlmnrwkcaaiaengteennypthfch.msdn,ettueoi,ehzthnknbrrleobeentedraaehohoreidbtosdewfecdiwoduarohnopxNrrescmuoyuweaalatnrynrresonnocprnedfwdar1oht8trigirh4ssejloiastieo4rsennneweocosdraSPfoaeleealnvlyltrftpdetoaNtoaidhhrtnv1rer8rBiehettatdwy7loaieenedsy7mdndttct.htheoe,e
NoterhexfamiersRfratapiusisgunmhasbnwiolnsaihgrcecsotbtetlioplyvyeeaBe,rt.aussyaTnilshdtsrtheeeermoetgvnuharaoilgalnihautdstinttenduyhoaneawotpnfcradnoduitagvolaehytulnsett.siintof	I	have	here	five	pellets	of	the	drug	Liao.	It	was	used	by	the	Chinese	philosopher	Lao	Tze,	and	while	under	its	influence	he	visioned	Tao.	Tao	is	the	most	mysterious	force	in	the	world;	it	surrounds	and	pervades	all	things	—Frank	Belknap	Long,	The	Hounds	of	TindalosUsed	by:	AnyoneThis
drug	can	send	the	user’s	mind	back	in	time,	sometimesso	far	back	that	the	user	may	even	encounter	the	Houndsof	Tindalos	(page	298)—entities	capable	of	traveling	up	anddown	time	via	its	"corners".	Those	taking	the	drug	must	make	a	Sanity	roll	or	lose1D8	sanity	points;	however	if	they	come	across	Mythosentities	on	their	journey	back	in	time	they	are	subject	tothe	standard	sanity	losses	for	viewing	those	entities.	Takingthe	plutonian	drug	and	witnessing	the	true	history	of
theuniverse	and	planet	Earth	provides	the	user	with	1D6Cthulhu	Mythos	points.	The	drug	can	appear	in	liquid	or	tablet	form	and	itsmanufacture	is	hinted	at	within	certain	Mythos	tomes,including	the	Book	of	Eibon	(page	226).	273Call	of	Cthulhu	Used	by:	Cultists	of	Nyarlathotep	A	peculiar	metal	box	in	which	is	mounted	a	stone	about	four	inches	thick.	It	rewards	or	damns	those	who	look	into	it	with	visions	of	other	worlds	and	dimensions—thus	the	stone	shines	with	the	interior
light	of	things	not	of	our	world.	When	the	box	is	closed	(enclosing	the	gem	in	total	darkness),	a	hideous	avatar	of	Nyarlathotep	comes,	known	as	the	Haunter	of	the	Dark	since	it	abhors	light—it	will	not	enter	any	space	where	light	is	present,	not	even	the	pale	circles	of	light	cast	by	street	lamps.	The	stone	exercises	great	command	over	human	psyches	and	is	believed	to	be	used	by	worshippers	of	Nyarlathotep.	This	artifact	is	ancient,	predating	humanity	and	possibly	manufactured
by	the	mi-go	on	Yuggoth.	Serpent	People	Star	Stone	of	MnarMany	serpent	people	kingdoms	were	founded	on	Star	Stones	of	Mnarsorcery	and	alchemy;	however,	there	is	at	leastone	which	originated	deep	below	the	Earth	in	Used	by:	AnyoneYoth	and	then	migrated	to	Hyperborea,	and	which	Usually	found	in	the	same	location	as	the	supposedraised	science	to	new	levels.	It	is	believed	that	tombs	of	ancient	evil	beings.	Best	described	as	green-these	serpent	people	were	at	least	as
advanced	as	colored	disk-shaped	(sometimes	star-shaped)	rocksthe	humans	of	the	late	twentieth	century,	but	in	on	which	is	carved	an	Elder	Sign	(page	255).the	science	of	biology	they	far	excelled.	The	stones	are	alleged	to	come	from	the	fabled	land	The	serpent	people	of	Yoth	were	able	to	of	Mnar	in	prehistory,	although	some	occult	scholarsmanipulate	life	forms	as	they	desired.	It	is	suggest	that	this	is	a	mere	tale	and	that	the	stones	arebelieved	that	both	ghasts	and	the	voormis
are	extraterrestrial	in	origin	and	were	perhaps	fashionedtheir	creations,	each	bred	to	carry	out	certain	by	the	Elder	Gods	themselves.	Either	way,	a	star	stonetasks	for	their	ophidian	masters.	Not	only	could	is	believed	to	ward	the	bearer	against	the	minions	ofthe	serpent	people	adjust	the	genetic	structure	the	Great	Old	Ones,	granting	safe	passage	in	darkof	a	creature	in	its	prenatal	state,	so	it	changed	places.	Note	that	the	protection	only	extends	to	theas	it	grew,	but	they	also
developed	serums	which	minions	of	Great	Old	Ones,	not	the	Great	Old	Onescould	evoke	the	most	remarkable	transformations	themselves!in	fully	grown	specimens.	Cloning	and	acceleratedgrowth	were	also	well	within	the	serpent	Wise	folk	state	that	the	stones	are	blighted	andpeople’s	ability.	that	anyone	removing	a	star	stone	from	its	proper	place	will	suffer	an	elder	curse.	Presumably	the	Elder	Another	particular	area	of	serpent	people	Gods	do	not	wish	the	stones	to	be
removed	from	theinterest	was	the	creation	of	various	poisons	and	prison-tombs	of	the	Great	Old	Ones,	as	doing	so	mighttoxins.	Some	killed,	while	others	simply	induced	weaken	the	magicks	in	force	and	allow	the	imprisonedsleep.	Some	acted	quickly,	while	others	might	god	to	break	free.take	a	century	to	take	full	effect.	Some	wereblatantly	obvious—causing	fear—while	others	were	Stasis	Cubeincredibly	subtle.	No	other	race	has	come	closeto	approaching	the	level	of	knowledge
of	poisons	Used	by:	Yithiansenjoyed	by	the	serpent	people.	These	devices	appear	in	a	number	of	different	shapes	and	sizes,	however	they	all	have	a	single	purpose:	The	later	Hyperborean	civilization	of	the	to	slow	the	flow	of	time.	Older	cubes	give	ratios	ofserpent	people,	which	preserved	many	of	the	1-second	internal	time	per	thousand	years	externalsecrets	of	Yoth,	fell	almost	a	million	years	ago	time,	but	in	the	future	the	Yithians	will	advance	this	toand	since	then	the
technology	of	the	serpent	1-second	internal	time	per	million	years	external	time.people	has	almost	utterly	disappeared.	Somemodern	serpent	people	strive	to	regain	their	lost	The	smallest	stasis	cubes	were	used	to	store	bookstechnology,	but	they	are	few.	in	Pnakotus.	Larger	stasis	cubes	have	been	used	to	fling	Yithians	into	the	future.	Almost	all	stasis	cubes	are	simple	in	design,	made	from	metal	or	plastic	with	no	sign	of	external	circuitry.274chapter	13:	artifacts	and	alien
devices	P	n	a	k	o	t	u	sARPAstatkanruurmoncaacgsokneighbltoswleericitlvsoalaeuoeatlntsidnsae’tmgsynshesetai.gaardonahutredsmsstcieiyte‘ttawcsrergtiidheots.npyeatSotbrhmohecseefelehiiitnecooGvilrettarydhyreseaootff	Deep	ones	Pushing	a	button	or	opening	up	the	stasis	cube	deactivates	The	technology	of	the	deep	ones	ismost	stasis	cubes,	but	some	have	complicated	panels	allowing	almost	unrecognizable	to	humans.the	programming	of	set	periods	of	stasis.	These	more
Beyond	basic	Stone	Age	constructs,complicated	devices	would	likely	be	incomprehensible	to	most	of	the	technology	of	the	deepsomeone	who	did	not	understand	Yithian	technology,	but	ones	is	organic	in	form.	It	is	believedanyone	could	use	the	simpler	ones,	perhaps	even	by	accident.	that	they	discovered	the	basis	of	their	organic	technology	when	they	first	alliedTabula	Rasa	Device	with	the	shoggoths	and	discovered	how	the	elder	things	had	made	thoseUsed	by:	Yithians
creatures	and	how	they	could	beA	device	invented	by	the	Yithians	to	erase	the	memories	of	controlled.	In	the	modern	world,	deepthose	entities	they	displace	through	time.	It	is	a	small,	slim,	one	cities	are	not	as	much	constructedrectangular	copper	box	covered	with	tiny	indentations.	From	as	grown.	On	occasion	other	usefulone	side	of	the	box,	five	flexible	metal	tubes	extend,	ending	tools	are	grown	as	well.	Technologyin	inch-long	metal	needles.	The	needles	are	inserted	into
does	not	influence	deep	one	societythe	victim’s	head,	which	takes	five	rounds.	Once	the	device	nearly	as	much	as	it	does	humanity’s,is	activated,	the	victim	is	paralyzed	unless	he	or	she	makes	a	but	it	is	still	an	important	force.successful	POW	roll	each	round	that	the	device	is	connected.	Temporal	Communicator	Each	round	the	machine	erases	up	to	a	year’s	worthof	memories	or	removes	5	points	of	INT,	at	the	operator’s	Used	by:	Yithiansdiscretion.	These	memories	and	thoughts
are	stored	in	the	These	devices	are	sometimes	supplied	to	human	agents	of	thecopper	box.	The	erasure	of	memories	is	not	always	totally	Yithians.	When	assembled,	the	device	stands	nearly	a	footcomplete.	Every	year	there	is	an	INT	chance	that	some	tall.	It	is	made	of	bronze	and	covered	with	intricate	carvings.memory	returns	in	the	form	of	dreams.	The	function	of	this	A	red	jewel,	attuned	to	a	specific	Yithian,	is	embedded	intodevice	may	also	be	reversed,	feeding	the	stored
memories	to	the	top	of	the	machine.	When	power	is	switched	on,	the	the	original	victim	or	alternatively	jewel	begins	to	glow	red.	After	a	few	to	another	entity	entirely.	minutes,	contact	is	established	The	tabula	rasa	device	is	with	the	Yithian	attuned	to	very	complex,	and	can	only	the	jewel.	The	Yithian	may	be	used	by	those	familiar	be	any	distance	in	time	with	Yithian	technology.	or	space.	A	hologram	is	Humans	ignorant	of	projected	and	the	Yithian	Yithian	technology	would	can
see	into	the	time	and	require	an	Extreme	INT	space	occupied	by	the	roll	to	successful	operate	machine	and	thus	may	the	device—failure	would	communicate	with	those	indicate	that	the	person	who	have	contacted	it.	connected	to	the	machine	A	Yithian	temporal	has	suffered	brain	damage	communicator	is	fairly	and	the	loss	of	1D100	INT.	straightforward	to	operate,	provided	that	Tabula	Rasa	Device	an	investigator	can	Temporal	Communicator	understand	and	determine	which
carving	turns	it	on.	275Call	of	Cthulhu	his	chapter	provides	a	selection	of	monsters,	Size	Comparison	beasts,	and	alien	beings	for	use	within	Call	Charts	of	Cthulhu.	The	chapter	is	divided	into	four	sections,	each	focusing	on	a	specific	monster
vtanSsuctMveThloahporrntheyrtseleefmaitaeariooihtobrtelurdtlteluonutyeiholsasruarsoefegC,etndtirfsdiraptretva.teharhnmsmaeNtoiueubzssiavsooloieciisnhdzetnnubhvsiueeseentcs,slgiatoromhottahnefswhofiradaegoeewgttatemsviuhthaslmasiolerebzreu.oersolieosssieneCndu,taselttrtytsahoaeuwtoroesnlfihle.lu;	type:	Cthulhu	Mythos	entities,	Cthulhu	Mythos	gods,	classic	monsters,	and	beasts.	The	selection	Only	full	characteristic	values	(i.e.	no	halves	and	fifths)	of	monsters
across	the	sections	is	not	exhaustive—every	are	listed	for	monsters.	Non-player	character	and	monster	horror	fan	can	probably	think	of	some	terror	not	present.	characteristics	are	primarily	used	to	set	the	difficulty	level	The	ones	here	are	those	found	in	the	most	important	stories,	of	players’	skill	rolls.	As	Keeper,	you	may	occasionally	need	frequently	appear	in	scenarios,	or	are	commonly	referred	to.	to	figure	out	one-half	or	one-fifth	of	a	particular	monster’s	Many	more	can	be
found	in	the	Call	of	Cthulhu	supplement	characteristic	value,	but	this	will	be	unusual.	Malleus	Monstrorum,	also	from	Chaosium.	Monster	Sizes	About	the	Entries	Certain	monsters	are	staggeringly	huge	when	compared	to	the	Most	monsters	and	entities	have	characteristics	including	human	scale,	just	take	a	look	at	the	diagram	below!	STR,	CON,	SIZ,	POW,	INT,	and	DEX.	However	many	do	not	have	an	APP	or	EDU,	since	these	qualities	are	meaningless	in	such	alien	and	horrific
creatures.	Keepers	have	full	reign	to	alter,	modify,	and	rethink	these	entries.	Lovecraft	did	not	codify	the	monsters	in	his	stories,	so	neither	should	you	if	you	wish	to	present	dramatically	different	versions.	These	are	creatures	of	nightmare,	and	individual	monsters	may	vary	from	one	encounter	to	the	next	in	their	characteristics	and	abilities.	The	characteristic	values	given	for	each	monster	are	those	of	an	average	specimen.	As	Keeper,	you	have	the	option	to	roll	an	individual
monster’s	statistics,	or	choose	to	create	a	lesser	or	greater	specimen	using	the	dice	ranges	as	a	guide	to	generating	characteristic	values.278chapter	14:	monsters,	beasts,	and	alien	godsBuilds	Table	XV:	Comparative	BuildsAlong	with	the	characteristic	of	SIZ,	Build	Natural	World	Mythos	Inanimateeach	monster,	character,	and	vehicle	has	–2	Child,	fruit	bat	Fire	vampirea	build	value.	This	figure	provides	an	at	a	–1	Light	motorcycleglance	guide	to	scale.	The	average	human	0
Large	dog	Servant	of	Gla'aki	Heavy	motorcyclehas	a	Build	of	0,	with	the	full	range	Average	humanextending	from	–2	(children	and	small	1	Deep	one	Economy	carpersons)	to	2	(heavyweight	boxers	for	2	adult,	wolf	Byakhee	Standard	carexample).	The	build	scale	is	not	linear;	3	Formless	spawn	Pickup	truckcombining	5	motorcycles	would	not	4	Large	human,	Lion	Elder	things	6	ton	truckcreate	something	larger	than	a	truck.	5	Black	bear,	gorilla	Dark	Young	18-wheeler	truck	6
Cape	buffalo,	horse	Adult	Chthonian	When	considering	what	a	being	can	7	Dagon	Battleshiplift	or	throw,	use	a	standard	human	as	9	African	elephant	Shoggotha	guide.	The	average	human	of	Build	0	11	Star-spawn	ofcould	lift	someone	of	equal	build	off	the	Blue	Whale	Cthulhufloor,	perhaps	carrying	them	over	their	22	Great	Cthulhushoulder.	Something	of	1	build	smaller	65	Dholecould	easily	be	lifted,	and	a	thing	of	2builds	smaller	could	be	thrown.	With	astrain,	a	human	of	Build
0	might	just	lifta	person	of	Build	1.	The	most	a	personof	Build	0	might	do	to	a	person	of	Build2	is	to	unbalance	them	or	disarm	them.	Using	this	as	a	guide,	it	becomessimple	to	figure	the	relative	capability	ofa	monster	to	lift	and	throw	things—forexample,	whether	a	monster	is	largeenough	to	throw	a	car.	279Call	of	Cthulhu	Quick-reference	Build	comparison:	Monsters	may	not	have	skills	listed,	though	most	or	all	might	have	a	few	skills	such	as	Listen,	Stealth,	or	Spot	i	If	a	target
is	2	builds	smaller:	it	can	be	thrown.	Hidden.	Keepers	should	add	skills	as	required,	using	i	If	a	target	is	1	build	smaller:	it	can	be	lifted	with	ease.	comparative	beings	as	a	guide.	i	If	a	target	is	of	equal	build:	it	can	be	carried	for	a	Mythos	gods	and	some	Mythos	monsters	are	short	time.	multidimensional,	existing	in	our	plane	of	reality	as	well	as	others	beyond	our	reasoning,	and	thus	cannot	be	truly	slain.	i	If	a	target	is	1	build	larger:	it	can	barely	be	lifted.	While	hit	points	are
given,	should	such	a	creature	as	an	Outer	i	If	a	target	is	2	builds	larger:	it	cannot	be	lifted,	but	God	or	Great	Old	One	be	somehow	reduced	to	0	or	negative	hit	points,	the	thing	is	not	killed	or	rendered	unconscious,	might	be	unbalanced	or	disarmed.	but	is	dispelled	or	forced	back	from	whence	it	came.	Mere	damage	will	not	destroy	or	even	harm	these	powers.	If	they	Playing	Monsters	are	forced	or	persuaded	to	leave,	they	can	return.	Effectively	Monsters	and	Investigators—
Monsters	are,	for	the	most	part,	not	mindless	animals.	Many	a	Comparison	are	of	equal	or	greater	intelligence	than	the	investigators,	with	motivations	and	concerns	beyond	the	scope	of	the	average	It	is	quite	possible	for	the	investigators	to	beat	some	monsters	in	human’s	understanding.	Monsters	will	not	automatically	seek	combat.	Against	others,	their	only	chance	of	survival	is	generally	combat	and,	if	they	do,	they	will	not	necessarily	seek	to	kill	to	flee	or	hide.	Deep	ones,
byakhee,	dimensional	shamblers,	the	investigators.	The	more	intelligent	monsters	may	take	the	fire	vampires,	ghasts,	ghouls,	servants	of	Gla'aki,	mi-go,	investigators	captive,	either	to	use	as	slaves	or	sacrifices,	or	moon-beasts,	nightgaunts,	rat-things,	sand-dwellers,	serpent	perhaps	for	experimental	purposes.	Not	every	encounter	has	people,	insects	from	Shagghai,	tcho-tcho,	and	of	course	human	to	be	a	fight;	hiding	or	fleeing	may	be	the	wisest	option.	cultists	can	all	be	"taken
on"	in	combat	by	several	investigators	with	some	hope	of	success.	This	is	the	reason	that	so	many	When	involved	in	combat,	consider	the	monster’s	scenarios	feature	cultists,	deep	ones,	mi-go,	and	ghouls—they	objective.	If	its	aim	is	to	kill	the	investigator,	it	should	fight	back	make	approximately	human-scale	adversaries.	Such	Mythos	rather	than	dodge.	If	it	wants	to	escape	from	the	investigators,	entities	can,	on	first	reflection,	appear	human-like	in	terms	of	it	may	choose	to
dodge	in	order	to	gain	an	opportunity	to	flee.	their	vulnerability	and	relative	size;	yet	beware	of	humanizing	such	monsters.	As	stated,	their	goals,	knowledge,	and	abilities	Many	Mythos	monsters	can	use	spells,	casting	them	as	any	should	be	difficult,	if	not	impossible,	to	fathom.	They	will	act	in	other	spell	caster	would.	In	some	cases	a	monster’s	spell	may	unexpected	ways	and	the	mere	sight	of	them	can	draw	madness	be	portrayed	as	a	manifestation	of	that	monster’s	innate
power.	down	upon	the	inquisitive	investigator.	Chaosium	Pronunciations	of	Mythos	Names	Lovecraft	developed	unpronounceable	Dagon	DAE-gaun	Rhan-Tegoth	ran-TEE-gauth	names	for	his	monsters	to	drive	home	their	alien	quality.These	are	not	official,	Daoloth	DAE-oe-lauth	Shaggai	shah-GIGH	but	it’s	how	we	say	them.	Dhole	DOEL	Shantak	SHAN-tak	Eihort	IGH-hort	Shoggoth	SHOE-gauth	Ghast	GAST	Shub-Niggurath	shub-NIG-er-ath	Entity	Pronunciation	Ghatanothoa	gah-
tahn-oe-THOE-ah	Shudde	M’ell	shood-ih-MEL	Abhoth	AB-hauth	Gla'aki	GLAH-ah-kee	Tcho-Tcho	Choe-choe	Atlach-Nacha	AT-lach	NACH-ah	Gnoph-Keh	nauf-KAE	Tindalos	TIN-dah-loes	Azathoth	AZ-uh-thoth	Hastur	has-TOOR	Tsathoggua	tsah-THAUG-wah	Bast	BAST	Hydra	HIGH-drah	Tulzscha	TUHLZ-chuh	Bokrug	BOE-kruhg	Hypnos	HIP-noes	Ubbo	Sathla	OO-boe	SATH-lah	Byakhee	b’YAHK-ee	Ithaqua	ITH-uh-kwah	Xiclotl	ZIGH-klaut’l	Chaugnar	Faugn	SHAHG-ner	FAHN	Lloigor
LOI-goer	Y’golonac	ee-GOE-laun-ahk	Chthonian	kuh-THOEN-ee-un	Mi-Go	MEE-goe	Yibb-Tstll	yib-TIS-tuhl	Cthugha	kuh-THOOG-hah	Nodens	NOE-denz	Yig	YIG	Cthulhu	kuh-THOO-loo	Nyarlathotep	NIGH-ar-LAT-hoe-tep	Yog-Sothoth	YOG-sau-thauth	Cyaegha	sigh-AE-guh	Nyogtha	nee-AUG-thah	Yuggoth	YUG-gauth	Quachil	Uttaus	KWAH-chil	oo-TAUS	Zhar	ZAR280chapter	14:	monsters,	beasts,	and	alien	godsCombat	A	dark	young	is	fighting	a	group	of	investigators.	The	dark	young
may	initiate	five	separate	attacks	onBy	default,	every	monster	(with	a	few	exceptions),	has	the	its	turn	in	the	DEX	order,	one	of	which	may	be	itsFighting	skill—a	generic	combat	skill	covering	all	manner	trample	attack.of	strikes,	kicks,	claws,	teeth,	tentacles,	elbows,	head	butts,etc.	If	the	being	is	able	to	use	melee	weapons,	the	Fighting	First	attack:	The	dark	young	raises	one	of	itsskill	should	be	used	for	those	as	well.	Be	creative	in	how	many	hooves	to	stamp	on	a	hapless
investigator.	Theyou	use	and	portray	these	attacks.	Each	entry	describes	investigator’s	player	rolls	a	failure	on	the	attempt	tohow	the	monster	would	normally	attack,	and	key	words,	dodge	the	attack,	while	the	Keeper	rolls	a	Regularsuch	as	bite	or	kick,	are	provided	to	give	Keepers	ideas	on	success	on	the	dark	young’s	Fighting	skill,	and	dealshow	best	to	describe	differing	attacks.	The	environment	can	damage	equal	to	damage	bonus	(4D6),	for	11	damage.also	be	added	to	the
description	of	attacks	and	damage:	aninvestigator	could	be	crushed	between	an	elephant	and	a	Second	attack:	This	time	the	dark	young	lashestree;	a	ghoul	could	crack	open	an	investigator’s	head	against	out	with	a	tentacle	to	attempt	to	grasp	an	investigator.a	gravestone;	and	so	on.	This	uses	a	fighting	maneuver;	of	course	the	dark	young	has	a	larger	build	than	any	investigator,	so	While	a	monster’s	standard	attack	could	be	used	every	time,	does	not	take	any	penalty	dice	on
the	maneuver.	Thethis	can	become	repetitive	and	dull.	Using	the	damage	listed	for	Keeper	rolls	an	Extreme	success.	The	investigator	failsthe	monster’s	standard	Fighting	attack	frees	the	Keeper	from	to	dodge	and	is	seized	and	lifted	high	in	the	air,	beinghaving	to	adjust	the	damage	with	each	variation,	allowing	the	drained	of	12	points	of	Strength.	The	dark	young	willKeeper	greater	freedom	to	describe	the	monster’s	attacks	in	keep	the	investigator	held	until	the	poor
unfortunatecreative	and	imaginative	ways.	The	Keeper	is	neither	gaining	an	has	been	completely	drained.advantage	or	disadvantage	in	varying	the	monster’s	attacks—heor	she	is	making	the	story	more	exciting	and	engaging.	Third	attack:	Two	of	the	investigators	are	getting	into	their	pickup	truck.	Remember	that	the	dark	young	A	deep	one	has	the	following	attack	listed:	has	an	INT	of	70,	as	much	as	most	investigators,	so	Fighting	45%	(22/9),	damage	1D6	+	damage	bonus
(1D4)	it	may	well	know	what	a	pickup	truck	is.	It	uses	its	trample	attack	on	the	pickup.	At	present,	the	vehicle	Using	this	skill,	the	Keeper	could	describe	a	is	static	and	so	the	Keeper	allows	an	automatic	successful	attack	in	any	of	the	following	ways.	success,	but	makes	the	attack	roll	in	case	of	a	fumble	Regardless	of	the	manner	of	attack,	for	ease	of	play,	or	Extreme	success.	The	attack	would	normally	have	the	same	1D6	+	1D4	damage	is	dealt.	failed	but	was	not	a	fumble,	so	in
this	case	the	attack	against	a	stationary	object	is	successful.	This	deals	i	The	deep	one	rakes	its	claws	across	Harvey’s	(6D6)	17	damage.	Each	10	full	points	of	damage	reduces	the	build	of	a	vehicle	by	1	point.	chest,	slicing	through	his	clothes.	Fourth	attack:	Annoyed	at	how	tough	the	pickup	i	The	deep	one	charges	into	Harvey,	body-	truck	proved	to	be,	the	Keeper	decides	that	the	dark	young	will	attempt	to	flip	the	vehicle.	The	pickup	has	slamming	him.	a	build	of	6	(it	has	1	point
of	damage,	but	its	listed	build	is	still	6),	1	higher	than	the	dark	young’s	build;	i	Kicking	out	backwards	like	a	horse,	the	deep	the	dark	young	can	use	its	fighting	maneuver	but	must	apply	1	penalty	die.	Again,	the	car	is	not	moving	one	slams	its	foot	into	Harvey’s	midriff.	so	unless	the	Keeper	rolls	a	fumble,	the	attack	will	be	successful.	The	Keeper	rolls	24	or	14	(with	the	penalty	i	The	deep	one	grabs	Harvey’s	jacket,	thrusting	die)	which,	taking	the	higher	roll,	still	gives	a	Hard
success.	Builds	(see	page	279)	states	that	a	being	is	Harvey’s	head	into	the	crumbling	plaster	of	just	able	to	lift	something	that	is	of	1	build	larger	than	the	wall	in	the	Gilman	House	Hotel.	itself.	The	dark	young	manages	to	tip	the	pickup	truck	over	onto	its	side,	with	a	crash.Monsters	and	Maneuvers	For	its	final	attack	the	dark	young	simply	lashesManeuvers	(mnvr)	use	the	monster’s	Fighting	skill.	Build	is	out	with	a	kick	at	a	nearby	investigator,	and	thean	important	factor	for
maneuvers;	if	the	opponent	is	3	Build	Keeper	rolls	a	Hard	success.	The	player	rolls	a	Hardpoints	above	that	of	an	attacker,	a	maneuver	is	ineffective.	success	to	dodge,	so	the	investigator	avoids	the	blow.Any	monster	of	Build	2	or	greater	is	never	going	to	havepenalty	dice	when	using	a	maneuver	against	a	human	being.	and	imagine	how	it	might	take	advantage	of	its	physical	formThe	largest	opponent	a	human	(maximum	Build	2)	could	in	combat.	If	it	has	tentacles,	hands,	or
pincers,	it	might	seizetake	on	with	a	maneuver	would	be	Build	4	(horse,	elder	hold	of	its	opponent.	If	it	has	a	prominent	mouth	then	itthing,	etc.)—even	then,	the	largest	of	humans	would	attack	might	bite	and	hold	onto	its	prey.	Large	creatures	mightwith	2	penalty	dice	due	to	the	difference	in	Build.	281	In	combat,	monsters	can	use	the	same	range	of	maneuversopen	to	humans.	The	Keeper	should	visualize	the	monsterCall	of	Cthulhu	simply	trap	their	opponents	with	their	bulk,
crushing	the	life	Monster	Spells	out	of	them.	Opponents	that	are	seized	or	grabbed	are	held	until	they	succeed	in	an	opposed	STR	roll	or	maneuver	of	The	higher	a	monster’s	POW	and	INT,	the	more	likely	it	is	their	own	to	free	themselves.	to	know	spells.	As	a	guide,	those	with	POW	and	INT	of	50	to	100	might	know	1D6	spells.	In	choosing	spells,	consider	With	a	successful	maneuver,	a	monster	could:	the	purpose	and	the	nature	of	the	creature.	Keepers	are	encouraged	to
manipulate	and	alter	spells	to	better	suit	i	Knock	an	investigator	to	the	floor,	gaining	a	bonus	particular	Mythos	monsters.	No	casting	roll	is	required	for	the	initial	casting	of	a	spell	by	a	monster.	Expend	magic	die	on	its	next	attack	if	the	investigator	is	still	prone.	points	as	required	by	the	spell	cost,	but	disregard	any	SAN	costs	or	Sanity	rolls.	i	Push	an	investigator	out	of	a	window	or	over	a	cliff.	i	Disarm	an	investigator,	knocking	that	annoying	Suitable	spells	for	each	monster	are
suggested,	although	others	may	be	known	if	the	Keeper	wishes.	"boom-stick"	out	of	his	or	her	hands.	In	many	cases,	the	Mythos	monsters	described	here	i	Grasp	hold	of	an	investigator	with	a	tentacle,	gaining	worship	one	or	more	of	the	Outer	Gods	or	Great	Old	Ones,	and	it	should	be	assumed	that	they	would	know	at	least	one	a	bonus	die	to	cause	harm	by	constriction	or	pum-	spell	to	contact,	call,	or	summon	their	masters.	meling	the	held	investigator	against	a	wall	on	the	next
attack.	Chapter	12:	Grimoire	details	many	suitable	spells,	however	Keepers	are	encouraged	to	adjust	spells	and	use	the	i	If	the	monster	is	large	enough,	it	could	seize	an	deeper	magic	versions;	after	all,	these	beings	are	not	some	fumbling	human	wizard	seeking	the	mysteries	of	magic,	but	investigator	and	carry	him	or	her	off	next	round,	rather	the	very	embodiment	of	the	Mythos	in	all	of	its	horrific	perhaps	flying	away	or	carrying	the	held	investigator	splendor.	aloft	with	a
writhing	tentacle.	Section	One:	i	A	standard	car	has	Build	5,	so	any	monster	with	Mythos	Monsters	Build	3+	has	the	potential	to	damage	vehicles.	This	section	details	the	abominations	of	the	Cthulhu	Larger	monsters	might	even	seize	hold	of	a	vehicle	Mythos—creatures	of	this	world	and	from	beyond.	The	containing	the	investigators,	much	like	an	angry	monsters	described	here	are,	in	the	main,	repugnant	to	child	throwing	a	cereal	box.	humanity	in	their	visage	and	aspect,	being
a	threat	to	both	an	investigator’s	mind	and	body.	Monsters	and	Fighting	Back	Keepers	are	reminded	that	these	embodiments	of	the	Unless	a	monster	is	trying	to	escape	or	being	especially	crafty,	Mythos	are	not	uniform	in	their	appearance,	and	distinctions	you	should	respond	to	investigator	attacks	by	fighting	back	can	be	made	between	creatures	of	the	same	race.	rather	than	dodging.	When	fighting	back,	a	monster	should	generally	use	its	basic	Fighting	skill.	A	monster	that
has	more	When	portraying	a	Mythos	monster,	the	Keeper	should	than	one	attack	per	round	may	also	dodge	or	fight	back	that	avoid	only	illustrating	the	visual	aspect	to	the	players.	Smell	number	of	times	before	its	enemies	are	granted	a	bonus	die	and	sound	are	important	signifiers,	so	too	is	the	otherworldly	for	outnumbering	it	(see	Outnumbered,	page	108).	Thus	a	atmosphere	such	creatures	create.	As	the	Necronomicon	ghoul	with	three	attacks	can	fight	back	three	times
before	states,	“…as	a	foulness	shall	ye	shall	know	Them.”	its	attackers	gain	a	bonus	die	to	their	attacks.	Some	Mythos	entities	can	never	be	outnumbered	by	investigators.	Byakhee	Killing	Monsters	There	flapped	rhythmically	a	horde	of	tame,	trained,	hybrid	winged	things…not	altogether	crows,	nor	moles,	nor	Rather	than	declaring	that	a	monster	or	opponent	is	dead,	the	Keeper	is	encouraged	to	describe	what	the	investigators	buzzards,	nor	ants,	nor	decomposed	human	beings,
but	can	see—the	monster	has	stopped	moving,	it	appears	to	be	something	I	cannot	and	must	not	recall.	melting,	a	thick	green	fluid	is	welling	up	from	a	hole	in	the	side	of	its	body,	and	so	on.	Remember	that	these	monsters	are	—H.P.	Lovecraft,	The	Festival	strange	and	alien	beings;	determining	death	should	not	be	simple.	Some	monsters	(when	reduced	to	unconsciousness	This	interstellar	race	often	serves	Hastur	the	Unnamable,	or	zero	hit	points)	may	appear	to	be	dead,	only	to
rise	again	and	may	be	summoned	to	partake	in	rituals.	Composed	moments	or	hours	later	to	inflict	a	grisly	revenge	on	their	of	conventional	matter,	they	are	vulnerable	to	ordinary	attackers.	Only	a	successful	First	Aid	or	Medicine	roll	will	weapons,	such	as	pistols.	determine	for	sure	whether	a	being	is	alive	or	dead.	Dwelling	in	interstellar	space,	byakhee	do	not	have	bases	on	Earth,	but	may	be	summoned	to	perform	deeds	or	to	serve	as	steeds,	carrying	riders	through	interstellar
space.282chapter	14:	monsters,	beasts,	and	alien	godsSPECIAL	POWERS	ChthoniansFly:	Byakhee	can	fly	through	space	and	carry	a	rider;	thoughsuch	riders	need	protection	from	the	vacuum	and	cold	by	Flowing	tentacles	and	pulpy	gray-black,	elongated	sack	ofsuitable	spells	or	potions	(e.g.	Space-Mead).	a	body…	no	distinguishing	features	at	all	other	than	the	reaching,	groping	tentacles.	Or	was	there—yes—a	lump	in	theSpells:	Byakhee	have	a	40%	chance	of	knowing	1D4
spells.	upper	body	of	the	thing…	a	container	of	sorts	for	the	brain,Such	spells	may	relate	to	Hastur	and	associated	beings.	ganglia,	or	whichever	diseased	organ	governed	this	horror’sBYAKHEE,	The	star-steeds	loathsome	life!char.	averages	rolls	—Brian	Lumley,	The	Burrowers	BeneathSTR	90	(5D6	×5)CON	50	(3D6	×5)	These	creatures	are	like	immense	earth-bound	squids,	andSIZ	90	(5D6	×5)	their	elongated	wormlike	bodies	are	coated	with	slime.	ADEX	70	(3D6+3	×5)
chanting	sound	accompanies	them.	These	powerful	burrowersINT	50	(3D6	×5)	live	more	than	a	thousand	years,	and	are	protective	of	theirPOW	50	(3D6	×5)	young.	A	jumble	of	remarkable	properties,	chthonians	bearHP:	14	little	resemblance	to	anything	else	on	this	planet.	The	mostAverage	Damage	Bonus:	1D6	Byakhee	important	individual	chthonian	is	the	gigantic	Shudde	M’ell.Average	Build:	2	All	stages	of	chthonians	communicate	by	telepathy	andAverage	Magic	Points:	10
can	thus	reach	another	of	their	race	anywhere	in	the	world,Move:	5/16	flying	and	can	sense	other	minds.	Only	adults	can	telepathically	control	members	of	other	species	with	this	power.ATTACKSAttacks	per	round:	2	They	can	tunnel	through	rock	as	though	it	wereFighting	attacks:	The	butter	and	have	no	need	to	breathe.	Adult	chthonians	can	withstand	enormous	temperatures,	up	to	4000°C	(7200°F).	byakhee	may	strike	It	may	be	that	the	majority	of	chthonians	live	toward	the
with	claws	or	crash	core	of	this	planet,	and	that	only	outcasts,	wanderers,	and	into	its	victim,	those	accidentally	caught	up	in	pluming	magma	explore	the	delivering	grievous	cold	outer	crust	where	man	thrives.	Perhaps	they	migrate	wounds.	here	to	give	birth,	since	the	younger	stages	cannot	withstandBite	and	hold	(mnvr):	extreme	heat.	We	do	not	know	their	motives.	If	the	bite	strikes	home	the	byakhee	Full	adults	can	cause	powerful	earthquakes.	remains	attached	to	the	victim
and	begins	to	drain	his	or	her	Chthonians	are	extremely	susceptible	to	water.	While	blood.	Each	round	the	byakhee	remains	attached,	including	their	slime	coating	protects	them	from	small	amounts	of	the	first,	the	blood	drain	subtracts	3D10	points	of	STR	water,	general	immersion	destroys	a	chthonian.	Burrowing,	from	the	victim,	until	death	occurs	(at	STR	0).	The	byakhee	these	monsters	detect	significant	water	by	distinguishing	the	characteristically	remains	attached	with	this
attack	until	relatively	low	echo	profiles	of	water	and	watery	sediment,	the	victim	is	drained	of	blood,	unless	the	victim	can	make	a	avoiding	such	areas.	successful	opposed	STR	roll.	Escaping	death,	let	the	victim	rest	Chthonians	are	worldwide,	even	found	in	basalt	under	and	regain	blood	(by	transfusion	as	well),	at	up	to	1D10+5	STR	the	oceans.	In	western	Africa	is	a	mystery	city	called	G’harne,	per	day.	A	Byakhee	may	hold	only	one	victim	at	a	time.	which	they	frequent.	They
may	have	been	imprisoned	thereFighting	55%	(27/11),	damage	1D6	+	damage	bonus	once,	aeons	ago.Bite	and	hold	(mnvr)	damage	1D6	+	3D10	STR	(blood)	drain	The	general	discussion	and	statistics	concern	a	full	(single	victim)	adult	chthonian,	the	last	and	largest	stage	(instar)	betweenDodge	35%	(17/7)	molts.	This	is	the	sort	which	investigators	are	most	likelyArmor:	2	points	of	fur	and	tough	hide.	to	meet.	A	chthonian	matures	through	different	life	stages,Skills:	Listen	50%,
Spot	Hidden	50%.	ranging	from	hatchlings	and	nests	of	younger	chthonians	toSanity	Loss:	1/1D6	Sanity	points	to	see	a	byakhee.	immature	and	fully	mature.	In	theory,	chthonians	of	varying	ages	could	be	encountered.Do	byakhee	possess	the	ability	to	fold	space?	Someconjecture	that	this	power	manifests	via	a	certain	SPECIAL	POWERSinternal	organ,	sometimes	known	as	a	"hune."	Thereare	some	who	would	find	great	interest	in	the	potential	Chthonian	telepathic	control:
Chthonians	can	use	telepa-applications	such	an	organ	could	have	as	a	weapon	or	thy	to	control	humans,	though	they	do	not	often	do	so	unlessmethod	of	transport.	the	target	has	something	they	want,	such	as	odd	spherical	mineral	formations.	Perhaps	a	specimen	of	this	organ	resides	in	someforgotten	museum	or	laboratory,	just	waiting	for	an	The	target	may	attempt	to	resist	a	single	chthonian	withunwitting	scientist	to	activate	its	terrible	secrets.	an	opposed	POW	roll.
Overcome,	the	victim	is	bound	to	the	area	where	psychically	attacked.	At	first	the	target	has	mobility	of	a	mile	or	so,	but	this	progressively	lessens	as	283Call	of	Cthulhu	the	chthonian	draws	nearer,	until	the	victim	may	not	be	CHTHONIAN	FULL	ADULTS,	Tentacled	burrowers	able	to	leave	a	particular	room,	or	even	a	particular	chair.	The	target	immobilized,	the	chthonian	erupts	through	the	char.	averages	rolls	floor	and	collects	its	due.	If	the	victim	becomes	aware	of	the	STR
260	(3D6	×25)	mental	influence	of	a	chthonian,	the	hold	may	be	broken	by	CON	200	(3D6+30	×5)	successfully	making	a	POW	roll	versus	the	chthonian.	Once	SIZ	260	(3D6	×25)	a	victim	has	experience	of	chthonians,	a	successful	INT	roll	DEX	35	(2D6	×5)	constitutes	awareness.	INT	90	(5D6	×5)	POW	90	(5D6	×5)	A	chthonian	can	telepathically	contact	a	known	human	HP:	46	anywhere	on	the	Earth,	but	it	may	take	time	before	it	can	Average	Damage	Bonus:	+5D6	locate	its
victim’s	mind.	Average	Build:	6	Average	Magic	Points:	18	It	costs	a	chthonian	one	magic	point	to	communicate	Move:	6/1	burrowing	with	a	human	or	to	bind	a	human	to	a	site	for	a	day.	Each	ten	miles	of	distance	from	a	binding	also	costs	another	magic	ATTACKS	point.	Several	chthonians	may	contribute	magic	points	Attacks	per	round:	1D8.	It	may	only	use	its	crush	attack	once	per	to	compensate	for	distance,	but	the	POW	rolls	are	made	individually.	round.	Fighting	attacks:	It’s
dangerous	to	get	near	to	these	things.	Their	It	costs	no	magic	points	to	contact	another	chthonian,	no	matter	at	what	distance.	crushing	bulk	and	flailing	tentacles	may	strike	at	any	moment.	Hold	and	Drain	(mnvr):	Each	round,	a	chthonian	can	attack	with	Anecdotal	evidence	suggests	that	adults	may	be	able	to	drain	a	human’s	magic	points,	but	nothing	definite	is	truly	known.	1D8	tentacles,	each	of	which	cause	damage	equal	to	half	the	Earthquake	attacks:	All	adult	chthonians
can	create	earth-	creature’s	damage	bonus	(round	down).	If	a	tentacle	strikes	quakes.	Figure	an	earthquake’s	force	by	totaling	the	POW	of	home,	it	clings	and	worms	its	way	into	the	victim’s	vitals,	participating	chthonians	and	dividing	by	100.	The	result	is	and	begins	to	drain	off	blood	and	fluids,	costing	3D10	CON	the	earthquake’s	magnitude	on	the	Richter	Scale,	but	only	each	round.	Reaching	0	CON,	the	victim	dies.	CON	lost	to	in	the	first	diameter	of	100	yards.	In	the	next	100
yards,	the	a	chthonian	is	gone	for	good.	While	a	tentacle	is	draining	a	Richter	force	is	lessened	by	one,	and	so	on	for	each	additional	victim,	it	cannot	be	used	to	drain	other	targets,	but	it	could	still	100	yards	until	the	strength	of	the	quake	can	be	ignored.	Al-	be	used	to	fight-back,	swinging	the	poor	held	victim	like	a	ball	ternatively,	the	chthonians	might	limit	the	force	in	the	center	on	a	chain	at	its	attacker.	diameter	and	instead	extend	the	quake’s	diameter-of-effect	Tentacles
draining	their	targets	will	continue	to	sap	CON	each	or	maximum	effect	by	multiples	of	100	yards.	round.	Each	tentacle	could	attack	a	different	target	or	they	could	all	attack	the	same	one.	At	least	half	of	the	participants	must	be	directly	under	the	Crush:	A	chthonian	may	use	its	immense	bulk	to	crush	a	foe.	If	center	of	the	earthquake.	Each	chthonian	must	spend	magic	crushing,	it	can	continue	to	hold	and	drain	victims	that	are	points	equal	to	the	highest	Richter	Scale	number
generated	already	caught.	The	chthonian	rears	up	and	crashes	down	on	for	the	quake.	Historically,	the	highest	Richter	numbers	have	a	group:	the	crush	area	is	circular,	striking	equally	all	within.	been	approximately	nines,	but	geological	evidence	exists	of	The	crush	area	equals	a	diameter	in	yards	of	the	chthonian’s	quakes	that	have	been	much	stronger.	SIZ	divided	by	fifty.	Within	the	crush	area,	an	investigator	must	Spells:	A	full	adult	has	a	50%	chance	of	knowing	1D6	spells,
succeed	with	DEX,	Dodge,	or	Jump,	or	lose	hit	points	equal	to	most	of	which	should	be	connected	with	Shudde	M’ell	and	the	creature’s	full	damage	bonus.	Great	Old	Ones	tied	to	this	earth,	such	as	Cthulhu,	Y’golonac,	Fighting	75%	(37/15),	damage	2D6	(thrashing	tentacles)	Yig,	etc.	Hold	&	Drain	(mnvr)	damage	2D6	+	blood	drain	(seizing	tentacles)	Crush	80%	(40/16),	damage:	damage	bonus	(bulk,	group)	Dodge	17%	(8/3)	Armor:	5-point	hide	and	muscle;	regenerates	5	hit	points
per	round	after	wounded,	but	ceases	to	work	when	below	1	hit	point.	Sanity	Loss:	1D3/1D20	Sanity	points	for	a	full	adult;	1/1D10	Sanity	points	for	the	lesser	instars;	no	Sanity	points	to	see	a	hatchling.	Chthonian	Near	invulnerable,	the	weaknesses	of	Chthonians	have	been	explored	by	only	a	few	(mad)	wizards.	Purported	vulnerabilities	include	the	Vach-Viraj	Chant,	the	Elder	Sign,	and	total	immersion	in	a	body	of	water.284chapter	14:	monsters,	beasts,	and	alien	godsColours	Out
of	Space	Colour	Out	of	SpaceThe	shaft	of	phosphorescence	from	the	well	brought	a	sense	of	COLOURS	OUT	OF	SPACE,	Life-force	feeders	doom	and	abnormality	which	far	outraced	any	image	their	conscious	minds	could	form.	It	was	no	longer	shining	out,	it	char.	averages	rolls	was	pouring	out;	and	as	the	shapeless	stream	of	unplaceable	STR	15	(1D6	×	5)	per	50	POW	or	fraction	thereof	CON	N/A	colour	left	the	well	it	seemed	to	flow	directly	into	the	sky.	SIZ	equal	to	POW	DEX
95	(2D6+12	×5)	—H.P.	Lovecraft,	The	Colour	Out	of	Space	INT	70	(4D6	×5)	POW	50*	(2D6	×5)A	colour	is	a	sentient	organism	that	manifests	as	purecolour—it	is	not	gaseous,	it	is	insubstantial.	When	it	moves,	*Base	amount,	which	then	increases	as	a	colour	feeds.it	is	visible	as	an	amorphous,	glistening	patch	of	colour,	HP:	N/Arolling	and	shining	in	shades	of	its	pale	colours	that	match	Average	Damage	Bonus:	N/Anothing	in	the	known	spectrum.	This	patch	pours	over	the
Average	Build:	0ground	or	flies	in	a	living	fashion.	When	it	feeds,	its	victim’s	Average	Magic	Points:	10*skin	and	face	glow	with	the	colour.	Move:	12	pouring/20	flying	Though	incorporeal,	its	passing	nonetheless	feels	like	the	ATTACKStouch	of	a	slimy,	unhealthy	vapor.	Geiger	counters	register	Attacks	per	round:	1its	presence	as	a	distinctive	burst	of	radiation.	With	today’s	Since	a	colour	is	so	efficient	an	attacker,	Keepers	may	wish	to	allowlight-intensification	gear,	it	shows	as	a
bright	patch	ofluminosity.	Infrared	viewers	are	useless.	investigators	to	see	it	coming,	allowing	Spot	Hidden	rolls	to	detect	its	slight	glow	or	to	notice	a	sudden	presence	of	ozone.	Colours	come	from	the	depths	of	space,	where	natural	Colours	lack	any	recognized	Fighting	skill	and	cannot	belaws	differ.	Adult	colours	create	embryos,	harmless	three-	harmed	by	normal	means.inch	spheres	seemingly	empty.	Deposited	on	verdant	soil	Characteristic	Drain:	When	the	colour	is	feeding,
the	victim	mustor	in	shallow	waters,	the	embryo	begins	to	germinate.	After	make	an	opposed	POW	roll.	If	the	colour	wins,	it	permanentlya	few	days,	the	outer	shell	dissolves	and	the	new	creature,	drains	1D10	points	each	of	STR,	CON,	POW,	DEX,	and	APPwhich	we	may	term	a	larva,	emerges.	from	the	victim,	and	costs	him	or	her	1D6	hit	points	as	well.	Each	point	of	POW	so	drained	increases	the	colour’s	POW.	The	The	jellylike	larva	can	grow	to	great	size.	As	it	infiltrates	victim
is	aware	of	a	sucking,	burning	sensation	and	progressivelythe	ecosystem,	local	vegetation	exhibits	a	tremendous	but	withers	and	greys.	The	victim’s	face	sinks,	the	skin	ageing	withunhealthy	growth.	Fruit	tastes	bitter.	Insects	and	animals	are	hideous	cracks	and	wrinkles.	Once	drained,	the	victim	dies.born	deformed.	At	night,	all	plant	life	glows	with	the	colour,	Mental	Attack:	A	colour	can	weaken	the	minds	of	nearby	sentientand	the	vegetation	begins	to	twist	and	writhe,	as
though	in	beings.	For	each	day	in	the	colour’s	vicinity,	each	person	musta	strong	wind.	Even	humans	shine	with	the	spectral	light.	make	an	opposed	INT	roll	or	lose	1D6	magic	points	and	1D6After	a	few	months,	the	larva	transforms	into	a	young	colour.	Sanity	points.	Magic	points	so	destroyed	cannot	be	regained	without	leaving	the	area.	The	influence	also	strongly	binds	It	now	makes	brief	trips	from	its	lair	to	feed,	and	begins	the	victim	to	his	or	her	home	and	the	influence
becomesto	drain	the	life	force	from	the	area	previously	affected	by	the	increasingly	irresistible	as	the	victim’s	will	weakens.	To	leavelarva.	When	it	drains	enough	energy,	it	departs	the	planet	for	the	area,	he	or	she	must	make	a	successful	Hard	or	Extremespace	and	adulthood.	In	so	maturing,	the	colour	may	drain	POW	roll	(half	POW	if	magic	points	are	reduced	by	50%,	orlife	force	from	an	area	of	five	acres	or	so	if	rich	in	life,	or	one-fifth	of	POW	if	magic	points	have	been	reduced
to	0	orperhaps	10-20	acres	of	moor	or	grassland.	The	area	drained	less),	or	be	inexplicably	compelled	to	stay.is	ruined	thereafter,	and	no	plant	can	grow.	Drain	Opposed	roll:	victim’s	POW	vs.	colour’s	POW,	damage	1D6	+	characteristic	loss	Bright	light	inhibits	a	colour.	It	spends	daylight	hours	in	Mental	Attack	Opposed	roll:	victim’s	INT	vs.	colour’s	POW,	damagedark,	cool	hideaways,	preferably	underwater:	cisterns,	wells,	1D6	magic	points	+	1D6	Sanity	pointslakes,	reservoirs,
and	oceans	are	all	suitable.	Dodge	47%	(23/9)SPECIAL	POWERSDisintegrate:	A	colour	can	focus	its	energies	to	disintegratea	hole	through	almost	any	material.	This	ability	is	usedprimarily	to	excavate	a	lair	underground.	The	same	effort	tomelt	a	cubic	foot	of	titanium	removes	several	cubic	yards	ofpinewood.	The	sides	of	the	hole	appear	melted,	but	no	heatis	generated.Solidify:	A	colour	can	concentrate	and	solidify	a	part	ofitself.	That	part	becomes	translucent.	It	can	then
manipulateobjects.	285Call	of	Cthulhu	Armor:	None—invulnerable	to	physical	attack	except	by	strong	Crawling	One	magnetic	fields,	which	can	imprison	it.	Vulnerable	to	magic.	Sanity	Loss:	0/1D4	Sanity	points	to	see	a	colour;	1/1D8	Sanity	points	to	see	a	victim	of	a	colour.	Could	the	colour	of	out	space	have	sought	Earth	as	Fighting	attacks:	Crawling	ones	can	use	weapons	as	humans	do,	place	to	pupate	or	gestate	its	young?	Perhaps	the	Earth	however	they	prefer	to	use	spells	or
their	minions	to	undertake	provides	a	safe	and	bountiful	haven	against	otherworldly	physical	tasks.	Mythos	predators.	What	strange	experiments	would	the	mi-go	perform	if	they	successfully	captured	or	Fighting	35%	(17/7),	damage	1D3	(unarmed)	or	by	weapon	type	reared	a	colour?	Dodge	20%	(10/4)	Armor:	None;	however	due	to	the	soft	and	resilient	quality	of	the	Crawling	One	crawling	one’s	bodies,	normal	weapons	do	minimal	damage	to	Wisely	did	Ibn	Schacabao	say,	that
happy	the	town	at	night	the	things.	Bullets	only	cause	a	single	point	of	damage,	except	whose	wizards	are	all	ashes.	For	it	is	of	old	rumor	that	the	for	shotgun	pellets,	which	do	minimum	damage	for	that	type	soul	of	the	devil-bought	hastes	not	from	his	charnel	clay,	of	firearm.	but	fats	and	instructs	the	very	worm	that	gnaws;	till	out	Skills:	Stealth	60%.	of	corruption	horrid	life	springs,	and	the	dull	scavengers	of	Sanity	Loss:	1D3/2D6	Sanity	points	to	see	a	crawling	one.	earth	wax
crafty	to	vex	it	and	swell	monstrous	to	plague	it.	Great	holes	secretly	are	digged	where	earth’s	pores	ought	to	Dagon	&	Hydra	(Unique	Beings)	suffice,	and	things	have	learnt	to	walk	that	ought	to	crawl.	Vast,	Polyphemous-like,	and	loathsome,	it	darted	like	a	—H.P.	Lovecraft,	The	Festival	stupendous	monster	of	nightmares	to	the	monolith,	about	A	crawling	one	is	composed	of	thousands	of	worms	and	which	it	flung	its	gigantic	scaly	arms.	maggots.	Each	worm	is	individually	alive
and	constantly	moves,	though	they	generally	hold	the	shape	of	a	human	—H.P.	Lovecraft,	Dagon	body.	The	collective	mass	of	wriggling	creatures	possesses	the	mind	of	a	dead	sorcerer,	long	since	devoured	by	the	maggoty	Father	Dagon	and	Mother	Hydra	are	deep	ones	who	have	horde.	The	ingested	"will"	of	the	wizard	effectively	drives	the	grown	enormously	in	size	and	age,	each	over	20	feet	tall	and	mass	to	work	collectively	to	perform	deeds	and	actions.	perhaps	millions	of
years	old.	They	rule	the	deep	ones	and	lead	them	in	their	worship	of	Cthulhu.	This	pair	is	active	and	SPECIAL	POWERS	mobile,	unlike	Cthulhu	and	his	minions,	but	are	rarely	met.	Dagon	and	Hydra’s	characteristics	are	identical.	It	is	possible	Crawling	ones	cannot	speak	but	can	write	messages.	It	is	un-	that	more	than	two	deep	ones	have	grown	to	the	enormous	necessary	for	them	to	use	spoken	words	in	performing	spells	size	and	strength	comparable	to	that	described	in
Lovecraft’s	or	when	communing	with	their	alien	masters	or	creatures	Dagon.	from	beyond.	Spells:	Each	crawling	one	knows	at	least	1D10	spells.	CRAWLING	ONES,	wriggling	masters	of	sorcery	char.	averages	rolls	STR	45	(1D6+6	×5)	CON	70	(4D6	×5)	SIZ	65	(2D6+6	×5)	DEX	35	(2D6	×5)	INT	65	(4D6	×5)	POW	100	(4D6+6	×5)	HP:	13	Average	Damage	Bonus:	none.	Average	Build:	0	Average	Magic	Points:	20	Move:	8	ATTACKS	Attacks	per	round:	1	Dagon	&	Hydra286chapter
14:	monsters,	beasts,	and	alien	godsSPECIAL	POWERS	Beneath	the	creatures,	tentacles	end	in	black	hooves,	onSpells:	Each	knows	all	Summon	and	Bind	spells	and	Contact	which	they	stamp.	The	monsters	roughly	resemble	trees	inspells.	silhouette—the	trunks	being	the	short	legs,	and	the	tops	of	the	trees	represented	by	the	ropy,	branching	bodies.	TheDAGON	and	HYDRA,	Rulers	of	the	deep	ones	whole	mass	of	these	things	smell	like	open	graves.	Dark	young	stand	between	12
and	20	feet	tall.STR	260	CON	250	SIZ	300	INT	100	POW	150DEX	100	HP	55	Such	entities	are	the	“young”	referred	to	in	Shub-Damage	Bonus:	+6D6	Niggurath’s	epithet,	“Black	Goat	of	the	Woods	with	aBuild:	7	Thousand	Young.”	They	are	closely	connected	to	her,	andMagic	Points:	30	are	found	only	in	areas	where	she	is	worshiped.	Dark	youngMove:	10/15	swimming	act	as	proxies	for	Shub-Niggurath	in	accepting	sacrifices,	accepting	worship	from	cultists,	devouring	non-
cultists,	andATTACKS	spreading	their	mother’s	faith	across	the	world.	Luckily,	theyAttacks	per	round:	2	are	rarely	met	with.Fighting	attacks:	These	huge	monsters	can	strike	investigators	in	a	SPECIAL	POWERS	Spells:	Each	dark	young	knows	a	number	of	spells	equal	to	variety	of	ways,	kicking,	clawing,	punching,	stamping,	etc.	a	tenth	of	its	INT.Fighting	80%	(40/18),	damage	1D6	+	damage	bonusDodge	50%	(25/10)	DARK	YOUNG	of	Shub-NiggurathArmor:	6-point	skin.Sanity
Loss:	1/1D10	Sanity	points	to	see	Dagon	or	Hydra.	char.	averages	rolls	STR	220	(4D6+30	×5)The	worship	of	Dagon	by	humanity	appears	to	be	CON	80	(3D6+6	×5)ancient,	with	many	cults	flourishing	and	dying	out	SIZ	220	(4D6+30	×5)throughout	history.	Often	hidden	behind	a	benign	DEX	80	(3D6+6	×5)façade,	such	cults	operate	in	public	with	only	the	INT	70	(4D6	×5)members	of	the	inner	circle	aware	of	the	true	nature	POW	90	(5D6	×5)and	purpose	of	the	cult.	HP:	30
Average	Damage	Bonus:	4D6	The	Phoenicians,	Sumerians,	Canaanites,	and	Average	Build:	5Philistines	all	appear	to	have	revered	a	fertility	god	Average	Magic	Points:	18named	Dagon	or	Dagan.	The	Dogon	People	of	Mali	Move:	8revere	amphibious,	fishlike	ancestor	spirits	who	cameto	Earth	in	the	distant	past,	as	twins	from	an	invisible	Dark	Youngstar,	whose	return	will	herald	a	new	age.	Keen	observers	state	that	the	growth	of	the	EsotericOrder	of	Dagon,	popular	with	the
residents	of	seaportsand	towns	along	the	New	England	coast,	is	somethingto	be	watched	closely.	Some	claim	that	Dagon	and	Hydra	are	but	facetsor	avatars	of	Great	Cthulhu,	being	the	elements	orportions	of	that	immense	being	that	were	not	trappedin	R’lyeh	beneath	the	ocean.Dark	Young	Something	black	in	the	road,	something	that	wasn’t	a	tree.	Something	big	and	black	and	ropy,	just	squatting	there,	waiting,	with	ropy	arms	squirming	and	reaching…	It	came	crawling	up	the
hillside…and	it	was	the	black	thing	of	my	dreams—that	black,	ropy,	slimy	jelly	tree-thing	out	of	the	woods.	It	crawled	up	and	it	flowed	up	on	its	hoofs	and	mouths	and	snaky	arms.	—Robert	Bloch,	Notebook	Found	in	a	Deserted	HouseThese	beings	are	enormous	writhing	masses,	formed	out	ofropy	black	tentacles.	Here	and	there	over	the	surfaces	of	thethings	are	great	puckered	mouths	that	drip	green	goo.	287Call	of	CthulhuATTACKS	sides	of	their	necks	were	palpitating	gills	and
their	long	pawsAttacks	per	round:	5.	Dark	young	may	only	use	a	Trample	attack	were	webbed.	They	hopped	irregularly,	sometimes	on	hind	legs	and	sometimes	on	four…	their	croaking,	baying	voices…	once	per	round.	held	all	the	dark	shades	of	expression	which	their	staringFighting	attacks:	In	its	masses	of	tentacles,	a	typical	dark	young	faces	lacked.	has	four	thicker	sinuous	tentacles	with	which	it	attacks.	Each	of	these	thicker	tentacles	can	strike	out	to	injure.	It	may	also	—



H.P.	Lovecraft,	The	Shadow	over	Innsmouth	kick	out	with	its	hooves,	simply	crush,	or	strike	with	its	massive	bulk.	The	deep	ones	are	an	amphibious	race	that	primarily	servesGrab	(mnvr):	The	Dark	young	can	use	its	tentacles	to	grab	and	Cthulhu	and	two	beings	known	as	Father	Dagon	and	Mother	capture	up	to	four	victims.	If	a	victim	is	grabbed,	he	or	she	is	Hydra.	Locked	in	the	timeless	depths	of	the	sea,	their	alien,	held	to	one	of	the	horrible	sucking	mouths	and	drained	of
1D10+5	STR	per	round.	arrogant	lives	are	coldly	beautiful,	unbelievably	cruel,	and	This	STR	loss	cannot	be	restored.	While	effectively	immortal.	They	come	together	to	mate	being	drained,	a	victim	is	capable	or	to	worship	Great	Cthulhu,	but	do	not	crave	only	of	ineffectual	writhing	and	touching	or	being	touched	as	humans	do.	They	screaming.	are	a	marine	race,	unknown	in	freshwaterTrample:	The	dark	young	can	also	trample	environments,	and	globally	have	many	with	its
massive	hooves,	typically	cities,	all	submerged	beneath	the	waves.	hooting	and	bellowing	as	it	rears	up	and	One	is	off	the	coast	of	Massachusetts,	attempts	to	trample	as	many	opponents	near	Innsmouth,	while	other	sites	are	as	it	can	(up	to	1D4	humans	if	they	are	rumored	to	lie	off	the	British	Isles.	situated	close	together).	Deep	ones	may	be	worshiped	by	humans	with	whom	they	regularlyFighting	80%	(40/16),	damage	bonus	interbreed,	for	deep	ones	are	immortal	unless	slain,
and	so	are	any	hybridGrab	(mnvr)	grabbed	and	held	for	1D10	+	5	STR	offspring.drain	per	round	Deep	One	SPECIAL	POWERSTrample	40%	(20/8),	damage	2D6	+	damage	bonus	Breathe	underwater:	Dwelling	under	the	sea,	deep	ones	re-	quire	no	exterior	help	to	breathe	underwater	and	are	equallyDodge	40%	(20/8)	capable	of	breathing	on	land.Armor:	Dark	young	are	of	non-Earthly	material	and	make-up,	Spells:	Deep	ones	have	a	40%	chance	of	knowing	1D4	spells.	so	that	any
successful	hit	with	a	firearm	attack	does	only	1	point	of	damage	per	bullet	(2	points	for	an	impale).	Hand-to-hand	weapons	do	normal	damage.	Attacks	dependent	on	heat,	blast,	corrosion,	electrical	charge,	or	poisoning	have	no	effect.Skills:	Stealth	(bonus	die	in	woods)	30%.Sanity	Loss:	1D3/1D10	Sanity	points	to	see	a	dark	young.	Recent	research	by	field	archaeologists	in	central	DEEP	ONES,	Gilled	masters	of	the	deep	seas	England	have	uncovered	curious	clues	about	an
ancient	Pagan	fertility	cult.	The	findings	reveal	an	unhealthy	char.	averages	rolls	devotion	to	trees	and	darkly	suggest	hideous	religious	STR	70	(4D6	×5)	rites	involving	the	sacrifice	of	virgins	to	something	CON	50	(3D6	×5)	named	only	as	the	"Withering	Tree."	SIZ	80	(3D6+6	×5)	DEX	50	(3D6	×5)	Perhaps	connected	are	the	claims	of	certain	INT	65	(2D6+6	×5)	Amazonian	elders	who	speak	of	regions	of	the	jungle	POW	50	(3D6	×5)	that	walk,	and	how	gifts	must	be	given	to	the
"tall	HP:	13	ones"	to	satiate	their	hunger.	Indeed,	a	handful	of	Average	Damage	Bonus:	1D4	travelers	in	these	regions	have	returned	with	strange	Average	Build:	1	tales	of	being	awoken	at	night	by	vines	seemingly	Average	Magic	Points:	10	encroaching	on	their	tents,	with	some	going	as	far	to	Move:	8/10	Swimming	claim	that	they	awoke	to	find	black	vines	encircling	their	legs	or	arms.	ATTACKS	Attacks	per	round:	1	Deep	One	Fighting	attacks:	Deep	ones	can	use	weapons	as
humans	do.	They	I	think	their	predominant	colour	was	a	greyish-green,	though	are	skilled	with	their	spears	and	tridents.	they	had	white	bellies.	They	were	mostly	shiny	and	slippery,	Fighting	45%	(22/9),	damage	1D6	+	damage	bonus	or	by	weapon	but	the	ridges	of	their	backs	were	scaly.	Their	forms	vaguely	suggested	the	anthropoid,	while	their	heads	were	the	heads	type	(e.g.	spear,	damage	1D8	+	damage	bonus)	of	fish,	with	prodigious	bulging	eyes	that	never	closed.	At	the
Dodge	25%	(12/5)	Armor:	1-point	skin	and	scales.288	Sanity	Loss:	0/1D6	Sanity	points	to	see	a	deep	one.chapter	14:	monsters,	beasts,	and	alien	godsFor	centuries	the	deep	ones	have	had	to	build	their	schooled	in	their	shared	heritage.	About	10%	of	hybrids	dofabulous	underwater	cities,	hidden	in	the	deepest	not	complete	the	transformation	and	are	doomed	to	spendoceans	for	no	man	to	see.	Occasionally	found	in	the	the	rest	of	their	life	as	a	half-human	half-deep	one,	while
adiaries,	memoirs,	or	tales	of	sailors,	fishermen,	and	further	10%	do	not	undergo	the	metamorphosis	at	all,	withpearl	divers	are	hints	and	claims	of	strange	jewelry,	the	deep	one	genes	essentially	missing	a	generation—only	tohuge	worked	stones	(often	encrusted	with	mother	of	manifest	in	a	future	descendent.pearl)	and,	of	course,	mermaids.	SPECIAL	POWERS	Breathe	underwater:	Hybrids	are	unable	to	breathe	under-	If	collected	together,	such	stories	might	lead	one	water
until	they	have	undergone	the	full	change	into	a	deepto	conclude	that	certain	regions	are	host	to	immortal	one;	however,	from	early	childhood	onwards	they	can	remaindeep	one	communities.	Names	such	as	Ahu-Y’hloa,	underwater	for	up	to	twice	as	long	as	the	average	human.Y’ha-nth-lei,	and	G’ll-oo	have	been	recorded.Deep	One	Hybrid	Spells:	Older	hybrids	who	have	begun	to	embrace	their	It	was	a	thin,	stoop-shouldered	man	watery	heritage	have	a	10%	chance	of	knowing
1D3	spells.	not	much	under	six	feet	tall…	DEEP	ONE	HYBRID,	Innsmouth-tainted	progeny	His	age	was	perhaps	thirty-five,	char.	averages	rolls	but	the	odd,	deep	creases	in	the	STR	65	(2D6+6	×5)	sides	of	his	neck	made	him	seem	CON	65	(2D6+6	×5)	older	when	one	did	not	study	his	SIZ	50	(3D6	×5)	dull,	expressionless	face.	He	had	DEX	65	(2D6+6	×5)	a	narrow	head,	bulging,	watery	INT	65	(2D6+6	×5)	blue	eyes	that	seemed	never	to	POW	50	(3D6	×5)	APP	35	(2D6	×5)	wink,	a
flat	nose,	a	receding	HP:	11	forehead	and	chin,	and	singularly	Average	Damage	Bonus:	none.	underdeveloped	ears.	His	long,	Average	Build:	0	thick	lip	and	coarse	pored,	greyish	Average	Magic	Points:	10	cheeks	seemed	almost	Move:	8/8	Swimming	beardless	except	for	some	ATTACKS	Attacks	per	round:	1Deep	One	Hybrid	sparse	yellow	hairs	that	Fighting	attacks:	Deep	one	hybrids	can	use	weapons	as	humans	do.	Fighting	45%	(22/9),	damage	per	weapon	type	+	damage	bonus,
or	straggled	and	curled	in	unarmed	(1D3)	+	damage	bonus.irregular	patches;	and	in	places	the	surface	seemed	queerly	Dodge	30%	(15/6)	Armor:	None.irregular,	as	if	peeling	from	some	cutaneous	disease.	Skills:	Jump	45%,	Listen	50%,	Stealth	46%,	Swim	60%.	Sanity	Loss:	0/1D4	Sanity	points	to	see	a	deep	one	hybrid,	although—H.P.	Lovecraft,	The	Shadow	over	Innsmouth	this	may	be	increased	(1/1D6+)	for	particularly	monstrousDeep	one	hybrids	are	the	progeny	of	deep	one
and	human	specimens.mating.	Although	the	offspring	of	such	unions	are	usuallyborn	as	normal	humans,	changes	in	appearance	and	Dholephysiology	tend	to	occur	in	late	teens—commonly	known	asthe	"Innsmouth	Look."	By	middle	age,	most	hybrids	display	Below	him	the	ground	was	festering	with	gigantic	Dholes,	andsome	form	of	gross	deformity	and	such	individuals	retire	even	as	he	looked,	one	reared	up	several	hundred	feet	andto	the	privacy	of	their	close-shuttered	homes.
Within	a	few	levelled	a	bleached,	viscous	end	at	him.years,	the	hybrid	undergoes	the	final	transformation	into	adeep	one	and	embarks	on	a	new	life	in	the	sea.	—H.P.	Lovecraft	and	E.	Hoffman	Price,	Through	the	Gate	of	the	Silver	Key	The	physical	changes	are	accompanied	by	an	awakeningof	new	senses,	strange	dreams	of	undersea	cities,	and	a	Dholes	are	gigantic	wormlike	burrowing	horrors.	They	arelonging	to	visit	seaside	locales—particularly	ancestral	homes	not	native	to
the	Earth	and	none	seem	to	have	been	broughtor	the	individual’s	birth	place.	here	for	more	than	brief	periods,	fortunately,	for	they	seem	to	have	riddled	and	laid	waste	to	several	other	worlds.	They	Typically,	hybrids	inhabit	remote	coastal	villages,	however	dislike	light,	though	it	does	not	visibly	harm	them.	They	arethey	can	be	found	further	afield	(particularly	in	the	early	only	rarely	seen	in	daylight,	and	then	only	on	planets	thatstages	of	their	transformation).	As	the	final
transformations	they	have	thoroughly	conquered.	Some	unknown	relationtake	place	the	hybrid	either	learns	to	embrace	their	monstrous	between	dholes	and	chthonians	may	exist.	Similar	creatures,heritage	or	goes	mad	in	the	process.	bholes,	exist	in	the	Dreamlands.	Deep	ones	will	attempt	to	lure	hybrids	to	their	lairs	289or	places	of	safety,	where	they	can	supervise	the	finalmetamorphosis	and	ensure	the	hybrid	is	appropriatelyCall	of	Cthulhu	DHOLES,	Burrowing	horrors	char.
averages	rolls	The	great	wizard,	Ay-i-Shak	the	Cunning,	claimed	in	STR	2525	(10D100	×5)	his	blasphemous	memoirs	that	he	visited	and	consorted	CON	755	(1D100+100	×5)	with	the	bholes	in	the	land	of	dream,	learning	that	SIZ	2775	([100	+	STR/5]	×5)	these	immense	beings	were	the	true	mothers	of	dholes.	DEX	10	(1D4	×5)	Through	unfathomable	means,	the	bholes	were	able	INT	35	(2D6	×5)	to	send	their	dhole	progeny	across	space	and	time	to	POW	170	(10D6	×5)	planets
in	the	Waking	World.	Ay-i-Shak	writes	that	HP:	353	he	was	barely	able	to	escape	with	his	life	from	the	Average	Damage	Bonus:	enough	to	flatten	a	battleship	(64D6)	encounter;	it	was	only	the	timely	sacrifice	of	his	young	Average	Build:	65	assistant,	Mamoud,	which	enabled	the	wizard	to	make	Average	Magic	Points:	34	his	escape.	Move:	15	Crawl/10	Burrow	Dimensional	Shambler	ATTACKS	Attacks	per	round:	1	Shuffling	towards	him	in	the	darkness	was	the	gigantic,	Fighting
attacks:	The	massive,	fast-moving	bulk	of	these	things	is	blasphemous	form	of	a	thing	not	wholly	ape	and	not	wholly	insect.	Its	hide	hung	loosely	upon	its	frame,	and	its	rugose,	very	dangerous	for	fleshy	mortals	to	approach.	A	blow	from	its	dead-eyed	rudiment	of	a	head	swayed	drunkenly	from	side	bulk	is	like	being	hit	by	a	train.	If	a	dhole	crushes	an	investigator,	to	side.	Its	forepaws	were	extended,	with	talons	spread	wide,	death	is	automatic.	With	a	successful	Luck	roll,	enough
can	be	found	to	bury.	and	its	whole	body	was	taut	with	murderous	malignity	Goo	Attack:	In	lieu	of	swallowing	or	crushing	a	target,	a	dhole	can	despite	its	utter	lack	of	facial	description.	spit	a	gob	of	slimy	goo	from	its	mouth	up	to	a	range	of	2-3	miles.	The	goo	covers	a	circular	area	with	a	diameter	equal	to	—H.P.	Lovecraft	and	Hazel	Heald,	The	Horror	in	the	Museum	1%	of	the	monster’s	SIZ	in	feet:	thus	a	dhole	of	SIZ	2750	spits	a	glob	27	feet	across,	big	enough	to	bring	down	an
airplane.	Little	is	known	about	these	beings	save	their	name	and	Any	living	thing	struck	by	the	glob	is	stunned	and	engulfed.	a	description	of	a	hide.	It	is	assumed	that	they	are	entities	Climbing	out	of	a	mass	of	goo	requires	an	Extreme	STR	roll;	capable	of	walking	between	the	planes	and	worlds	of	the	make	one	attempt	per	round.	While	buried	in	the	frightful	universe,	never	spending	much	time	at	any	one	location.	slime,	the	investigator	cannot	breathe	and	begins	to	drown.	In
addition,	the	caustic	slime	costs	the	investigator	1	hit	point	per	Rumors	suggest	that	these	entities	occasionally	serve	a	round	her	or	she	is	held.	Once	the	victim	escapes,	the	burning	god	or	a	Great	Old	One,	however	their	individual	motivations	damage	stops.	and	purpose	remain	a	mystery.	Engulf:	If	a	dhole	swallows	(engulfs)	someone,	it	scoops	clean	an	area	equal	in	size	to	the	area	of	its	goo	attack.	SPECIAL	POWERS	Fighting	30%	(15/6),	damage	death	Spit	Goo	50%	(25/10),
damage	special	Trans-dimensional	Travel:	Able	to	leave	a	plane	of	existence	Engulf	80%	(40/16),	damage	swallowed	at	will,	signaling	the	change	by	beginning	to	shimmer	and	Dodge	6%	(3/1)	fade.	This	transition	costs	them	4	magic	points	and	takes	a	Armor:	Equal	one-fifth	of	the	dhole’s	POW.	round	to	complete.	During	this	time	they	may	be	attacked,	Sanity	Loss:	1D4/1D20	Sanity	points	to	see	a	dhole.	however	they	cannot	inflict	damage	on	their	attackers.	Dhole	A	shambler	can
take	objects	or	beings	with	it	when	it	fades	into	another	dimension.	By	clutching	the	desired	object	in	its	talons	and	expending	an	additional	magic	point	per	50	SIZ	points	of	the	object	or	creature,	that	which	is	held	makes	the	transit	also.	Objects	and	victims	lost	are	never	found	again.	Spells:	Dimensional	shamblers	have	a	40%	chance	of	knowing	1D3	spells.290chapter	14:	monsters,	beasts,	and	alien	godsDimensional	Shambler	A	complete	description	of	one	of	these	beings	can
be	found	in	At	the	Mountains	of	Madness	by	Lovecraft:	it	notes	that	theDIMENSIONAL	SHAMBLERS,	Dimension-hopping	entity	stands	about	eight	feet	tall,	with	a	six-foot	torso,	and	thattravelers	it	has	wings,	which	neatly	fold	up	into	slots.	In	that	story	this	race	is	referred	to	as	the	Old	Ones.	Elder	things	communicatechar.	averages	rolls	by	piping	whistles	and	can	sense	without	light.STR	95	(2D6+12	×5)CON	80	(3D6+6	×5)	Elder	things	came	to	Earth	a	billion	years	ago	and
maySIZ	95	(2D6+12	×5)	have	accidentally	started	terrestrial	life	through	arcaneDEX	50	(3D6	×5)	experimentation.	They	created	the	blasphemous	shoggothsINT	35	(2D6	×5)	to	serve	as	slaves.	Their	race	began	to	degenerate	before	manPOW	50	(3D6	×5)	evolved,	and	they	at	least	partially	lost	their	former	abilityHP:	17	to	fly	through	space	on	their	membranous	wings.	AfterAverage	Damage	Bonus:	+1D6.	numerous	wars	with	other	races,	the	mi-go	and	the	star-	spawn	prime
among	them,	and	the	rebellion	of	their	former	slaves,	the	shoggoths,	the	amphibious	elder	things	were	eventually	driven	back	to	Antarctica	in	the	last	few	million	years,	where	their	last	city	remains	frozen	under	a	glacier.	Their	civilization	was	eventually	wiped	out	by	the	cold	of	the	ice	age.	The	elder	things	are	extinct	on	land,	however	they	may	still	have	colonies	in	the	deepest	waters.	Time-travelling	witches	and	sorcerers	have	sometimes	sought	out	elder	things	in	order	to
further	their	learning	and	understanding	of	the	universe	and	Mythos	matters.	Such	testimony	also	hints	at	non-degenerate	elder	things	still	living	among	the	stars.	SPECIAL	POWERS	Spells:	Elder	things	have	a	70%	chance	of	knowing	1D4	spells.	Technology:	See	the	Chapter	13:	Artifacts	and	Alien	De-	vices	for	further	information.Average	Build:	2	ELDER	THINGS,	Mysterious	scientists	from	the	dawn	ofAverage	Magic	Points:	10	timeMove:	7ATTACKS	char.	averages	rollsAttacks
per	round:	2	STR	190	(4D6+24	×5)Fighting	attacks:	Dimensional	shamblers	can	attack	with	both	CON	110	(3D6+6	×5)	SIZ	140	(8D6	×5)	fore-claws	using	general	unarmed	attacks	they	may	attempt	to	DEX	80	(3D6+6	×5)	grab	an	opponent	and	disappear	into	another	dimension.	INT	80	(1D6+12	×5)Fighting	45%	(22/9),	1D8	+	damage	bonus	POW	50	(3D6	×5)Grab	(mnvr)	grabbed	and	held	for	1	round	before	disappearing	to	HP:	25	who	knows	where?	Elder	ThingDodge	30%
(15/6)Armor:	3-point	thick	hide.Sanity	Loss:	0/1D10	Sanity	points	to	see	a	dimensional	shambler.Elder	Thing	They	represented	some	ridged	barrel-shaped	object	withthin	horizontal	arms	radiating	spoke-like	from	a	central	ring	and	with	vertical	knobs	or	bulbs	projecting	from	the	head	and	base	of	the	barrel.	Each	of	these	knobswas	the	hub	of	a	system	of	five	long,	flat,	triangularlytapering	arms	arranged	around	it	like	the	arms	of	a	starfish.	—H.P.	Lovecraft,	Dreams	in	the	Witch
House	291Call	of	CthulhuAverage	Damage	Bonus:	+3D6	Fire	VampireAverage	Build:	4	(magnified	image)Average	Magic	Points:	10Move:	8/10	flying	roll,	the	fire	vampire	loses	one	of	its	own	magic	points.	Thus,	in	each	attack	by	a	fire	vampire,	roll	twice—once	to	determineATTACKS	heat	damage	and	once	to	determine	magic	point	loss.Attacks	per	round:	5	Fighting	85%	(42/17),	damage	2D6	burn	+	magic	point	drainFighting	attacks:	An	elder	thing	may	use	its	tentacles	and	its
bulk	Dodge	40%	(20/8)	Armor:	Standard	material	weapons	cannot	harm	them,	(blades,	to	strike	at	opponents.	bullets,	etc.)	Water	costs	a	fire	vampire	one	hit	point	per	half-gallonSeize	(mnvr):	Once	a	tentacle	grips,	it	clings	to	the	victim	and	poured	over	it,	a	typical	handheld	fire	extinguisher	does	1D6	hit	points	of	damage	to	it,	while	a	bucket	of	water	costs	it	1D3	hit	each	round	thereafter	the	victim	loses	hit	points	equal	to	half	points.	the	elder	thing’s	damage	bonus	in
constriction	and	crushing	Sanity	Loss:	0/D6	Sanity	points	for	seeing	a	fire	vampire.	damage.	Each	elder	thing	has	five	tentacles,	therefore	no	more	than	five	victims	may	be	held	in	this	way.	Flying	PolypFighting	40%	(20/8),	damage	bonusSeize	(mnvr)	seizes	target,	followed	by	½	damage	bonus	in	A	horrible	elder	race	of	half	polypous,	utterly	alien	entities…	constriction	each	round	They	were	only	partly	material	and	had	the	power	of	aerialDodge	40%	(20/8)Armor:	7-point	skin.
motion,	despite	the	absence	of	wings…Suggestions	of	aSanity	Loss:	0/1D6	Sanity	points	to	see	an	elder	thing.	monstrous	plasticity	and	of	temporary	lapses	of	visibility…Fire	Vampire	singular	whistling	noises	and	colossal	foot-prints	made	up	of	five	circular	toe	marks	seemed	These	appeared	as	thousands	of	tiny	points	of	light…The	also	to	be	associated	with	them.	myriad	points	of	light	were	living	entities	of	flame!	Where	—H.P.	Lovecraft,	The	Shadow	Out	of	Time	they	touched,
fire	sprang	up.	This	unnamed	species	came	to	Earth	from	space	as	conquerors	about	seven	hundred	and	fifty	million	years	ago.	—August	Derleth,	The	Dweller	in	Darkness	They	built	basalt	cities	with	high	windowless	towers	and	inhabited	three	other	planets	in	the	solar	system	as	well.	OnFire	vampires	are	minions	of	the	Great	Old	One	named	Earth,	they	warred	with	the	Great	Race	of	Yith	and	wereCthugha	and,	like	him,	dwell	on	or	near	the	star	Fomalhaut.	finally	defeated	and
forced	underground.	At	the	close	of	theThey	come	to	Earth	when	summoned	or	when	accompanying	Cretaceous	era	(about	50	million	years	ago)	they	rose	upCthugha.	They	appear	to	be	a	form	of	intelligent	gas	or	from	their	subterranean	haunts	and	extracted	their	revengeplasma.	by	exterminating	the	Great	Race.SPECIAL	POWERS	Polyps	still	remain	in	their	deep	caverns	and	seem	content	to	remain	there,	annihilating	the	few	beings	who	chanceSpells:	Fire	vampires	have	a
20%	chance	of	knowing	1D3	spells.	upon	them.	The	entrances	to	their	dwellings	are	mostly	deep	within	ancient	ruins	where	there	are	great	wells	sealed	overFIRE	VAMPIRES,	The	flame	feeders	with	stone.	Inside	these	wells	dwell	the	polyps	still,	ferocious	alien	fighters	with	a	bewildering	variety	of	attacks.char.	averages	rollsSTR	N/A	Ancient	tales	tell	that	they	have	the	power	to	control	greatCON	35	(2D6	×5)	winds,	able	to	cause	devastation,	as	well	as	target	individuals.SIZ	01
(01)DEX	80	(3D6+6	×5)INT	50	(3D6	×5)POW	65	(2D+6	×5)HP:	3Average	Damage	Bonus:	N/AAverage	Build:	–2Average	Magic	Points:	13Move:	11	flying	ATTACKS	Attacks	per	round:	1	Fighting	Attacks:	Fire	vampires	attack	by	touching	their	victims,	and	can	set	flammable	objects	alight	by	touch.	They	damage	humans	by	heat-shock.	To	determine	the	heat-shock,	roll	2D6	damage	for	the	vampire’s	attack.	If	the	investigator	passes	a	CON	roll,	half	of	this	damage	is	taken;	if	failed,
the	full	damage	is	inflicted.	In	the	same	attack,	the	vampire	will	try	to	steal	magic	points	from	its	target:	use	an	opposed	POW	roll;	if	the	vampire	wins,	it	steals	1D10	magic	points	from	the	victim;	if	the	target	wins	the292chapter	14:	monsters,	beasts,	and	alien	godsSPECIAL	POWERS	yards	and	can	blow	without	diminishment	around	corners	orInvisibility:	By	spending	1	magic	point	per	round,	a	polyp	up	through	winding	corridors.	Although	the	wind	emanatescan	turn	totally
invisible.	It	still	can	be	roughly	located	by	from	the	polyp,	it	has	a	peculiar	sucking	effect	on	the	target,the	constant,	nauseating	piping	sound	that	always	accom-	slowing	down	him	or	her	and	forcing	the	target	to	make	anpanies	it.	Anyone	trying	to	hit	an	invisible	polyp	must	make	opposed	STR	roll	versus	the	polyp’s	POW.	Beyond	200	yardsa	successful	Listen	roll	to	tell	where	it	is,	and	if	located,	any	this	becomes	less	effective	and	one	bonus	die	is	granted	to	therolls	to	hit	it	are
made	with	one	penalty	die.	target.	If	the	polyp	wins,	the	victim	cannot	move	away	that	round.	If	the	target	wins,	he	or	she	may	move	normally.	The	Polyps	naturally	phase	in	and	out	of	visibility,	so	a	Luck	flying	polyp	can	move	at	full	speed	while	using	this	ability,	so	itroll	must	be	made	with	each	attack	made	upon	it.	If	the	may	be	both	chasing	interesting	prey	and	slowing	it.Luck	roll	is	failed	the	Polyp	phases	just	at	that	moment	and	This	technique	may	be	used	on	multiple	targets
within	30	yards	ofthe	attack	is	made	with	one	penalty	die.	When	a	polyp	is	one	another.	Each	other	target	gains	one	bonus	die	on	the	STRinvisible,	it	does	not	attack	with	its	tentacles,	but	may	still	roll	to	oppose	the	polyp.	The	polyp	may	choose	its	targets.use	one	of	the	wind	attacks	or	cast	spells.	Windstorm	Attack:	A	polyp	can	generate	a	wind	in	conjunctionSpells:	Polyps	have	a	70%	chance	of	knowing	1D10	spells.	with	its	fellows.	The	windstorm	has	a	speed	of	half	a	mile	per
hour	per	point	of	POW	of	the	participating	polyp.	ThisFLYING	POLYPS,	Terrors	from	the	blackness	below	windstorm	is	local,	losing	5	mph	of	force	for	every	200	yards	it	travels.	A	group	of	polyps	can	generate	hurricane-force	windschar.	averages	rolls	within	an	area	of	a	few	square	miles.	Targets	take	1D4	damageSTR	250	(4D6+36	×5)	for	every	20	mph	above	100	mph	of	wind	speed;	those	thatCON	125	(2D6+18	×5)	succeed	in	a	Luck	roll	take	half	damage.SIZ	250	(4D6+36	×5)
Fighting	85%	(42/17),	damage	1D10DEX	65	(2D6+6	×5)	Wind	blast	70%	(35/14),	damage	bonus	(lowered	by	1D6	per	20INT	70	(4D6	×5)	yards	distance)POW	80	(3D6+6	×5)	Dodge	30%	(15/6)HP:	37	Armor:	4	points,	plus	invisibility.	The	extra-terrene	polyp	takesAverage	Damage	Bonus:	+5D6	(but	use	only	for	Wind	Blast)	only	minimum	damage	from	physical	weapons,	which	isAverage	Build:	6	reduced	again	by	4	points	due	to	the	monster’s	skin	armor.Average	Magic	Points:16
Enchanted	weapons	do	full	normal	damage,	as	do	forces	suchMove:	8/12	flying	as	heat	or	electricity.	Sanity	Loss:	1D3/1D20	Sanity	points	to	see	a	flying	polyp.ATTACKS	Formless	SpawnAttacks	per	round:	2D6	(each	round,	roll	2D6	to	determine	how	When	the	men	of	K’n-Yan	went	down	into	N’Kai’s	black	abyss	many	tentacles	form);	may	use	only	one	wind-based	attack	per	with	their	great	atom-power	searchlights,	they	found	living	round.	things—living	things	that	oozed	along
stone	channels	andFighting	Attacks:	Polyps	continually	form	and	dissolve	tentaclesfrom	their	bodies.	Tentacle	damage	is	always	1D10.	Because	worshipped	onyx	and	basalt	images	of	Tsathoggua.	Butof	the	partially	nonmaterial	nature	of	these	entities,	the	they	were	not	toads	like	Tsathoggua	himself.tentacle’s	damage	is	done	directly	to	the	target’s	hitpoints,	ignoring	any	body	armor.	The	wound	takes	Far	worse—they	were	amorphous	lumps	ofthe	form	of	a	windburn	or
desiccation	of	tissue.	viscous	black	slime	that	took	temporaryNote:	Each	of	the	polypoid	wind	abilities	cost	shapes	for	various	purposes.	The	explorers	them	1	magic	point	per	round	to	use.	of	K’N-Yan	did	not	pause	for	detailedWind	Blast:	The	wind	blast	has	a	observations,	and	those	that	escaped	alive	base	range	of	20	yards	and	a	sealed	the	passage.10-yard-diameter	cylinder	of	—H.P.	Lovecraft	and	Zealia	Bishop,effect	emanating	from	the	polyp,doing	damage	equal	to	the	polyp’s
The	Mounddamage	bonus.	The	cylindrical	These	black,	protean	beings	changeblast	can	extend	further	than	20	shapes	in	an	instant,	from	toad-likeyards,	but	loses	1D6	damage	for	lumps	to	elongated	things	witheach	multiple	of	the	base	distance—thus	a	target	at	39	yards	would	take	hundreds	of	rudimentary	legs.	They4D6	(damage	bonus	minus	1D6),	ooze	through	small	cracks	andand	a	target	at	41	yards	would	take	3D6	enlarge	their	appendages	at	will.damage.	Victims	of	the
wind	blast	literally	They	are	closely	associated	withhave	their	flesh	stripped	from	their	bones	and	Tsathoggua,	often	found	in	his	templestheir	skin	dehydrated	and	wind-burned,	and	are	blown	or	in	sunless	caverns.backwards	for	a	number	of	yards	equal	to	the	hit	points	SPECIAL	POWERSthey	have	lost.Fixing	Attack:	This	is	a	mysterious	method	for	capturing	Spells:	Formless	spawn	have	a	25%	chance	ofprey.	In	this	mode,	the	wind	attack	has	a	range	of	1,000	Flying	Polyp
knowing	1	spell.	Of	those,	2%	know	many	spells.	293Call	of	Cthulhu	FORMLESS	SPAWN,	Shape-shifting	horrors	Ghast	char.	averages	rolls	Repulsive	beings	which	die	in	the	light…and	leap	on	long	STR	90	(1D6+6	×5	to	6D6+6	×5)	hind	legs…a	pair	of	yellowish	red	eyes…Ghasts	have	indeed	CON	50	(3D6	×5)	an	excellent	sense	of	smell…something	about	the	size	of	a	SIZ	120	(1D6+12	×5	to	6D6+12	×5)	DEX	95	(2D6+12	×5)	small	horse	hopped	out	into	the	grey	twilight,	and
Carter	INT	65	(2D6+6	×5)	turned	sick	at	the	aspect	of	that	scabrous	and	unwholesome	POW	50	(3D6	×5)	beast,	whose	face	is	so	curiously	human	despite	the	absence	HP:	17	of	a	nose,	a	forehead,	and	other	particulars…They	spoke	in	Average	Damage	Bonus:	+2D6.	Average	Build:	3	coughing	gutturals.	Average	Magic	Points:	10	Move:	12	—H.	P.	Lovecraft,	The	Dream-Quest	of	Unknown	Kadath	ATTACKS	Ghasts	are	restricted	to	the	underworld	and	vast	caverns	Attacks	per
round:	2	(limited	to	1	Bite	per	round)	where	sunlight	never	comes.	Exposed	to	direct	sunlight,	Fighting	attacks:	Due	to	their	extreme	fluidity	they	are	able	to	they	sicken	and	eventually	die.	Ghasts	are	cannibalistic	and	eat	one	another	as	well	as	other	beings	they	catch.	attack	in	a	wide	variety	of	ways,	forming	whips,	tentacles,	and	other	appendages	with	which	to	bludgeon	and	strike	their	The	horrible,	semi-human	bipeds	ridden	by	the	highly-	opponents.	scientific	but	morally-
degenerate	humans	inhabiting	the	Bite:	The	victim	is	instantly	swallowed.	Each	round	thereafter	the	cavern	of	K’n-Yan	may	be	relatives	of,	or	even	be	examples	victim	takes	1	point	of	damage	from	constriction—the	damage	of,	ghasts.	If	this	is	the	case,	then	ghasts	are	likely	the	result	done	per	round	progressively	increasing	by	1	point	(e.g.,	on	of	serpent	people	genetic	experimentation.	Ghasts	are	the	second	round	2	points	of	damage	are	taken,	and	so	forth).	evidently	tamable,
though	primitive	and	savage.	While	swallowed,	the	victim	may	take	no	action	whatsoever,	though	friends	may	attempt	to	slay	the	monster	to	free	him	or	GHASTS,	Unwholesome	scabrous	beasts	her.	A	formless	spawn	can	make	one	Bite	attack	per	round	and	can	continue	to	swallow	prey	until	having	swallowed	its	own	char.	averages	rolls	SIZ	in	prey.	While	digesting	a	victim,	a	spawn	may	continue	to	STR	110	(3D6+12	×5)	fight	but	may	not	shift	location	without	disgorging	what	it
has	CON	70	(4D6	×5)	swallowed.	SIZ	130	(4D6+12	×5)	Grab	(mnvr):	Grabs	an	opponent	using	one	of	its	whip	like	DEX	65	(2D6+6	×5)	appendages;	range	is	always	one-fifth	of	the	monster’s	SIZ	in	INT	15	(1D6	×5)	yards.	POW	50	(3D6	×5)	Fighting	60%	(30/12),	damage	2D6	+	damage	bonus	HP:	20	Grab	(mnvr)	damage	1D6	+	damage	bonus	Average	Damage	Bonus:	+2D6.	Bite	30%	(15/6),	damage	swallowed	Average	Build:	3	Dodge	47%	(23/9)	Average	Magic	Points:	10	Armor:
Immune	to	all	physical	weapons,	even	enchanted	ones—	Move:	10	wounds	simply	snap	closed	after	being	opened.	Spells	may	affect	them,	as	may	fire,	chemicals,	or	other	forces.	ATTACKS	Sanity	Loss:	1/1D10	Sanity	points	to	see	a	formless	spawn.	Attacks	per	round:	2	Fighting	attacks:	Ghasts	have	the	usual	Formless	Spawn	range	of	unarmed	attacks	open	to	humanoids.	Ghast	Fighting	45%	(22/9),	damage	1D6	+	damage	bonus	Dodge	35%	(17/7)	Armor:	None.	Skills:	Stealth	70%.
Sanity	Loss:	0/1D8	Sanity	points	to	see	a	ghast.	Ghoul	These	figures	were	seldom	completely	human,	but	often	approached	humanity	in	varying	degree.	Most	of	the	bodies,	while	roughly	bipedal,	had	a	forward	slumping,	and	a	vaguely	canine	cast.	The	texture	of	the	majority	was	a	kind	of	unpleasant	rubberiness.	—H.P.	Lovecraft,	Pickman’s	Model	Ghouls	are	loathsome	humanoids	with	rubbery	skin,	hoof-	like	feet,	canine	features,	and	claws.	They	speak	in	what294chapter	14:
monsters,	beasts,	and	alien	godsare	described	as	gibberings	and	meepings.	They	are	often	Gla'aki,	Servant	ofencrusted	with	grave	mold	collected	as	they	feed.	A	hand	came	scrabbling	up	out	to	lever	it	up!…the	hand	of	a	They	dwell	in	tunnel	systems	beneath	many	cities,	often	corpse—bloodless	and	skeletal,	and	withcentered	on	graveyards	and	ancient	catacombs.	They	are	impossibly	long,	cracked	nails.known	to	have	commerce	with	witches	and	those	seekingunspeakable
pleasures,	although	an	unwitting	human	is	—R.	Campbell,	The	Inhabitant	of	the	Lakemore	likely	to	be	attacked	when	encountered.	Gla'aki’s	slaves	are	undead	things	created	by	his	spines.	They	Dark	lore	suggests	that	it	is	possible	for	a	human	to	share	Gla'aki’s	memories	and	become	almost	a	part	of	thetransform	into	a	ghoul	over	a	prolonged	period.	Great	Old	One,	though	they	can	perform	many	individualSPECIAL	POWERS	actions.Spells:	ghouls	have	a	15%	chance	of	knowing
1D10	spells.	At	first	they	look	human	enough,	if	stiff	and	corpselike,GHOULS,	Mocking	charnel	feeders	but	in	time	they	wither	and	look	like	the	undead	monsters	they	are.	After	six	decades	of	half-death,	the	servants	ofchar.	averages	rolls	Gla'aki	become	subject	to	the	Green	Decay	if	exposed	toSTR	80	(3D6+6	×5)	intense	light,	such	as	daylight.	The	Green	Decay	begins	toCON	65	(2D6+6	×5)	rot	on	the	spot,	destroying	one	so	exposed	in	a	few	hours.SIZ	65	(2D6+6	×5)DEX	65
(2D6+6	×5)	SPECIAL	POWERSINT	65	(2D6+6	×5)POW	65	(2D6+6	×5)	Spells:	Servants	of	Gla'aki	do	not	generally	have	any	spells,HP:	13	though	they	retain	any	they	knew	while	alive,	plus	any	new	spells	taught	by	Gla'aki	(at	the	Keeper’s	discretion).Average	Damage	Bonus:	1D4Average	Build:	1Average	Magic	Points:	13	SERVANTS	OF	GLA'AKI,	Decaying	slavesMove:	9	char.	averages	rolls	STR	50	(3D6	×5)	CON	105	(3D6	×10)ATTACKS	SIZ	65	(2D6+6	×5)Attacks	per	round:
3Fighting	attacks:	Ghouls	have	the	usual	range	of	unarmed	attacks	DEX	15	(1D6	×5)open	to	humanoids.	Also	ghouls	have	claws	that	are	razor-sharp	INT	65	(2D6+6	×5)and	filthy;	these	bony	protrusions	slice	through	human	flesh	in	POW	50	(3D6	×5)an	instant.	Wounds	caused	may	become	diseased	if	not	treated.	HP:	17Bite	and	hold	(mnvr):	If	the	ghoul’s	bite	strikes	home	it	hangs	Average	Damage	Bonus:	none.on	instead	of	using	claw	attacks,	and	worries	the	victim	with
Average	Build:	0	its	fangs,	continuing	to	do	1D4	damage	Average	Magic	Points:	10Ghoul	automatically	per	round.	An	opposed	STR	Move:	5	roll	is	required	to	dislodge	the	ghoul,	ATTACKS	breaking	the	hold	and	ending	the	bite	Attacks	per	round:	1	damage.	Fighting	attacks:	Servants	of	Fighting	40%	(20/8),	damage	1D6	+	Gla'aki	have	the	usual	range	damage	bonus	of	unarmed	attacks	open	to	humanoids,	or	they	may	Bite	and	hold	(mnvr)	damage	1D4	per	round	be	armed,
typically	with	a	sickle.	Dodge	40%	(20/8)	Fighting	40%	(20/8),	damage	Armor:	Firearms	and	projectiles	do	1D3	+	damage	bonus	or	by	half	of	rolled	damage;	round	down	any	weapon	(typically	a	sickle,	fraction.	damage	1D6	+	1	+	damage	Skills:	Climb	85%,	Stealth	70%,	Jump	bonus)	75%,	Listen	70%,	Spot	Hidden	50%.	Dodge	10%	(5/2)	Sanity	Loss:	0/1D6	Sanity	points	to	see	a	Armor:	None.	ghoul.	Sanity	Loss:	No	Sanity	point	loss	if	human-seeming;Ghouls	may	be	the	truth	that
lies	behind	the	myth	of	1/1D8	Sanity	pointsthe	changeling—the	belief	that	faeries	steal	young	lost	if	in	living-corpsebabies,	leaving	"wild	things"	in	their	place.	The	wild	aspect;	if	dead	fromthings	appear	human	initially,	becoming	stranger	and	Green	Decay,	1/1D10weirder	as	they	grow	older	until	one	day,	normally	Sanity	points	to	see.around	maturity,	they	disappear.	Servant	of	Gla'aki	295Call	of	Cthulhu	Gnoph-Keh	cold	around	its	body	by	expending	magic	points.	For	each	magic
point	the	gnoph-keh	spends,	the	temperature	goes	Gnoph-Keh,	the	hairy	myth-thing	of	the	Greenland	ice,	that	down	by	20°F	for	an	hour	in	a	100-yard	radius.	If	the	crea-	walked	sometimes	on	two	legs,	sometimes	on	ture	desires,	it	can	combine	the	cold	and	blizzard	attacks	to	four,	and	sometimes	on	six.	create	a	terrifying	local	storm.	Spells:	Gnoph-keh	have	a	75%	chance	of	knowing	1D10	spells.	—	H.P.	Lovecraft	and	Hazel	Heald,	The	Horror	in	the	Museum	In	earlier	stories,
Gnoph-Keh	appears	to	be	a	single	being.	GNOPH-KEH,	Fiends	of	the	ice	Later	it	seems	to	be	a	race	of	beings,	possibly	even	a	degenerate	tribe.	Here	we	assume	that	it	is	a	sparse	race	of	char.	averages	rolls	beings,	associated	with	Ithaqua.	STR	155	(2D6+24	x5)	CON	110	(3D6+12	×5)	Usually	only	one	gnoph-keh	is	encountered	at	a	time	SIZ	155	(2D6+24	×5)	and	the	race	is	generally	restricted	to	glaciers,	ice	caps,	DEX	70	(4D6	×5)	and	extremely	cold	and	icy	areas.	Especially
harsh	winters	INT	75	(1D6+12	×5)	may	bring	them	down	into	the	lowlands.	If	a	human	tribe	POW	105	(6D6	×5)	have	indeed	named	themselves	after	the	fabled	gnoph-keh,	HP:	26	perhaps	they	worship	the	gnoph-keh	as	a	deity	or	use	it	as	a	Average	Damage	Bonus:	+3D6	totem	beast.	Average	Build:	4	SPECIAL	POWERS	Average	Magic	Points:	21	Blizzard:	The	gnoph-keh	has	the	power	to	summon	a	Move:	9	small	blizzard	about	itself,	restricting	visibility	to	3	yards	maximum.	This
costs	the	creature	1	magic	point	per	hour	ATTACKS	and	yields	a	blizzard	with	a	radius	of	100	yards.	That	radius	Attacks	per	round:	5	(only	1	Horn	Gore	per	round).	may	be	increased	by	100	more	yards	for	every	extra	magic	Fighting	attacks:	The	gnoph-keh	may	attack	with	its	vicious	claws	point	expended.	On	the	rare	occasions	that	two	or	more	gnoph-kehs	work	together,	they	may	combine	their	magic	and	tremendous	bulk.	points	to	create	gigantic	blizzards.	The	blizzard	will
always	Horn	Gore:	Once	per	round	the	gnoph-keh	may	bring	its	terrible	be	centered	on	the	gnoph-keh.	horn	to	bear	on	one	target.	Every	15	minutes	that	an	investigator	spends	within	such	Fighting	45%	(22/9),	damage	1D6	+	damage	bonus	a	blizzard,	the	player	must	make	a	CON	roll	or	have	his	or	her	Horn	Gore	65%	(32/13),	damage	1D10	+	damage	bonus	investigator	lose	1	hit	point	to	freezing	damage	(if	not	properly	Dodge	35%	(17/7)	protected	against	the	ice	and	wind).
Note	that	no	recovery	of	hit	Armor:	9	points	of	gristle,	fur,	and	hide.	points	may	take	place	while	exposed	to	the	blizzard.	Sanity	Loss:	0/1D10	Sanity	points	for	seeing	a	gnoph-keh.	Generate	Cold:	The	gnoph-keh	can	also	create	an	intense	Great	Race	of	Yith	Gnoph-Keh	Enormous,	iridescent	cones,	about	ten	feet	high	and	ten	feet296	wide	at	the	base,	and	made	up	of	some	ridgy,	scaly,	semi-elastic	matter.	From	their	apexes	projected	four	flexible,	cylindrical	members,	each	a	foot
thick,	and	of	a	ridgy	substance	like	that	of	the	cones	themselves.	These	members	were	sometimes	contracted	almost	to	nothing,	and	sometimes	extended	to	any	distance	up	to	about	ten	feet.	Terminating	two	of	them	were	enormous	claws	or	nippers.	At	the	end	of	a	third	were	four	red	trumpet-like	appendages.	The	fourth	terminated	in	an	irregular	yellowish	globe	some	two	feet	in	diameter	and	having	three	great	dark	eyes	ranged	along	its	central	circumference	.	.	.	Surmounting
this	head	were	four	slender	grey	stalks	bearing	flowerlike	appendages,	whilst	from	its	nether	side	dangled	eight	greenish	antennae	or	tentacles.	The	great	base	of	the	central	cone	was	ringed	with	a	rubbery	grey	substance	which	moved	the	whole	entity	through	expansion	and	contraction.	—H.P.	Lovecraft,	The	Shadow	Out	of	Time	A	species	of	time-traveling	mental	entities,	fleeing	their	own	world’s	destruction.	They	came	to	Earth	and	took	over	the	minds	and	bodies	of	the	cone-
shaped	beings	dwelling	here.	The	combination	of	the	Earth-born	bodies	and	the	minds	of	the	aliens	made	the	Great	Race.	They	taught	their	young	theirchapter	14:	monsters,	beasts,	and	alien	godsown	technology	and	culture.	Those	young	grew	up	as	true	Spells:	Yithians	rarely	learn	magic;	each	one	has	a	10%inheritors	of	the	mentalists	and	the	new	bodies	were	natural	chance	of	knowing	1D3	spells.to	them.	In	the	aeons	that	followed,	the	Great	Race	dividedthe	Earth	between
themselves,	the	mi-go,	and	Cthulhu’s	kin.	GREAT	RACE	OF	YITH,	Mental	time-travelersCthulhu	and	his	kind	ruled	from	the	Pacific	and	the	lost	landsof	R’lyeh	and	Mu.	The	mi-go	controlled	the	North,	while	in	char.	averages	rollsthe	south	the	Great	Race	were	supreme.	Their	greatest	city	STR	210	(12D6	×5)was	Pnakotus,	in	modern-day	Australia.	CON	130	(4D6+12	×5)	SIZ	320	(8D6+36	×5)	This	race	flourished	from	about	four	hundred	million	DEX	50	(2D6+3	×5)years	ago	until
fifty	million	years	ago,	when	they	were	INT	100	(4D6+6	×5)exterminated	by	the	flying	polyps,	an	ancient	race	which	they	POW	65	(2D6+6	×5)had	imprisoned	when	they	first	came	to	Earth.	However,	the	HP:	45minds	of	the	Great	Race	had	foreseen	their	doom	and	so	fled	Average	Damage	Bonus:	+6D6their	cone-shaped	bodies,	mentally	travelling	into	the	future	Average	Build:	7and	imposing	their	minds	in	the	bodies	of	a	beetle-like	race	Average	Magic	Points:	13destined	to
succeed	mankind.	Move:	7	The	Great	Race	reproduce	by	means	of	spores,	but	do	ATTACKSso	infrequently	because	of	their	long	individual	life	spans	Attacks	per	round:	2	(the	Lightning	Gun	may	only	be	fired	once(4,000	to	5,000	years).	Members	feed	solely	on	liquids.	each	round).	The	Yithians	are	a	race	of	socialist	individuals.	They	Fighting	attacks:	In	combat,	a	member	of	this	race	may	use	itsvalue	intelligence	above	all	else	and	use	it	as	their	criterion	pincers	to	attack.	It	also
possesses	great	size	that	it	may	use	tofor	immigration.	Resources	are	shared	among	their	kind	out	crush	or	hit	an	investigator.	However,	this	civilized	race	avoidsof	a	sense	of	intellectual	logic	and	proportion.	Strife	is	rare.	hand-to-hand	combat,	preferring	weapons	that	fire	great	goutsThe	Great	Race	worship	no	gods.	of	electricity—weapons	that	were	originally	created	to	destroySPECIAL	POWERS	the	flying	polyps.Time	Travel:	The	Great	Race	are	so-named	because	they
Lightning	Gun:	There	are	many	varieties	of	Lightning	Guns	(seeconquered	time	so	thoroughly—the	only	race	known	to	have	page	272).	A	common	one	contains	a	pack	of	32	charges	anddone	so.	A	member	of	the	race	can	send	its	mind	forward	or	takes	1	round	to	reload.	As	many	charges	as	desired	may	bebackward	through	time	and	across	space,	pick	out	a	suitable	fired	as	a	single	shot,	however	each	charge	past	4	fired	at	oncesubject	and	trade	minds	with	it;	whenever	a
member	of	the	gives	a	5%	accumulatingGreat	Race	takes	over	the	body	of	a	being,	that	being’s	mind	chance	of	burning-out	theis	transferred	into	the	body	of	the	Great	Race	individual,	gun.	Thus,	if	7	chargesthere	to	stay	until	the	being	now	inhabiting	its	old	body	sees	were	fired	at	once,	thefit	to	return	and	trade	places	once	more.	With	this	technique	gun	would	be	ruined	on	a	Yithianthe	race	has	traveled	en	masse	through	time	and	space	andconquered	other	planets.	separate
1D100	result	of	15	or	less.	Keen	students	of	history,	an	individual	exchanges	places	Each	charge	does	1D10	pointswith	a	select	individual	in	the	era	it	wishes	to	study.	The	of	damage	to	the	target,minds	are	switched	for	about	five	years.	On	Earth,	friends	so	that	3	charges	wouldnotice	many	differences	about	the	substitute:	an	INT	roll	do	3D10	points	of	damage.would	be	appropriate	to	notice	this.	The	gun	has	a	basic	range	of	100	yards.	For	each	100	yards	Once	forced	into	the
alien	Great	Race	body,	the	victim	fired	past	that	base	applyis	caused	to	write	down	everything	known	about	his	or	her	one	penalty	die	to	the	rollown	time.	The	Great	Race	are	fairly	kindly	and	permit	their	to	hit.captives	to	travel	about	and	see	the	country,	as	well	as	allowingthem	to	meet	other	victims	like	themselves,	generally	from	Fighting	40%	(20/8),	damagefar-distant	planets	or	eras.	When	the	time	comes	to	restore	1D6	+	damage	bonusa	victim	to	his	or	her	own	body,	the
Great	Race	blanks	allmemory	of	what	has	happened	while	the	victim	was	trapped	Lightning	Gun	30%	(15/6),in	their	age.	This	erasure	is	imperfect:	the	victim	may	dream	damage	1D10	per	chargeand	have	nightmares	of	being	held	by	the	Great	Race.	Dodge	25%	(12/5)	A	cult	on	present-day	Earth	aids	and	abets	Great	Race	Armor:	8-point	skinvisitors.	In	exchange,	the	visitors	share	technological	or	Skills:	Biology	80%,magical	knowledge.	Time-travel	is	the	primary	means	bywhich
a	member	of	this	race	could	be	met	in	its	original	Chemistry	70%,	Electricalcone-body,	though	there	have	been	scattered	cases	involving	Repair	60%,	Psychologystasis	cubes	and	sorcerous	summonings	across	the	aeons.	30%.	Sanity	Loss:	0/1D6	Sanity	points	to	see	one	of	the	Great	Race.	297Call	of	Cthulhu	Hounds	of	Tindalos	Harvey	Walters	has	found	a	mysterious	gem	which,	when	meditated	upon,	allows	him	to	see	into	the	“They	are	lean	and	athirst!”	he	shrieked	.	.	.“All	the
evil	in	the	distant	past.	He	looks	3,000,000,000	years	back,	sees	universe	was	concentrated	in	their	lean,	hungry	bodies.	Or	a	hound	of	Tindalos,	and	is	seen	as	well!	Though	had	they	bodies?	I	saw	them	only	for	a	moment,	Harvey	faints,	breaking	the	connection,	the	hound	I	cannot	be	certain.”	of	Tindalos	is	out	for	blood!	The	travel	time	for	the	—Frank	Belknap	Long,	The	Hounds	of	Tindalos	creature	is	about	30	days.	Harvey	has	a	month	to	prepare	for	an	unwelcome	visitor.	The
hounds	of	Tindalos	dwell	in	the	distant	past	of	the	earth,	when	normal	life	has	not	yet	advanced	past	one-celled	HOUNDS	OF	TINDALOS,	Scavengers	of	time	animals.	They	inhabit	the	angles	of	time,	while	other	beings	(such	as	mankind	and	all	common	life)	descend	from	curves.	char.	averages	rolls	This	concept	is	hard	to	imagine	and	only	seems	to	be	used	STR	80	(3D6+6	×5)	with	respect	to	them.	The	hounds	lust	after	something	in	CON	150	(3D6+20	×5)	mankind	and	other
normal	life,	following	victims	through	SIZ	85	(3D6+6	×5)	time	and	space	to	get	it.	They	are	immortal.	DEX	50	(3D6	×5)	INT	85	(5D6	×5)	Just	what	these	creatures	look	like	is	unknown,	since	POW	120	(7D6	×5)	those	who	meet	them	seem	not	to	survive.	A	hound	of	HP:	23	Tindalos	is	unlikely	to	look	like	a	hound	dog	and	more	like	Average	Damage	Bonus:	+1D6	to	be	some	form	of	alien	terror	consisting	of	razor-sharp	Average	Build:	2	teeth	and	claws,	burning	eyes,	and	pulsating
blue-tinged	Average	Magic	Points:	24	skin.	Move:	6	/	20	flying	Because	of	their	relationship	with	the	angles	of	time,	ATTACKS	they	can	materialize	through	any	corner	if	it	is	sharp	(120°	Attacks	per	round:	1	or	less).	The	rooms	of	most	human	houses	have	walls	that	Fighting	attacks:	A	hound	may	use	its	paws	or	its	bite	to	attack.	meet	at	90°.	When	a	hound	manifests,	it	first	appears	as	smoke	pouring	from	the	corner,	from	which	the	head	and	A	hound	of	Tindalos	is	covered	with	a
sort	of	bluish	pus	then	the	thing’s	body	emerges.	(Ichor).	When	a	victim	is	struck	by	a	Fighting	attack,	a	gout	of	this	mucoid	stuff	is	smeared	over	him	or	her.	This	pus-like	Once	a	human	(usually	an	unwitting	time	traveler)	stuff	is	alive	and	active;	doing	2D6	damage	to	the	target,	and	has	become	known	to	one	of	these	creatures,	it	will	pursue	new	damage	is	done	in	the	same	amount	for	each	round	that	the	individual	relentlessly	to	get	to	him.	To	figure	the	time	the	ichor	remains
on	the	victim’s	body.	The	ichor	can	be	wiped	before	the	hound	of	Tindalos	reaches	its	prey,	determine	the	off	with	a	rag	or	towel	with	a	DEX	roll.	It	could	also	be	rinsed	number	of	years	between	the	prey’s	present	time	and	the	off	with	water	or	some	other	agent.	Fire	would	kill	the	ichor,	time	when	spotted	by	the	creature.	Then	divide	the	number	though	1D6	hit	points	would	be	lost	to	burns	from	the	flame.	of	years	by	100,000,000	to	get	the	number	of	days	travel-	Tongue:	Once
per	round,	with	a	successful	tongue	attack,	a	deep	time	for	the	hound.	penetrating	(though	bloodless	and	painless)	hole	is	formed.	The	victim	takes	no	physical	damage,	despite	the	peculiar	Driven	off	by	a	target,	a	hound	of	Tindalos	usually	gives	wound,	but	loses	3D6	POW	permanently.	up.	Unfortunately,	such	a	creature	is	difficult	to	drive	off.	Fighting	90%	(45/18),	damage	1D6	+	damage	bonus	+	ichor	(2d6	Friends	who	come	to	a	target’s	aid	may	also	become	known	damage
per	round,	ongoing	until	removed)	by	the	creature,	and	so	will	be	pursued	and	attacked.	Tongue	90%	(45/18),	damage	3D6	POW	drained	per	round	Dodge	26%	(13/5)	SPECIAL	POWERS	Spells:	Each	hound	knows	at	least	1D8	spells.	Hound	of	Tindalos	The	twisting,	curving,	corkscrew	towers	of	the	city	of	Tindalos	are	now	all	but	forgotten.	Ancient	writings	describe	the	city	as	existing	on	Earth,	although	it	is	also	said	that	Great	Tindalosi	was	(and	perhaps	still	is)	sited	far	out	in
the	galaxy	near	to	an	abyssal	void	(perhaps	a	black	hole?).	Whispered	rumors	tell	of	foul	magicks	and	unnatural	science	that	brought	about	the	conception	of	the	hounds	of	Tindalos	and	the	destruction	of	those	who	created	them.298chapter	14:	monsters,	beasts,	and	alien	gods	SPECIAL	POWERS	Spells:	Hunting	horrors	have	a	25%	chance	of	knowing	2D10	spells.	HUNTING	HORRORS,	Great	viperine	flyers	char.	averages	rolls	STR	145	(5D6+12	×5)	CON	50	(3D6	×5)	SIZ	205
(5D6+24	×5)	DEX	65	(3D6+3	×5)	INT	75	(1D6+12	×5)	POW	105	(6D6	×5)	Hunting	Horror	HP:	25	Average	Damage	Bonus:	3D6Armor:	2-point	hide;	regenerates	4	hit	points	per	round,	unless	Average	Build:	4	on	0	hit	points;	mundane	weapons	have	no	effect	on	a	hound,	Average	Magic	Points:	21	though	enchanted	weapons	and	spells	do	full	damage.	Move:	7	/	11	flyingSanity	Loss:	1D3/1D20	Sanity	points	to	see	a	hound	of	Tindalos.	ATTACKS	Attacks	per	round:	2Hunting	Horror
Fighting	attacks:	A	hunting	horror	may	attack	with	its	bite,	itsAnd	in	the	air	about	him	were	great	viperine	creatures,	which	crushing	bulk,	and	its	tail	tentacle	attacks.	had	curiously	distorted	heads,	and	grotesquely	great	clawed	Grasp	(mnvr):	The	tail	can	be	used	to	wrap	around	the	victim,	appendages,	supporting	themselves	with	ease	by	the	aid	of	black	rubbery	wings	of	singularly	monstrous	dimensions.	preventing	movement.	The	hunting	horror	may	then	fly	off	with	its	victim
or	keep	fighting.	The	victim	can	only	break	loose	—August	Derleth,	The	Lurker	at	the	Threshold	as	the	result	of	a	successful	opposed	STR	roll.	When	a	victimResembling	enormous	ropy	black	serpents	or	worms	is	caught	in	the	tail,	the	hunting	horror	may	only	make	a	bitepossessing	bat-like	or	umbrella-like	wings,	the	form	of	a	attack,	nibbling	at	the	dangling	victim	with	a	bonus	die	to	hithunting	horror	continually	shifts	and	changes,	twitching	since	the	victim’s	arms	are	usually
pinioned.and	writhing,	so	it	is	hard	to	look	at	them.	They	may	have	Fighting	65%	(32/13),	damage	1D6	+	damage	bonusonly	a	single	large	wing	rather	than	two.	They	speak	in	great	Grasp	(mnvr)	target	immobile	and	must	win	an	opposed	STR	rollharsh	voices.	A	hunting	horror’s	length	averages	forty	feet.	to	escape	Dodge	35%	(17/7)	These	beings	are	dispelled	by	daylight.	A	strong	enough	Armor:	9-point	skin.burst	of	light	(from	a	nuclear	reaction,	perhaps)	could	sear	Sanity
Points:	0/1D10	Sanity	points	to	see	a	hunting	horror.one	to	dust.	Hunting	horrors	move	swiftly	and	are	harrier-creatures	for	some	of	the	gods,	particularly	Nyarlathotep.	LloigorThey	can	be	summoned	in	their	own	right	and	sent	to	seekout	blood	and	lives.	“Invisible	ones	from	the	stars.”	These	latter,	he	said	were	definitely	aliens	on	our	earth,	and	the	chief	among	them	Lloigor	was	called	Ghatanothoa,	the	dark	one.	They	sometimes	took	forms,	such	as	the	monster	on	the	tablet—
who	was	a	representation	of	Ghatanothoa—but	existed	as	vortices	of	power	in	their	natural	state.	—Colin	Wilson,	The	Return	of	the	Lloigor	The	twin	of	Zhar,	Lloigor	or	Lloigornos,	should	not	be	confused	with	this	race.	They	are	vortices	of	power	in	natural	form	and	completely	invisible	to	human	eyes.	On	rare	occasions	they	can	create	tangible,	visible	bodies	for	themselves.	Such	bodies	are	monstrous	and	bear	some	resemblance	to	enormous	reptiles,	though	inspection	reveals
their	utter	dissimilarity	to	any	reptiles	that	ever	walked	the	face	of	the	Earth.	The	minds	of	lloigor	are	not	divided	into	layers	of	consciousness.	Lloigor	do	not	forget,	nor	do	they	have	imaginations	or	subconscious	to	mislead	or	distract	them.	Their	outlook	of	absolute	299Call	of	Cthulhu	pessimism	results	in	a	pervading	atmosphere	of	gloom	be	maintained	indefinitely	or	dissolved	at	will.	If	the	lloigor	that	makes	lloigor	minds	and	actions	incomprehensible	to	is	slain	in	reptile	form,
it	dies	permanently.	Several	lloigor	humans.	Mind-contact	with	lloigor	always	leads	to	suicidal	may	combine	their	magic	points	to	permit	a	single	one	to	depression	for	the	human	partners.	create	a	physical	form	quickly.	A	lloigor	in	reptile	form	has	all	the	powers	of	one	in	the	immaterial	mode,	except	that	it	It	is	believed	that	the	lloigor	originally	came	to	Earth	cannot	pass	through	walls	and	is	not	invisible.	from	the	Andromeda	galaxy	and	that	their	first	earthly	colony	was	on	a
lost	continent	somewhere	in	the	Indian	While	in	reptilian	form,	a	lloigor	has	all	the	characteristics	Ocean,	possibly	the	same	sunken	continent	that	now	bears	listed	below.	When	immaterial	and	intangible,	it	lacks	the	the	city	of	R’lyeh	and	its	star-spawn	with	it.	The	lloigor	used	parenthesized	characteristics,	skills,	etc.,	possessing	only	human	slaves	to	perform	their	will	and	used	cruel	disciplines	INT,	POW,	and	DEX.	to	control	recalcitrant	slaves,	such	as	amputating	limbs	or
Spells:	Lloigor	know	at	least	1D4	spells.	causing	cancer-like	tentacular	growths	to	sprout	on	them.	Earthly	lloigor	continued	to	decay	and	decline,	and	they	LLOIGOR,	Masters	of	telekinesis	retreated	under	the	earth	and	seas,	where	they	still	husband	their	failing	energies.	char.	averages	rolls	(STR)*	200	(3D6+30	×5)	Wales,	Rhode	Island,	and	Iraq	are	places	where	lloigor	are	(CON)*	140	(8D6	×5)	known	to	have	acted	in	recent	memory.	They	are	hinted	at	(SIZ)*	250	(2D4	×50)	in
the	folklore	of	Haiti,	Polynesia,	and	Massachusetts.	Some	DEX	50	(3D6	×5)	lloigor	are	linked	with	the	Great	Old	One	Ghatanothoa,	INT	100	(4D6+6	×5)	while	others	may	have	connections	to,	or	worship	Ithaqua.	POW	70	(4D6	×5)	SPECIAL	POWERS	(HP:)*	39	Drain	Magic	Points	from	Humans:	Typically,	lloigor	human	(Average	Damage	Bonus:)*	+5D6	servants	come	from	families	with	histories	of	mental	instabil-	Average	Build:	6	ity.	The	lloigor	need	humans	to	survive,	as	these
immaterial	Average	Magic	Points:	14	entities	must	draw	energy	from	intelligent	beings	to	perform	Move:	7	/	3	through	stone	as	immaterial	necessary	tasks.	By	expending	one	of	its	own	magic	points	a	lloigor	may	drain	1D6	magic	points	(per	night)	from	a	sleeping	*(While	in	reptilian	form)	human	to	use	in	performing	some	magical	action.	A	lloigor	can	drain	energy	from	several	sleeping	humans	at	once,	from	ATTACKS	up	to	several	miles	away	despite	intervening	obstacles.
Attacks	per	round:	1	(2	while	in	reptilian	form)	Fighting	attacks:	Lloigor	can	attack	in	many	ways,	including	The	next	morning,	the	victims	wake	complaining	of	headaches	and	a	bad	night's	sleep.	With	continued	draining,	strikes,	claw,	and	bite	attacks	while	in	reptilian	form.	Otherwise,	such	individuals	become	physically	and	spiritually	weak,	they	may	use	one	of	their	special	powers	or	a	vortex	attack.	leading	to	sickness	and	possibly	death.	Whenever	a	victim	Vortex	Attack:	The
lloigor’s	most	fearsome	weapon	is	a	type	of	is	drained	of	any	magic	points	by	lloigor	in	this	way,	a	CON	implosion	sounding	like	the	roll	of	distant	thunder.	Things	in	roll	(at	Regular	difficulty	level)	must	be	made	before	any	the	blast	area	are	torn	to	pieces	and	the	ground	is	ruptured.	magic	points	can	be	recovered.	If	the	CON	roll	succeeds,	the	At	least	100	magic	points	are	needed	for	an	area	ten	meters	in	victim	regains	1	magic	point	and	wakes.	If	the	roll	is	failed	diameter.
Everything	within	the	circle	loses	1D100	hit	points.	no	magic	points	are	recovered	and	the	victim	continues	to	Alert	investigators	may	notice	the	tell-tale	effects	of	swirling	sleep,	whereupon	the	lloigor	may	drain	another	1D6	magic	lines	appearing	in	the	air	and	a	half-unheard	throbbing	noise	points	from	the	victim	over	the	next	hour,	after	which	penetrating	their	bodies.	another	CON	roll	is	attempted,	and	so	on.	Fighting	30%	(15/6),	damage	1D6	+	damage	bonus	Telekinetic
Effects:	The	lloigor	can	push	people	and	manipu-	Dodge	26%	(13/5)	late	objects	such	as	a	compass	needle	or	a	door	latch	via	tele-	Armor:	8-point	reptilian	hide.	In	the	immaterial	state	it	cannot	be	kinesis.	The	(presumably	immaterial)	lloigor	must	be	directly	harmed	by	physical	weapons,	magical	or	not.	present	and	within	a	few	yards	of	the	effect.	It	takes	10	magic	Sanity	Loss:	0/1D8	as	reptile;	invisible—no	Sanity	loss;	mind	points	to	create	a	telekinetic	force	of	STR	5	above
ground,	6	contact	costs	1/1D4	Sanity	points.	magic	points	to	create	telekinesis	of	STR	5	in	a	subsurface	but	open	area,	such	as	a	river	bed	or	canyon,	and	3	magic	points	Cases	of	"lost	time"	have	been	reported	in	locales	to	cause	telekinesis	of	STR	5	in	a	tunnel	or	cave.	A	group	of	close	to	the	lairs	of	lloigor.	Such	instances	seem	to	lloigor	might	combine	telekinesis,	increase	the	STR	of	the	carry	common	features	including	a	general	lethargy	effect	and	so	perform	potent	deeds.	in
the	adult	populace	and	individuals	displaying	acute	narcolepsy,	with	a	tendency	to	describe	long	periods	Reptilian	Manifestation:	To	take	the	shape	of	a	monstrous	of	lost	time	where	they	cannot	remember	what	has	distorted	reptile,	a	lloigor	must	expend	magic	points	equal	to	happened	to	them.	At	one	moment	the	individual	one-fifth	of	the	lloigor’s	SIZ.	Once	the	body	is	formed,	it	may	remembers	walking	along	a	country	lane,	only	to	then	find	that	he	or	she	is	standing	atop	a
cliff	with300	no	memory	of	traveling	there.	In	recent	times,	such	instances	have	at	times	been	attributed	to	UFO	"close	encounter"	phenomena.	Page	2	chapter	3:	CREATING	INVESTIGATORS	51Call	of	Cthulhu	his	chapter	looks	at	skills	in	detail,	providing	Skill	Points:	definitions	of	their	use	and	scope	within	the	What	Do	They	Mean?	game.	Each	category	of	skill	encompasses	a	range	of	possibilities	and,	to	ensure	brevity,	General	level	of	ability	descriptions	have	to	be	general
summaries	of	by	skill	value:	intent	and	coverage.	01%–05%:	Novice:	complete	amateur.Skill	Definitions	06%–19%:	Neophyte:	beginner	with	a	small	amountSkills	represent	what	is	known	within	a	certain	era,	and	some	of	knowledge.skills	are	tagged	[Modern]	to	denote	that	they	can	only	beused	in	modern-day	settings.	Some	skills	are	given	a	generic	20%–49%:	Amateur:	possesses	some	talent	or	rudi-name,	which	may	not	be	appropriate	for	some	settings;	for	mentary	training
(hobby	level).example,	Drive	Auto	would	not	be	suitable	for	a	game	set	inVictorian	London,	and	should	be	reworded	appropriately—	50%–74%:	Professional:	allows	a	character	to	ekein	this	case	as	Drive	Carriage.	out	a	living	from	the	skill.	Equivalent	to	a	bachelor’s	degree	in	a	specific	subject.	Skill	percentiles	are	not	proportions	of	what	ishypothetically	knowable.	If	they	were	able	to	stack	their	75%–89%:	Expert:	advanced	expertise.	Corre-respective	knowledge	on	a	table	like
poker	chips	and	measure	sponds	with	a	master’s	degree	or	Ph.D.the	difference,	a	physicist	of	60%	in	the	modern	day	knowsmuch	more	than	a	physicist	of	90%	skill	in	1910.	90%+:	Master:	among	the	world’s	best	in	the	skill.	Equally,	some	skills	would	be	affected	by	location.	A	In	the	case	of	Art	and	Craft,	Science,	and	Survival,	these	skillsJapanese	investigator	might	have	a	Law	skill	of	75%	in	Japan;	encompass	a	wide	diversity	of	specializations.	The	Keeperhowever	if	the	same
investigator	were	tested	on	Spanish	must	decide	on	the	applicability	of	a	particular	specializationlaw	then	the	Keeper	would	probably	increase	the	level	of	to	the	situation	in	hand.	Depending	on	the	specific	situation,difficulty	of	the	roll.	the	Keeper	may	allow	the	use	of	an	alternate	specialization	at	an	increased	level	of	difficulty	if	the	Keeper	agrees	that	there	is	A	skill	level	of	50%	is	high	enough	to	let	a	character	eke	sufficient	overlap	with	that	specialization.out	a	living	from	it.	If
an	investigator	rises	high	in	a	skillunrelated	to	their	profession,	player	and	Keeper	could	confer	Among	the	specializations	there	are	often	transferableabout	changing	the	investigator	to	a	new	profession.	skills	and	knowledge.	At	the	end	of	this	chapter	you	will	find	an	optional	rule	for	the	transferable	skill	benefit.	Specific	situations	that	arise	in	your	game	will	requirethe	Keeper	to	make	judgments	about	how	to	apply	the	rules	The	investigators	are	trying	to	crack	a
numericalregarding	skill	use.	Some	suggestions	on	how	to	use	the	skills	code.	The	Keeper	calls	for	a	Cryptography	skill	roll.in	specific	circumstances	are	given	under	individual	skills.	A	player	lacking	Cryptography	asks	if	they	can	useThis	use	of	suggestions	is	to	encourage	the	Keeper	to	make	their	Mathematics	skill	instead.	The	Keeper	allowsjudgments	rather	than	referring	to	a	host	of	spot	rules.	the	roll	at	an	increased	level	of	difficulty.	A	Regular	success	was	required	when
using	Cryptography	(a	roll	Certain	skills	embody	a	wide	range	of	knowledge,	such	equal	to	or	under	the	skill),	so	a	Hard	success	(a	rollas	Art	and	Craft,	Fighting,	Firearms,	and	Science,	allowing	equal	to	or	under	half	the	skill)	is	required	when	usinginvestigators	to	specialize	in	narrower	avenues	of	learning.	Mathematics	in	its	place.	Some	of	the	skills	detailed	below	are	termed	[Uncommon]and	are	not	included	on	the	standard	investigator	sheet(Artillery,	Demolitions,	Hypnosis,
Read	Lips,	etc.).	If	theKeeper	wishes	to	include	these	extra	skills	in	the	game,	or	ifa	player	wishes	to	take	one,	this	should	be	made	clear.	TheKeeper	may	introduce	other	skills	depending	on	the	settingand	period;	for	example,	if	one	were	to	set	a	game	in	the	farfuture	on	an	alien	planet	then	various	new	skills	might	bedevised.	Skill	Specializations	Opposing	Skill/Difficulty	Level	Some	broad	skills	are	broken	into	specializations.	A	player	For	each	skill,	entry	notes	are	provided	for
which	skill	(if	may	spend	skill	points	to	purchase	any	skill	specialization.	any)	works	in	opposition,	and	suggestions	given	for	what	The	generic	skill	cannot	be	purchased.	Thus	a	player	may	constitutes	a	Regular	and	Hard	difficulty	level.	The	Regular	spend	points	in	Fighting	(Brawl)	or	Fighting	(Spear)	but	not	difficulty	level	(requiring	a	roll	of	equal	to	or	below	the	skill	simply	Fighting.	value)	is	the	default	roll.	Where	things	are	significantly	more	difficult,	a	Hard	difficulty	level
(requiring	a	roll	of	equal	to	or54chapter	4:	skills	Harvey	attempts	to	repair	an	electric	turbine.	Pushing	Skillsbelow	half	of	the	skill	value)	may	be	required.	Rarely	shouldthe	Extreme	difficulty	level	(requiring	a	roll	of	equal	to	or	For	each	skill,	a	number	of	examples	are	provided	for	whatbelow	one-fifth	of	the	skill	value)	be	called	for—only	in	the	might	constitute	a	"pushed	roll"	(see	page	84	for	Pushing	themost	extreme	and	dire	situations.	Sometimes	this	may	be	Roll),	and	also
some	of	the	possible	consequences	for	failingsimply	that	the	performance	of	the	skill	is	greatly	hindered,	a	pushed	roll.	The	suggestions	given	should	be	viewed	assuch	as	when	being	shot	at	or	pursued,	or	when	conditions	simply	that—suggestions.	The	latitude	for	what	could	justifyare	uniquely	appalling.	a	pushed	roll	is	wide,	and	should	be	best	determined	by	actions,	motivations,	and	events	within	the	game.	Likewise,	Some	examples	of	where	an	Extreme	difficulty	might	be	the
consequences	of	a	failed	pushed	roll	will	be	best	served	ifcalled	for	include:	inspiration	is	drawn	from	current	game	events,	non-playerDemolitions:	to	defuse	an	explosive	device	of	a	radically	characters,	and	the	game	world.different	design	to	any	seen	before,	perhaps	of	futuristic	oralien	origin.	Likewise,	where	appropriate,	an	example	is	provided	for	a	possible	consequence	of	an	investigator	pushing	a	skill	rollElectrical	Repair:	working	on	futuristic	or	alien	technology	while
insane.	The	very	fact	that	the	investigator	is	insanethat	uses	a	form	of	electronics.	while	performing	a	task	heightens	the	stakes	for	the	roll,	as	the	consequences	of	a	pushed	failure	will	often	be	all	theListen:	Eavesdropping	on	a	quiet	conversation	in	an	ex-	more	extreme	(or	bizarre).tremely	noisy	environment.	The	examples	merely	provide	ideas,	and	it	is	intendedLocksmith:	Opening	a	high	security	lock	with	only	a	piece	that	both	players	and	Keepers	fashion	their	own
justificationsof	wire	(i.e.	no	tools);	crack	open	the	most	secure	of	bank	and	consequences	as	appropriate	to	their	games	and	playingvaults.	styles.Medicine:	Diagnosis	and	treatment	of	strange,	new,	or	alien	Combined	Skill	Rollsmedical	ailments.	In	some	situations	the	Keeper	may	ask	for	a	roll	against	morePsychology:	Read	someone’s	intent	or	determine	that	a	per-	than	one	skill.	Only	one	dice	roll	is	made;	the	result	is	thenson	is	lying	if	their	relevant	opposing	skill	(Intimidate,
Fast	compared	with	each	of	the	skills	named.	The	Keeper	willTalk,	Persuade,	or	Charm)	is	90%	or	above.	specify	whether	a	success	is	required	for	both	skills	or	if	only	one	of	the	skills	need	be	successful.	A	deranged	cultist	suddenly	draws	a	gun	on	Harvey.	The	Keeper	asks	for	either	a	Spot	Hidden	roll	or	a	Psychology	roll	from	Harvey.	A	success	on	either	will	allow	Harvey	to	anticipate	the	attacker’s	action,	and	perhaps	give	Harvey	a	chance	to	act	first.	A	successful	Spot	Hidden
would	allow	him	to	see	the	gun	being	drawn	by	the	cultist,	while	a	successful	Psychology	would	allow	Harvey	to	anticipate	the	cultist’s	aggres-	sive	intent.	Later,	Harvey	attempts	to	repair	an	electric	turbine.	The	item	is	both	mechanical	and	electrical,	so	the	Keeper	asks	for	a	combined	Mechanical	Repair	and	Electrical	Repair	roll.	One	roll	is	made,	and	the	result	is	compared	to	both	skills—in	this	case	both	must	be	successful	to	achieve	the	task.	Note	the	importance	of	using	a
single	dice	roll	in	the	latter	example.	Harvey	has	only	10%	skill	in	both	Mechanical	Repair	and	Electrical	Repair.	His	chance	of	success	when	making	one	dice	roll	and	comparing	it	to	both	skills	simultaneously	is	10%.	If	he	were	to	make	two	successive	rolls,	first	against	Mechanical	Repair	and	then	against	Electrical	Repair,	his	chance	of	succeeding	both	would	be	reduced	to	1%.	55Call	of	Cthulhu	Key:	Skill	List	Meteorology	(01%)—see	Science	Natural	World	(10%)	Ω	denotes	a
skill	only	available	in	Dodge	(half	DEX)	Navigate	(10%)	Modern	Era	games.	Drive	Auto	(20%)	Occult	(05%)	Electrical	Repair	(10%)	Operate	Heavy	Machinery	(01%)	T	denotes	an	uncommon	skill	not	Electronics	(01%)	Ω	Persuade	(10%)	written	on	the	standard	investigator	Engineering	(01%)—see	Science	Pharmacy	(01%)—see	Science	sheet.	Fast	Talk	(05%)	Photography	(05%)—see	Art	and	Fighting	(varies)	G	Craft	G	denotes	a	skill	that	is	broken	up	Fine	Art	(05%)—see	Art	and
Craft	Physics	(01%)—see	Science	into	various	separate	skills.	Firearms	(varies)	G	Pilot	(01%)	G	First	Aid	(30%)	Psychoanalysis	(01%)	Accounting	(05%)	Flail	(10%)—see	Fighting	Psychology	(10%)	Acting	(05%)—see	Art/Craft	Flamethrower	(10%)—see	Firearms	Read	Lips	(01%)	T	Animal	Handling	(05%)	T	Forensics	(01%)—see	Science	Ride	(05%)	Anthropology	(01%)	Forgery	(05%)—see	Art	and	Craft	Rifle	(25%)—see	Firearms	(Rifle/	Appraise	(05%)	Garrote	(15%)—see	Fighting
Shotgun)	Archaeology	(01%)	Geology	(01%)—see	Science	Science	(01%)	G	Art	and	Craft	(05%)	G	Handgun	(20%)—see	Firearms	Shotgun	(25%)—see	Firearms	Artillery	(01%)	T	Heavy	Weapons	(10%)—see	(Rifle/Shotgun)	Astronomy	(01%)—see	Science	Firearms	Sleight	of	Hand	(10%)	Axe	(15%)—see	Fighting	History	(05%)	Spear	(20%)—see	Fighting	(or	Biology	(01%)—see	Science	Hypnosis	(01%)	T	Throw)	Botany	(01%)—see	Science	Intimidate	(15%)	Spot	Hidden	(25%)	Bow
(15%)—see	Firearms	Jump	(20%)	Stealth	(20%)	Brawl	(25%)—see	Fighting	Language	(Other)	(01%)	G	Submachine	Gun	(15%)—see	Chainsaw	(10%)—see	Fighting	Language	(Own)	(EDU)	Firearms	Charm	(15%)	Law	(05%)	Survival	(10%)	G	Chemistry	(01%)—see	Science	Library	Use	(20%)	Sword	(20%)—see	Fighting	Climb	(20%)	Listen	(20%)	Swim	(20%)	Computer	Use	(05%)	Ω	Locksmith	(01%)	Throw	(20%)	Credit	Rating	(00%)	Lore	(01%)	T	G	Track	(10%)	Cryptography	(01%)—
see	Science	Machine	Gun	(10%)—see	Firearms	Whip	(05%)—see	Fighting	Cthulhu	Mythos	(00%)	Mathematics	(10%)—see	Science	Zoology	(01%)—see	Science	Demolitions	(01%)	T	Mechanical	Repair	(10%)	Disguise	(05%)	Medicine	(01%)	Diving	(01%)	T56chapter	4:	skillsAccounting	(05%)	Anthropology	(01%)Grants	understanding	of	accountancy	procedures	and	reveals	Enables	the	user	to	identify	and	understand	an	individual’sthe	financial	functioning	of	a	business	or	person.
Inspecting	way	of	life	through	observation.	If	the	skill-user	observesthe	books,	one	might	detect	cheated	employees,	siphoned-	another	culture	from	within	for	a	time,	or	works	fromoff	funds,	payment	of	bribes	or	blackmail,	and	whether	the	accurate	records	concerning	an	extinct	culture,	then	simplefinancial	condition	is	better	or	worse	than	claimed.	Looking	predictions	can	be	made	about	that	culture’s	ways	and	morals,through	old	accounts,	one	could	see	how	money	was	gained
even	though	the	evidence	may	be	incomplete.	Studying	theor	lost	in	the	past	(grain,	slave-trading,	whiskey-running,	culture	for	a	month	or	more,	the	anthropologist	begins	toetc.)	and	to	whom	and	for	what	payment	was	made.	understand	how	the	culture	functions	and,	in	combinationOpposing	skill/Difficulty	level:	with	Psychology,	may	predict	the	actions	and	beliefs	of	thoseIf	someone	were	trying	to	conceal	something,	the	difficulty	being	studied.level	would	be	based	upon	the
Accountancy	skill	of	the	Opposing	skill/Difficulty	level:person	doing	the	concealing.	The	difficulty	for	this	skill	is	set	according	to	the	exposure	of	the	skill-user	to	their	subject.	i	Regular	difficulty:	comprehensive	and	well-docu-	i	Regular	difficulty:	spending	a	month	or	more	with	mented	set	of	account	books.	the	people.	i	Hard	difficulty:	disorganized	and	partial	accounts.	i	Hard	difficulty	level:	spending	only	a	week	or	lessPushing	examples:	taking	more	time	to	review
documents;visiting	banks	or	businesses	to	validate	findings;	dou-	with	the	people.ble-checking	the	math	and	data.	Pushing	examples:	taking	more	time	to	study	the	target/s;Sample	Consequences	of	failing	a	Pushed	roll:	discussions	going	“native”	for	a	period;	taking	an	active	role	in	a	cere-between	investigators	and	third	parties	alert	some	enemy	mony,	rite,	etc.faction	to	the	investigators’	intentions;	a	vital	part	of	theaccounts	is	destroyed	or	lost	(perhaps	in	their	tired	state	the
Sample	Consequences	of	failing	a	Pushed	roll:	beinginvestigator	spills	coffee	over	them).	attacked	or	imprisoned	by	the	people	studied,	due	to	some	perceived	transgression	of	their	laws	or	social	mores;	suf-	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	fering	severe	side-effects	as	the	result	of	being	involved	in	amight	be	found	having	partially	eaten	the	accounts.	ceremony	which	involved	ingesting	psychotropic	plants.Animal	Handling	(05%)[Uncommon]	If	an	insane
investigator	fails	a	pushed	roll,	he	or	she	will	be	lost	among	the	culture	being	studied,	for	exampleThe	ability	to	command	and	train	domesticated	animals	to	like	Dennis	Hopper’s	photojournalist	character	in	the	filmperform	simple	tasks.	The	skill	is	most	commonly	applied	to	Apocalypse	Now.dogs	but	may	include	birds,	cats,	monkeys,	and	so	on	(at	theKeeper’s	discretion).	For	riding	animals,	such	as	horses	or	Appraise	(05%)camels,	the	Ride	skill	is	used	for	breaking	in	and
controllingsuch	mounts.	Used	to	estimate	the	value	of	a	particular	item,	including	theOpposing	skill/Difficulty	level:	quality,	material	used,	and	workmanship.	Where	relevant,	the	skill-user	could	pinpoint	the	age	of	the	item,	assess	its	i	Regular	difficulty:	getting	a	trained	dog	to	sit,	fetch,	historical	relevance,	and	detect	forgeries.	Opposing	skill/Difficulty	level:	or	attack	on	command.	i	Regular	difficulty:	an	item	that	was	not	rare	at	its	i	Hard	difficulty:	getting	an	untrained	or
unfamiliar	time	of	manufacture,	and	is	made	of	a	common	dog	to	perform	a	task	on	command.	material	(e.g.	50	year-old	gold	watch).Pushing	examples:	taking	greater	personal	risk,	in	terms	of	i	Hard	difficulty:	an	unusual	item,	perhaps	made	ofgetting	closer	to,	or	directly	handling	the	animal.	uncommon	materials	(e.g.	a	foreign-made	objectSample	Consequences	of	failing	a	Pushed	roll:	the	animal	of	several	hundred	years	in	age,	such	as	an	ancientattacks	the	trainer	or	someone
else	nearby,	most	likely	caus-	tome).ing	damage;	the	animal	escapes.	Pushing	examples:	checking	an	item’s	validity	with	another	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	expert;	conducting	testing;	researching	an	item.might	be	found	behaving	like	the	animal	they	were	tryingto	control.	Sample	Consequences	of	failing	a	Pushed	roll:	accidentally	ruining	the	item	in	question;	bringing	the	item	to	the	atten-	tion	of	other	people,	leading	to	its	theft;	activating	whatever
function	the	item	might	serve.	57Call	of	Cthulhu	If	an	insane	investigator	fails	a	pushed	roll,	he	or	shecould	destroy	the	item,	believing	it	to	be	cursed;	alternativelythey	regard	the	item	as	their	personal	salvation	and	refuse	togive	it	up	to	anyone	else.Archaeology	(01%)Allows	dating	and	identification	of	artifacts	from	pastcultures,	and	the	detection	of	fakes.	Ensures	expertise	insetting	up	and	excavating	a	dig	site.	On	inspecting	a	site,the	user	might	deduce	the	purposes	and	way
of	life	ofthose	who	left	the	remains.	Anthropology	might	aid	in	this.Archaeology	also	helps	identify	written	forms	of	extincthuman	languages.Opposing	skill/Difficulty	level:	i	Regular	difficulty:	sufficient	time	and	resources	to	do	the	job	properly.	i	Hard	difficulty:	a	lack	of	time	and/or	limited	resources.Pushing	examples:	taking	more	time	to	study	the	site	or	item;conducting	further	research;	consulting	another	expert.Sample	Consequences	of	failing	a	Pushed	roll:	The	site	is	"These
aren't	any	hieroglyphs	that	I	know	of."spoiled,	with	finds	ruined	through	incompetence,	vandalism	An	art	or	craft	skill	might	also	be	used	to	make	aor	theft;	some	higher	authority	seizes	the	site	or	the	finds	duplicate	or	fake	item.	In	such	a	case,	the	difficulty	levelfrom	your	control;	publicity	leads	to	the	finds	being	stolen.	would	depend	on	the	intricacy	and	distinctiveness	of	the	original	to	be	copied.	In	the	case	of	faking	documentation,	a	If	an	insane	investigator	fails	a	pushed	roll,
he	or	she	specific	specialization	(Forgery)	is	used.keeps	digging	deeper,	ever	deeper—the	truth	is	down	there	A	successful	roll	might	provide	information	aboutsomewhere.	an	item,	such	as	where	or	when	it	might	have	been	made,	some	point	of	history	or	technique	concerning	it,	or	whoArt	and	Craft	(Specializations)	(05%)	might	have	made	it.	The	holder	of	a	specialism	would	have	a	breadth	of	knowledge	within	a	particular	field—knowledgeThe	investigator	sheet	contains	blank
spaces	for	of	the	subject,	its	history	and	contemporary	practitioners,	asspecializations	of	this	skill.	For	example:	well	as	the	ability	to	perform	it.	Opposing	skill/Difficulty	level:	Many	of	these	examples	are	skills	directly	linked	to	a	i	Regular	difficulty:	making	a	standard,	saleable	item.i	Acting	i	Writer	i	Hard	difficulty:	making	a	higher	quality	or	particu-i	Barber	i	Morris	Danceri	Calligraphy	i	Opera	Singer	larly	intricate	piece.i	Carpenter	i	Painter	and	Decoratori	Cook	i	Photographer
Pushing	examples:	reworking	the	object,	piece	or	composi-i	Dancer	i	Potter	tion	from	scratch;	conducting	further	research;	checkingi	Fine	Art	i	Sculptor	with	another	expert.i	Forgery	i	Vacuum-Tube	Blower	Sample	Consequences	of	failing	a	Pushed	roll:	A	vast	amount	of	time	and	money	is	wasted	in	creating	a	failed	profession,	but	the	skill	may	just	be	a	leisure	pursuit.	You	attempt;	the	audience	or	customer	is	highly	offended	or	may	spend	skill	points	to	purchase	any	skill
specialization.	physically	injured	by	some	aspect	of	your	work;	the	critics	The	generic	"Art	and	Craft"	skill	cannot	be	purchased.	slam	your	work,	and	no	one	desires	your	services	any	longer.	This	skill	may	enable	the	making	or	repair	of	an	item—	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	typically	requiring	equipment	and	time,	to	be	determined	creates	a	transgressive	work	that	shocks	and	causes	violent	by	the	Keeper,	if	necessary.	In	a	situation	where	graduations
reactions	in	the	viewer—perhaps	only	the	most	decadent	of	success	might	be	appropriate,	a	higher	level	of	success	could	appreciate	it.	indicates	the	item	made	is	of	high	quality	and/or	precision.58chapter	4:	skillsExamples	of	Art	and	Craft	Specializations	Various	specializations	exist,	depending	on	the	period	setting	of	the	game,	including	cannon,	howitzer,	mortar	andActing	(05%):	The	performer	is	trained	in	theatrical	and/	rocket	launcher.or	film	acting	(in	the	modern	era,	this
may	also	include	Opposing	skill/Difficulty	level:television),	able	to	adopt	a	persona,	memorize	scripts	andutilize	stage/movie	make-up	to	alter	their	appearance.	See	i	Regular	difficulty:	if	the	artillery	is	well	maintainedDisguise	(page	62).Fine	Art	(05%):	The	artist	is	accomplished	in	the	art	of	and	used	in	favorable	conditions.painting	(oils,	acrylic,	watercolor),	as	well	as	sketching	inpencil,	crayon	or	pastels.	While	serious	works	of	art	might	i	Hard	difficulty:	if	the	artillery	is	poorly
maintainedtake	many	days	or	months	to	complete,	the	artist	may	quick-ly	sketch	accurate	impressions,	objects	and	people.	The	skill	or	used	in	a	rush	and/or	while	under	fire.also	denotes	a	familiarity	with	the	art	world,	and	the	artist	Note:	as	a	combat	skill,	this	cannot	be	pushed.may	be	able	to	determine	a	particular	artist’s	work,	theirschool	and	known	history.	Charm	(15%)Forgery	(05%):	Adept	at	fine	detail,	the	user	can	producehigh	quality	fake	documents,	be	it	a	person’s
handwriting,	Charm	takes	many	forms,	including	physical	attraction,a	bureaucratic	form	or	permit,	or	a	duplicate	of	a	tome.	The	seduction,	flattery	or	simply	warmth	of	personality.	Charmforger	will	require	suitable	materials	(inks,	grades	of	paper,	may	be	used	to	compel	someone	to	act	in	a	certain	way,	butetc.)	as	well	as	an	original	from	which	to	copy.	not	in	a	manner	completely	contrary	to	that	person’s	normal	behavior.	Charm	is	opposed	by	the	Charm	or	Psychology	skills.	A
successful	roll	indicates	the	forgery	will	pass	a	normal,cursory	inspection.	Someone	spending	time	and	thoroughly	Charm	may	be	used	for	bargaining,	to	haggle	the	price	ofexamining	the	forgery	would	use	the	Appraise	skill	(opposed	an	item	or	service	down.	If	successful,	the	seller	is	won	overby	the	original	forger’s	skill)	when	determining	if	the	fake	and	they	may	well	reduce	the	price	a	little.can	be	spotted.	Opposing	skill/Difficulty	level:Photography	(05%):	Covers	both	still	and
motion	photog-	See	Charm,	Fast	Talk,	Intimidate	and	Persuade	Skills:raphy.	This	skill	allows	one	to	take	clear	pictures,	develop	Difficulty	Levels,	page	93.them	properly	and	enhance	half-hidden	detail.	Pushing	examples:	overtly	flattering	the	target	with	affec-	tion;	presenting	an	expensive	gift;	building	trust	by	impart-	In	the	1920s,	the	user	is	able	to	prepare	the	necessary	ing	a	secret.chemicals	to	make	flashpowder.	Remember	this	is	about	being	charming.	If	the	In	the	present
day,	the	skill	extends	to	cover	video	investigator	begins	to	take	an	alternative	approach	thecameras,	video	playback	equipment,	digital	photography	and	Keeper	may	ask	for	a	different	skill	to	be	used.	If	threatsdigital	editing,	where	the	user	is	adept	at	the	manipulation	are	used,	it	may	become	Intimidation;	or	if	a	protractedof	digital	images.	Radically	different	versions	can	be	created	discussion	ensues,	it	may	become	Persuasion.	Switchingfrom	an	original	source,	such	as
changing	the	location	of	a	from	one	to	the	other	to	gain	a	second	roll	still	constitutes	aperson	in	a	photograph,	who	they	are	with	and	what	they	are	Pushed	roll.doing.	Those	proficient	may	also	be	able	to	detect	when	an	Sample	Consequences	of	failing	a	Pushed	roll:	the	targetimage	has	been	manipulated.	takes	offence	and	will	have	nothing	further	to	do	with	you;	the	target	is	associated	in	some	way	with	your	enemies	and,	Regular	snapshots	do	not	require	a	skill	roll.	Rolls	would
while	they	may	play	along	with	you,	they	also	inform	onbe	required	to	achieve	effective	candid	photographs,	or	shots	you;	a	third	party	intercedes	to	prevent	you	from	chattingthat	capture	fine	detail—especially	at	long	range,	at	speed	up	their	girl.or	in	low	light.	This	skill	can	also	allow	the	investigatorto	determine	if	a	photograph	has	been	tampered	with	or	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	fallsfabricated,	as	well	as	the	angle	and	position	from	which	a	head
over	heels	in	love	with	their	target	and	will	act	as	if	thephotograph	was	taken.	target	had	successfully	used	a	Dominate	spell	(see	Chapter	12:	Grimoire)	upon	them.Artillery	(01%)	[Uncommon]	Climb	(20%)This	skill	assumes	some	form	of	military	training	andexperience.	The	user	is	experienced	in	the	operation	of	field	This	skill	allows	a	character	to	climb	trees,	walls	and	otherweapons	in	warfare:	able	to	work	in	a	crew	or	"detachment"	vertical	surfaces	with	or	without	ropes	and
climbing	gear.to	operate	the	projection	of	munitions	beyond	the	range	The	skill	also	encompasses	rappelling.of	personal	weapons.	Many	weapons	of	this	nature	are	toolarge	for	a	single	person	to	operate,	and	either	an	individual	Conditions	such	as	firmness	of	surface,	available	handholds,cannot	use	the	weapon	without	a	crew	or	the	difficulty	level	wind,	visibility,	rain,	etc.,	may	all	affect	the	difficulty	level.should	be	raised	(at	the	Keeper’s	discretion,	dependent	onthe	type	of
weapon	employed).	Failing	this	skill	on	the	first	roll	indicates	that	the	climb	is	perhaps	beyond	the	investigator’s	capability.	Failing	a	pushed	roll	is	likely	to	indicate	a	fall	with	resultant	damage.	One	successful	Climb	roll	should	allow	the	investigator	to	complete	the	climb	in	almost	all	cases	(rather	than	requiring	59Call	of	Cthulhu	Interpersonal	Skills:	Sample	Consequences	of	failing	a	Pushed	roll:	fall	and	suffer	damage	Disambiguation	(1D6	damage	per	ten	feet	onto	grass,	or
1D10	damage	per	10	feet	onto	concrete);The	relative	values	in	the	Charm,	Fast	Talk,	Intimidate,	and	Persuade	lose	a	valuable	possession	as	it	falls	fromskills	serve	to	define	a	character	and	how	they	interact	with	people.	your	pocket	(you	may	not	notice	this	until	later);	become	stranded,	unable	to	It	is	not	for	the	player	to	nominate	which	one	of	these	four	skills	go	up	or	down.they	are	using	in	a	given	situation.	Instead	the	player	should	describewhat	their	investigator	is	doing
and	saying,	and	it	is	then	up	to	the	If	an	insane	investigator	fails	aKeeper	to	decide	which	of	the	four	skills	is	appropriate.	pushed	roll,	he	or	she	holds	on	for	dear	life	and	screams	at	the	top	of	their	lungs	T	If	the	investigator	is	threatening	violence	or	acting	aggressively,	for	as	long	as	they	can.	the	skill	is	Intimidate.	Computer	Use	(05%)	[Modern]	T	If	the	investigator	is	attempting	to	befriend	or	seduce,	the	skill	This	skill	allows	the	investigator	to	is	Charm.	program	in	various
computer	languages;	retrieve	and	analyze	obscure	data;	T	If	the	investigator	is	using	rational	arguments	and	debate	over	a	break	into	a	secured	system;	explore	a	complicated	network;	or	detect	or	prolonged	time,	the	skill	is	Persuade.	exploit	intrusions,	back	doors,	and	viruses.	Special	manipulation	of	a	T	If	the	investigator	is	acting	quickly	to	deceive,	con,	or	trick,	the	computer	system	may	require	this	roll.	skill	is	Fast	Talk.	The	Internet	places	a	wealth	of	information	at	the
fingertips	of	anWhen	Used	on	Player	Characters	investigator.	Use	of	the	Internet	to	find	highly	specific	and/or	obscureEach	player	(normally)	has	only	one	investigator	through	which	they	information	may	require	a	combinedact	in	the	game;	it	would	therefore	not	be	fair	to	allow	one	player	to	dice	roll	for	Computer	Use	and	Librarydictate	the	actions	of	another	player’s	investigator.	However,	if	one	Use.player	wishes	to	put	pressure	on	another	player’s	investigator	to	do
theirbidding,	they	might	use	violence	(combat	rules)	or	their	investigator’s	This	skill	is	not	needed	to	usesocial	skills.	The	former	could	inflict	damage	and	ultimately	death;	the	computers	when	surfing	the	Internet,latter	is	subtler.	collecting	email	or	to	run	regular	commercially	available	software.	When	one	of	these	four	skills	is	successfully	used	on	an	investigator	Opposing	skill/Difficulty	level:(either	by	an	NPC	or	another	investigator),	the	player	is	not	compelledto	follow	the
wishes	of	the	other	party.	If	the	player	refuses	to	act	in	i	Regular	difficulty:	write,	analyzeaccordance	with	the	wishes	of	the	character	who	is	coercing	them,	thelatter	can	inflict	one	penalty	die	on	one	dice	roll	(of	the	coercer’s	choice)	and	debug	a	computer	program.made	by	the	player	of	the	coerced	investigator.	This	penalty	die	neednot	be	applied	to	the	very	next	dice	roll,	but	does	not	last	indefinitely.	i	Hard	difficulty:	decipher	and	hackOnly	one	penalty	die	can	be	held	by	one
character	against	any	othersingle	character	at	a	time.	into	a	secure	network	without	being	identified	or	traced.repeated	rolls).	A	challenging	or	longer	climb	should	have	Pushing	examples:	taking	longer	to	de-an	increased	difficulty	level.	velop	a	program;	using	another’s	code	asOpposing	skill/Difficulty	level:	a	shortcut;	using	untested	software	(e.g.	a	virus)	to	exploit	a	system.	i	Regular	difficulty:	plenty	of	handholds;	perhaps	a	Sample	Consequences	of	failing	a	Pushed	roll:
accidentally	erasing	the	sought-after	files,	or	even	corrupting	the	whole	rope	or	drainpipe	to	climb.	system;	leaving	evidence	or	alerting	others	through	your	actions;	infesting	your	own	computer/network	with	a	virus.	i	Hard	difficulty:	few	handholds,	or	surfaces	slick	with	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	is	lost	in	cyberspace,	and	it	will	require	physical	intervention	rain.	to	get	the	person	to	stop	using	the	computer	or	look	away	from	the	screen.	Pushing
examples:	reassessing	the	climb;	taking	a	longer	route;	straining	one’s	reach.60chapter	4:	skillsCredit	Rating	(0%)	Cthulhu	Mythos	(0%)A	measure	of	how	prosperous	and	financially	confident	This	skill	reflects	understanding	of	the	inhuman	(Lovecraftian)the	investigator	appears	to	be.	Money	opens	doors;	if	the	Cthulhu	Mythos.	It	is	not	founded	on	the	accumulation	ofinvestigator	is	attempting	to	use	his	or	her	financial	status	knowledge	as	academic	skills	are.	Rather,	it
represents	theto	achieve	a	goal	then	use	of	the	Credit	Rating	skill	may	be	opening	and	tuning	of	the	human	mind	to	the	Cthulhu	Mythos.appropriate.	Credit	Rating	can	be	used	in	place	of	APP	to	Thus,	Cthulhu	Mythos	skill	derived	from	encountering	Deepgauge	first	impressions.	Ones	(for	example)	is	transferable	to	other	situations	and	entities.	Also	referred	to	as	"that	which	man	should	not	know,"	Credit	Rating	is	not	so	much	a	skill	as	a	gauge	of	financial	the	Cthulhu	Mythos	is
antithetical	to	human	understanding,wealth,	and	should	not	be	ticked	as	other	skills	are.	A	high	and	exposure	to	it	undermines	human	sanity.Credit	Rating	can	be	a	useful	resource	in	play,	and	so	shouldbe	paid	for	with	skill	points	when	creating	an	investigator.	No	investigator	may	take	points	in	Cthulhu	Mythos	asEach	occupation	has	a	starting	range	for	Credit	Rating,	and	a	starting	skill	(unless	agreed	with	the	Keeper).	There	isskill	points	should	be	spent	to	achieve	a	rating
therein.	no	tick-box	for	Cthulhu	Mythos	on	the	investigator	sheet,	as	successful	use	of	the	skill	does	not	offer	an	increase	in	Call	of	Cthulhu	is	not	a	game	that	requires	money	to	be	the	investigator’s	percentiles	in	the	skill.	Instead,	pointscarefully	tracked;	however,	it	is	useful	to	know	the	boundsof	an	investigator’s	financial	reach—for	example,	can	in	Cthulhu	Mythos	are	gained	by	encounters	withthe	investigator	afford	to	employ	a	team	of	the	Mythos	that	result	in	insanity,	by
insanearchaeologists	and	workers	to	excavate	insights	into	the	true	nature	of	thean	Egyptian	tomb?	An	investigator’s	universe,	and	by	reading	forbiddenCredit	Rating	can	change	over	books	and	other	Mythos	writings.time.	Investigators	of	the	Cthulhu	A	character’s	Sanity	may	neverMythos	are	prone	to	insanity,	be	higher	than	99	minus	hisand	this	may	lead	to	loss	of	or	her	Cthulhu	Mythos	skill.employment	and	thus	a	As	Cthulhu	Mythos	pointslowering	of	the	investigator’s
proliferate,	they	crowd	outCredit	Rating	score.	Sanity	points,	and	leave	theSee	Credit	Rating	and	investigator	vulnerable.Investigator	Expenditure	Whenever	spoor	or(page	95)	for	a	more	in-	other	evidence	of	Mythosdepth	study	of	Credit	Rating	monsters	is	found,	aand	its	use.	successful	roll	against	thisOpposing	skill/Difficulty	skill	allows	the	investigatorlevel:	to	identify	the	entity,	deduce	something	about	its	behavior	i	Regular	difficulty:	getting	a	or	guess	at	some	property	it	may
possess.	A	successful	Cthulhu	Mythos	loan	from	a	bank	or	business;	roll	might	also	allow	an	investigator	to	bypassing	a	demand	for	credentials;	remember	some	fact	concerning	the	Mythos,	gaining	a	line	of	credit	in	a	store	or	casi-	no;	getting	the	best	table	in	a	fancy	restaurant.	identify	a	spell	by	seeing	it	cast,	remember	that	a	particular	spell	or	piece	of	information	may	be	found	in	a	particular	i	Hard	difficulty:	obtaining	credit	or	a	loan	while	im-	Mythos	tome,	or	achieve	some
other	task.	The	Cthulhu	Mythos	skill	may	also	be	used	to	manifest	magical	‘spell-like’	plicated	(or	found	guilty)	in	a	criminal	investigation;	effects.	gaining	favorable	attention	after	being	vilified	in	the	Opposing	skill/Difficulty	level:	media.	This	skill	begins	at	zero	and	often	remains	relatively	low.	The	vast	majority	of	skill	rolls	will	be	made	at	regular	difficulty.Pushing	examples:	you	offer	your	house	and/or	othervaluables	to	secure	money	from	a	loan	shark;	you	attempt	to	i	Regular
difficulty:	to	correctly	identify	a	mythos	en-pressure	the	bank	manager	into	giving	you	a	loan.	tity	based	upon	secondary	evidence	(spoor,	wounds,Sample	Consequences	of	failing	a	Pushed	roll:	the	loan	firsthand	accounts).shark	turns	nasty	and	directs	his	boys	to	teach	you	a	lesson;the	bank	manager	calls	the	police;	you	are	loaned	the	money,	i	Hard	difficulty:	to	identify	a	mythos	entity	basedbut	it	is	a	ploy	to	put	you	in	deeper	debt	with	a	mobster	whoplans	to	buy	out	your	debt
and	later	call	on	you	for	a	favor.	upon	rumors,	legends	or	minimal	evidence;	to	identify	a	possible	vulnerability	or	knowledge	that	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	grants	some	minor	advantage	over	a	mythos	entityloses	all	faith	in	capitalism	and	begins	freely	handing	out	his	after	thorough	research	and	firsthand	experience.or	her	money	to	passersby.(See	General	Living	Standards,	page	95	for	more	details.)	61Call	of	Cthulhu	Pushing	examples:	getting	closer
to	the	creature	for	a	better	Opposing	skill/Difficulty	level:	view;	consulting	dread	tomes,	or	lore	of	humans	(or	other-	There	are	two	distinct	aspects	to	this	skill:	either	you	are	wise)	possessing	specialist	knowledge;	conducting	an	autopsy	trying	to	conceal	your	true	identity	(such	as	when	the	police	to	learn	more;	reading	aloud	as	you	retrace	the	strange	cryp-	are	looking	for	you)	or	you	are	impersonating	someone	else.	tograms.	Sample	Consequences	of	failing	a	Pushed	roll:	get
too	i	Regular	difficulty:	to	convince	strangers	that	you	are	close,	exposing	oneself	to	harm	or	suspicion;	unwittingly	read	aloud	a	passage	from	a	tome	that	activates	a	summon-	who	you	say	you	are.	For	example,	to	return	to	the	ing	spell;	accidentally	corrupt	or	destroy	the	evidence	being	scene	of	a	crime	that	you	perpetrated	yesterday	and	studied.	escape	notice.	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	i	Hard	difficulty:	to	convince	professionals	in	a	face-	experiences
a	vision	or	revelation	that	reveals	new	truths	about	the	Cthulhu	Mythos,	akin	to	an	insane	insight	(with	to-face	meeting	that	you	are	who	you	say	you	are.	possible	Cthulhu	Mythos	skill	gain	and/or	associated	Sanity	For	example,	to	pass	as	a	bank	employee	to	gain	loss)—see	Insane	Insight,	page	169.	access	to	a	bank	vault.	Note	that	to	pass	as	a	specific	person	in	a	face-to-face	Demolitions	(01%)	[Uncommon]	meeting	with	someone	who	knows	the	person	being	imitated	is	beyond
the	scope	of	this	skill,	and	may	well	indicate	the	With	this	skill	the	user	is	familiar	in	the	safe	use	of	need	for	a	combined	skill	roll	at	a	higher	difficulty	(with	demolitions,	including	setting	and	defusing	explosive	Persuade,	Charm,	or	Fast	Talk).	charges.	Mines	and	similar	devices	are	designed	to	be	easy	to	Pushing	examples:	undergoing	a	fully	immersive	and	inten-	set	(no	roll	required)	and	more	difficult	to	remove	or	defuse.	sive	preparation	(losing	oneself	in	the	role);	stealing
personal	items	and	utilizing	them	in	the	disguise;	overt	exaggeration	This	skill	also	encompasses	military-grade	demolitions	to	confound	the	target;	feigning	a	sudden	attack	of	illness	to	(anti-personnel	mines,	plastique,	etc.)	disorient	the	observer.	Given	enough	time	and	resources,	those	proficient	may	Sample	Consequences	of	failing	a	Pushed	roll:	Being	rig	charges	to	demolish	a	building,	clear	a	blocked	tunnel,	arrested;	causing	offence,	leading	to	violence	or	criminal	and
repurpose	explosive	devises	(such	as	constructing	low-	charges;	finding	that	the	person	being	imitated	is	wanted	by	yield	charges,	booby-traps,	and	so	on).	a	criminal	gang	who	come	looking	for	vengeance.	Opposing	skill/Difficulty	level:	If	an	insane	investigator	fails	a	pushed	roll,	the	i	Regular	difficulty:	to	defuse	an	explosive	device.	To	investigator	no	longer	recognizes	his	or	her	own	face	in	the	mirror,	even	when	the	disguise	is	removed.	know	where	to	place	charges	for	greatest
effect	when	destroying	a	bridge	or	building.	Diving	(01%)	[Uncommon]	i	Hard	difficulty:	to	defuse	an	explosive	device	in	The	user	is	trained	in	the	use	and	maintenance	of	diving	equipment	for	swimming	underwater,	including	underwater	limited	time.	navigation,	proper	weighting,	and	emergency	procedures.	Pushing	examples:	taking	until	the	very	last	second	to	de-	fuse	the	bomb;	double-checking	all	the	circuits/connections	Prior	to	the	invention	of	the	Aqua-Lung	in	1942,	rigid
by	hand.	diving	suits	were	worn	with	air	pumped	from	the	surface	Sample	Consequences	of	failing	a	Pushed	roll:	if	defusing	through	a	connecting	tube.	or	removing	an	explosive	device,	the	consequence	of	failing	a	pushed	roll	is	clear—it	explodes!	If	using	the	Demolitions	In	the	modern	age,	a	scuba	diver	will	be	familiar	with	skill	to	place	charges,	the	consequence	of	failing	a	pushed	the	physics	of	diving,	air	pressure,	and	the	physiological	roll	may	be	a	failure	to	detonate	at	the
right	time	(or	at	all),	processes	that	occur	when	breathing	with	pressurized	air.	or	that	the	detonation	fails	to	have	the	desired	effect	(either	Opposing	skill/Difficulty	level:	too	great	or	too	little).	i	Regular	difficulty:	routine	dives	using	correct	and	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	devises	the	most	bizarre	method	of	delivering	the	explosive,	well-maintained	equipment.	such	as	strapping	it	to	a	cat	or	to	themselves.	i	Hard	difficulty:	diving	in	dangerous	conditions
or	Disguise	(05%)	with	poorly	maintained	equipment.	To	be	used	whenever	you	wish	to	appear	to	be	someone	other	than	whom	you	are.	The	user	changes	posture,	costume,	Pushing	examples:	pushing	the	limits	of	the	equipment;	and/or	voice	to	enact	a	disguise,	posing	as	another	person	methodically	double-checking	equipment;	gaining	profes-	or	another	sort	of	person.	Theatrical	makeup	may	help,	as	sional	assistance.	will	fake	ID.	Sample	Consequences	of	failing	a	Pushed	roll:
become62	trapped	underwater;	attacked	by	sea	creatures;	suffer	the	bends.chapter	4:	skills	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	raise	the	level	of	difficulty	when	disarming	explosives—seebegins	to	understand	whale-song;	all	you	have	to	do	is	follow	Demolitions	skill.their	instructions.	Opposing	skill/Difficulty	level:Dodge	(half	DEX%)	i	Regular	difficulty:	repairing	or	creating	a	standardAllows	an	investigator	to	instinctively	evade	blows,	thrown	electrical
device.missiles	and	so	forth.	A	character	may	attempt	to	use	dodgeany	number	of	times	in	a	combat	round	(but	only	once	i	Hard	difficulty:	repairing	something	that	is	badlyagainst	a	specific	attack;	see	Chapter	6:	Combat).	Dodgecan	increase	through	experience,	like	other	skills.	If	an	attack	damaged;	working	without	the	proper	tools.can	be	seen,	a	character	can	try	to	dodge	it.	It	is	impossible	to	Pushing	examples:	taking	longer	to	repair	or	reconfiguredodge	bullets	because	they
cannot	be	seen	when	in	motion;	the	equipment;	taking	a	risky	short	cut.the	best	a	character	can	do	is	to	take	evasive	action	that	Sample	Consequences	of	failing	a	Pushed	roll:	take	dam-results	in	being	harder	to	hit	(“diving	for	cover”).	age	from	an	electric	shock;	blow	the	fuses	and	plunge	theOpposing	skill/Difficulty	level:	building	into	darkness;	wreck	the	thing	you	are	working	onThe	Dodge	skill	is	mostly	used	in	combat	as	part	of	an	beyond	repair.opposed	roll	and	so	no
difficulty	level	is	set.	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	Note:	as	a	combat	skill,	this	cannot	be	pushed.	attempts	to	harness	the	electrical	power	of	living	organisms	into	the	device.Drive	Auto	(20%)	Electronics	(01%)	[Modern]Anyone	with	this	skill	can	drive	a	car	or	light	truck,	makeordinary	maneuvers,	and	cope	with	ordinary	vehicle	For	troubleshooting	and	repairing	electronic	equipment.problems.	If	the	investigator	wants	to	lose	a	pursuer	or	tail	Allows
simple	electronic	devices	to	be	made.	This	is	a	skillsomeone,	a	Drive	roll	would	be	appropriate.	for	the	present	day—use	Physics	and	Electrical	Repair	for	electronic	developments	of	the	1920s.	Some	other	cultures	might	replace	this	skill	with	acomparative	one;	the	Inuit	might	use	Drive	Dogsled,	or	a	Unlike	the	Electrical	Repair	skill,	parts	needed	forVictorian	might	use	Drive	Carriage.	electronics	work	often	cannot	be	jury-rigged:	they	areOpposing	skill/Difficulty	level:	designed
for	precise	jobs.	Often	without	the	right	microchip	or	circuit	board,	the	skill-user	is	out	of	luck	unless	they	can	i	Regular	difficulty:	to	successfully	weave	through	contrive	some	form	of	workaround.	Opposing	skill/Difficulty	level:	light	traffic	at	speed	to	avoid	pursuit.	Time	is	a	factor	in	fabrication	or	repair,	and	the	difficulty	level	should	be	lowered	if	time	is	unlimited,	especially	if	the	i	Hard	difficulty:	to	successfully	weave	through	heavy	character	has	access	to	manuals	and	parts.
traffic	at	speed	to	avoid	pursuit.	If	an	investigator	has	the	correct	parts	and	instructions,Pushing	examples:	driving	the	vehicle	to	its	limit;	not	slow-	putting	together	a	standard	computer	should	not	evening	down,	regardless	of	the	risk.	require	a	skill	roll.Sample	Consequences	of	failing	a	Pushed	roll:	crashing;skidding	to	a	halt,	unable	to	proceed;	being	pursued	by	the	i	Regular	difficulty:	repairing	minor	damage	to	apolice.	computer	or	electronic	device	—	the	kind	of	service	If	an
insane	investigator	fails	a	pushed	roll,	he	or	she	will	one	might	expect	under	warranty.be	found	behind	the	wheel	of	a	stationary	vehicle	making"brum-brum"	noises.	i	Hard	difficulty:	use	scavenged	parts	to	jury-rig	aElectrical	Repair	(10%)	tracking	device	to	plant	in	someone’s	car.	Pushing	examples:	taking	longer	to	construct	or	repair	aEnables	the	investigator	to	repair	or	reconfigure	electrical	device;	researching	new	or	other	methodologies.equipment,	such	as	auto	ignitions,
electric	motors,	fuse	Sample	Consequences	of	failing	a	Pushed	roll:	fry	cir-boxes,	and	burglar	alarms.	In	the	present	day,	this	skill	has	cuitry	or	other	delicate	parts;	take	damage	from	electriclittle	to	do	with	Electronics.	To	fix	an	electrical	device	may	shock;	create	a	device	that	does	something	other	than	whatrequire	special	parts	or	tools.	Jobs	in	the	1920s	may	call	for	was	intended.this	skill	and	for	Mechanical	Repair	in	combination.	If	an	insane	investigator	fails	a	pushed	roll,	he
or	she	Electrical	Repair	may	also	be	used	in	conjunction	becomes	paranoid,	convinced	that	every	item	they	comewith	modern	explosives,	such	as	blasting	caps,	C-4	plastic	across	contains	electronic	bugging	devices:	the	telephone,explosives,	and	mines.	These	weapons	are	designed	to	be	the	television,	the	refrigerator.easy	to	deploy;	only	a	fumble	result	will	lead	to	misfire(remember	the	roll	can	be	Pushed).	Defusing	explosives	is	far	63trickier,	as	they	may	be	fitted	with	anti-
tamper	mechanisms;Call	of	Cthulhu	Fast	Talk	(05%)	Brawl	(25%):	includes	all	unarmed	fighting	and	basic	weapons	that	anyone	could	pick	up	and	make	use	of,	such	as	clubs	(up	Fast	Talk	is	specifically	limited	to	verbal	trickery,	deception,	to	cricket	bats	or	baseball	bats),	knives,	and	many	improvised	and	misdirection,	such	as	bamboozling	a	bouncer	to	let	you	weapons,	such	as	bottles	and	chair	legs.	To	determine	the	inside	a	club,	getting	someone	to	sign	a	form	they	haven’t
damage	done	with	an	improvised	weapon,	the	Keeper	should	read,	making	a	policeman	look	the	other	way,	and	so	on.	refer	to	the	weapon	chart	and	pick	something	comparable.	The	skill	is	opposed	by	Psychology	or	Fast	Talk.	After	a	brief	Chainsaw	(10%):	the	first	gasoline-powered,	mass-produced	period	(usually	after	the	fast	talker	has	left	the	scene)	the	chainsaw	appeared	in	1927;	however,	earlier	versions	existed.	target	will	realize	that	they	have	been	conned.	The	effect	of
Flail	(10%):	nunchaku,	morning	stars,	and	similar	medieval	Fast	Talk	is	always	temporary,	though	it	will	last	longer	if	a	weapons.	higher	level	of	success	is	achieved.	Garrote	(15%):	any	length	of	material	used	to	strangle.	Re-	quires	the	victim	to	make	a	Fighting	Maneuver	to	escape,	or	Fast	Talk	may	be	used	to	haggle	the	price	of	an	item	or	suffer	1D6	damage	per	round.	service	down.	If	successful,	the	seller	momentarily	thinks	that	Spear	(20%):	lances	and	spears.	If	thrown,	use
Throw	skill.	they	have	struck	a	good	deal;	however,	if	the	buyer	returns	Sword	(20%):	all	blades	over	two	feet	in	length.	and	attempts	to	purchase	another	item,	the	seller	may	refuse	Whip	(05%):	bolas	and	whips.	further	haggling	and	even	increase	the	price	in	order	to	recoup	Note:	Thrown	knives	use	the	Throw	skill.	what	they	lost	on	the	previous	sale!	Opposing	skill/Difficulty	level:	Weapons	and	their	skill	categories	are	listed	in	Table	See	Charm,	Fast	Talk,	Intimidate,	and
Persuade	Skills:	XVII:	Weapons	(pages	401-405).	The	above	specializations	Difficulty	Levels,	page	93.	may	not	cover	all	weapons,	but	where	possible	try	to	fit	Pushing	examples:	getting	up	close	and	personal	to	the	other	weapons	into	one	of	the	above	categories.	Chainsaw	target;	talking	outlandishly,	aiming	to	confuse	the	target.	is	included	as	a	weapon	because	of	its	use	in	numerous	Remember	this	is	Fast	Talk,	so	if	the	investigator	begins	films,	but	players	should	note	that	the
chance	of	a	fumble	to	take	an	alternative	approach,	the	Keeper	may	ask	for	a	is	doubled	and	that	they	risk	killing	their	investigator	(or	different	skill	to	be	used;	if	threats	are	used,	it	may	become	losing	a	limb)	should	this	happen.	Intimidate,	or	if	a	protracted	discussion	ensues,	it	may	be-	come	Persuade.	Switching	from	one	to	the	other	to	gain	a	Firearms	(Specializations)	(varies	%)	second	roll	still	constitutes	a	Pushed	roll.	Covers	all	manner	of	firearms,	as	well	as	bows	and
Sample	Consequences	of	failing	a	Pushed	roll:	cause	great	crossbows.	You	may	spend	skill	points	to	purchase	any	offence	leading	to	violence,	outrage,	or	criminal	proceedings.	skill	specialization.	The	generic	"Firearms"	skill	cannot	be	purchased.	Choose	specializations	appropriate	to	your	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	investigator’s	occupation	and	history.	begins	hurling	random	abusive	phrases	at	people.	Note:	as	a	combat	skill,	this	cannot	be	pushed.
Fighting	(Specializations)	(varies	%)	Firearms	specializations:	Fighting	skill	denotes	a	character’s	skill	in	melee	combat.	You	may	spend	skill	points	to	purchase	any	skill	specialization.	Bow	(15%):	use	of	bows	and	crossbows,	ranging	from	medi-	The	generic	"Fighting"	skill	cannot	be	purchased.	Choose	eval	longbows	to	modern,	high-powered	compound	bows.	fighting	specializations	appropriate	to	your	investigator’s	Handgun	(20%):	use	for	all	pistol-like	firearms	when	firing
occupation	and	history.	discrete	shots.	For	machine	pistols	(MAC-11,	Uzi	pistol,	etc.)	in	Modern	era	games,	use	the	Submachine	Gun	skill	when	Those	starting	with	a	Fighting	(Brawl)	skill	of	50%	or	firing	bursts.	higher	may	wish	to	choose	a	type	of	formal	training	as	part	Heavy	Weapons	(10%):	use	for	grenade	launchers,	anti-tank	of	their	background	to	account	for	his	or	her	skill	level.	rockets,	etc.	A	myriad	of	fighting	styles	exist.	Martial	arts	are	simply	a	Flamethrower	(10%):
weapons	projecting	a	stream	of	ig-	way	of	developing	a	person’s	Fighting	skill.	Decide	how	the	nited	flammable	liquid	or	gas.	May	either	be	carried	by	the	character	learned	to	fight,	whether	it	be	formal	military	operator	or	mounted	on	a	vehicle.	training,	martial	arts	classes,	or	learned	the	hard	way	as	a	result	of	street-fighting.	The	term	brawl	might	feel	too	crude	for	a	skilled	martial	artist	and	could	be	replaced	(with	"Karate"	for	example)	if	a	player	so	wished.	Note:	as	a	combat
skill,	this	cannot	be	pushed.	Fighting	specializations:	Axe	(15%):	use	this	skill	for	larger	wood	axes.	A	small	hatch-	et	can	be	used	with	the	basic	brawling	skill.	If	thrown,	use	Throw	skill.64chapter	4:	skillsMachine	Gun	(10%):	weapons	firing	bursts	from	a	bipod	Pushing	examples:	taking	longer	to	treat	the	patient;	em-or	tripod	mounted	weapon.	If	single	shots	are	fired	from	a	ploying	high-risk	methods	to	stabilize	the	wound.bipod,	use	Rifle	skill.	The	differences	between	assault
rifle,submachine	gun	and	light	machine	gun	are	tenuous	today.	Sample	Consequences	of	failing	a	Pushed	roll:	make	thingsRifle/Shotgun	(25%):	with	this	skill	any	type	of	rifle	(whether	worse,	causing	an	additional	point	of	damage.lever-action,	bolt-action	or	semi-automatic)	or	scatter-guncan	be	fired.	Since	the	load	from	a	shotgun	expands	in	a	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	feelsspreading	pattern,	the	user’s	chance	to	hit	does	not	decrease	compelled	to
"heal"	the	person,	even	if	it	means	amputationwith	range,	but	the	damage	dealt	does.	When	an	assault	rifle	or	worse.	In	effect	their	endeavors	constitute	physical	attacksfires	a	single	shot	(or	multiple	singles)	use	this	skill.	which	may	lead	to	murder	if	they	are	not	stopped.Submachine	Gun	(15%):	use	this	skill	when	firing	anymachine	pistol	or	submachine	gun;	also	for	assault	rifles	History	(05%)set	on	burst.Note:	Thrown	knives	use	the	Throw	skill.	Enables	an	investigator	to
remember	the	significance	of	a	country,	city,	region,	or	person,	as	pertinent.	A	successful	Firearms	are	listed	in	the	Table	XVII:	Weapons	(pages	roll	might	be	used	to	help	identify	tools,	techniques,	or	ideas401-405).	familiar	to	ancestors,	but	little	known	today.	Opposing	skill/Difficulty	level:First	Aid	(30%)	i	Regular	difficulty:	to	recall	some	pertinent	and	use-The	user	is	able	to	provide	emergency	medical	care.	Thismight	encompass:	applying	a	splint	to	a	broken	leg,	stemming	ful
information.bleeding,	treating	a	burn,	resuscitating	a	drowning	victim,dressing	and	cleaning	a	wound,	etc.	First	Aid	cannot	be	used	i	Hard	difficulty:	to	know	some	obscure,	detailed	andto	treat	diseases	(where	the	Medicine	skill	is	required).	useful	information.	To	be	effective,	First	Aid	must	be	delivered	within	onehour,	in	which	case	it	grants	1	hit	point.	It	may	be	attempted	Pushing	examples:	taking	more	time	to	examine;	con-once,	with	subsequent	attempts	constituting	a
Pushed	roll.	ducting	further	research;	consulting	another	expert;	hiringTwo	people	can	work	together	to	administer	First	Aid,	assistants	to	conduct	detailed	research,	taking	months,	andwith	a	success	granted	if	either	one	of	them	rolls	a	success.	at	a	huge	cost.Successful	use	of	First	Aid	can	rouse	an	unconscious	personto	consciousness.	A	character	is	limited	to	one	successful	Sample	Consequences	of	failing	a	Pushed	roll:	consul-treatment	of	both	First	Aid	and	Medicine	until
further	tations	alert	your	adversaries,	who	become	aware	of	yourdamage	is	taken.	intent;	your	facts	are	erroneous	and	lead	you	into	danger;	much	time	and	money	is	wasted	on	fruitless	research.	When	treating	a	dying	character,	successful	First	Aidstabilizes	him	or	her	for	one	hour	and	grants	1	temporary	If	an	insane	investigator	fails	a	pushed	roll,	he	or	shehit	point.	At	the	end	of	the	hour,	and	each	hour	thereafter,	is	convinced	that	they	are	somehow	displaced	in	time,	orthe
character	must	make	a	successful	CON	roll	to	remain	perhaps	they	start	believing	they	are	living	in	a	historicstabilized,	otherwise	(with	a	failed	CON	roll)	the	character	period,	dressing	and	speaking	in	an	archaic	manner.is	dying	and	loses	the	temporary	hit	point	and	must	nowmake	a	CON	roll	per	round	thereafter	to	stave-off	death.	If	Hypnosis	(01%)	[Uncommon]the	character	survives	until	the	following	round,	First	Aidcan	be	attempted	again	(by	up	to	two	individuals).	This	The
user	is	able	to	induce	a	trancelike	state	in	a	willingcan	be	continued	(without	constituting	a	Pushed	roll)	until	target	who	experiences	heightened	suggestibility,	relaxation,stabilization	or	death.	and	possible	recall	of	forgotten	memories.	The	limits	of	hypnotism	should	be	decided	by	the	Keeper	to	fit	their	game;	First	Aid	(and	only	First	Aid)	can	save	the	life	of	a	it	may	be	that	only	willing	subjects	can	be	hypnotized,	ordying	character,	after	which	they	must	receive	a	successful	the
Keeper	may	allow	it	to	be	used	on	unwilling	targets	in	aMedicine	roll	or	be	hospitalized.	Thus,	First	Aid	is	an	more	aggressive	manner.important	skill	to	have,	alongside	Medicine,	if	you	wish	tobe	an	effective	medic.	This	skill	may	be	utilized	as	hypnotherapy	on	thoseOpposing	skill/Difficulty	level:	suffering	mental	trauma,	reducing	the	effects	of	a	phobia	or	mania	in	a	patient	(successful	use	means	that	the	patient	i	Administering	First	Aid	to	a	fellow	human	is	always	overcomes	the
phobia	or	mania	on	one	occasion).	Note	that	a	series	of	successful	hypnotherapy	sessions	may	be	needed	to	of	Regular	difficulty	level.	If	one	were	treating	an	fully	cure	someone	of	a	phobia	(minimum	of	1D6	sessions,	alien	being	whose	physiology	was	unfamiliar,	the	at	the	Keeper’s	discretion).	difficulty	level	would	be	higher.	Opposing	skill/Difficulty	level:	i	Hypnosis	is	opposed	with	Psychology	or	POW	for	an	unwilling	subject.	Pushing	examples:	increasing	your	influence	on	the
target	by	ensuring	their	full	and	undivided	attention;	assaulting	65Call	of	Cthulhu	the	target’s	senses	with	confusing	lights	or	props;	the	use	of	Jump	(20%)	drugs	to	make	the	target	more	susceptible	to	suggestion.	Sample	Consequences	of	failing	a	Pushed	roll:	some	past	With	success,	the	investigator	may	leap	up	or	down	vertically,	memory	or	trauma	is	bought	to	the	surface,	causing	the	or	jump	horizontally	from	a	standing	or	running	start.	When	target	1D6	Sanity	loss;	the
target	falls	into	a	trance,	causing	falling,	Jump	may	be	used	to	lessen	the	potential	fall	damage.	them	to	walk	in	front	of	a	bus	at	a	later	time;	the	target’s	mind	(or	the	investigator’s	mind)	is	temporarily	emptied,	Judgment	must	be	exercised	as	to	what	constitutes	a	allowing	possession	by	a	malevolent	entity.	regular	jump,	a	hard	jump	or	an	extreme	jump	(respectively	requiring	Regular	success,	Hard	success,	and	Extreme	If	an	insane	investigator	fails	a	pushed	roll,	his	or	her	mind
success).	As	a	guide,	a	regular	success	would	be	required	for	regresses	to	a	childlike	state	until	treatment	is	administered.	an	investigator	to	safely	leap	down	vertically	to	his	or	her	own	height,	jump	horizontally	from	a	standing	start	across	a	gap	Intimidate	(15%)	for	a	distance	equal	to	the	jumper’s	own	height,	or	run	and	then	jump	horizontally	to	a	distance	of	twice	the	jumper’s	Intimidation	can	take	many	forms,	including	physical	force,	own	height.	One	might	achieve	double
this	distance	with	an	psychological	manipulation,	and	threats.	It	is	used	to	frighten	Extreme	success,	although	bear	in	mind	the	world	record	for	or	compel	a	person	to	act	in	a	certain	way.	Intimidate	is	the	long	jump	is	around	29	feet.	opposed	by	Intimidate	or	Psychology.	If	falling	from	a	height,	a	successful	Jump	prepares	for	Backing	up	intimidation	with	a	weapon	or	some	other	the	fall,	reducing	resultant	damage	by	half.	powerful	threat	or	incentive	may	reduce	the	difficulty
Opposing	skill/Difficulty	level:	level.	When	Pushing	an	Intimidation	roll,	one	possible	consequence	of	failure	is	carrying	out	one’s	threat,	perhaps	i	Regular	difficulty:	safely	leap	down	vertically	a	beyond	the	level	of	that	which	was	intended.	distance	equal	to	the	jumper’s	own	height;	jump	Intimidate	may	be	used	to	force	down	the	price	of	an	horizontally	from	a	standing	start,	across	a	gap	for	item	or	service.	If	successful,	the	seller	may	reduce	the	price,	a	distance	equal	to	the
jumper’s	own	height;	run	and	or	hand	the	item	over	free	of	charge,	but	depending	on	the	then	jump	horizontally	to	a	distance	of	twice	the	situation	they	may	later	report	the	incident	to	the	police	or	jumper’s	own	height.	to	members	of	the	local	organized	crime	gang.	Opposing	skill/Difficulty	level:	i	Hard	difficulty:	as	for	a	regular	difficulty	but	increase	See	Charm,	Fast	Talk,	Intimidate	and	Persuade	Skills:	Difficulty	Levels,	page	93.	distances	by	50%;	perhaps	attempting	to	jump
from	Pushing	examples:	Causing	actual	physical	harm	to	the	a	rooftop	and	through	the	window	of	a	neighboring	target	or	to	something	or	someone	that	the	target	cares	building	across	the	alley.	about.	Remember	that	this	is	Intimidation;	if	the	investiga-	tor	begins	to	take	an	alternative	approach,	the	Keeper	may	Pushing	examples:	Delaying	and	taking	time	to	assess	the	ask	for	a	different	skill	to	be	used.	If	the	threats	are	retracted	jump;	throwing	all	your	weight	and	force	behind
the	jump—	and	the	investigator	then	tries	to	befriend	the	target,	it	may	really	stretching	for	it.	In	some	instances	a	Pushed	roll	is	become	Charm;	or	if	a	protracted	and	unthreatening	discus-	not	possible;	if	one	leaps	across	an	abyss	one	cannot	have	sion	ensues,	it	may	become	Persuade.	Switching	from	one	to	a	second	attempt.	However,	if	one	is	trapped	in	a	pit	and	the	other	to	gain	a	second	roll	still	constitutes	a	Pushed	roll.	jumping	to	escape,	one	could	have	any	number	of
attempts,	Sample	Consequences	of	failing	a	Pushed	roll:	accidentally	which	would	then	be	summarized	by	one	Pushed	skill	roll.	pulling	the	trigger	of	the	gun	you’re	waving	in	the	target’s	face;	the	target’s	mind	snaps,	resulting	in	violence	or	inane	babbling,	Sample	Consequences	of	failing	a	Pushed	roll:	fall	and	after	which	no	more	can	be	gained;	the	target	simply	laughs	in	suffer	physical	harm;	achieve	the	jump	but	a	valuable	pos-	your	face	and	won’t	break	no	matter	what	you
do;	the	target	session	(of	the	Keeper’s	choice)	is	dropped	in	the	process.	somehow	turns	the	tables	and	intimidates	the	intimidator.	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	will	It	is	important	to	note	that	Pushing	an	Intimidate	roll	become	convinced	that	they	can	fly.	means	taking	things	to	the	limit.	This	could	involve	days	of	interrogation,	or	an	ultimatum	with	a	gun	to	the	head.	Either	Language,	Other	(Specializations)	(01%)	way,	a	Pushed	roll	either	gains	the
required	information	or	renders	some	kind	of	end	to	the	situation.	When	choosing	this	skill,	the	exact	language	must	be	specified	and	written	next	to	the	skill.	An	individual	can	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	know	any	number	of	languages.	The	skill	represents	the	becomes	intensely	fearful	of	the	target	and	does	their	user’s	chance	to	understand,	speak,	read	and	write	in	a	bidding.	language	other	than	his	or	her	own.66	Ancient	or	unknown	languages	(such
as	Aklo,	Hyperborean,	etc.)	should	not	be	chosen	(unless	agreed	with	the	Keeper),	but	ordinary	earthly	languages	may	be.	The	Keeper	may	raise	the	difficulty	level	if	archaic	speech	or	writing	in	that	language	is	encountered.	A	single	successful	Other	Language	roll	normally	allows	comprehension	of	an	entire	book.chapter	4:	skillsSuggestions	regarding	the	Other	Languages	skill:	if	both	parties	are	sympathetic	to	each	other	and	there	is	i	At	5%	skill	a	language	can	be	correctly
identified	sufficient	time	for	conversation,	most	things	should	be	covered	without	a	die	roll.	without	need	for	a	roll.	If	a	document	is	extremely	difficult	to	read	or	in	an	i	At	10%	skill	simple	ideas	can	be	communicated.	archaic	dialect,	the	Keeper	may	require	a	roll.	i	At	30%	transactional	requests	can	be	understood.	i	At	50%	skill	a	person	is	fluent.	Pushing	examples:	see	Language	(Other)	skill,	above.	i	At	75%	skill	in	a	character	can	pass	for	a	native	Law	(05%)	speaker	of	a	foreign
language.	Represents	the	chance	of	knowing	pertinent	law,	precedent,	i	To	identify	a	present-day	human	language	(un-	legal	maneuvers	or	court	procedure.	The	practice	of	law	as	a	profession	can	lead	to	great	rewards	and	political	office,	but	it	known	to	the	investigator),	use	a	Know	roll.	requires	intense	application	over	many	years—a	high	Credit	Rating	is	also	usually	crucial	in	this	regard.	In	the	United	i	To	identify	an	extinct	human	language,	use	an	Ar-	States,	the	State	Bar	of
a	particular	state	must	sanction	one’s	practice	of	law.	chaeology	or	History	roll.	When	in	a	foreign	country	the	level	of	difficulty	may	i	To	identify	an	alien	language,	use	a	Cthulhu	Mythos	be	increased	when	using	this	skill,	unless	the	character	has	spent	many	months	studying	that	nation’s	legal	system.	or	possibly	an	Occult	roll.	Opposing	skill/Difficulty	level:Opposing	skill/Difficulty	level:	i	Regular	difficulty	level:	understanding	and	utilizingRegular	conversation,	perhaps	with
pauses	for	clarification(when	speaking	to	a	less	than	fluent	foreign	speaker)	does	the	details	of	a	relevant	law	or	legal	procedure.not	require	a	roll	for	those	who	are	fluent.	i	Hard	difficulty:	remembering	or	understanding	an	i	Regular	difficulty:	conversation	(perhaps	at	speed);	obscure	legal	precedent,	or	cross-examining	a	highly	written	material	containing	a	few	technical	or	un-	competent	hostile	witness.	common	terms.	Pushing	examples:	delaying	to	consider	your	argument;	i
Hard	difficulty:	high	content	of	unusual	technical	terms;	explaining	in	high	detail	the	nuances	of	the	case/situation;	taking	significant	time	to	conduct	research;	bending	the	historically	archaic	phrases;	speaker	has	unusual	dialect.	letter	of	the	law	to	drive	your	argument.Pushing	examples:	taking	longer	to	think	through	the	words	Sample	Consequences	of	failing	a	Pushed	roll:	misinter-you	want	to	say;	taking	long	pauses	to	answer	what	you	have	preting	a	law	or	stepping	outside
of	the	accepted	legal	proce-been	told;	referencing	other	books	to	make	a	translation.	dure	leads	you	to	break	the	law	and	draws	police	attention;	wasting	valuable	time	and	money	on	research	and	legal	fees;Sample	Consequences	of	failing	a	Pushed	roll:	exaggerated	you	are	held	in	contempt	of	court	and	thrown	in	the	cells	foror	loud	discussions	between	investigators	and	third	parties	at	least	24	hours.alert	some	enemy	faction	to	the	investigators’	intentions;	aword	or	phrase	is
misunderstood	(perhaps	the	meaning	is	If	a	Pushed	roll	is	failed,	an	insane	investigator	will	nowreversed);	the	listener	takes	offense	to	an	unintentional	slur,	believe	that	he	or	she	is	above	the	law.and	they	respond	with	their	fists,	or	turn	everyone	in	theneighborhood	against	you.	Library	Use	(20%)	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	Library	Use	enables	an	investigator	to	find	a	piece	ofbegins	to	speak	in	tongues,	or	imagines	that	they	are	using	information,	such
as	a	certain	book,	newspaper,	or	referencethe	Enochian	language.	in	a	library,	collection	of	documents	or	database,	assuming	the	item	is	there.	Use	of	this	skill	marks	several	hours	ofLanguage	(Own)	(EDU%)	continuous	search.When	choosing	this	skill,	the	exact	language	must	be	This	skill	can	locate	a	locked	case	or	rare-book	specialspecified	and	written	next	to	the	skill.	In	infancy	and	early	collection,	but	Persuade,	Fast	Talk,	Charm,	Intimidate,childhood,	most	humans	use	a
single	language.	The	tongue	Credit	Rating,	or	special	credentials	may	have	to	be	used	tochosen	by	the	player	for	the	Own	Language	automatically	get	access	to	the	books	or	information	in	question.starts	as	equal	to	the	investigator’s	EDU	characteristic;thereafter	the	investigator	understands,	speaks,	reads,	and	Opposing	skill/Difficulty	level:writes	at	that	percentage	or	higher	(if	further	skill	points	areadded	during	investigator	creation).	i	Regular	difficulty:	locating	a	book	or
piece	of	infor-Opposing	skill/Difficulty	level:Normally	no	skill	roll	is	necessary	to	use	Own	Language.	mation	in	a	library.Even	when	technical,	archaic,	or	esoteric	terms	are	used,	i	Hard	difficulty:	identifying	a	piece	of	information	in	a	disorganized	library,	or	if	you	are	extremely	pressed	for	time.	67Call	of	Cthulhu	i	Hard	difficulty:	hearing	something	creep	up	on	you	(with	a	Stealth	skill	of	50	to	89);	eavesdropping	on	whispered	conversation.	Pushing	examples:	stopping	dead	still
and	listening;	getting	closer	to	the	presumed	source	(e.g.	putting	your	ear	to	the	train	track	or	the	door);	telling	everyone	to	be	quiet	(making	a	noise	yourself)	and	then	listening.	Sample	Consequences	of	failing	a	Pushed	roll:	the	"thing"	has	caught	you	unawares	(you	are	surprised);	you	misheard	the	conversation	and	get	the	facts	mixed	up;	you	are	caught	trying	to	eavesdrop,	and	find	yourself	in	a	very	embarrassing	predicament.	If	an	insane	investigator	fails	a	pushed	roll,	he	or
she	becomes	overly	sensitive	to	all	sounds	and	is	unable	to	operate	without	earplugs	or	similar.	Library	Use	will	turn	up	shocking	clues.	Locksmith	(01%)	Pushing	examples:	pressing	the	librarian	for	extensive	assis-	tance;	taking	longer	to	systematically	work	through	the	stacks.	A	locksmith	can	open	car	doors,	hot-wire	autos,	jimmy	library	windows,	figure	out	Chinese	puzzle	boxes,	and	Sample	Consequences	of	failing	a	Pushed	roll:	finding	a	penetrate	ordinary	commercial	alarm
systems.	The	user	similar	book,	containing	misleading	information,	which	may	repair	locks,	make	keys,	or	open	locks	with	the	aid	of	will	lead	the	investigators	into	danger;	entanglement	with	skeleton	keys,	picks	and	other	tools.	Especially	difficult	locks	an	adversary—perhaps	they	are	alerted	to	your	research	and	may	be	of	a	higher	difficulty	level.	act	against	you,	or	they	check	out	the	book	you	are	searching	Opposing	skill/Difficulty	level:	for	(or	simply	tear	out	the	pages	in
question);	getting	into	an	argument	with	the	librarian,	resulting	in	your	library	i	Regular	difficulty:	opening	or	repairing	a	standard	membership	being	revoked.	lock.	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	hoards	books,	cutting	out	pages	to	stick	to	their	bedroom	wall,	making	i	Hard	difficulty:	opening	a	high-security	lock.	copious	bizarre	notes,	linking	the	pages	with	threads	of	cotton	and	pins.	Alternatively,	the	investigator	is	obsessed	with	finding	Pushing
examples:	completely	dismantling	the	lock;	taking	the	correct	book	or	piece	of	information,	spending	all	of	their	longer;	using	force	to	pry	the	mechanism.	time	pilfering	and	poring	over	books.	Sample	Consequences	of	failing	a	Pushed	roll:	the	lock	is	Listen	(20%)	damaged	beyond	repair	(perhaps	your	lock	pick	has	snapped	off	inside	the	lock);	you	break	the	puzzle	box	(perhaps	only	Measures	the	ability	of	an	investigator	to	interpret	and	smashing	it	will	open	it	now);	you	trip	an
alarm,	or	make	understand	sound,	including	overheard	conversations,	enough	noise	for	someone	or	something	to	come	looking…	mutters	behind	a	closed	door,	and	whispered	words	in	a	cafe.	The	Keeper	may	use	it	to	determine	the	course	of	an	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	impending	encounter:	was	your	investigator	awakened	by	gives	up	on	the	lock	in	question	and	realizes	the	higher	that	cracking	twig?	By	extension,	a	high	Listen	skill	can	purpose	of
unlocking	their	own	mind;	a	veil	has	been	lifted	indicate	a	good	level	of	general	awareness	in	a	character.	from	their	eyes,	and	they	see	the	world	in	a	new	way	that	Opposing	skill/Difficulty	level:	makes	complete	sense	to	them,	but	no	sense	to	anyone	of	Listen	can	be	opposed	by	Stealth	when	someone	is	creeping	sound	mind.	up	on	you.	Lore	(01%)	(Specializations)	i	Regular	difficulty:	hearing	something	approaching	[Uncommon]	you	(with	a	Stealth	skill	of	below	50);
eavesdropping	This	skill	represents	a	character’s	expert	understanding	of	on	a	nearby	conversation.	a	subject	that	falls	outside	the	normal	bounds	of	human	knowledge.	Specializations	of	Lore	should	be	specific	and68	unusual,	such	as:	i	Dream	Lore	i	Necronomicon	Lore	(e.g.	history	of)	i	UFO	Lorechapter	4:	skills	i	Vampire	Lore	Medicine	(01%)	i	Werewolf	Lore	i	Yaddithian	Lore	The	user	diagnoses	and	treats	accidents,	injuries,	diseases,	poisonings,	etc.,	and	makes	public	health
recommendations.	Where	the	Keeper	wishes	to	test	an	investigator’s	If	an	era	has	no	good	treatment	for	a	malady,	the	effort	isknowledge	of	something	that	falls	within	the	bounds	of	one	limited,	uncertain,	or	inconclusive.	The	Medicine	skill	grantsof	these	fields	of	Lore,	but	the	investigator	lacks	the	relevant	knowledge	of	a	wide	variety	of	drugs	and	potions,	naturalLore	specialization,	the	Keeper	may	for	allow	for	another	and	man-made,	and	understanding	of	the	side	effects
and(more	general)	skill	to	be	used	but	require	a	higher	level	of	contraindications.success.	For	example,	if	the	Keeper	were	testing	a	modern-day	investigator’s	knowledge	of	alien	abductions	in	the	Treatment	using	the	Medicine	skill	takes	a	minimum	of1980s,	he	or	she	could	ask	for	either	a	Regular	success	using	one	hour	and	can	be	delivered	any	time	after	damage	is	taken,UFO	Lore	or	a	Hard	success	using	History.	but	if	this	is	not	performed	on	the	same	day,	the	difficulty	level
is	increased	(requiring	a	Hard	success).	A	person	Lore	skills	are	also	used	as	a	shorthand	method	of	treated	successfully	with	Medicine	recovers	1D3	hit	pointscommunicating	the	knowledge	of	a	non-player	character	(in	addition	to	any	First	Aid	they	have	received),	exceptto	the	Keeper.	In	the	main,	knowledge	is	represented	by	the	in	the	case	of	a	dying	character,	who	must	initially	receiveEDU	characteristic	and	specific	skills,	such	as	History	or	successful	First	Aid	to	stabilize
them	before	a	Medicine	rollCthulhu	Mythos.	The	Keeper	should	decide	when	the	Lore	is	made.skill	should	be	incorporated	into	the	game—usually	onlywhen	a	particular	area	of	specialist	knowledge	is	central	to	A	character	is	limited	to	one	treatment	of	First	Aid	andthe	campaign	being	played.	Medicine	until	further	damage	is	taken	(except	in	the	case	of	a	dying	character	who	may	require	stabilizing	with	FirstMechanical	Repair	(10%)	Aid	multiple	times).	Successful	use	of
Medicine	can	rouse	an	unconscious	person	to	consciousness.This	allows	the	investigator	to	repair	a	broken	machine	or	tocreate	a	new	one.	Basic	carpentry	and	plumbing	projects	can	In	treating	Major	Wounds,	successful	use	of	thebe	performed,	as	well	as	constructing	items	(such	as	a	pulley	Medicine	skill	provides	the	patient	a	Bonus	die	on	theirsystem)	and	repairing	items	(such	as	a	steam	pump).	Special	weekly	recovery	roll.tools	or	parts	may	be	required.	This	skill	can	be
used	to	opencommon	household	locks,	but	nothing	more	advanced—see	The	Keeper	may	grant	automatic	success	for	medicalthe	Locksmith	skill	for	more	complex	locks.	Mechanical	treatment	in	a	contemporary,	well-equipped	hospital.Repair	is	a	companion	skill	to	Electrical	Repair,	and	both	Opposing	skill/Difficulty	level:may	be	necessary	to	fix	complex	devices,	such	as	a	car	or	anaircraft.	i	Regular	difficulty:	diagnosis	and	treatment	ofOpposing	skill/Difficulty	level:	standard
medical	ailments,	with	access	to	equipment	(at	i	Regular	difficulty:	repair	or	create	a	simple	device;	least	a	doctor’s	bag	containing	drugs	and	instruments)	and	a	suitable	environment.	open	a	basic	lock.	i	Hard	difficulty:	diagnosis	and	treatment	in	a	dirty	i	Hard	difficulty:	repair	a	very	badly	damaged	device;	and	unsafe	environment,	with	the	minimum	of	equipment.	create	a	complex	device	with	limited	resources.	Pushing	examples:	consulting	with	colleagues;	conducting	further
research;	trying	something	experimental	or	morePushing	examples:	completely	dismantling	the	device;	tak-	risky;	performing	some	form	of	clinical	experiment.ing	longer;	risk	using	excessive	force	to	"knock"	the	deviceinto	action	(e.g.	hitting	the	thing	until	it	works).	Sample	Consequences	of	failing	a	Pushed	roll:	you	misdi-	agnose	the	ailment	and	you	worsen	the	patient’s	conditionSample	Consequences	of	failing	a	Pushed	roll:	you	have	(perhaps	even	killing	them);	your	good
standing	comes	intobroken	the	device	beyond	repair;	you	hurt	yourself	while	question	and	you	are	investigated	for	malpractice.	In	theworking	on	the	device	(perhaps	cutting	your	hand,	etc.);	you	case	of	a	dying	character,	if	a	Pushed	Medicine	roll	is	failed,become	obsessed	with	the	device	and	find	you	have	spent	the	patient	dies.the	whole	day	and	night	working	on	it.	If	an	insane	investigator	fails	a	Pushed	roll,	the	results	will	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she
fills	be	disturbing	in	the	extreme,	perhaps	involving	amputationa	telephone	directory-sized	notepad	with	scribbled	designs,	or	blood	poisoning	as	a	result	of	failed	attempts	to	graftculminating	in	the	creation	of	a	bizarre	device	using	organic	animal	parts	to	the	person.matter	and	household	appliances.	Natural	World	(10%)	Originally	the	study	of	plant	and	animal	life	in	its	environment.	By	the	nineteenth	century,	this	study	had	long	separated	into	a	range	of	academic	disciplines
(Biology,	Botany,	etc.)	As	a	skill,	Natural	World	represents	the	traditional	(unscientific)	knowledge	and	personal	69Call	of	Cthulhu	observation	of	farmers,	fishermen,	inspired	amateurs,	and	i	Hard	difficulty:	head	in	the	right	direction	when	hobbyists.	It	can	identify	species,	habits,	and	habitats	in	a	general	way,	and	identify	tracks,	spoors,	and	calls,	as	well	as	there	is	no	clear	route	or	landmarks;	map	a	large	area	allowing	guesses	as	to	what	may	be	important	to	a	particular	of
complex	terrain.	species.	For	a	scientific	understanding	of	the	natural	world,	Pushing	examples:	getting	the	map	out	and	delaying	while	one	should	look	to	the	Biology,	Botany	and	Zoology	skills.	you	attempt	to	work	out	where	you	are;	going	back	to	where	you	started	from	and	trying	again.	Natural	World	may	or	may	not	be	accurate—this	is	Sample	Consequences	of	failing	a	Pushed	roll:	you	get	lost	the	region	of	appreciation,	judgment,	folk	tradition,	and	and	find	yourself	being
watched	or	ambushed	by	a	bear;	you	enthusiasm.	Use	Natural	World	to	judge	horseflesh	at	go	round	and	round	in	circles,	and	your	companions	stop	the	county	fair,	or	decide	whether	a	butterfly	collection	is	following	you	(you’re	on	your	own	now…);	you	mistake	the	excellent	or	just	excellently	framed.	stars,	and	rather	than	getting	away	from	the	cultists'	search	Opposing	skill/Difficulty	level:	parties,	you	end	up	back	at	the	cult’s	hidden	base.	If	an	insane	investigator	fails	a
pushed	roll,	he	or	she	i	Regular	difficulty:	identifying	a	particular	species;	throws	away	the	map	(as	happens	in	The	Blair	Witch	Project)	and	follows	their	intuition.	Their	intuition	does	not	work.	remembering	some	common	lore;	knowing	the	best	place	to	catch	some	fish.	Occult	(05%)	i	Hard	difficulty:	identifying	an	unusual	specimen;	The	user	recognizes	occult	paraphernalia,	words	and	concepts,	as	well	as	folk	traditions,	and	can	identify	grimoires	locating	a	rare	species	of	plant
or	animal;	remember-	of	magic	and	occult	codes.	The	occultist	is	familiar	with	ing	a	very	obscure	fact	or	piece	of	lore.	the	families	of	secret	knowledge	passed	down	from	Egypt	and	Sumer,	from	the	Medieval	and	Renaissance	West,	and	Pushing	examples:	spending	much	longer	(forgetful	of	the	perhaps	from	Asia	and	Africa	as	well.	time)	examining	the	habitat;	tasting	the	unknown	mush-	room	or	plant	to	get	a	better	idea	what	it	is;	consulting	with	Comprehending	certain	books
may	provide	percentiles	the	old	woman	in	the	village	about	the	local	wildlife.	of	Occult.	This	skill	does	not	apply	to	spells,	books,	and	magic	of	the	Cthulhu	Mythos,	although	worshipers	of	the	Sample	Consequences	of	failing	a	Pushed	roll:	you	spend	Great	Old	Ones	often	adopt	occult	ideas.	long	hours	obsessively	poring	over	books	to	identify	the	species;	you	get	the	facts	wrong,	and	instead	of	the	wasps	Whether	non-Mythos	magic	is	real	or	fraudulent	in	your	being	repelled	by
your	concoction	of	swamp	mud	and	herbs,	game	is	for	the	Keeper	to	determine	(see	Chapter	9:	Magic).	they	are	drawn	to	you	(with	painful	results);	you	picked	the	Opposing	skill/Difficulty	level:	wrong	mushroom	and	find	yourself,	hours	later,	walking	naked	towards	a	policeman.	i	Regular	difficulty:	recall	information	from	folklore	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	goes	or	occult	theories;	understand	the	meaning	of	tarot	native	and	will	be	lost	in	the	wilderness
until	friends	come	cards	or	other	divination	techniques.	to	their	aid.	i	Hard	difficulty:	identify	rare	or	unique	occult	tomes;	re-	Navigate	(10%)	call	the	finer	details	of	secret	occult	practices	and	rituals.	Allows	the	user	to	find	his	or	her	way	in	storms	or	clear	Pushing	examples:	taking	more	time	to	study	the	site	or	weather,	in	day	or	at	night.	Those	of	higher	skill	are	familiar	item;	conducting	further	research;	consulting	another	with	astronomical	tables,	charts,	instruments,	and
satellite	expert;	purging	oneself	and	undertaking	extreme	personal	location	gear,	as	they	exist	in	the	era	of	play.	One	could	also	preparation	in	advance	of	ritual	performance.	use	this	skill	to	measure	and	map	an	area	(cartography),	Sample	Consequences	of	failing	a	Pushed	roll:	informa-	whether	an	island	of	many	square	miles	or	the	interior	of	tion	is	misremembered,	and	the	ritual	is	performed	incor-	a	single	room—use	of	modern	technology	may	lower	or	rectly	with	disastrous
consequences	(perhaps	the	house	is	negate	the	difficulty	level.	burned	to	the	ground);	in	preparing	the	circle	of	protection,	you	use	the	wrong	ingredients,	and	rather	than	ward	off	the	Rolls	for	this	skill	may	be	made	as	concealed	rolls	by	the	spirits	you	genuinely	summon	something	malevolent;	your	Keeper—a	matter	for	the	investigators	to	attempt,	and	later	research	has	uncovered	a	hitherto	unknown	Mythos	link,	witness	the	results.	and	your	realization	shatters	your	mind
(SAN	loss).	If	the	character	is	familiar	with	the	area,	a	bonus	die	If	an	insane	investigator	fails	a	pushed	roll,	this	is	should	be	granted	to	the	roll.	likely	to	manifest	in	some	form	on	obsession:	perhaps	the	Opposing	skill/Difficulty	level:	investigator	tattoos	occult	symbols	upon	his	or	her	cheeks	and	palms,	or	cannot	act	without	first	using	a	scrying	crystal	i	Regular	difficulty:	keep	on	the	right	route;	use	the	to	divine	their	future.	sun	and	stars	to	identify	compass	positions;	map	a
small	area	of	terrain.70chapter	4:	skillsOperate	Heavy	Machinery	(01%)	indefinitely	and	insidiously;	for	years	perhaps,	until	events	or	another	Persuade	turn	the	target’s	mind	in	another	direction.Required	to	drive	and	operate	a	tank,	backhoe,	steamshovel,	or	other	large-scale	construction	machine.	For	very	Persuade	may	be	used	for	bargaining,	to	haggle	thedifferent	sorts	of	machines,	the	Keeper	may	decide	to	raise	price	of	an	item	or	service	down.	If	successful,	the	seller	isthe
difficulty	level	if	the	problems	encountered	are	mostly	thoroughly	convinced	that	they	have	struck	a	good	deal.unfamiliar	ones;	someone	used	to	running	a	bulldozer,for	instance,	will	not	be	quickly	competent	with	the	steam	Opposing	skill/Difficulty	level:turbines	in	a	ship’s	engine	room.	See	Charm,	Fast	Talk,	Intimidate,	and	Persuade	Skills:Opposing	skill/Difficulty	level:	Difficulty	Levels,	page	93.	Pushing	examples:	getting	close	and	personal	to	advance	i	Regular	difficulty:
operate	a	crane	or	road	digger.	your	argument	or	appeal	to	the	target’s	reason;	demonstrat-	i	Hard	difficulty:	manipulate	the	machinery	to	achieve	ing	through	logical	reasoning	and	examples,	in	detail;	using	carefully	preplanned	suggestion	techniques	(possibly	also	some	delicate	or	specific	task,	such	as	unearthing	subliminal	messages)	to	make	the	target	as	receptive	as	pos-	delicate	dinosaur	eggs	with	a	mechanical	digger	sible;	putting	on	a	grand	show	(staging,	fireworks,	free
gifts,	without	breaking	them.	free	drinks,	bribes,	etc.)	in	order	to	really	push	your	point	ofPushing	examples:	going	step-by-step	with	the	operating	view	front-and-center	for	a	group	of	people.manual;	taking	time	to	practice;	seeking	a	teacher.Sample	Consequences	of	failing	a	Pushed	roll:	you’re	driv-	Remember	that	this	is	Persuade;	if	the	investigator	beginsing	the	bulldozer,	but	get	overconfident,	and	lose	control	so	to	take	an	alternative	approach,	the	Keeper	may	ask	for	ait
veers	into	a	brick	wall	(the	wall	comes	down	on	you,	or	different	skill	to	be	used.	If	threats	are	used,	it	may	becomeperhaps	worse).	Intimidate;	or	if	the	investigator	is	relying	on	befriending	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	may	the	target,	it	may	become	Charm.	Switching	from	one	to	thebelieve	they	are	tasked	with	unearthing	or	building	a	temple	other	to	gain	a	second	roll	still	constitutes	a	Pushed	roll.to	the	old	ones.	Sample	Consequences	of	failing	a
Pushed	roll:	the	target	takes	great	offence	and	refuses	to	have	any	more	to	do	withPersuade	(10%)	you;	your	bribe	worked	and	the	target	signed	the	forms—	however	in	the	cold	light	of	morning	they	feel	they	have	beenUse	Persuade	to	convince	a	target	about	a	particular	idea,	duped,	and	now	their	solicitor	has	employed	a	private	eye	toconcept,	or	belief	through	reasoned	argument,	debate	and	find	out	what	you’re	up	to,	or	is	suing	you	for	malpractice;discussion.	Persuade	may
be	employed	without	reference	to	the	target	doesn’t	like	your	big	talk	and,	from	out	of	nowhere,truth.	The	successful	application	of	Persuade	takes	time:	at	they	pull	a	knife	on	you;	you	persuaded	the	security	guardleast	half	an	hour.	If	you	want	to	persuade	someone	quickly,	to	turn	a	blind	eye	to	your	robbery—however	they	lose	theiryou	should	use	Fast	Talk.	job	and,	wracked	with	guilt,	they	commit	suicide	(the	full	implications	of	your	actions	hit	you	and	you	lose	Sanity	for
Depending	on	the	goal	expressed	by	the	player,	if	the	causing	the	death	of	an	innocent).investigator	takes	sufficient	time,	the	effect	may	linger	If	an	insane	investigator	fails	a	pushed	roll,	they	may	be	found	later	on	a	street	corner	trying	to	convince	passersby	of	their	argument	or	bizarre	point	of	view.	Pilot	(Specializations)	(01%)	The	air	or	water	equivalent	of	Drive	Automobile,	this	is	the	maneuver	skill	for	flying	or	floating	craft.	You	may	spend	skill	points	to	purchase	any	skill
specialization.	The	generic	Pilot	skill	cannot	be	purchased.	An	investigator	might	have	several	versions	of	this	skill	in	the	spaces	on	the	investigator	sheet	(such	as	Pilot	Aircraft,	Pilot	Dirigible,	etc.).	Each	starts	at	01%.	Anyone	with	modest	skill	can	sail	or	fly	on	a	calm	day	with	good	visibility,	although	skill	rolls	are	required	for	storms,	navigation	by	instrument,	low	visibility,	and	other	difficult	situations.	Bad	weather,	poor	visibility,	and	damage	may	raise	the	difficulty	level	of	skill
rolls	to	pilot	air	and	water	craft.	Opposing	skill/Difficulty	level:	i	Regular	difficulty:	make	an	emergency	landing	with	a	light	aircraft	in	a	farmer’s	field.	i	Hard	difficulty:	pilot	the	craft	in	very	poor	condi-	71	tions	(e.g.	extremely	bad	weather,	faulty	equipment).Call	of	Cthulhu	Pushing	examples:	pulling	the	aircraft	up	and	making	a	analyst	or	doctor’s	Psychoanalysis	skill.	If	the	roll	succeeds,	second	and	final	attempt	at	landing;	pushing	the	vehicle	to	the	patient	gains	1D3	Sanity
points.	If	the	roll	fails,	add	no	its	limit;	making	a	risky	maneuver	to	lose	a	pursuer.	points.	If	the	roll	is	fumbled,	then	the	patient	loses	1D6	Sample	Consequences	of	failing	a	Pushed	roll:	the	results	Sanity	points,	and	treatment	by	that	analyst	concludes:	there	of	a	failed	roll	should	fit	the	situation.	It	may	be	that	the	craft	has	been	some	sort	of	serious	incident	or	dramatic	setback	is	somehow	damaged,	and	repairs	will	have	to	be	made	be-	in	the	therapy,	and	the	relationship
between	patient	and	fore	it	can	be	used	again	(which	may	prove	impossible	in	re-	therapist	has	broken	down	beyond	saving.	mote	locations);	passengers	are	injured	during	the	maneuver	or	accident;	you	emergency-landed	the	plane	in	the	jungle,	In	the	game,	psychoanalysis	alone	does	not	speed	recovery	and	awake	tied	to	large	stones	that	circle	a	huge,	bubbling	from	indefinite	insanity,	which	requires	1D6	months	of	cooking	pot.	Reserve	burning	wrecks	for	exceptional	cir-
institutional	(or	similar)	care,	of	which	psychotherapy	may	cumstances,	such	as	when	the	pilot	is	insane,	or	when	taking	form	a	part.	a	crazy	risk	at	high	speed.	Successful	use	of	this	skill	can	allow	a	character	to	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	will	cope	with	the	subject	of	a	phobia	for	a	short	time,	or	to	see	believe	that	they	are	capable	of	death-defying	stunts.	They	delusions	for	what	they	are.	In	play	this	would	allow	for	an	are	not.	insane	investigator	to
ignore	the	effects	of	a	phobia	or	mania	for	a	brief	period,	allowing	a	claustrophobe	to	hide	in	a	broom	Piloting	specializations:	cupboard	for	ten	minutes,	for	example.	Equally	a	person	might	make	a	Psychoanalysis	roll	to	help	a	delusional	investigator	Pilot	(Aircraft):	understands	and	is	increasingly	competent	see	through	their	hallucination	for	a	brief	period.	with	a	general	class	of	aircraft	named	below.	Upon	any	landing,	even	under	the	best	conditions,	a	Pilot	roll	must	be
Treatment	by	a	psychotherapist	can	add	Sanity	points	made.	The	consequence	of	failure	is	situation-dependent.	during	indefinite	insanity	(see	Chapter	8:	Sanity).	Failing	a	(Pushed)	skill	roll	to	land	in	a	flat,	grassy	field	on	a	calm	summer’s	day	may	simply	indicate	a	bumpy	Psychoanalysis	cannot	increase	a	person’s	Sanity	points	landing,	perhaps	deterring	more	delicate	passengers	from	above	99–Cthulhu	Mythos.	flying	again.	At	the	other	extreme,	failing	a	(Pushed)	skill	Opposing
skill/Difficulty	level:	roll	to	land	on	icy	tundra	during	a	storm	may	well	result	in	the	destruction	of	the	airplane	and	death	or	injury	of	all	i	Regular	difficulty:	standard	therapy	within	a	hospi-	involved.	Failure	commonly	represents	damage	to	the	craft,	which	must	be	repaired	before	the	next	take-off.	A	result	of	tal	setting.	100	is	a	memorable	disaster.	i	Hard	difficulty:	intermittent	therapy	over	a	longer	Each	class	of	aircraft	counts	as	a	different	skill	and	should	be	listed
independently,	or	as	the	Keeper	sees	fit.	1920s:	Pilot	period.	Balloon/Dirigible/Civil	Prop	only.	Present	day:	Pilot	Civil	Prop,	Pilot	Civil	Jet,	Pilot	Airliner,	Pilot	Jet	Fighter,	Pilot	Pushing	examples:	this	is	a	skill	which	can	be	attempted	Helicopter.	Piloting	skill	may	be	transferred	to	an	alternative	month	after	month	without	requiring	a	Pushed	skill	roll.	form	of	aircraft,	but	the	level	of	difficulty	may	be	increased.	However,	if	one	failed	the	skill	roll	in	a	given	month,	one	Pilot	(Boat):
understands	the	behavior	of	small	motor	and	might	choose	to	push	a	roll	during	a	single	session	on	the	sailing	craft	in	wind,	storms,	and	tides,	and	can	read	wave	following	day	with	some	form	of	radical	intervention	(if	a	and	wind	action	to	suggest	hidden	obstacles	and	approaching	quick	result	was	required).	For	example,	forcing	a	patient	to	storms.	In	a	wind,	novice	sailors	will	find	docking	a	rowboat	face	their	fear	by	actively	forcing	them	to	confront	its	phys-	difficult.	ical
reality;	getting	the	patient’s	friends	and	close	colleagues	to	actively	participate	in	the	therapy.	Psychoanalysis	(01%)	Sample	Consequences	of	failing	a	Pushed	roll:	curing	the	The	skill	refers	to	the	range	of	emotional	therapies,	not	just	patient’s	fear	of	spiders	by	locking	them	in	a	room	full	of	to	Freudian	procedures.	Formal	psychotherapy	was	still	in	its	tarantulas	backfires	as	the	patient	goes	berserk	(possible	infancy	in	the	1890s,	though	some	procedures	are	as	old	as	damage	to
self	and	to	others)	and	now	thinks	they	are	the	humanity.	Sometimes	it	was	looked	on	as	a	fraudulent	study,	"spider	king"	(the	patient	now	has	a	new	mania	and	has	lost	even	in	the	1920s.	The	common	term	then	for	an	analyst	or	additional	Sanity	points—the	therapist	should	make	a	Sanity	scholar	of	emotional	disorders	was	alienist.	In	the	present	roll	too,	as	their	actions	caused	this!)	day,	a	combination	of	therapies	has	evolved,	and	this	skill	now	could	be	justly	named	Psychiatric
Treatment.	Much	like	the	blind	leading	the	blind,	it	is	possible	for	an	insane	character	to	practice	psychoanalysis.	An	insane	Intensive	psychoanalysis	can	return	Sanity	points	to	character	who	fails	a	pushed	roll	could	seek	to	become	a	cult	an	investigator	patient.	Once	per	game	month,	to	learn	leader,	with	his	or	her	patients	as	recruits.	the	progress	of	the	therapy,	make	a	1D100	roll	against	the	Psychology	(10%)72	A	perception	skill	common	to	all	humans,	it	allows	the	user	to



study	an	individual	and	form	an	idea	of	another	person’s	motives	and	character.	The	Keeper	may	choose	to	make	concealed	Psychology	skill	rolls	on	the	player’s	behalf,chapter	4:	skillsannouncing	only	the	information,	true	or	false,	that	the	user	Pushing	examples:	putting	yourself	in	an	obvious	positiongained	by	employing	it.	and	staring	unsubtly	at	the	target(s);	filming	the	target	(andOpposing	skill/Difficulty	level:	thus	likely	to	be	observed	filming	the	target).Psychology	can	be
used	to	oppose	all	forms	of	social	Sample	Consequences	of	failing	a	Pushed	roll:	the	targetinteraction	rolls:	Intimidate,	Fast	Talk,	Persuade,	and	Charm.	becomes	aware	that	you	are	watching	them	intently,	andIt	can	also	be	used	to	see	through	someone’s	disguise	(such	takes	offense	and	confronts	you;	the	drunken	man	acrossas	when	using	the	Disguise	skill).	the	bar	is	angered,	mistakenly	thinking	that	you	are	looking	at	him,	and	punches	you;	you	are	so	intent	on	the	target	that
i	Regular	difficulty:	read	someone’s	intent	or	determine	you	miss	what	is	happening	in	your	close	proximity	(some-	one	steals	your	case,	or	you	walk	into	a	lamp	post).	if	the	person	is	lying	if	their	relevant	skill	(Intimidate,	Fast	Talk,	Persuade,	and	Charm)	is	below	50%.	If	an	insane	investigator	fails	a	pushed	roll,	there	is	plenty	of	scope	for	imagining	all	manner	of	strange	and	bizarre	i	Hard	difficulty:	read	someone’s	intent	or	determine	things	being	said.	if	the	person	is	lying	if
their	relevant	skill	(Intim-	Ride	(05%)	idate,	Fast	Talk,	Persuade,	and	Charm)	is	between	50%	and	89%.	This	skill	is	intended	to	apply	to	saddle	horses,	donkeys,	or	mules,	and	grants	knowledge	of	basic	care	of	the	ridingPushing	examples:	being	very	unsubtle	and	asking	highly	animal,	riding	gear,	and	how	to	handle	the	steed	at	a	galloppersonal,	intimate,	or	downright	direct	questions	of	the	tar-	or	on	difficult	terrain.	Should	a	steed	unexpectedly	rear	orget;	immersing	yourself	in
data	regarding	a	specific	person	stumble,	the	rider’s	chance	of	remaining	mounted	equals(the	target	of	your	study)	in	order	to	think	like	them	and	his	or	her	Ride	skill.	Riding	side-saddle	increases	the	levelunderstand	their	motivations.	of	difficulty	by	one	level.	An	unfamiliar	mount	(such	as	a	camel)	might	be	ridden	successfully,	but	the	level	of	difficultySample	Consequences	of	failing	a	Pushed	roll:	you	some-	would	be	higher.how	reveal	your	own	motivations	to	the	target;	the
targetis	offended	by	your	prying	questions	or	curious	stare,	and	If	an	investigator	falls	from	a	mount,	either	because	therefuses	to	speak	with	you	further,	or	takes	action	against	you	animal	has	collapsed,	fallen	or	died	(or	because	a	pushed(perhaps	violence	or	a	call	to	the	police);	unknown	to	you,	the	Ride	roll	failed),	at	least	1D6	hit	points	are	lost	in	thetarget	is	connected	with	your	adversaries,	and	you	unwittingly	accident—although	a	Jump	roll	can	negate	this	loss.reveal	your
own	agenda	to	them;	spending	all	week	locked	in	Opposing	skill/Difficulty	level:your	room	in	order	to	build	the	profile	has	left	you	a	physical	Basic	animal	handling	or	riding	a	mount	at	walking	paceand	mental	wreck	(penalty	die	to	all	rolls	until	you	recover).	does	not	require	a	ride	roll.	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	i	Regular	difficulty:	riding	at	speed;	holding	onto	abelieves	that	they	hear	the	target’s	evil	thoughts,	and	launchesa	physical	attack	upon	them.
scared	mount.Read	Lips	(01%)	[Uncommon]	i	Hard	difficulty:	riding	a	mount	at	speed	in	rough,This	skill	allows	the	inquisitive	investigator	to	listen	in	on	a	unfamiliar	terrain	where	weather	conditions	areconversation,	without	requiring	them	to	hear	the	speakers.	poor	(e.g.	a	heavily	wooded	forest	at	night	in	theLine	of	sight	is	necessary,	and	if	only	one	speaker’s	lips	can	pouring	rain).be	seen	(the	other	presumably	with	their	back	to	the	lip	Pushing	examples:	whipping	or	pushing
the	mount	aggres-reader)	then	only	half	of	the	conversation	can	be	deciphered.	sively—perhaps	forcing	a	horse	to	jump	a	ravine	or	high	ditch;	taking	the	risk	of	keeping	your	mount	rather	than	Read	Lips	may	also	be	used	to	silently	communicate	with	jumping	clear	as	trouble	approaches.another	person	(if	both	are	proficient),	allowing	for	relatively	Sample	Consequences	of	failing	a	Pushed	roll:	rider	iscomplex	phrasing	and	meaning.	thrown	from	mount	and	takes	falling	damage;
mount	isOpposing	skill/Difficulty	level:	injured;	rider’s	foot	is	entangled	in	the	mount’s	bridle	andDepending	on	the	situation,	Read	Lips	is	usually	unopposed.	the	rider	ends	up	being	dragged	for	some	distance.If	attempting	to	read	the	lips	of	a	target	who	wishes	to	If	an	insane	investigator	fails	a	pushed	roll,	he	or	sheremain	hidden	or	unobserved,	the	skill	may	be	opposed	by	becomes	obsessed	with	the	animal.the	Stealth	of	the	target.	Science	(Specializations)	(01%)	i	Regular
difficulty:	understand	the	spoken	commu-	Practical	and	theoretical	ability	with	a	science	specialty	nication	of	a	person	who	is	in	clear	sight	and	in	would	suggest	some	degree	of	formalized	education	and	relatively	close	proximity.	training,	although	a	well-read	amateur	scientist	may	also	be	a	possibility.	Understanding	and	scope	is	limited	by	the	i	Hard	difficulty:	determine	the	spoken	communica-	73	tion	of	a	person	whose	mouth	is	occasionally	ob-	scured	and/or	is	some	distance
away	(e.g.	in	a	large	crowd	of	people).Call	of	Cthulhu74chapter	4:	skillsera	of	play.	You	may	spend	skill	points	to	purchase	any	skill	the	properties	of	a	particular	plant	(whether	poisonous,	edi-specialization.	The	generic	Science	skill	cannot	be	purchased.	ble,	or	psychotropic	for	example)	and	its	particular	uses.	Chemistry	(01%):	A	study	of	the	composition	of	substances,	Each	specialty	covers	a	particular	discipline	and	the	list	the	effects	of	temperature,	energy,	and	pressure	upon
them,given	is	not	exhaustive.	Many	specialties	cross	and	overlap	as	well	as	how	they	affect	one	another.	With	chemistry,in	knowledge,	for	example	Mathematics	and	Cryptography,	one	might	create	or	extract	complex	chemical	compounds,Botany	and	Biology,	Chemistry	and	Pharmacy.	When	a	including	simple	explosives,	poisons,	gases,	and	acids,character	does	not	have	the	obvious	discipline	specialty,	they	requiring	at	least	a	day	or	so	with	the	proper	equipmentmay	roll	against
an	allied	specialty	with	the	level	of	difficulty	and	chemicals.	The	user	could	also	analyze	an	unknownincreased	(or	penalty	die)	at	the	Keeper’s	discretion.	substance,	given	proper	equipment	and	reagents.Opposing	skill/Difficulty	level:	Cryptography	(01%):	The	study	of	secret	codes	and	languag-	es	developed	by	one	or	more	persons	to	conceal	the	contents	i	Regular	difficulty:	conducting	an	experiment;	being	of	a	conversation	or	message.	A	specialized	branch	of	math-	ematics,
this	skill	enables	the	identification,	creation	and/or	aware	of	current	scientific	theory	within	your	field	of	deciphering	of	a	code.	Codes	are	usually	written,	but	may	take	specialty:	working	with	proper	equipment.	other	forms,	such	as	a	message	hidden	within	a	musical	com-	position,	graphic	art,	or	computer	coding	(in	modern-day	i	Hard	difficulty:	conducting	a	particularly	demanding	settings).	Cracking	a	code	can	be	painstaking	work,	often	requiring	lengthy	research	and	number
crunching.	experiment;	deciphering	disorganized/partial	scien-	tific	records;	working	with	improvised	equipment.Pushing	examples:	taking	more	time	for	study;	conductingfurther	research	(perhaps	in	a	better-equipped	laboratory);consulting	another	expert;	taking	risks.Sample	Consequences	of	failing	a	Pushed	roll:	the	exper-	Engineering	(01%):	While	technically	not	a	science,	it	isiment	goes	completely	awry,	causing	unforeseen	damage	grouped	here	for	convenience.	Science	is
about	identifying(explosion,	fire,	electrical	shock,	expulsion	to	the	sixth	di-	certain	phenomena	(through	observing	and	recording),mension,	etc.);	you	incorrectly	prepare	the	formulae	for	the	whereas	engineering	takes	such	findings	and	uses	them	tomagical	powder,	with	disastrous	results.	produce	practical	applications,	such	as	machines,	structures,	and	materials.	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	Forensics	(01%):	The	analysis	and	identification	of	evi-begins
to	explore	an	aspect	of	weird	science	related	to	dence.	Normally	associated	with	crime	scene	investigationtheir	specialization.	This	may	ultimately	lead	to	actual	(examination	of	fingerprints,	DNA,	hair,	and	body	fluids)developments	akin	to	those	of	Crawford	Tillinghast	(from	and	laboratory	work	in	order	to	determine	fact	and	provideLovecraft’s	story	From	Beyond).	expert	witness	and	evidence	for	legal	disputes.	Geology	(01%):	Used	to	determine	the	approximate	age	ofScience
Specializations:	rock	strata,	recognize	fossil	types,	distinguish	minerals	and	crystals,	locate	promising	sites	for	drilling	or	mining,	eval-Astronomy	(01%):	The	user	knows	how	to	find	out	which	uate	soils,	anticipate	volcanism,	seismic	events,	avalanches,stars	and	planets	are	overhead	at	a	particular	day	or	hour	of	and	other	such	phenomena.the	day	or	night,	when	eclipses	and	meteor	showers	occur,	Mathematics	(10%):	The	study	of	numbers	and	logic,	in-and	the	names	of
important	stars.	The	skill	also	provides	cluding	mathematical	theories	and	applied	and	theoreticalknowledge	of	current	perceptions	about	life	on	other	worlds,	solution	design	and	development.	The	skill	might	allow	thethe	existence	or	the	formation	of	galaxies,	and	so	on.	An	identification	of	non-Euclidian	geometries,	solve	puzzlingacademic	might	be	able	to	calculate	orbits,	discuss	stellar	life	formulae,	and	decrypt	complex	patterns	or	codes	(see	Cryp-cycles,	and	(in	the	modern
day),	have	knowledge	of	infrared	tography	for	specialized	study	of	codes).astronomy	or	long-baseline	interferometry.	Meteorology	(01%):	The	scientific	study	of	the	atmosphere,Biology	(01%):	The	study	of	life	and	living	organisms,	in-	including	weather	systems	and	patterns,	and	atmosphericcluding	cytology,	ecology,	genetics,	histology,	microbiology,	phenomena.	Use	this	skill	to	determine	long-range	weatherphysiology,	and	so	on.	With	this	skill	one	might	develop	a	patterns	and
to	forecast	effects	like	rain,	snow,	and	fog.vaccine	against	some	hideous	Mythos	bacterium,	isolate	the	Pharmacy	(01%):	The	study	of	chemical	compounds	and	theirhallucinogenic	properties	of	some	jungle	plant,	or	perform	effect	on	living	organisms.	Traditionally	this	has	involved	theanalysis	of	blood	and/or	organic	matter.	formulation,	creation,	and	dispensing	of	medications	(wheth-Botany	(01%):	The	study	of	plant	life,	including	classifica-	er	a	witch-doctor	using	combination	of
herbs	or	a	moderntion	of	species,	structure,	growth,	reproduction,	chemicalproperties,	evolutionary	principles,	diseases,	and	microscopy.	75Sub-disciplines	of	botany	include	agronomy,	forestry,	horti-culture,	and	paleobotany.	With	this	skill	one	might	identifyCall	of	Cthulhu	pharmacist	operating	in	a	laboratory).	The	application	of	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	acts	this	skill	ensures	the	safe	and	effective	use	of	pharmaceutical	like	a	kleptomaniac.	drugs,
including	synthesizing	ingredients,	identification	of	toxins,	and	knowledge	of	possible	side	effects.	Spot	Hidden	(25%)	Physics	(01%):	Grants	theoretical	understanding	of	pres-	sure,	materials,	motion,	magnetism,	electricity,	optics,	This	skill	allows	the	user	to	spot	a	secret	door	or	compartment,	radioactivity,	and	related	phenomena,	and	some	ability	to	notice	a	hidden	intruder,	find	an	inconspicuous	clue,	construct	experimental	devices	to	test	ideas.	The	degree	of	recognize	a
repainted	automobile,	become	aware	of	knowledge	depends	on	the	era	of	use.	Practical	devices,	such	ambushers,	notice	a	bulging	pocket,	or	anything	similar.	as	automobiles,	are	not	the	province	of	physicists,	however	This	is	an	important	skill	in	the	armory	of	an	investigator.	experimental	devices	may	be,	perhaps	in	conjunction	with	Electronics	or	Mechanical	Repair.	If	a	character	has	only	a	fleeting	chance	to	spot	something,	Zoology	(01%):	The	study	of	biology	that	relates
specifically	perhaps	while	running	past	it,	the	Keeper	may	raise	the	level	to	the	animal	kingdom,	including	the	structure,	evolution,	of	difficulty.	If	the	character	is	conducting	a	thorough	search,	classification,	behavioral	habits,	and	distribution	of	animals,	the	Keeper	might	award	an	automatic	success.	The	difficulty	both	living	and	extinct.	Use	this	skill	to	identify	animal	spe-	level	might	also	be	adapted	to	reflect	the	environment,	it	being	cies	from	interaction	with	the	environment
(tracks,	drop-	harder	to	spot	something	in	a	cluttered	room.	pings,	marks,	etc.),	likely	behaviors,	and	territorial	traits.	Opposing	skill/Difficulty	level:	When	searching	for	a	character	who	is	hiding,	the	opponent’s	Sleight	of	Hand	(10%)	Stealth	skill	is	used	to	set	the	difficulty	level	for	the	roll.	Allows	the	visual	covering-up,	secreting,	or	masking	of	i	Regular	difficulty:	searching	a	room	for	clues.	an	object	or	objects,	perhaps	with	debris,	cloth,	or	other	i	Hard	difficulty:	searching	for
something	that	has	intervening	or	illusion-promoting	materials,	perhaps	by	using	a	secret	panel	or	false	compartment.	Larger	objects	of	been	purposefully	well	hidden.	any	sort	should	be	increasingly	hard	to	conceal.	Pushing	examples:	taking	more	time	to	observe	the	area;	pulling	the	place	apart;	dismantling	the	furniture	and	Sleight	of	hand	includes	pick-pocketing,	palming	a	card,	smashing	the	porcelain	statuettes.	and	clandestine	use	of	a	cell	phone.	Sample	Consequences	of
failing	a	Pushed	roll:	inadver-	Opposing	skill/Difficulty	level:	tently	drop	something	of	your	own	while	searching,	which	Sleight	of	Hand	is	commonly	opposed	by	Spot	Hidden.	will	make	it	clear	that	you	have	been	there	(the	investigator	Adjust	the	difficulty	level	according	to	the	size	of	the	task.	If	will	not	realize	this	at	the	time);	you	fail	to	the	spot	the	paw	it	is	a	small	item	(which	would	fit	in	a	pocket	or	up	a	sleeve)	print	in	the	mud	and	are	surprised	when	the	red-eyed	beast	that
is	being	palmed	or	concealed,	no	adjustment	is	required.	leaps	at	you	from	the	trees;	while	you	managed	to	find	a	clue,	If	the	item	is	larger,	the	level	of	difficulty	may	be	increased.	you	didn’t	notice	the	cultists	arriving	home.	i	Regular	difficulty:	picking	the	pocket	of	someone	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	is	convinced	that	something	is	there	and	that	they	will	find	it	with	less	than	50%	Spot	Hidden	skill.	under	the	wallpaper,	hidden	in	the	plaster,	or	beneath
the	floorboards.	i	Hard	difficulty:	picking	the	pocket	of	someone	with	Stealth	(20%)	50%	to	89%	Spot	Hidden	skill.	Pushing	examples:	taking	more	time	to	study	the	target	and	The	art	of	moving	quietly	and/or	hiding,	without	alerting	their	behaviors;	physically	touching	or	bumping	into	the	tar-	those	who	might	hear	or	see.	When	attempting	to	avoid	get;	setting	up	an	elaborate	rig	inside	one’s	jacket	to	conceal	detection,	the	player	should	attempt	a	Stealth	skill	roll.	Ability	a	card
or	loaded	dice;	having	someone	cause	a	distraction.	with	the	skill	suggests	either	that	the	character	is	adept	at	Sample	Consequences	of	failing	a	Pushed	roll:	you	moving	quietly	(light-footed)	and/or	skilled	in	camouflage	feel	a	policeman’s	hand	on	your	shoulder;	while	no	one	can	prove	you	pick-pocketed	the	priceless	techniques.	The	skill	might	also	suggest	that	the	character	diamond,	someone	has	their	suspicions	and	you	can	maintain	a	level	of	patience	and	cool-headedness	to
begin	to	notice	that	for	the	last	week	you	have	remain	still	and	unseen	for	long	periods.	been	tailed	by	a	mysterious	dark	figure;	you’re	Opposing	skill/Difficulty	level:	caught	red-handed	and	the	mobster	doesn’t	When	attempting	to	hide,	the	opponent’s	take	kindly	to	thieves!	You’re	taken	out	Spot	Hidden	or	Listen	skill	is	used	to	set	back	and	shown	the	business	end	of	a	the	difficulty	level	for	the	roll.	Situational	couple	of	baseball	bats.	modifiers	may	also	apply	(e.g.	darkness	or
loud	noises).	i	Regular	difficulty:	moving	quietly	around	the	house	to	avoid	detection	by76chapter	4:	skills	average	people	(those	with	Spot	Hidden	and	Listen	Swim	(20%)	skills	of	less	than	50%).	The	ability	to	float	and	to	move	through	water	or	other	i	Hard	difficulty:	sneaking	past	an	attentive	guard	liquid.	Only	roll	Swim	in	times	of	crisis	or	danger,	or	when	the	Keeper	judges	it	appropriate.	Failing	a	pushed	Swim	roll	dog;	having	only	seconds	to	find	a	hiding	place.	can	result	in
loss	of	hit	points.	It	may	also	lead	to	the	person	being	washed	away	downstream,	partially	or	completelyPushing	examples:	taking	more	time	to	study	the	area;	re-	drowned.moving	your	shoes;	causing	a	distraction;	sitting	tight	until	Opposing	skill/Difficulty	level:the	coast	appears	clear.	Modifiers	may	be	awarded	for	the	conditions	or	situation.Sample	Consequences	of	failing	a	Pushed	roll:	unbeknown	i	Swimming	a	length	in	the	swimming	pool:	no	rollto	you,	you	have	been	spotted
and	rather	than	approachyou	directly,	the	cultists	decide	to	summon	"something"	to	requiredget	you;	you	hear	the	cupboard	door	behind	which	you	arehiding	being	locked	then	nailed	shut.	i	Regular	difficulty:	swimming	in	a	fast-moving	cur-	If	an	insane	investigator	fails	a	pushed	roll	the	investigator	rent.may	believe	he	or	she	is	invisible,	when	in	fact	everyone	cansee	them.	i	Hard	difficulty:	swimming	against	a	rapid	currentSurvival	(Specializations)	(10%)	while	fully	dressed;
adverse	weather	conditions.Knowledge	of	this	skill	provides	the	expertise	required	to	Pushing	examples:	taking	a	big	breath	and	really	going	forsurvive	in	extreme	environments,	such	as	in	desert	or	arctic	it	with	all	your	remaining	strength;	pushing	your	physicalconditions,	as	well	as	upon	the	sea	or	in	wilderness	terrain.	limits.Inherent	is	the	knowledge	of	hunting,	building	shelters,hazards	(such	as	the	avoidance	of	poisonous	plants),	etc.,	Sample	Consequences	of	failing	a
Pushed	roll:	the	currentaccording	to	the	given	environment.	pulls	you	under	and	you	lose	consciousness,	awaking	on	an	unknown	beach;	you	are	pulled	under	and	are	injured	by	You	may	spend	skill	points	to	purchase	any	skill	being	dashed	against	rocks;	you	strive	for	the	lifeboat	and,specialization.	The	generic	"Survival"	skill	cannot	be	just	as	you	make	it,	you	feel	something	cold	and	slimy	grabpurchased.	An	environment	specialism	should	be	your	ankle.determined	when	this
skill	is	chosen,	for	example:	Survival(Desert),	(Sea),	(Arctic),	etc.	When	a	character	does	not	If	an	insane	investigator	fails	a	pushed	roll,	he	or	shehave	the	obvious	survival	specialty,	they	may	roll	against	keeps	on	swimming	and	probably	considers	dry	groundan	allied	specialty	with	the	level	of	difficulty	increased	(or	dangerous	for	some	reason.penalty	die)	at	the	Keeper’s	discretion.Opposing	skill/Difficulty	level:	Throw	(20%)Modifiers	may	be	awarded	for	the	conditions	or
situation,or	where	the	character	has	no	specialist	skill	for	a	particular	Use	Throw	to	hit	a	target	with	an	object.	A	palm-sized	objectenvironment.	of	reasonable	balance	(or	any	weapon	designed	to	be	thrown)	can	be	hurled	up	to	STR	divided	by	5	in	yards.	The	effective	i	Regular	difficulty:	find/make	shelter;	locate	water	range	can	be	extended	up	to	STR	divided	by	2	in	yards,	but	a	penalty	die	is	applied	to	the	Throw	roll.	If	the	object	being	and	sources	of	food.	thrown	is	heavy	(over
STR	divided	by	10	in	pounds),	the	range	given	above	should	read	as	feet	rather	than	yards.	i	Hard	difficulty:	as	above	but	when	weather	condi-	If	the	Throw	roll	fails,	the	object	lands	at	some	random	tions	are	extreme	and/or	you	are	badly	injured.	distance	from	the	target.	The	Keeper	should	compare	the	closeness	of	the	die	roll	result	to	the	highest	number	whichPushing	examples:	trying	something	risky	(e.g.	drinking	the	would	have	indicated	success,	and	choose	a	distance
betweenwater	without	purifying	it	first;	eating	unidentified	berries);	target	and	thrown	object	that	feels	comparable.using	all	of	one’s	clothing	to	improve	a	shelter;	burning	everypossession	to	make	a	signal	fire.	The	Throw	skill	is	used	in	combat	when	throwing	knives,	rocks,	spears,	grenades,	or	boomerangs.Sample	Consequences	of	failing	a	Pushed	roll:	the	cave	Opposing	skill/Difficulty	level:you	found	is	inhabited	by	a	very	angry	bear;	having	burnt	Modifiers	might	be	applied
for	the	weight	of	the	object	beingall	of	your	clothes	to	make	a	signal	fire,	you	have	now	given	thrown	or,	in	the	case	of	a	very	light	object,	the	prevailingaway	your	position	to	your	pursuers—will	your	rescuers	wind	conditions.reach	you	before	the	pursuers	do?	i	Regular	difficulty:	throw	a	basketball	through	a	If	an	insane	investigator	fails	a	pushed	roll,	he	or	shebelieves	themselves	to	be	impervious	to	the	elements	and	able	hoop.to	exist	as	a	breatharian	(able	to	exist	without	food
and	water).	i	Hard	difficulty:	an	accurate	shot	at	a	distance;	throw	a	basketball	through	a	hoop	from	center	court.	77Call	of	Cthulhu	Once	an	item	has	been	thrown,	it	is	quite	literally	out	of	Optional	Rules	the	investigator’s	hands	and	therefore	there	is	nothing	the	player	can	do	to	justify	Pushing	the	roll.	If	multiple	missiles	Specializations:	are	available,	there	is	no	risk	connected	with	failure	and	it	Transferable	Skill	Benefit	is	only	a	matter	of	time	until	the	investigator	is
successful,	don’t	roll	dice.	If	multiple	missiles	are	available	and	there	is	Specializations	are	dealt	with	in	one	of	two	ways:	a	distinct	risk	connected	with	failure	then	the	Keeper	might	ask	for	a	Pushed	roll.	G	Art	and	Craft,	and	Science	skills	are	addressed	under	Pushing	examples:	taking	more	time	to	assess	the	distance	or	waiting	some	time	for	more	favorable	conditions;	putting	Skill	Specializations	on	page	54.	every	ounce	of	strength	into	the	throw	and	throwing	yourself	as	you
launch	the	item;	throwing	a	lot	of	items	in	quick	suc-	G	In	the	case	of	Fighting,	Firearms,	Languages	(by	cession	hoping	one	will	hit	the	target;	taking	a	massive	run-up	and	risking	your	momentum	taking	you	over	the	ravine.	grouping),	and	Survival,	the	specializations	contain	much	that	is	common	and	transferable	from	one	Sample	Consequences	of	failing	a	Pushed	roll:	you	send	specialization	to	another.	For	example,	in	learning	the	object	flying	to	your	companion	as	you	stumble
and	fall,	to	use	a	firearm,	there	are	more	similarities	than	hitting	your	head	against	the	jagged	rocks;	you	throw	too	differences	between	the	subdivisions	of	firearms.	hard	and	the	object	flies	over	the	high	church	wall	into	the	In	the	case	of	fighting,	there	are	a	lot	of	transferable	graveyard;	the	dynamite	stick	slips	from	your	hand—you	skills	that	any	fighter	will	use	(reaction	times,	judging	look	for	it	in	vain	but	fail	to	see	it	in	your	hood,	and	only	range,	evasions,	feints,	timing,
spotting	openings,	then	do	you	smell	the	burning	fuse.	knowing	where	to	hit,	etc.).	Contrast	those	compar-	isons	with	Astronomy	and	Pharmacy	(in	the	case	of	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	will	Science).	Thus,	within	Fighting,	Firearms,	Languages	refuse	to	let	go	of	the	item	to	be	thrown.	(by	grouping),	and	Survival,	the	improvement	of	one	specialization	has	a	transferable	benefit	to	all	other	Track	(10%)	closely	related	specialisms.	With	Track,	an
investigator	can	follow	a	person,	vehicle,	or	G	When	a	character	first	raises	a	specialization	within	animal	over	earth	and	through	plants/leaves.	Factors	such	as	time	passed	since	the	tracks	were	made,	rain,	and	the	type	of	one	of	these	skills	to	50%	or	over,	all	other	related	skill	ground	covered	may	affect	the	difficulty	level.	specializations	are	raised	by	10	percentage	points	(but	Opposing	skill/Difficulty	level:	not	higher	than	50%).	This	may	happen	only	once	If	tracking	someone
who	is	trying	to	conceal	their	tracks,	the	more:	when	a	character	first	raises	a	specialization	opponent’s	Stealth	skill	should	be	used	to	set	the	difficulty	to	90%	or	over,	all	other	related	specializations	are	level;	modifiers	might	also	be	applied	for	the	prevailing	again	raised	by	10	percentage	points	(but	not	higher	weather	and	terrain.	than	90%).	During	investigator	creation	the	player	may	boost	a	specialization	and	gain	the	additional	10	i	Regular	difficulty:	tracking	an	animal	or
human	in	points	in	each	of	the	others	prior	to	spending	further	points	in	those	other	specializations.	the	forest	under	normal	(temperate)	conditions.	Matthew	spends	25	skill	points	to	raise	his	Fighting	i	Hard	difficulty:	following	a	trail	that	is	several	(or	(Brawl)	skill	to	50%.	Any	other	Fighting	specializa-	tions	will	gain	a	10%	point	bonus	to	their	base	values.	more)	days	old.	Fighting	(Sword)	now	starts	at	30%	instead	of	20%.	He	then	spends	5	skill	points	to	raise	his	Fighting
Pushing	examples:	backtracking	and	taking	more	time	to	(Sword)	skill	to	35%.	In	play,	Matthew’s	investigator	study	the	area;	walking	in	increasing	spirals	to	locate	the	picks	up	an	axe.	Matthew	did	not	put	any	skill	points	tracks	(taking	longer,	possibly	making	more	noise	and	mak-	in	the	axe	specialization,	but	since	he	has	one	Fighting	ing	oneself	more	visible).	specialization	of	50%,	his	base	chance	with	an	axe	is	elevated	by	10	percentage	points	to	25%.	Sample	Consequences
of	failing	a	Pushed	roll:	the	tracks	you	are	following	lead	you	directly	into	the	path	of	a	hungry	Brian	put	20	points	in	his	Fighting	(Brawl)	bear/lion/cannibal;	you	find	yourself	going	round	and	round	specialization,	30	points	into	Fighting	(Axe)	and	12	in	circles,	and	night	is	falling	as	you	realize	you	are	now	points	into	Fighting	(Sword),	thus	these	now	stand	at:	totally	lost;	you	follow	the	tracks,	only	to	be	ambushed	or	Brawl	45%,	Axe	45%,	Sword	32%.	In	play,	he	gains	caught	in	a
trap	laid	by	the	thing	you	are	following.	a	tick	in	Fighting	(Brawl)	and	gains	7	points,	raising	the	skill	to	52%.	This	allows	him	to	raise	his	other	If	an	insane	investigator	fails	a	pushed	roll,	he	or	she	specializations	by	10	points	(but	not	above	50%),	so	will	compulsively	follow	any	tracks	(convinced	they	are	the	his	skills	now	stand	at:	Brawl	52%,	Axe	50%,	Sword	right	ones)	until	they	are	physically	restrained	or	convinced	42%	(note	that	his	Axe	skill	only	rose	by	5%).
otherwise.78chapter	4:	skillsLanguagesWhen	a	character	first	raises	a	language	(other	than	OwnLanguage)	to	50%,	all	other	related	language	families	areraised	by	10	percentage	points	(but	not	higher	than	50%).This	may	happen	only	once	more:	when	a	character	firstraises	a	language	(other	than	Own	Language)	to	90%,	allother	related	languages	within	that	family	are	raised	by	10percentage	points	(but	not	higher	than	90%).	For	example,related	family	categories	include
Germanic	(English,German,	Dutch),	Slavic	(Russian,	Czech,	Polish,	etc.),	Niger-Congo	(Swahili,	Zulu,	Yoruba,	etc.)	Note	this	is	in	no	way	an	exhaustive	list	of	the	possiblelanguage	families,	and	Keepers	opting	to	use	this	rule	arerecommended	to	refer	to	standard	encyclopedia	entries	for“language	families.”	"It	will	take	me	several	weeks	to	translate	this"	79Call	of	Cthulhu	his	chapter	details	the	Call	of	Cthulhu	game	The	Keeper’s	rules	that	are	used	to	ensure	fairness	and	Decision
is	Final	balance,	as	well	as	to	resolve	conflicts	and	challenges	as	they	arise	in	play.	arhoPKIdgneefcrWofelaonsdnrualefwmcoepyhplenmsaeomeeeeeriorusclrvuoretesfs’ctvtanrsaoeuihtntpmratrhedtgredhrohrogeceeewenfedevicartlsCieehKdewicopnsstaisexecuicliiileoiitagotlhbtmoapnhiynnumloeueessestardrftireth’ostshaaasaietlCysgnoenuofseodtdcnridtpghuhneuebiiaoicaoodusltnemlmseeinuol.ssahs.ettalaish.hdsouiyb,eenle,	When	to	Roll	Dice	The	player	should	be	clear	about
what	they	want	to	achieve	by	stating	a	goal	before	rolling	any	dice.	If	the	There	is	a	large	amount	of	fun	to	be	had	playing	a	roleplaying	goal	isn’t	acceptable,	the	Keeper	should	help	the	player	to	game,	and	much	of	it	is	derived	from	discussing	your	rephrase	it.	The	goal	should	define	the	player’s	objective	character’s	actions	with	your	fellow	players	(and	the	Keeper)	clearly	and	concisely.	For	advice	on	setting	goals	see	Chapter	without	rolling	any	dice	whatsoever.	Players	declare
what	10:	Playing	the	Game.	their	investigators	are	doing	and	often	speak	"in	character"	to	better	express	themselves.	The	Keeper	states	what	the	Harvey	Walters	wants	to	force	a	door	open.	The	Keeper	non-player	characters	(NPCs)	are	doing,	and	describes	the	might	assume	that	he	is	simply	bashing	the	door	and	world	around	the	investigators.	So	far	so	good.	Everyone	creating	a	loud	noise	in	the	process.	If	Harvey	wants	accepts	what	everyone	else	says	and	builds	upon	it	to
create	to	open	the	door	quietly,	he	needs	to	state	this	as	his	an	interesting	story.	Until,	of	course,	they	don’t	accept	what	goal.	Thus	‘break	the	door	down’	and	‘lever	the	door	someone	else	is	saying.	For	example,	an	investigator	doesn’t	open	quietly’	are	two	different	goals,	and	the	Keeper	believe	what	Old	Man	Marsh	(played	by	the	Keeper)	is	saying	will	consider	the	complexity	of	the	goal	when	setting	about	the	whereabouts	of	the	missing	library	books.	When	a	difficulty	level.
someone	says	something	that	you	don’t	like,	you	can	ask	for	clarification	or	you	can	disagree—but	ultimately,	if	you	Skill	Roll:	don’t	accept	what	someone	says	about	what’s	happening	in	Determining	the	Difficulty	Level	the	story,	the	situation	can	be	resolved	with	dice.	Likewise,	you	could	simply	say	that	your	investigator	managed	to	The	Keeper	determines	the	difficulty	level	for	skill	rolls.	climb	to	the	top	of	the	church	steeple	in	the	pouring	rain	There	are	three	levels	of	difficulty
in	Call	of	Cthulhu:	Regular,	at	midnight—however	if	there’s	no	dice	roll	to	test	your	Hard,	and	Extreme.	investigator’s	skill,	there’s	no	tension	or	drama	either!	Regular	difficulty	level:	an	average	example	of	what	would	challenge	a	competent	person.	The	player	needs	to	roll	equal	Equally	there’s	no	need	to	roll	dice	for	everything.	For	to	or	below	their	full	skill	or	characteristic	in	order	to	suc-	example,	each	investigator	has	a	Drive	Auto	skill,	but	dice	ceed.	This	should	be	used	in
the	vast	majority	of	cases.	don’t	need	to	be	rolled	every	time	an	investigator	gets	in	a	Hard	difficulty	level:	this	task	would	challenge	a	profession-	car—that	would	be	just	dull!	If	you	say	your	investigator	is	al.	The	player	needs	to	roll	equal	to	or	below	a	half	of	their	driving	to	the	local	historical	society,	unless	someone	takes	skill	or	characteristic	in	order	to	succeed.	This	should	only	issue	with	you,	then	it’s	done.	Simply	move	on	with	the	story.	be	used	occasionally.	Normal	day-to-
day	stuff	that	everyone	"just	does"	should	be	just	that—no	dice	needed.	However,	if	the	Keeper	describes	a	car	full	of	cultists	attempting	to	push	the	investigator’s	car	off	the	road,	the	player	may	object	to	this.	The	player	could	say,	“Hold	on,	I’m	putting	my	foot	down	and	getting	away,”	but	still	the	Keeper	may	insist	the	cultists	are	barging	the	investigator’s	car	off	the	road.	There’s	a	disagreement,	a	conflict—a	reason	to	roll	dice	and	see	whether	the	investigator’s	car	is	indeed
pushed	into	the	ditch.	The	story	has	reached	a	moment	of	tension	that	requires	a	definite	outcome.	Time	to	reach	for	the	dice!	Skill	Rolls	The	word	"roll"	is	used	in	conjunction	with	the	appropriate	skill	or	characteristic;	thus	the	Keeper	will,	for	example,	call	for	a	"Climb	roll"	or	a	"Strength	roll".	The	Keeper	has	the	final	say	about	which	skill	or	characteristic	is	appropriate	to	roll,	depending	on	the	situation	and	the	nature	of	the	opposition.	The	term	"skill	roll"	is	used	regardless	of
whether	a	skill	or	a	characteristic	is	used.82chapter	5:	game	systemExtreme	difficulty	level:	this	task	would	challenge	an	ex-pert;	it	is	on	the	border	of	what	is	humanly	possible.	Theplayer	needs	to	roll	equal	to	or	below	a	fifth	of	their	skill	orcharacteristic	in	order	to	succeed.	This	should	be	reservedfor	extreme	situations.	If	you,	as	Keeper,	feel	that	the	task	is	easy	then	don’t	askfor	a	dice	roll.	Save	dice	rolls	for	challenging	situations.	If	the	investigator	is	facing	a	living	being,	the
difficultylevel	should	be	set	according	to	the	complementary	skill	orcharacteristic	belonging	to	that	being	(human	or	otherwise).It	is	up	to	the	Keeper	to	decide	which	skill	or	characteristicwould	be	used	by	the	opponent	to	counter	the	investigator’sactions—examples	can	be	found	with	each	skill	entry	(seeChapter	4:	Skills).	i	If	the	opponent’s	skill	or	characteristic	is	below	50,	the	difficulty	level	is	Regular.	i	If	the	opponent’s	skill	or	characteristic	is	equal	to	or	above	50,	the
difficulty	level	is	Hard.	i	If	the	opponent’s	skill	or	characteristic	is	equal	to	or	above	90,	the	difficulty	level	is	Extreme.	Harvey	Walters	is	trying	to	persuade	the	librarian	to	"Sorry,	the	library	is	closed!"	allow	him	access	to	the	library	on	a	Sunday,	when	the	library	is	normally	closed.	The	Keeper	considers	the	to	see	if	the	tail	is	spotted,	but	this	time	Keeper	would	use	the	librarian’s	Persuade	and	Psychology	skills	(the	two	non-player	character’s	Stealth	skill	to	set	the	difficulty
level.	skills	which	are	used	to	oppose	Persuade).	Neither	Remember,	the	players	should	of	these	is	above	50%	and	so	the	difficulty	level	is	be	rolling	the	dice	more	often	Regular,	requiring	Harvey’s	player	to	roll	equal	to	or	than	the	Keeper.	below	Harvey’s	full	Persuade	skill	in	order	to	succeed.	See	Chapter	10:	Playing	euntdRveeineceendrmdeseyeirdeoditamfnay.kbwitetDe’ahriscs,emkenoasrun.ocmlnylhdolsaamrnroaaeerlcnlettanetnroohsdfte	Harvey	failed	to	persuade	the
librarian	to	open	the	Game	for	more	advice	up,	so	he	has	decided	to	force	open	the	back	door	on	setting	difficulty	levels.	of	the	library.	Harvey	has	a	STR	of	20.	The	library	door	is	made	of	thick	oak,	with	a	stout	iron	lock,	and	Rolling	the	Dice:	the	Keeper	judges	it	to	be	particularly	strong.	The	Success	or	difficulty	level	is	thus	set	to	Hard,	requiring	Harvey	Failure	to	roll	10	or	below	(half	Harvey’s	STR).	There	are	two	possible	outcomes	of	a	roll:	success	or	failure.	The	various
divisions	of	skill	(fifth,	In	the	case	of	non-living	opponents,	the	Keeper	must	half,	full)	do	not	equate	with	graduations	of	success.	The	playeract	as	judge,	weighing	up	the	pertinent	factors.	A	standard	states	a	goal	and	then	rolls	the	dice.	If	the	dice	roll	is	equal	to	orchallenge	would	be	of	Regular	difficulty.	Where	the	challenge	below	the	required	number,	the	goal	is	fully	achieved.	If	the	diceis	clearly	beyond	Regular	difficulty,	the	Keeper	may	use	the	roll	is	below	a	half	or	a	fifth	of
the	specified	skill,	the	goal	willHard	difficulty	level.	If	the	challenge	is	exceptionally	difficult	not	necessarily	be	performed	to	a	higher	standard.	Any	furtherbut	still	within	the	bounds	of	what	is	humanly	possible,	the	interpretation	of	the	roll	is	at	the	discretion	of	the	Keeper.Keeper	should	use	the	Extreme	difficulty	level.	Success	Wherever	possible,	the	situation	should	be	framed	in	such	away	that	the	dice	are	being	rolled	by	the	player.	Players	won’t	get	If	the	player	has	rolled
equal	to	or	under	the	target	set	by	themuch	fun	out	of	watching	the	Keeper	roll	the	dice	every	time.	If	Keeper,	their	investigator	has	achieved	the	goal	that	was	setthe	investigator	is	attempting	to	use	their	Stealth	skill	to	furtively	and	agreed	before	the	roll.	The	player	should	be	encouragedfollow	a	non-player	character,	the	player	would	roll	the	dice	and	to	participate	in	describing	the	outcome.	This	can	includethe	Keeper	would	use	the	non-player	character’s	Spot	Hidden	aspects
of	the	story	beyond	his	or	her	investigator,	such	asskill	to	set	the	difficulty	level.	If	the	situation	were	reversed	the	actions	of	non-player	characters	and	the	environment;and	the	non-player	character	were	following	the	investigator,	however,	such	things	may	be	moderated	by	the	Keeper.the	player	would	roll	the	dice	against	their	Spot	Hidden	skill	Thus	both	player	and	Keeper	are	involved	in	describing	the	outcome	of	a	successful	roll.	83Call	of	Cthulhu	Harvey	drives	his	car
directly	at	a	shambling	human-	Harvey	speeds	towards	the	monster.	like	monster	with	the	goal	of	hitting	it.	The	Keeper	declares	that	the	difficulty	level	to	hit	it	will	be	hard	Pushing	the	Roll	(given	it	has	a	Dodge	skill	of	60).	The	player	rolls	less	than	half	of	her	investigator’s	Drive	Auto	skill—a	suc-	...the	essence	of	pure	nightmare	was	upon	me.	Sanity	cess!	The	player	describes	the	scene...	departed—and,	ignoring	everything	except	the	animal	impulse	“I	push	down	the
accelerator	and	ram	into	the	of	flight,	I	merely	struggled	and	plunged	upward	over	the	shambling	thing,	knocking	it	flying.	I	brake	hard,	spin	incline’s	debris	as	if	no	gulf	had	existed.	Then	I	saw	the	chasm’s	the	car	to	a	halt	and	jump	out,	leaving	the	engine	edge,	leaped	frenziedly	with	every	ounce	of	strength	I	possessed,	running.	I	draw	my	pistol	and	fire	three	shots	into	the	monster’s	corpse.”	and	was	instantly	engulfed	in	a	pandaemoniac	vortex	of	loathsome	sound	and	utter,
materially	tangible	blackness.	There’s	no	need	to	take	issue	with	the	player’s	description	of	Harvey’s	cool	driving	technique—it	is	—H.P.	Lovecraft,	The	Shadow	Out	Of	Time	just	description—but	did	he	really	kill	the	monster?	Pushing	a	skill	roll	provides	the	player	with	a	second	and	The	Keeper	checks	the	monster’s	hit	points	and	final	attempt	to	achieve	a	goal.	A	pushed	roll	is	only	allowed	considers	that	it	would	take	more	than	this	to	kill	it.	if	it	can	be	justified,	and	it	is	up	to	the
player	to	do	this.	The	player’s	goal	was	to	hit	the	monster	with	the	car	Whenever	a	player	asks,	“Can	I	push	the	roll?”	the	Keeper	(which	she	did),	not	to	kill	it.	The	Keeper	jumps	in,	should	always	ask,	“What	action	are	you	taking	to	push	the	slightly	altering	what	the	player	has	said...	situation?”	It	is	not	for	the	Keeper	to	simply	say	yes	or	no;	it	is	for	the	player	to	describe	the	extra	effort	or	time	taken	to	“Great,	but	when	you	get	out	of	your	car	and	look	justify	the	pushed	roll.	If
the	player	is	stuck,	other	players	or	around	there’s	no	sign	of	a	body;	the	thing	you	hit	the	Keeper	might	offer	suggestions.	with	your	car	is	nowhere	to	be	seen.”	By	making	a	pushed	roll,	the	player	is	upping	the	ante	Alternatively,	the	Keeper	(referring	to	Other	and	giving	the	Keeper	permission	to	bring	dire	consequences	Forms	of	Damage	on	page	123)	could	ask	the	player	should	the	roll	be	failed	a	second	time.	Pushing	a	roll	means	to	roll	dice	to	see	exactly	how	much	damage
the	car	pushing	the	situation	to	the	limit:	did	to	the	monster.	Determining	that	the	monster	is	definitely	not	dead	yet,	the	Keeper	amends	the	latter	T	If	you	are	breaking	down	a	door,	it	may	mean	throw-	part	of	what	the	player	said...	ing	yourself	at	it	with	no	heed	for	your	own	safety.	“As	you	reach	for	your	pistol,	you	see	the	shambling	thing	emerge	from	the	foliage.	It	looks	undamaged	T	If	you	are	persuading	a	police	officer,	it	may	mean	and	very,	very	angry.”	risking	arrest.
Failure	The	player	stated	a	goal	and	has	failed	to	achieve	it,	but	exactly	how	the	player’s	investigator	has	failed	is	entirely	up	to	the	Keeper	(though	of	course	the	players	may	throw	in	suggestions).	Initial	failure	at	a	skill	roll	should	not	usually	inflict	damage	or	Sanity	loss,	but	this	depends	on	the	circumstances.	A	failed	roll	could	represent	failure	to	act	rather	than	a	failed	attempt.	Worse	things	may	happen	if	the	player	chooses	to	push	the	roll	and	fails	a	second	time	(see
Pushing	the	Roll).	Save	"what’s	the	worst	that	could	happen?"	style	consequences	for	pushed	rolls.	Harvey	fails	his	Climb	skill	roll	as	he	attempts	to	de-	scend	from	an	upper	floor	window	to	the	street	below.	The	Keeper	describes	the	lack	of	handholds	and	that	the	nearby	drainpipe	feels	loose.	Harvey’s	goal	was	to	get	safely	to	the	ground,	and	this	has	not	been	achieved—Harvey	is	still	stuck	where	he	was	before	the	dice	roll.	Note	how	the	Keeper	did	not	take	the	situation	to	its
extreme,	that	of	Harvey	falling	and	suffering	harm,	as	it	made	sense	that	Harvey	would	hesitate	when	he	realized	the	danger.84chapter	5:	game	system	T	If	you	are	searching	a	room,	it	may	mean	turning	Foreshadowing	Failure	it	over	and	risking	breaking	things,	or	spending	So	haunting	were	these	formulae,	and	so	frequently	did	he	too	long	there	when	you	know	the	bad	guys	might	come	upon	them,	that	before	the	doctor	knew	it	he	was	return	at	any	moment.	repeating	them
under	his	breath.	T	If	you	are	trying	to	read	someone	with	Psychology,	—H.	P.	Lovecraft,	The	Case	Of	Charles	Dexter	Ward	it	may	mean	studying	a	person	that	little	bit	too	Before	rolling	the	dice	for	a	pushed	roll,	the	consequence	of	closely,	or	asking	some	very	prying	questions.	failure	may	be	foreshadowed	by	the	Keeper.	To	foreshadow,	the	Keeper	says,	“If	you	fail…”	followed	by	as	much	detail	T	If	you	are	picking	a	lock,	it	may	mean	using	a	little	as	he	or	she	desires.	The
Keeper	should	highlight	things	that	would	be	apparent	to	the	investigator	(though	perhaps	too	much	force.	Something	may	break,	but	what	will	unconsidered	by	the	player).	Things	that	the	investigator	it	be?	The	lock	or	your	lock	picks?	would	not	be	aware	of	might	only	be	hinted	at	(at	the	Keeper’s	discretion).	Players	are	welcome	to	offer	their	own	T	If	it	involves	Cthulhu	Mythos,	you	may	risk	staring	suggestions	for	consequences,	especially	when	they	come	up	with	scarier
ones!	into	the	abyss	of	dark	knowledge	for	so	long	that	something	looks	back	at	you.	There	are	two	reasons	why	the	Keeper	should	foreshadow	the	consequence:	T	If	you	are	climbing	a	wall,	it	may	mean	continuing	i	The	player	requests	foreshadowing	to	clarify	the	even	though	it	feels	completely	unsafe.	dangers	(as	the	investigator	would	be	aware	of	T	If	you	are	reading	a	tome,	it	may	mean	obsessing	them),	so	that	they	can	gauge	the	risk.	over	every	page,	reading	and	rereading
obsessively	i	The	Keeper	chooses	to	foreshadow	to	highlight	the	until	you	can	correlate	the	contents.	It	is	important	to	note	that	a	pushed	roll	is	not	simply	a	danger	or	to	increase	the	drama	of	the	situation.re-roll;	time	always	passes	between	rolls—it	may	be	seconds	It	is	imperative	that	the	Keeper	focuses	on	an	interestingor	hours.	consequence,	rather	than	flat	failure.	When	making	a	pushed	roll,	the	goal	must	still	be	More	advice	on	foreshadowing	is	offered	in	Chapter
10:achievable.	The	skill	and	difficulty	level	normally	remain	Playing	the	Game.unchanged,	but	may	be	modified	if	the	situation	changes.	Only	skill	and	characteristic	rolls	can	be	pushed,	notLuck,	Sanity,	or	combat	rolls,	or	rolls	to	determine	anamount	of	damage	or	Sanity	loss.Harvey	is	fleeing	from	pursuing	cultists.	His	playerdeclares	that	Harvey	is	trying	to	hide	behind	a	mar-ket	stall	positioned	in	the	main	street.	The	Keeperdetermines	that	this	requires	a	Stealth	roll	at
Regulardifficulty.	Harvey’s	player	rolls	high	and	fails	the	roll.The	Keeper	describes	the	stall	as	being	little	morethan	a	few	boxes	on	the	pavement,	with	nowhereto	hide	behind.	Believing	it’s	only	a	matter	of	timebefore	he	is	caught,	Harvey	decides	to	try	to	hide	inplain	sight,	among	the	passing	crowds,	hoping	thatthe	cultists	won’t	see	him	in	the	throng	of	people.The	Keeper	approves	this	for	a	pushed	roll.	Harvey	istaking	a	bigger	risk—he’s	effectively	making	himselfeasier	to
spot,	and	so	will	have	no	chance	of	escape	ifthe	pushed	roll	is	failed.	Harvey’s	player	makes	a	second	Stealth	roll,	thistime	succeeding!	Harvey’s	quick	thinking	means	thathe	melts	away	into	the	crowd.	The	cultists	have	losthim	this	time!	"Run!	Run	for	your	life!"	85Call	of	CthulhuUsing	the	previous	example,	Harvey’s	player	has	de-clared	she	would	like	to	try	to	push	the	failed	Stealthroll	and	described	what	Harvey	is	doing	to	justify	this.The	player	then	asks	the	Keeper	for	the
likely	conse-quence	if	the	pushed	roll	is	failed.	The	Keeper	thinksfor	a	moment	and	says,	“Well,	as	Harvey	is	trying	tomingle	with	the	crowd	of	people	in	the	street—if	thepushed	roll	is	failed	he	could	well	find	himself	bump-ing	into	one	of	the	pursuing	cultists	and	be	caught.”	Pushed	Roll:	Success	Between	a	rock	and	a	hard	place!	The	player’s	goal	is	achieved	as	it	would	have	been	for	the	i	The	investigator	is	taken	captive	rather	than	killed.	original	roll.	None	of	the	consequences
of	failure	happen.	i	A	deal:	rather	than	killing	the	investigator,	the	ene-	Pushed	Roll:	Failure	my	offers	a	pact	or	deal.	Failing	a	pushed	roll	grants	the	Keeper	free	rein	over	the	outcome,	including	damage,	Sanity	checks,	loss	of	equipment,	i	Fainting:	it	is	perfectly	Lovecraftian	for	a	character	isolation	from	the	rest	of	the	investigators,	capture,	and	so	on.	The	Keeper	can	even	incorporate	the	player’s	goal	being	to	faint,	only	to	awaken	later	to	find	themselves	achieved	(even	though
the	player	failed	the	pushed	roll),	but	unharmed	and	the	situation	changed.	at	some	form	of	cost.	Harvey	is	fleeing	through	underground	tunnels,	pur-	When	a	player	fails	a	pushed	roll,	he	or	she	is	giving	the	sued	by	ghouls.	He	sees	an	abyss	before	him.	Perhaps	Keeper	license	to	make	the	investigators’	lives	more	difficult.	he	can	leap	across	to	the	other	side.	He	fails	his	Jump	A	consequence	should	steer	the	game	towards	the	theme	roll.	There	is	really	nothing	he	can	do	to	push
this	of	horror,	taking	the	investigators	one	step	nearer	to	their	roll.	The	Keeper	could	simply	describe	Harvey	falling	doom.	A	player	gets	to	push	a	skill	roll	and,	if	he	or	she	fails,	to	his	death,	which	would	end	the	game	for	Harvey’s	the	Keeper	gets	to	push	the	horror	back	in	that	player’s	face.	player.	Alternatively,	the	Keeper	could	describe	how	Harvey	falls	and	lands	in	an	underground	river,	later	In	the	previous	example,	instead	of	succeeding	in	the	to	be	washed	up,	injured	and
lost	at	an	unknown	pushed	Stealth	roll	let's	say	Harvey	failed	it.	The	Keeper	location,	his	flashlight	and	equipment	lost.	The	first	now	has	license	to	make	matters	far	worse	for	Harvey.	outcome	will	bring	the	game	to	a	sudden	end	and,	while	this	may	be	acceptable,	the	second	allows	for	“As	Harvey	tries	to	blend	into	the	crowd,	he	finds	the	game	to	continue.	himself	jostled	as	he	goes	against	the	flow	of	people.	He	is	pushed	against	a	market	stall,	knocking	it	and	himself	More
Than	One	Player	Rolling	Dice	over	(Harvey	takes	1	point	of	damage).	As	Harvey	falls	for	a	Skill	Roll?	to	the	pavement,	fruit	falling	on	his	head,	the	sudden	noise	of	his	cry	makes	the	crowd	part	around	him.	In	some	circumstances	two	or	more	characters	may	work	He	looks	up	to	see	everyone	staring	at	him,	including	together	towards	the	same	goal.	The	decision	of	how	many	the	cultists	who	were	in	pursuit.	They	quickly	shout	investigators	may	be	involved	in	a	particular	situation
is	up	out,	“He’s	our	friend!”	as	they	come	forward	and	grab	to	the	Keeper.	Harvey.	The	crowd	of	people	seem	satisfied,	and	no	one	notices	the	dagger	that	one	the	cultists	is	now	holding	to	Harvey’s	ribs	as	they	manhandle	him	into	an	alley.	Failed	Dice	Rolls	and	Sudden	Endings	Where	possible	try	to	avoid	an	outcome	that	will	end	the	game	(unless	you	wish	to,	of	course).	Try	to	be	creative	and	describe	an	outcome	that	allows	for	play	to	proceed,	but	not	in	the	way	the	players
intended.	Rather	than	sudden	death,	consider	other	options	such	as:	i	A	setback:	a	loss	of	equipment	or	the	death	of	an	ally.86chapter	5:	game	system	87Call	of	Cthulhu	Examples	include:	Physical	Human	Limits	i	Researching	a	single	book:	one	person	at	a	time	may	The	investigators	are	only	human,	and	there	are	limits	to	what	they	can	achieve	physically.	As	has	already	been	stated,	read	the	book.	the	difficulty	level	of	a	roll	is	Extreme	when	opposed	by	a	characteristic	of	90	or
above.	The	upper	limit	of	what	can	be	i	Picking	a	lock:	one	person	may	attempt	to	pick	the	faced	with	an	Extreme	success	is	100	+	the	investigator’s	skill	or	characteristic.	Anything	beyond	this	is	impossible	for	lock,	rolling	their	Locksmith	skill.	that	character,	and	no	dice	roll	is	allowed.	Thus	no	human	can	win	a	test	of	STR	versus	a	large	monster	such	as	a	Dark	i	Delivering	First	Aid:	two	people	may	assist	each	Young	(STR	220).	other,	both	rolling	their	First	Aid	skill.	A	success	is
The	only	way	to	exceed	human	limits	is	for	multiple	granted	if	either	of	them	succeeds.	investigators	to	combine	their	efforts.	One	or	more	investigators’	characteristics	are	deducted	from	the	i	Carrying	a	body:	the	Keeper	should	use	the	SIZ	opponent’s	characteristic	to	reduce	it	to	a	level	against	which	other	investigators	may	make	a	skill	roll.	To	do	this,	starting	characteristic	of	the	body	to	set	the	difficulty	level.	Up	to	four	people,	each	taking	one	limb,	could	assist	Cecil’s	fellow
investigator,	Rodger,	is	trapped	beneath	one	another	in	carrying	a	body,	in	which	case	a	roll	a	fallen	rafter.	The	Keeper	rules	that	the	rafter	has	would	only	be	required	if	the	body	were	exception-	a	SIZ	of	150.	Cecil’s	STR	is	only	40,	which	is	more	ally	heavy	(see	Physical	Human	Limits	for	guidance	than	100	below	the	rafter’s	SIZ,	making	it	impossible	on	combining	physical	characteristics).	for	him	to	lift	it	on	his	own,	according	to	the	rule	on	physical	human	limits.	i	Library	Use
in	a	public	library:	all	investigators	in	Luckily,	Martin	(STR	45)	is	there	to	help.	Cecil’s	the	library	may	conduct	research	and	attempt	a	skill	STR	is	lowest,	so	it	is	subtracted	first	from	the	rafter’s	roll.	Only	one	successful	roll	is	required.	SIZ,	leaving	the	rafter’s	SIZ	at	110	(150–40).	This	is	over	90,	but	less	than	100	points	above	Martin’s	i	Spotting	a	clue:	everyone	who	is	in	the	right	position	STR,	so	he	can	attempt	a	skill	roll	to	move	the	rafter,	requiring	an	Extreme	success.
Martin	fails	this	roll.	to	view	whatever	is	in	question	may	roll	Spot	Hid-	den.	Only	one	successful	roll	is	required.	Cecil	has	STR	40;	the	most	he	can	attempt	to	lift	is	SIZ	140.	i	Determining	if	someone	is	withholding	information:	Martin	has	STR	45;	the	most	he	can	attempt	to	everyone	who	is	able	to	observe	the	subject	may	roll	lift	is	SIZ	145.	Psychology.	Only	one	successful	roll	is	required.	At	that	moment	the	rest	of	the	group	arrive.	There	i	Sneaking	past	a	guard:	Everyone	needs
to	roll	their	are	now	five	investigators	attempting	to	lift	the	rafter:	Cecil	(STR	40),	Harvey	(STR	20),	Martin	(STR	45),	Stealth	skill;	if	one	person	fails,	the	guard	will	be	Helen	(STR	60)	and	Belinda	(STR	75).	alerted	to	their	presence.	The	examples	above	are	intended	only	as	guidelines.	For	Harvey	has	STR	20;	the	most	he	can	attempt	to	tasks	in	which	the	number	of	participants	is	limited,	further	lift	is	SIZ	120.	attempts	may	be	made	by	other	investigators,	but	such	attempts	will
take	additional	time.	Helen	has	STR	60;	the	most	she	can	attempt	to	It	may	not	be	apparent	in	some	situations	whether	lift	is	SIZ	160.	another	skill	roll	should	be	allowed	or	if	a	player	is	required	to	push	a	skill	roll;	the	Keeper	must	decide.	In	general,	when	Belinda	has	STR	75;	the	most	she	can	attempt	to	an	investigator	is	attempting	the	same	goal	a	second	time,	lift	is	SIZ	175.	this	requires	a	pushed	roll.	Subtracting	Harvey’s	STR	from	the	rafter	leaves	The	Keeper	allows	two
investigators	to	administer	First	SIZ	130;	deducting	Cecil’s	STR	then	leaves	SIZ	90;	Aid	to	a	fallen	comrade.	Each	player	rolls	dice;	if	both	finally,	subtracting	Martin’s	STR	leaves	SIZ	45.	This	fail	the	skill	roll,	they	may	either	continue	with	their	has	reduced	the	difficulty	level	to	Regular.	The	Keeper	efforts	(pushing	the	roll)	or	they	can	move	aside	and	rules	that	they	can	all	lay	hands	on	the	rafter	and	allow	other	investigators	to	attempt	it	(up	to	two	at	a	attempt	the	lift,	but	since
one	attempt	has	already	time).	Each	attempt	to	administer	first	aid	takes	time,	been	made,	that	this	will	constitute	a	pushed	skill	roll.	and	this	may	be	crucial	if	the	patient	is	at	death’s	door.	Neither	Helen’s	nor	Belinda’s	STRs	have	been	factored	in	yet,	so	they	are	both	able	to	attempt	the	pushed	Another	example:	The	players	wish	to	interrogate	skill	roll	to	lift	the	rafter.	Helen	rolls	a	success,	Belinda	a	cultist,	and	decide	to	use	the	classic	good	cop,	bad	rolls	a	failure.	One	success
was	all	that	was	needed.	cop	routine.	One	player	uses	Intimidate	and	another	Rodger	is	freed.	uses	Charm.	They	take	it	in	turns	to	play	their	roles,	each	rolling	dice	to	test	if	the	cultist	cracks.	Once	the	investigators	have	each	made	one	dice	roll,	they	must	either	give	up,	or	one	of	them	must	push	the	roll.88chapter	5:	game	system"We'll	get	you	out	of	there,	Rodger"with	the	lowest,	deduct	each	investigator’s	characteristic	01:	A	Critical	Successvalue	in	turn	from	the	opposition’s
characteristic.	Continuedoing	this	until	the	opponent’s	characteristic	has	been	A	roll	of	01	means	that	something	beneficial	occurs	beyondreduced	to	a	value	that	can	be	challenged	by	an	investigator.	simply	achieving	the	goal.	The	nature	of	the	good	fortune	isInvestigators	whose	characteristics	were	not	used	to	reduce	at	the	Keeper’s	discretion,	although	the	players	may	makethe	opposing	factor	may	now	make	a	skill	roll,	with	an	suggestions.	In	combat,	for	example,	a	critical
successExtreme,	Hard,	or	Regular	difficulty	level,	as	determined	by	means	that	the	attacker	has	hit	a	vulnerable	spot	and	causesthe	new	value	of	the	opposing	characteristic.	maximum	damage.	This	rule	is	only	generally	applicable	to	physical	Brian	is	attempting	to	appraise	an	unusual	goldchallenges	in	which	characters	can	use	their	shared	Strength	crown,	and	rolls	01	with	his	Appraise	skill	of	35%.or	Size	to	achieve	a	task.	The	opposition	cannot	be	reduced	The	Keeper	tells
Brian	that	not	only	is	he	able	toto	zero	or	lower	by	this	method;	a	skill	roll	is	always	required.	determine	an	accurate	monetary	value	for	the	crown	(the	normal	outcome	for	a	Regular	success),	he	alsoFumbles	and	Criticals	identifies	that	the	crown	is	from	the	South	Seas,	pos-	sibly	one	of	the	fabled	items	brought	back	by	CaptainI	have	said	that	Danforth	refused	to	tell	me	what	final	horror	Marsh	in	the	1830s	(as	a	result	of	the	critical	success).	made	him	scream	out	so	insanely—a
horror	which,	I	feel	sadly	sure,	is	mainly	responsible	for	his	present	breakdown.	—H.P.	Lovecraft,	At	The	Mountains	Of	Madness	96—100:	FumbleVery	high	or	very	low	dice	rolls	are	unusual,	and	signifygood	or	bad	fortune	for	the	players.	A	fumble	simply	means	that	something	really	bad	occurs—	something	worse	than	a	straight	failure.	The	nature	of	the	The	impact	of	Fumbles	should	take	effect	immediately	misfortune	or	bad	luck	is	at	the	Keeper’s	discretion.and	may	not	be
negated	through	pushing	the	roll.	89Call	of	Cthulhu	If	the	dice	roll	required	for	success	is	50	or	over	and	the	An	Idea	roll	is	different	to	an	Intelligence	roll,	although	dice	read	100,	a	fumble	has	occurred.	made	in	the	same	manner	by	rolling	equal	to	or	below	the	investigator’s	Intelligence	characteristic.	An	Idea	roll	is	usually	If	the	dice	roll	required	for	success	is	below	50	and	the	proposed	by	the	players	when	their	investigators	have	become	dice	read	96—100,	a	fumble	has
occurred.	stuck	at	a	point	in	the	investigation;	perhaps	they	have	completely	missed	a	vital	clue,	or	just	don’t	know	what	to	do	Brian	encounters	a	ghoul.	Making	his	Sanity	roll	next,	and	so	the	game	has	stalled.	The	outcome	of	the	Idea	roll	he	rolls	100—a	fumble.	He	automatically	takes	the	will	get	the	investigation	back	on	track;	however,	the	success	maximum	Sanity	point	loss	for	seeing	the	ghoul.	or	failure	of	the	Idea	roll	determines	whether	the	missed	clue	has	been	obtained
easily,	or	at	some	cost	to	the	investigators	Another	example:	Harvey	has	55%	Library	Use	(see	Chapter	10	for	more	advice	about	Idea	rolls).	skill.	If	he	were	searching	the	library	for	clues,	the	Keeper	might	ask	for	a	Library	Use	roll.	Given	that	Know	Roll	his	skill	is	55%,	he	will	only	fumble	on	a	roll	of	100.	If	Harvey	were	furtively	searching	through	a	private	All	people	know	bits	of	information	about	different	topics.	library	in	the	dark,	with	only	a	candle	for	light,	The	Know	roll
represents	what’s	stored	in	the	brain’s	the	Keeper	might	set	the	difficulty	level	to	Hard,	intellectual	attic,	calculated	as	the	percentage	chance	that	requiring	a	roll	of	27.	In	this	case,	Harvey	would	the	investigator’s	education	supplied	the	information.	Roll	fumble	on	a	roll	of	96	to	100.	equal	to	or	under	a	character’s	EDU	value	to	determine	the	success	of	a	Know	roll.	Luck	The	investigator	might	know	it	is	dangerous	to	pour	Luck	rolls	may	be	called	for	by	the	Keeper	when	water
into	sulfuric	acid	(without	studying	Chemistry),	circumstances	external	to	any	investigator	are	in	question,	or	be	able	to	remember	the	geography	of	Tibet	(without	a	and	also	when	determining	the	fickle	hand	of	fate.	If	a	skill	Navigate	roll),	or	know	how	many	legs	arachnids	have	(and	or	characteristic	is	applicable	to	a	situation	then	it	should	be	possess	only	one	percentile	of	Biology).	used	rather	than	Luck.	Identification	of	present-day	earthly	languages	is	an	If	the	Keeper	calls
for	a	Group	Luck	roll,	the	player	whose	excellent	use	for	the	Know	roll.	If	a	specific	skill	is	more	investigator	has	the	lowest	Luck	score	(among	those	present	applicable	to	the	situation,	then	it	should	be	used	rather	than	in	the	scene)	should	make	the	roll.	making	a	Know	roll	(at	the	Keeper’s	discretion).	If	something	bad	is	deemed	to	happen	to	one	member	Opposed	Skill	Rolls:	of	the	group,	the	Keeper	can	simply	ask	who	has	the	lowest	Player	versus	Player	Luck	score	at	that
moment	and	have	that	individual	suffer	and	Melee	Combat	the	unfortunate	event.	There	may	be	times,	such	as	when	two	investigators	are	You	will	also	find	an	optional	rule	for	spending	Luck	opposing	one	another,	when	you	wish	for	both	sides	to	roll	points	to	alter	dice	rolls	at	the	end	of	this	chapter.	dice	to	determine	a	victor.	Opposed	rolls	are	the	standard	for	melee	combat	(see	Chapter	6:	Combat).	Outside	of	combat,	Finding	a	cab	doesn’t	require	a	dice	roll,	but	getting	the
Keeper	should	avoid	using	opposed	rolls	between	non-	one	before	the	investigators	lose	sight	of	the	car	that	player	characters	and	investigators.	However	once	a	Keeper	they	wish	to	pursue	could.	Credit	Rating	could	be	a	is	accustomed	to	these	rules,	he	or	she	may	wish	to	use	an	factor	in	attracting	the	attention	of	a	cabdriver	on	the	opposed	roll	where	they	feel	it	will	enhance	the	drama.	lookout	for	a	well-dressed	fare	who	may	tip	gener-	ously.	However,	quickly	getting	a	ride	at
two	o’clock	To	make	an	opposed	roll,	both	sides	declare	a	mutually	in	the	morning	on	the	undesirable	side	of	town	might	exclusive	goal:	one	will	win,	the	other	will	lose.	Each	side	not	be	so	easy.	Would	there	even	be	a	cab	to	hail?	No	selects	a	skill	or	a	characteristic	to	use—	not	necessarily	the	skill	is	going	to	make	a	cab	appear	at	that	moment.	same	one—both	of	which	must	be	approved	by	the	Keeper.	It	is	a	matter	of	chance	whether	a	cab	may	be	driving	down	that	road,	hence
a	Luck	roll	is	required.	Both	sides	roll	dice	to	determine	a	level	of	success	by	comparing	their	rolls	with	their	chosen	skill	or	characteristic.	Intelligence	Rolls	and	Idea	Rolls	The	Keeper	should	be	aware	that	characteristics	are	usually	higher	than	skills,	so	where	one	side	uses	a	characteristic	the	An	Intelligence	(INT)	roll	may	be	called	for	by	the	Keeper	other	side	should	be	given	the	choice	of	whether	to	use	a	when	an	investigator	is	attempting	to	solve	an	intellectual
characteristic	or	a	skill.	puzzle	of	some	kind.	By	rolling	equal	to	or	below	the	investigator’s	Intelligence,	the	player	will	receive	a	solution	Opposed	skill	rolls	cannot	be	pushed.	from	the	Keeper.	This	might	include	solving	a	crossword	puzzle	or	answering	a	riddle.90chapter	5:	game	system	Harvey	gets	drawn	into	a	game	of	chess	with	Edgar,	In	most	cases,	the	Keeper	would	boost	or	penalize	a	another	investigator.	There	is	nothing	riding	on	the	roll	with	a	single	"bonus	die"	or
"penalty	die,"	but	where	outcome	of	the	game,	but	the	players	still	want	to	know	conditions	are	highly	advantageous	or	dire,	a	second	bonus	who	wins.	Both	sides	have	the	goal	‘to	win’.	These	goals	die	or	penalty	die	could	be	applied.	are	mutually	exclusive;	if	one	wins	the	other	must	lose.	The	situation	is	also	irreversible;	if	Edgar	wins,	there	One	bonus	die	and	one	penalty	die	cancel	each	other	out.	is	nothing	Harvey	can	do	to	change	that	(thus	the	roll	cannot	be	pushed).	Neither
has	‘play	chess’	as	a	skill,	so	For	each	bonus	die:	both	agree	to	use	INT.	Both	players	roll	a	Regular	suc-	cess.	Edgar	has	the	higher	INT,	and	so	wins	the	game.	Roll	an	additional	"tens"	percentage	die	alongsideA	skill	roll	can	yield	one	of	six	results:	the	usual	pair	of	percentage	dice	when	making	a	skillFumble:	the	roll	is	100.	If	the	roll	required	for	success	is	less	roll.	You	are	now	rollingthan	50,	a	roll	of	96	or	over	is	a	fumble.	three	separate	dice:	one	"units"	die	and	two
"tens"Failure:	the	roll	is	above	the	character’s	skill	or	characteristic	dice.	If	you	have	a	bonus(but	not	a	fumble).	die,	you	should	use	the	"tens"	die	that	yields	the	better	(lower)	result.		Figure	1:	Bonus	DiceRegular	success:	the	roll	is	equal	to	or	below	the	character’s	Two	rival	investigators,	Malcolm	and	Hugh,	are	vyingskill	or	characteristic.	for	the	affection	of	Lady	Greene.	Only	one	can	gainHard	success:	the	roll	is	equal	to	or	below	a	half	of	the	char-	her	hand	in	marriage,	thus
the	Keeper	determines	thatacter’s	skill	or	characteristic.	an	opposed	roll	is	needed	to	determine	the	outcome	ofExtreme	success:	the	roll	is	equal	to	or	below	a	fifth	of	the	their	wooing.	It	is	decided	that	each	should	make	ancharacter’s	skill	or	characteristic.	opposed	Charm	roll.	The	Keeper	reviews	the	events	ofCritical	success:	a	roll	of	01.	the	scenario	so	far:	Malcolm	has	visited	Lady	Greene	twice,	each	time	lavishing	expensive	gifts	upon	her,Comparing	Results:	while	Hugh	has
only	visited	once	and	brought	no	gifts	at	all.	The	Keeper	states	that	Malcolm	has	an	advan-	A	Critical	success	beats	an	Extreme	success.	tage	and	will	get	a	bonus	die	in	the	opposed	roll.	An	Extreme	success	beats	a	Hard	success.	A	Hard	success	beats	a	Regular	success.	Hugh’s	player	rolls	first	against	his	Charm	skill	of	55,	getting	45—a	Regular	success.	A	Regular	success	beats	a	Failure	or	Fumble.	In	the	case	of	a	tie,	the	side	with	the	higher	skill	(or	Malcolm’s	player	rolls
against	his	Charm	skillcharacteristic)	wins.	If	still	tied,	either	an	impasse	has	been	with	one	bonus	die,	rolling	one	units	die	and	tworeached	or	both	sides	should	re-roll.	tens	dice	(see	fig	1.)	The	units	die	reads	4	and	can	be	paired	with	either	of	the	two	tens	dice	to	give	scoresBonus	Dice	and	Penalty	Dice	of	44	or	24.	Malcolm’s	player	takes	the	lower	result	24—a	Hard	success.	Malcolm	wins	the	opposed	roll,	and	his	proposal	of	marriage	to	Lady	Greene	is	accepted.(Primarily	for
Use	with	Opposed	Dice	Rolls)	For	each	penalty	die:Sometimes	the	prevailing	conditions,	environment,	and	Roll	an	additional	"tens"available	time	can	hinder	or	benefit	a	skill	or	characteristic	percentage	die	alongsideroll.	Certain	conditions	mean	that	the	Keeper	may	grant	a	the	usual	pair	of	percentagebonus	die	or	a	penalty	die	to	a	roll.	dice.	You	are	now	rolling	3	separate	dice:	one	"units"	Bonus	dice	and	penalty	dice	are	not	trifling	small	additions	die	and	two	"tens"	dice.	Foror
subtractions	of	a	few	percentage	points,	and	so	should	a	penalty,	use	the	"tens"not	be	used	without	good	cause.	If	a	factor	is	so	small	that	it	die	that	yields	the	worsewould	only	modify	a	roll	by	a	few	percentage	points	then	don’t	(highest)	result.	bother	with	it.	Driving	in	light	rain	should	not	inflict	a	penaltydie,	but	racing	against	another	driver	in	heavy	torrential	rain	Figure	2:	Penalty	Dice(opposed	Drive	roll)—now	there’s	your	penalty!	91Call	of	Cthulhu	Difficulty	Levels	vs.
Bonus/Penalty	Dice	In	the	majority	of	cases,	only	one	person,	usually	the	player,	makes	a	skill	roll.	Any	factors	that	provide	an	advantage	or	disadvantage	for	the	investigator	should	be	factored	into	the	difficulty	level	set	by	the	Keeper.	Bonus	dice	and	penalty	dice	may	be	awarded	in	conjunction	with	difficulty	levels,	at	the	Keeper’s	discretion,	but	doing	so	should	be	the	exception	rather	than	the	rule.	In	the	case	of	an	opposed	roll	(wherein	both	sides	are	rolling	in	opposition	to
one	another,	as	in	melee	combat)	difficulty	levels	are	never	set.	The	level	of	success	achieved	by	one	side	is,	in	effect,	the	level	of	difficulty	that	the	other	side	must	compete	against.	If	there	are	factors	that	provide	a	distinct	advantage	or	disadvantage	for	one	of	the	characters	involved,	the	Keeper	should	grant	a	bonus	die	or	a	penalty	die	to	that	player.	Skill	rolls:	Set	level	of	difficulty.	Opposed	rolls:	Award	penalty	dice	or	bonus	dice.	"Sorry	Harrison,	I	don't	intend	to	die	today."
An	evil	cultist	is	attempting	to	push	a	door	open	as	Harvey	pushes	it	closed	from	the	other	side.	This	In	a	dire	turn	of	events,	two	investigators,	Felix	and	calls	for	a	STR	or	SIZ	roll.	The	Keeper	lacks	statistics	Harrison,	have	been	captured	by	the	insane	cultists	for	the	cultist	and	must	set	an	appropriate	difficulty	of	the	Scarlet	Smile.	The	cultists	decide	to	have	some	level.	He	decides	that	the	cultist’s	STR	and	SIZ	would	fun	at	the	investigators’	expense,	decreeing	that	both	both	be
between	50	and	89,	requiring	Harvey	to	must	undertake	the	Ordeal	of	Pain,	from	which	only	make	a	roll	of	Hard	difficulty	level	to	push	the	door	one	can	survive;	the	loser	will	be	sacrificed	to	the	closed.	The	Keeper	allows	Harvey	to	choose	whether	cultists’	foul	god.	to	use	his	STR	or	his	SIZ	(he	uses	his	SIZ	of	course,	it	is	much	higher).	If	he	fails,	he	might	be	able	to	push	The	Ordeal	of	Pain	involves	lifting	up	a	huge	rock	the	roll	by	throwing	himself	recklessly	against	the	and
holding	it	aloft.	Whoever	holds	the	rock	up	the	door,	but	only	at	the	risk	of	taking	physical	damage	longest	will	win.	This	requires	an	opposed	Strength	should	he	fail.	roll	from	each	of	the	investigators.	The	Keeper	rules	that	Harrison	must	take	a	penalty	die,	as	he	recently	If	the	cultist	is	a	key	non-player	character	(with	suffered	a	major	wound	(he	received	an	injury	when	STR	80	and	SIZ	65),	the	Keeper	may	feel	that	it	would	he	was	captured	by	the	cultists)	and	is	still	recovering.
be	more	fun	to	have	both	sides	make	an	opposed	roll.	Harvey	rolls	57	against	his	SIZ	of	80,	giving	Felix’s	player	rolls	51	against	STR	65—a	Regular	him	a	Regular	success.	The	Keeper	rolls	15,	which	is	success.	an	Extreme	success	for	the	cultist’s	STR.	Harvey	is	knocked	back,	with	no	chance	of	pushing	the	roll.	Harrison’s	STR	is	55.	His	player	rolls	20	and	40	on	two	tens	dice	and	1	on	the	units	die	(see	fig	2.),	Combined	Skill	Rolls	which	can	be	combined	to	read	21	or	41.	The
extra	die	was	a	penalty	die	so	Harrison	must	take	the	Some	situations	allow	or	demand	the	use	of	more	than	higher	result—a	Regular	success.	one	skill.	Only	one	dice	roll	is	made,	and	the	result	then	compared	with	each	of	the	skills	named.	The	Keeper	will	Both	players	have	achieved	a	Regular	success,	specify	whether	a	success	is	required	for	both	skills	(i.e.	the	and	so	Felix	wins	because	he	has	the	higher	STR.	roll	is	a	success	when	measured	against	each	of	the	skills)	or	if	only
one	of	the	skills	need	be	successful.	Felix	is	able	to	hold	the	rock	above	his	head	for	longer	than	Harrison.	The	cultists	jeer	and	lead	Note	the	importance	of	using	a	single	dice	roll	in	Harrison	off	towards	their	altar.	the	latter	example.	Harvey	has	only	10%	skill	in	both	Mechanical	Repair	and	Electrical	Repair.	The	chance	of92	success	when	making	one	dice	roll	and	comparing	it	to	bothchapter	5:	game	system	"I'm	coming	in!"	(whichever	is	higher).	Thus,	if	the	opposing	skill	is
50%	orskills	simultaneously	is	10%.	If	two	separate	rolls	were	made,	higher,	a	Hard	success	is	required	(a	roll	equal	to	or	belowfirst	against	Mechanical	Repair	and	then	against	Electrical	half	skill).	If	the	opposing	skill	is	90%	or	higher,	an	ExtremeRepair,	the	chance	of	succeeding	in	both	would	be	1%.	success	is	required	(a	roll	equal	to	or	below	one-fifth	of	skill).	For	the	vast	majority	of	non-player	characters,	these	skills	The	Keeper	must	decide	whether	a	situation	calls	for	will
be	below	50%,	and	so	the	difficulty	level	will	be	Regularsequential	skill	rolls	or	a	combined	skill	roll.	and	the	player	only	needs	a	regular	success.	A	deranged	cultist	suddenly	moves	to	draw	a	gun	on	i	If	the	non-player	character	is	positively	inclined	Harvey.	A	successful	Spot	Hidden	roll	would	allow	Harvey	to	see	the	cultist’s	hand	moving	towards	the	towards	the	player’s	goal,	don’t	bother	rolling	dice,	gun,	while	a	successful	Psychology	would	allow	him	but	simply	have	them
agree.	to	anticipate	the	action	through	the	cultist’s	demean-	or.	The	Keeper	asks	for	a	combined	Spot	Hidden	and	i	If	the	non-player	character	lacks	strong	feelings	Psychology	roll	for	Harvey.	A	success	on	either	skill	will	allow	Harvey	to	anticipate	the	attacker’s	action,	towards	the	player’s	goal	then	no	modification	to	the	and	perhaps	give	Harvey	a	chance	to	act	first.	difficulty	level	is	required.	Later,	Harvey	attempts	to	repair	an	electric	i	If	the	non-player	character	is	strongly
opposed	to	turbine.	The	item	is	both	mechanical	and	electrical,	so	the	Keeper	asks	for	a	combined	Mechanical	Repair	the	player’s	goal,	the	difficulty	is	raised	by	one	or	two	and	Electrical	Repair	roll.	One	roll	is	made	and	the	levels.	result	is	compared	to	both	skills—in	this	case	both	must	be	successful	to	achieve	the	task.	i	If	the	player	comes	up	with	something	to	supportCharm,	Fast	Talk,	Intimidate,	and	their	case,	such	as	a	substantive	argument	(if	usingPersuade	Skills:
Difficulty	Levels	Persuade),	or	is	holding	a	weapon	and	is	clearly	will-	ing	to	use	it	(in	the	case	of	Intimidate),	the	KeeperAn	investigator	may	have	a	Charm	skill	of	75%,	but	this	does	should	lower	the	difficulty	by	one	level.not	mean	that	he	or	she	can	charm	anyone	and	everyone75%	of	the	time.	The	difficulty	level	is	based	on	the	opposing	The	lowest	chance	of	success	requires	an	Extreme	successfactor;	in	this	case	the	matching	social	skill	(either	Charm,	(equal	to	or	below	one-
fifth	of	the	skill),	but	in	some	rareFast	Talk,	Intimidate,	or	Persuade)	or	Psychology	skill	circumstances	the	Keeper	may	rule	that	there	is	no	chance	of	success	and	that	no	roll	is	allowed.	Brian’s	investigator	is	trying	to	intimidate	a	cultist	into	revealing	the	name	of	the	cult’s	contact	in	the	police	force.	The	cultist	is	a	doctor	by	profession,	and	the	Keeper	decides	that	the	doctor’s	Intimidation	and	Psychology	skills	are	below	50%.	The	difficulty	level	therefore	begins	as	Regular.	Of
course	the	cultist	strongly	desires	not	to	reveal	his	contact,	and	so	the	Keeper	increases	the	difficulty	level	by	two	steps	to	Extreme.	Brian	fails	the	skill	roll.	Brian	seeks	to	push	the	roll	by	threatening	violence.	He	pulls	out	a	crowbar,	swings	it	near	the	doctor’s	head	and	then	looks	the	doctor	straight	in	the	eye	to	make	sure	that	he	understands	the	implied	threat.	The	Keeper	lowers	the	difficulty	level	to	Hard.	Brian	fails	the	pushed	roll,	and	the	Keeper	tells	how	Brian	gets	carried
away	and,	in	his	frustration,	hits	the	doctor’s	head	with	the	crowbar,	causing	a	nasty	injury.	Brian	did	not	intend	this—it	was	the	consequence	of	failing	the	pushed	roll.	Things	don’t	always	go	as	intended!	If	the	player	had	succeeded	in	the	Intimidation	roll,	the	Keeper	would	be	compelled	to	give	up	the	name	of	the	contact	(as	it	was	the	player’s	goal),	but	as	the	roll	was	failed,	it	is	now	entirely	up	to	the	Keeper	whether	the	doctor	is	forthcoming,	regardless	of	any	further	action
the	investigators	may	take	against	him.	93Call	of	Cthulhu	"I'm	beginning	to	lose	my	patience	with	you"	Rewards	of	Experience:	If	the	player	rolls	higher	than	the	current	skill	number,	or	the	result	is	over	95,	then	the	investigator	improves	in	that	The	Investigator	skill:	roll	1D10	and	immediately	add	the	result	to	the	current	skill	points.	Skills	may	rise	above	100%	by	this	method.	Development	Phase	If	the	player	rolls	equal	to	or	less	than	the	investigator’s	When	an	investigator
successfully	uses	a	skill	in	play,	the	player	skill	level,	then	the	investigator	hasn’t	learned	from	the	should	check	the	box	beside	that	skill	on	the	investigator	sheet.	experience	and	the	skill	amount	does	not	change.	This	gives	the	investigator	a	chance	to	learn	from	experience.	No	tick	is	earned	if	the	roll	used	a	bonus	die.	In	the	case	of	an	Repeat	the	procedure	for	all	the	skills	that	been	checked,	opposed	roll,	both	sides	may	achieve	a	level	of	success,	but	only	then	erase	all	skill
checks	on	the	investigator	sheet.	Skills	can	one	will	win,	and	only	the	winner	may	tick	their	skill.	be	checked	again	during	the	next	game	session	as	they	are	used	successfully.	Typically	the	investigator	development	phase	occurs	at	the	end	of	a	scenario,	or	if	playing	through	a	campaign,	at	Note:	The	Cthulhu	Mythos	and	Credit	Rating	skills	the	conclusion	of	a	chapter.	This	may	be	after	one	session	of	never	receive	a	skill	check,	and	no	box	for	such	a	check	exists	play	or	several
sessions.	If	a	story	continues	beyond	that,	the	on	the	investigator	sheet.	Not	improving	a	skill	has	no	other	Keeper	should	look	for	a	pause	in	the	narrative	to	allow	for	consequence.	an	investigator	development	phase.	A	game	has	finished	after	a	couple	of	sessions	of	play,	Once	an	investigator	development	phase	has	been	called,	and	Harvey	has	checks	against	several	skills.	Harvey’s	examine	the	investigator	sheet	to	see	which	skills	have	been	player	rolls	against	his	Stealth	skill
of	20%.	She	rolls	checked	as	successes.	No	matter	how	many	times	a	skill	is	08,	and	so	Harvey	does	not	improve	in	this	ability.	She	used	successfully	in	play,	only	one	check	per	skill	can	be	then	rolls	Library	Use	(55%)	for	a	result	of	68—Har-	made	to	see	if	the	investigator	improves.	vey’s	skill	has	improved.	1D10	is	rolled,	giving	a	result	of	3.	Harvey’s	Library	Use	rises	to	58%.	For	each	skill	check	the	player	rolls	1D100.	Succeeding	at	something	you	are	not	good	at	is	difficult;
Skills	of	90%	or	More	however,	successfully	using	the	skill	probably	means	that	the	investigator	learns	from	the	experience.	Conversely,	being	When	an	investigator	attains	90%	or	more	ability	in	a	skill	expert	at	something	guarantees	success	most	of	the	time,	during	an	investigator	development	phase,	add	2D6	points	yet	that	high	skill	means	the	investigator	is	unlikely	to	learn	to	their	current	Sanity.	This	reward	represents	the	discipline	further.	It	gets	progressively	harder	to
add	percentiles	to	a	skill.	and	self-esteem	gained	in	mastering	a	skill.94chapter	5:	game	system	Cecil	has	a	Sword	skill	of	85%.	Having	success-	Day-to-Day	Expenses	fully	employed	the	skill	in	play,	a	check	is	made	for	and	General	Living	Standards	improvement	in	the	skill	during	the	investigator	de-	velopment	phase.	Cecil’s	player	rolls	97,	and	so	rolls	There	is	no	requirement	to	make	any	account	of	accommodation,	1D10,	adding	8	points	to	the	skill.	Cecil	is	now	a	true	food,	or
incidental	travel	expenses,	so	long	as	an	investigator’s	expert	swordsman	and	gains	2D6	Sanity	points.	expenditure	falls	within	the	bounds	of	his	or	her	living	standard	(see	Credit	Rating,	page	61).	In	addition,	a	character	can	spendOther	Activities	During	the	up	to	his	or	her	Spending	Level	on	any	given	day.Investigator	Development	Phase	It	is	likely	that	money	will	only	occasionally	become	anDuring	the	investigator	development	phase,	the	player	also	issue	in	play,	when	large
amounts	are	being	spent.	This	mayhas	the	opportunity	to:	include	preparing	for	a	major	trip,	purchasing	expensive	items	such	as	a	vehicle	or	rare	book,	or	hiring	extra	staff.	T	Gain	Sanity	points	through	their	investigator	spend-	The	combination	of	being	allowed	to	spend	freely	within	ing	time	with	an	aspect	from	their	own	backstory	the	bounds	of	their	living	standard	and	the	freedom	of	(see	Self-help,	page	167).	not	being	required	to	record	expenditure	below	a	certain	spending
level	is	intended	to	minimize	bookkeeping.	The	T	Check	their	Credit	Rating	and	review	their	finances	use	of	this	system	may	to	lead	to	areas	of	uncertainty	as	to	exactly	what	is	within	the	bounds	of	an	individual’s	living	(see	Investigator	Development	Phase:	Employ-	standard	and	whether	an	investigator	has	exceeded	their	ment	and	Credit	Rating,	page	96).	spending	level.	As	always,	the	Keeper	is	the	arbiter	of	such	matters	and	is	advised	to	intervene	only	when	an	investigator	T
Reduce	all	sanity	limits	by	one	(see	Getting	used	to	has	clearly	exceeded	their	spending	level.	the	Awfulness,	page	169).	Harvey	begins	the	game	with	a	Credit	Rating	of	41	(Average).	This	affords	him	an	average	living	stan-Altering	an	Investigator’s	Backstory	dard;	he	may	stay	in	moderately	priced	hotels,	eat	out	(economically)	and	take	the	occasional	taxi.	InA	player	is	free	to	alter	or	add	background	entries	on	their	addition,	he	may	spend	up	to	$10	per	day.	None	ofinvestigator
sheet	as	and	when	they	please,	subject	to	certain	this	requires	any	bookkeeping	on	the	player’s	part.limitations.	The	player	may	not	erase	or	alter	entries	listedunder	Injuries	and	Scars,	Phobias	and	Manias,	Encounters	Harvey	spends	a	couple	of	sessions	of	play	carryingwith	Strange	Entities,	or	anything	that	has	been	amended	or	out	investigations	in	Boston,	travelling	around	by	busadded	by	the	Keeper	without	the	Keeper’s	permission.	and	taxi,	visiting	libraries,	interviewing
people,	and	all	the	usual	things	a	Call	of	Cthulhu	investigator	Phobias	and	manias	may	only	be	erased	through	the	use	might	get	up	to.	This	is	all	within	his	living	standardof	treatment	(see	Psychotherapy,	page	167).	and	spending	limit.	No	bookkeeping	is	required.	The	investigator’s	key	connection	(see	page	45)	may	be	Spending	Beyondaltered	only	during	the	investigator	development	phase,	and	One’s	Spending	Limitonly	by	the	player.	Guidance	on	using,	losing,	and	replacing
akey	connection	can	be	found	under	Self-help	(see	page	167).	When	an	investigator	spends	an	amount	beyond	their	spending	limit,	the	player	must	reduce	their	cash	by	the	fullCredit	Rating	and	amount	spent.	If	cash	is	insufficient,	the	investigator	mayInvestigator	Expenditure	seek	to	use	their	assets.	Converting	assets	into	cash	can	take	time;	how	long	is	up	to	the	Keeper.	Mortgaging	a	property,Attempting	to	track	personal	finances	in	a	manner	similar	selling	antiques,	gaining
loans,	and	so	on	all	take	time.	If	theto	real	life	within	the	game	would	introduce	unnecessary	investigator	is	away	from	their	hometown,	this	is	likely	tocomplexity.	However,	using	a	slightly	abstracted	method,	take	even	longer.a	gauge	of	an	investigator’s	living	standard	and	spendingpower	becomes	possible.	If	multiple	purchases	of	less	than	the	investigator’s	spending	threshold	are	made	on	the	same	day,	the	Keeper	An	investigator’s	starting	Credit	Rating	(CR)	is	may	insist	on
combining	the	total	purchases	for	comparisondetermined	during	character	creation,	based	upon	the	with	the	investigator’s	spending	level,	and	demand	that	ainvestigator’s	chosen	profession	(see	Sample	Occupations	cash	spend	is	deducted	if	the	spending	limit	is	exceeded.pages	40-41).	95Call	of	CthulhuHarvey	wants	to	buy	a	12-gauge	shotgun,	costing$40.	This	being	above	his	$10	spending	limit,	hereduces	his	cash	by	$40	(from	$82	to	$42).	Later,	Harvey	wishes	to	take	a	trip
to	England,choosing	to	travel	by	sea,	first	class,	costing	$120.This	is	beyond	Harvey’s	available	cash.	Harvey	has$1665	tied	up	in	assets,	and	seeks	to	realize	someof	that	capital	by	getting	a	loan	from	the	bank.	TheKeeper	agrees	to	this	and	decides	that	it	might	take	aweek	to	get	the	money.	Harvey	transfers	$245	fromhis	assets	to	his	cash.	From	the	$245,	he	spends	$120on	the	ticket,	leaving	$125,	which	he	adds	to	hisremaining	cash	of	$42.	His	cash	is	now	$167,	and	hisassets
$1400.	When	he	gets	to	England,	his	financeswill	function	just	as	they	did	back	home	(averageliving	standards	and	a	$10	per	day	spending	limit).	Spending	Harvey	has	gone	on	a	shopping	spree.	Money	in	Call	Going	into	Debt	of	Cthulhu	How	debt	is	taken	on	and	repaid	is	all	part	of	your	story.
ItcsbHIwhlofohuinevaasoyidarysnstwuviogaeplur,aoymldsesarhfltojcfaeoacarletiniunbehiwvdvd.wliraenaeonFrlgrtieyuatdtohyhctolreredhatiidacrbeeaefrxonfhtmlisfanvootemoadowthnrrnrphheudedealyireyersvtaea,hlliaft	Perhaps	the	investigator’s	car	must	be	sold,	or	money	must	usual	one.	be	sought	from	a	loan	shark.	While	financial	transactions	are	not	intended	to	be	the	focus	of	play,	the	steady	decline	of	Harvey	has	a	spending	limit	of	$10	per	day.	One	a	character’s	Sanity
may	well	go	hand-in-hand	with	physical	day	he	makes	numerous	spends;	a	camera,	a	short	and	material	decline.	international	telegram,	and	taking	a	contact	out	to	dinner	at	a	plush	restaurant.	He	then	wishes	to	at-	Investigator	Development	Phase:	tend	a	show	at	the	music	hall.	At	this	point	the	Keeper	Employment	and	Credit	Rating	decides	that	Harvey	has	spent	$15	(exceeding	his	$10	spending	limit).	Harvey	reduces	his	cash	by	$15.	Ill-health	(physical	or	mental)	or	continued
absence	from	work	may	lead	to	loss	of	employment	and	a	fall	in	income.	Money	Coming	In	Some	professions	do	not	require	the	investigator	to	be	actively	employed	to	derive	an	income	(such	as	Dilettante),	During	the	game	a	character	may	receive	a	large	sum	of	and	so	are	not	prone	to	loss	of	employment.	However	a	stock	money,	perhaps	as	a	reward.	Such	a	sum	can	be	added	to	cash	market	crash	will	have	a	major	effect	on	such	an	individual’s	in	the	short	term	or	be	invested	in
time	as	part	of	their	assets.	finances,	and	events	should	be	dealt	with	at	the	Keeper’s	discretion	(perhaps	using	Luck	rolls).	Conversely,	Credit96	Rating	might	be	raised	when	an	investigator	acquires	a	higher-paying	job.	A	person	can	be	rich	one	day	and	on	the	street	the	next,	but	a	gradual	decline	is	more	common.	If	an	investigator	loses	their	employment,	they	lose	their	income,	and	their	Credit	Rating	will	fall.	A	loss	of	assets	does	not	necessarily	indicate	a	loss	of	Credit	Rating
if	one	still	has	a	reliable	income.	Where	an	investigator’s	financial	situation	has	undergone	a	significant	change,	the	Keeper	should	decide	on	one	of	the	following	options.	The	following	list	of	conditions	ranges	from	good	to	bad,	and	should	generally	be	applied	during	the	investigator	development	phase.chapter	5:	game	systemI’m	rich!	When	an	investigator	comes	into	money,	they	if	sufficient,	also	alter	their	Credit	Rating	score.	The	Keepershould	check	to	see	if	their	assets	are
equal	to	those	of	a	should	use	the	advice	above	to	change	the	Credit	Ratinghigher	living	standard	bracket.	If	this	is	the	case,	the	player	and	Asset	Value	of	each	investigator	in	a	way	that	feelsshould	increase	their	investigator’s	Credit	Rating	in	steps	of	appropriate	to	events	in	the	story.	Continuing	with	the	status1D10	until	their	Credit	Rating	is	within	the	new	bracket.	quo	is	of	course	the	default,	and	Keepers	should	only	seek	to	make	changes	when	they	are	warranted.	If	Harvey
(starting	in	the	‘average	income’	bracket)	At	the	end	of	the	adventure	in	England,	Harvey	re-	came	into	money	such	that	his	assets	increased	to	turns	to	Boston.	His	finances	have	been	depleted	by	$30,000,	this	would	bring	him	within	the	‘wealthy’	the	trip	but	he	has	a	great	story	to	publish.	Harvey	has	bracket	for	the	1920s	($25,000–$44,500).	His	Credit	$80	cash	and	only	$50	in	assets	remaining.	The	Keeper	Rating	was	previously	41	(average).	His	player	rolls	a	agrees	that
Harvey	still	has	his	job	and,	while	he	had	1D10—resulting	in	a	4—and	4	is	added	to	Harvey’s	to	sell	his	house	and	move	into	rented	accommoda-	Credit	Rating,	raising	it	to	45.	Another	two	rolls	are	tion,	he	may	remain	in	the	Average	income	bracket.	made,	a	3	raises	his	Credit	Rating	to	48,	then	a	9	The	Keeper	feels	this	best	fits	‘Sold	the	family	silver’	raises	it	to	57.	Credit	Rating	57	is	within	the	‘wealthy’	(his	combined	wealth	is	now	a	little	more	than	that	of	income	bracket,	so
no	more	rolls	are	added.	‘Poor’),	and	so	insists	on	a	decrease	in	Credit	Rating	of	1D10.	Harvey’s	player	rolls	7,	so	Harvey’s	CreditThings	are	looking	up:	if	the	investigator	has	been	promot-	Rating	drops	from	41	to	34.	Referring	to	the	Cash	anded,	their	Credit	Rating	should	rise	accordingly	(add	1D6	Assets	chart,	a	Credit	Rating	of	34	gets	$68	cash,	so	thisCredit	Rating).	is	added	to	his	remaining	money,	giving	Harvey	a	total	of	$148	in	cash.	Harvey’s	assets	remain	at	$50.Life
goes	on	as	usual:	if	nothing	much	has	changed	to	affectthe	investigator’s	income,	their	Credit	Rating	will	not	alter.	ContactsTightening	one’s	belt:	the	investigator	is	demoted	or	takes	During	the	game,	investigators	may	wish	to	make	use	ofa	period	of	unpaid	leave.	Decrease	Credit	Rating	by	1D10.	their	personal	and	professional	contacts.	The	Keeper	can	either	simply	allow	for	the	existence	of	a	contact	or	ask	for	aSold	the	family	silver:	the	investigator	has	spent	the	vast	dice	roll.
Players	can	make	rolls	to	establish	contacts	for	theirmajority	of	their	assets.	If	the	investigator’s	total	worth	(cash	investigators	using	whichever	skill	or	characteristic	seemsplus	assets)	now	equals	the	asset	value	of	a	lower	income	most	appropriate:	Chemistry	to	know	a	chemist,	Medicinelevel,	decrease	Credit	Rating	by	1D10.	to	know	a	surgeon,	and	so	on.Bad	luck	and	troubles:	the	investigator	loses	their	main	source	A	successful	roll	when	establishing	a	contact	means	thatof
income,	usually	their	job.	Decrease	Credit	Rating	by	2D10	either	the	non-player	character	has	heard	of	the	investigatorwith	each	following	investigator	development	phase.	If	there	is	(by	reputation)	or	that	the	investigator	has	previously	meta	state	safety	net,	the	minimum	Credit	Rating	will	be	1D10-1.	the	contact.	Apply	modifiers	to	the	roll	as	appropriate.	Location	is	a	big	factor—being	far	from	home	or	in	aCrash!	The	sudden	loss	of	all	income	and/or	all	debts	being	sparsely
populated	area	would	increase	the	difficulty	level.	Ifcalled	in	(such	as	in	a	stock	market	crash)	lead	to	a	dramatic	the	investigator	is	on	his	or	her	home	ground	and	trying	todecline	in	the	character's	fortunes.	The	investigator	must	contact	someone	of	the	same	profession,	the	Keeper	shouldreduce	his	or	her	Credit	Rating	by	1D100.	If	an	investigator’s	lower	the	difficulty	level.Credit	Rating	withstands	the	loss,	it	indicates	that	eitherinvestigator	is	offered	another	job	immediately	or
that	they	Establishing	a	contact	does	not	automatically	meansecreted	money	away	somewhere	safe	(note	the	lowest	Cred-	that	the	contact	will	do	as	the	investigator	wishes;	someit	Rating	is	zero—negative	numbers	are	ignored).	persuasion,	fast	talk,	charm,	or	intimidation	may	be	required,	and	should	be	roleplayed.	During	the	investigator	development	phase,	followingthe	review	of	Credit	Rating,	the	investigator’s	cash	should	If	the	player	wishes	to	push	the	roll	to	establish	a
contact,be	refreshed,	adding	the	amount	of	cash	indicated	on	the	the	Keeper	should	make	the	pushed	roll	out	of	the	player’schart	for	their	present	Credit	Rating	to	any	remaining	cash	sight	(a	concealed	dice	roll),	so	the	player	does	not	know	thethey	possess.	Assets	can	change	in	one	of	two	ways.	First,	outcome.	A	suggested	consequence	for	failing	the	pushed	rollthe	investigator’s	Credit	Rating	can	rise	or	fall	(as	a	result	of	is	to	allow	the	investigator	to	unwittingly	meet	an
antagonistica	change	in	employment,	for	example),	in	which	case	their	or	unreliable	contact.	Such	a	contact	may	appear	helpful	to	theasset	value	should	be	recalculated	to	fit	the	revised	Credit	investigator,	but	will	double-cross	or	deceive	the	investigatorRating	score.	Second,	an	investigator	can	spend	or	accrue	in	some	manner.	A	concealed	roll	is	used	in	this	instance,a	large	sum	of	money	that	will	affect	their	asset	value	and,	since	knowledge	of	the	outcome	of	the	dice	roll
would	inform	the	player	as	to	the	contact’s	disposition.	97Call	of	Cthulhu	Harvey	has	traveled	to	London	and	wants	to	go	Aging	through	the	archives	of	The	Times	for	unpublished	evidence	linked	to	his	investigation.	He	is	refused	ac-	There	are	various	modifiers	applied	during	investigator	cess	to	The	Times’	archives,	and	so	seeks	to	establish	creation	to	reflect	the	investigator’s	age.	In	the	rare	instances	a	contact	among	the	local	press	who	might	be	able	that	an	investigator	ages
significantly	in	play,	modifiers	to	vouch	for	him	and	gain	him	access.	There	is	no	should	be	applied	to	reflect	the	change	in	age.	This	is	journalism	skill,	so	the	Keeper	suggests	either	Pho-	unlikely	to	be	a	factor	in	many	games,	but	may	come	in	to	tography	(Harvey	may	know	a	fellow	photographer)	play	in	a	campaign,	or	when	jumping	decades	and	picking	or	Own	Language	(as	the	skill	most	associated	with	up	an	investigator’s	story	later	in	life.	Aging	may	also	occur	being	a
journalist).	The	Keeper	raises	the	difficultly	suddenly	as	a	result	of	a	spell	or	magical	gate;	such	aging	level	to	Hard,	as	Harvey	is	a	long	way	from	home.	may	inflict	the	negative	physical	effects	without	the	gain	in	Harvey	has	Own	Language	84%	and	half	of	this	or	education.	less	must	be	rolled	to	establish	a	contact.	Harvey	fails	the	roll,	and	can	find	no	contacts.	He	persists	with	The	aging	effects	are	cumulative,	so	if	aging	two	decades	trawling	every	minor	publication,	and	the
Keeper	from	thirties	to	fifties,	apply	modifiers	for	turning	both	forty	grants	a	pushed	roll,	rolling	the	dice	out	of	the	player’s	and	fifty.	view	(concealed	roll).	The	roll	is	failed	again	and	Turning	20:	Make	an	improvement	check	for	EDU.	Add	5	the	Keeper	informs	the	player	that	Harvey	contacts	points	among	STR	and	SIZ.	Martyn	Lace,	publisher	of	The	Camden	Enquirer,	who	claims	to	know	of	Harvey’s	reputation	as	a	Turning	40:	Make	an	improvement	check	for	EDU.	Deduct
photographer.	Lace	is	curious	about	Harvey,	and	will	5	points	among	STR,	CON	or	DEX,	and	reduce	APP	by	5.	appear	helpful	while	trying	to	find	out	about	Harvey’s	Reduce	MOV	by	1.	investigation	for	his	own	gain.	Perhaps	he	will	warn	Harvey’s	enemies	(for	a	reward)	or	publish	the	story	Turning	50:	Make	an	improvement	check	for	EDU.	Deduct	himself,	thus	exposing	Harvey’s	careful	work.	5	points	among	STR,	CON	or	DEX,	and	reduce	APP	by	5.	Reduce	MOV	by	1.	Training
Turning	60:	Make	an	improvement	check	for	EDU.	Deduct	Given	enough	money,	someone	will	teach	anything.	The	10	points	among	STR,	CON	or	DEX,	and	reduce	APP	by	5.	existence	of	training	makes	game	sense	only	in	campaigns,	Reduce	MOV	by	1.	where	the	same	investigators	meet	regularly	to	engage	in	an	ongoing	mystery.	Turning	70:	Deduct	20	points	among	STR,	CON	or	DEX,	and	reduce	APP	by	5.	Reduce	MOV	by	1.	One	should	not	go	to	school	and	learn	more	than
1D10	points	in	a	skill	per	four	months	of	game	time	without	good	Turning	80:	Deduct	40	points	among	STR,	CON	or	DEX,	reason.	The	Keeper	decides	if	multiple	courses	can	be	taken	and	reduce	APP	by	5.	Reduce	MOV	by	1.	and	how	to	judge	if	the	investigator’s	class	participation	is	satisfactory.	An	experience	check	comes	automatically	upon	Each	decade	thereafter:	Deduct	80	points	among	STR,	successfully	completing	a	segment	of	training;	however	too	CON	or	DEX.	Reduce
MOV	by	1.	many	adventures	in	a	semester	will	invalidate	classroom	work	or	practice	for	that	term.	Harvey	plays	a	few	1920s	stories,	after	which	the	Keeper	wishes	to	play	a	scenario	set	in	the	1930s.	This	At	the	Keeper’s	option,	the	learning	rate	for	a	skill	might	be	finds	Harvey	10	years	older	(now	aged	52)	and	so	the	increased	or	the	learning	interval	shortened	if	the	investigator	aging	effects	are	applied.	A	dice	roll	of	98	grants	Har-	has	access	to	a	renowned	teacher.	Such
access	should	come	as	vey	1D10	improvement	to	his	EDU,	adding	9	points	a	reward	for	an	outstanding	deed,	or	after	great	perseverance,	for	an	EDU	of	93.	The	player	then	reduces	Harvey’s	since	many	compete	for	the	favor	of	the	famous.	CON	and	APP	by	5	points	each.	Harvey	is	still	a	hand-	some	fellow	(APP	75).	His	hit	points	are	decreased	by	1	Player	and	Keeper	may	arrange	self-study	of	any	academic	to	14	as	a	result	of	his	drop	in	Constitution.	His	MOV	subject.	The
investigator	must	study	for	four	months,	after	drops	from	6	to	5,	he’s	not	as	fast	as	he	used	to	be,	but	which	the	player	rolls	as	if	for	a	skill	check	(tick)	in	that	skill	all	in	all,	Harvey	is	aging	pretty	well!	(attempting	to	roll	above	their	current	skill	level	on	1D100	and	gaining	1D10	skill	points	if	successful).	Combat	skill	specialisms,	such	as	Sword,	are	so	little	used	that	schools	and	personal	trainers	represent	the	only	way	to	learn.98chapter	5:	game	system	Optional	RulesSpending
LuckAfter	the	player	has	made	a	skill	roll	(using	a	skill	orcharacteristic),	Luck	points	may	be	spent	to	alter	the	result.	Theplayer	can	use	Luck	points	to	alter	a	roll	on	a	1-for-1	basis.	Thepoints	spent	are	deducted	from	the	investigator’s	Luck	score,which	will	reduce	the	chance	of	passing	a	future	Luck	roll.	Luck	points	may	not	be	spent	on	Luck	rolls,	damage	rolls,Sanity	rolls,	or	rolls	to	determine	the	amount	of	Sanity	pointslost.	A	player	may	spend	any	amount	of	Luck	points	(up
totheir	current	Luck	value)	on	a	roll.	A	player	may	only	spendLuck	to	alter	one	of	their	own	dice	rolls.	When	a	skill	roll	is	failed,	the	player	has	the	option	topush	the	roll	OR	spend	luck;	Luck	points	may	not	be	spent	toalter	the	result	of	a	pushed	roll.	Criticals,	fumbles,	and	firearm	malfunctions	always	apply,and	cannot	be	bought	off	with	Luck	points.	Also,	no	skill	improvement	check	is	earned	if	Luck	pointswere	used	to	alter	the	dice	roll.	In	play,	an	investigator’s	Luck	will	fall
through	spends	andrise	through	recovery	(see	below).Recovering	Luck	pointsAfter	each	session	of	play,	each	player	may	make	animprovement	check	for	their	Luck.	This	is	rolled	in	the	sameway	as	for	skill	improvement.	The	player	rolls	1D100	andif	the	roll	is	above	their	present	Luck	score	they	add	1D10points	to	their	Luck	score.	If	the	roll	is	equal	to	or	less	thanthe	investigator’s	present	Luck	score,	no	points	are	recovered.	Note:	An	investigator’s	Luck	score	will	vary
throughoutplay,	but	may	not	exceed	99.	The	Luck	starting	value	is	notused	again	in	the	game.	There	are	no	resets	and	the	startingvalue	can	be	exceeded	in	play.	The	Keeper	rolls	an	Extreme	success	for	a	Dark	Young	to	trample	Harvey	into	the	dust.	Harvey	fails	to	dodge	with	a	roll	of	35,	far	above	his	Dodge	skill	of	27.	This	is	life	or	death,	and	so	Harvey’s	player	spends	30	of	Harvey’s	Luck	points	to	convert	the	Dodge	roll	to	an	Extreme	success.	Harvey	avoids	death	by	a
hairsbreadth!	At	the	start	of	the	following	session	(Harvey	having	somehow	survived	to	fight	another	day),	Harvey’s	player	makes	a	check	for	Luck	recovery.	Harvey’s	Luck	is	now	down	to	15	points.	The	player	rolls	37	and	so	adds	1D10	to	Harvey’s	Luck,	increasing	it	to	21.	Let’s	hope	Harvey	doesn’t	have	to	rely	on	his	luck	today.	99
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