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To
ROBERT BLOCH,

these nightmares in return.




INTRODUCTION

Though we now praise such studies, students of preternatural lifeforms once were castigated
and persecuted. For generations, ‘pracktikal metaphysiques’ were threatened merely for
striving after the truth. Those pioneers faced hair-raising danger — not only from the things
they studied, but also from the hand of their fellow man,

The present volume presents information to the public in what is believed to be an
easily assimilable form. All concerned hope that knowledge of these strange creatures can
become more widespread, increasing support for urgently-needed research efforts.

THESE PAGES DISCUSS 27 TERRORS of the hyper-geometrical realms, those which most
concern us Earth-bound mortals.

Each two-page entry has an identical apparatus: a general discussion, notes on habitat,
distribution, and life and habits, and hints for distinguishing one entity from others in this
book. There is a height chart, and a diagram of some special point of interest about the entity.

Since many preternatural creatures do not photograph well or cannot be photographed
at all, an accurate painting illustrates each monster.

An easy-to-use scientific key helps tell one monster from another. Near the end of this
field guide, a relative-size chart compares the 27 field guide monsters with the creators of this
book. A bibliography and recommended reading list complete the text.

PRENATURALIST FIELD WORK IS EXCITING and personally rewarding, but amateur
preternaturalists are reminded to take appropriate precautions before initiating observations.

Obstacles to successful observation are plain. With rare exceptions, preternatural
collections in museums or zoological gardens do not exist, so that the student gains little
acquaintance with the entities he or she seeks to encounter. Indeed, preternatural physical
evidence of any sort is difficult or impossible to come by.

The naturalist can establish blinds, follow game paths, lurk near water holes, plant
video cameras, and otherwise dog the heels of his chosen species. Such ploys are unavailable
to the preternaturalist, whose interest may be not only off-planet but out-of-universe. And
metaphysical observation methods are available only to scholars and other trained
professionals. Understandably, the successful observer must be extremely patient and have a
comprehensive knowledge of previous Earthly appearances.

But the thrill of seeing your first Dark Young smashing its way, say, through the
Louisiana bayous cannot be duplicated.

I REMIND READERS OF SUPERB DESCRIPTIONS to be found in the writings of Howard
Phillips Lovecraft; his work remains an inspiration. An intriguing game, Call of Cthulhu,
discusses these monsters and others more rare. Actual investigations are more dangerous and
more tedious than the fictive adventures which the game creates; still, the tone is exactly
right,

GOOD SPOTTING!
— Professor-Emeritus Eliphas Cordvip Fallworth,

The School of Medieval Metaphysics,
Miskatonic University.




2. Is the noise itemits . ..
® a weird piping or whistling noise? — FLYING
POLYP, see pages 26-27;
e g tittering laugh? — STAR VAMPIRE, see
pages 58-59.

4

1. Is it invisible?
® yes — go to question 2;
® no — g0 to question 3.

START
HERE

7. Does it have a head?
® yes — go to question 10;
® no — go to question 8.

-

10. Does it have wings?
® yes — go to question 11;
® no — go to question 15.

o

15. Is the thing’s body . ..
e conical and legless? — GREAT RACE
OF YITH, see pages 36-37;
e non-conical, generally with legs? —
£0 to question 16.

W

16. Is its size . ..
e immense, over 20" tall? — ITHAQUA,

see pages 42-43;
e moderate? — go to question 17.

W

17. Does it have.. ..
e a tentacled face and highly plastic form?
— MOON-BEAST, see pages 44-45;
e no tentacles and definite shape, and possibly
manifest from nowhere? — go to question 18.

o

18. Is it bipedal?
® yes — go to question 19;
® no, but usually manifesting first as smoke,
then forming a body? — HOUND OF
TINDALOS, see pages 38-39.

b

( N

3. Does it have a shape?
® yes — go to question 4;
® no — go to question 22;
e it has many separate shapes, each consistent —
NYARLATHOTEP, pages 48-49.

NOTE: because of its variable form, Nyarlathotep may key out at a
number of places. This being never has been known to appear on
Earth in an invisible form, and may not possess one. Recognize
Nyarlathotep by its personality and behavior, not its appearance.
Usually this entity freely admits its identity: if it can be conversed

k with, identification is rarely a problem. _)

b

4. Is It worm-like In shape?
e yes — go to question 5;

® no — go to question 7.

8. Is its body composed of many
separate spheroids?
e yes — YOG-SOTHOTH, see pages 60-61;
® no — go to question 9.

11. Insize,islt...

e elephantine or larger? — go to question 29;
e not significantly larger than a human? — go to
question 12,

19. Areits hind legs . . .
e hypertrophied and built for leaping? —
GHAST, see pages 32-33;

e not hypertrophied? — go to question 20.

&
>

( 29. Does the entity havea head ...
o tentacled and octopoid-like head, with
claws and narrow wings? — SPAWN

OF CTHULHU, see pages 14-15;

® vaguely equine, with large wings but no
tentacles? — SHANTAK, see pages 52-53.

13. Does it have ...
® horns and black skin? — NIGHTGAUNT,
see pages 46-47;
® g pinkish, crustacean-like integument? —
FUNGI FROM YUGGOTH, see pages 30-31.

20.Isits hide. ..
® wrinkled and baggy? — DIMENSIONAL
SHAMBLER, see pages 22-23;
’ ® not baggy and lacking huge folds?
— go to question 21.




22. Are the body portions . ..
* often invisible, does the entity continually emit piping
noises, and is it associated with strong winds? —
FLYING POLYP, see pages 26-27;
* always visible, and is the entity unassociated with
wind? — go to question 23.

.

24. Does the creature have. ..
* a vaguely octopoid head and bat-like wings,
and is it of immense size? — SPAWN OF
CTHULHU, see pages 14-15;
* a toad-like shape, and no wings? —
MOON-BEAST, see pages 44-45.

\
5. Is it winged?

¢ yes — HUNTING HORROR, see pages 40-41;
® no — go to question 6. =

b

6. Is it obviously tentacled?
e yes — CHTHONIAN, see pages 12-13;

® no — DHOLE, see pages 20-21.
T

9. Does it have. ..
* hoof-like feet, with four huge tentacles and many
smaller ones? — DARK YOUNG, see pages 16-17;
® talon-like claws, with many tiny tentacles ending in
mouths? — STAR VAMPIRE, see pages 58-59.

12. Does it have eyes?
* no — go to question 13;
* yes — go to question 14.

D

14. Does it have . ..
® radial symmetry and eyes on stalks? —
ELDER THING, see pages 24-25;
e bilateral symmetry and no eyestalks? —
BYAKHEE, see pages 10-11.

F )

21. Is its hide . ..
® preenish and moist, does it have webbed
paws, and is it an ocean-dweller? — DEEP
ONE, see pages 18-19;
® dirty and mould-covered, and does it
have half-hooved feet and a semi-canine face?
— GHOUL, see pages 34-35. J

w

23. Does the creature have...
® g basic form, with head, arms, and legs, though
highly malleable? — go to question 24;
e no permanent limbs, and is it almost completely
shapeless? — go to question 25.

D

25. Is the thing’s color. ..
e black with no phosphorescence, and extremely fluid?
— FORMLESS SPAWN, see pages 28-29;
e possibly fluid, but not black or, if black,
phosphorescent? — go to question 26.

D

26. Does the entity have a
definite mouth?
® yes — go to question 27;
® no — go to question 28,

. .

27. Is its size . ..
® huge, and of cloudy form? —
SHUB-NIGGURATH, see pages 56-57;
e moderate, and of tentacled or frog-like form?
— SERVITOR OF THE OUTER GODS, see
pages 50-51.

28. Does it...
e continually form eyes, small tentacles, and other
organs, and does it move by rolling? — SHOGGOTH,
see pages 54-55;
® have no eyes, and normally move only by
growing? — AZATHOTH, see pages 8-9.

Scientific Key

INSTRUCTIONS — Start with question 1 and
systematically work through the list of
questions. Answer each question to your own
satisfaction. Skip questions if instructed to do
so. The capitalized name identifies your entity.
Page numbers after the name allow quick
reference. The key may ask questions of size,
shape, etc., more than once.
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Growth Rate

This diagram shows Azathoth’s
diameter after seven successive
stages of growth. Each stage
requires 3-10 seconds to complete.

3200 yards

Fig. 1 — Initial growth stages.

““The unknown, being likewise the unpredictable, became for
our primitive forefathers a terrible and omnipotent source of
boons and calamities visited upon mankind for cryptic and
wholly extraterrestrial reasons, and thus clearly belonging to
spheres of existence whereof we know nothing and wherein we
have no part.”’

Azathoth

A seething nuclear chaos, Azathoth has existed since the beginning of
time. Some theoreticians disturbingly suggest that Azathoth
precipitated our universe. This entity is both blind and mindless,
though of immense or perhaps infinite power.

Advanced students of hyper-dimensional geometry or hard
metaphysics occasionally bring Azathoth to Earth. Usually the being
manifests as an ever-changing rhythmic mass, twisting to the thin
piping of tentacled Servitor attendants.

Azathoth’s presence is hazardous; always attempt to dispel the
entity, for an unchecked manifestation destabilizes and grows
geometrically, and can devastate large areas. Manifestations of
Azathoth have reached diameters of several hundred yards to several
miles across. In all known cases the entity was still growing when
dispelled (Billington, 1945). The illustration to the right depicts
Azathoth after approximately two minutes of growth.

One prominent line of scientific thought (Moriarty, 1872;
Dannseys, 1983) argues that the asteroid belt between Mars and Jupiter
was formed when Azathoth shattered the planet previously in that orbit.
Given such cataclysmic potential, we emphatically recommend
avoiding contact with this being.

— H.P. Lovecraft.

Habitat: beyond normal space-time, at the center of the universe.

Distribution: Azathoth is restricted to the center of the universe, or to
where it is summoned,

Life And Habits: On its throne, Azathoth writhes unceasingly to the
thin, monotonous piping of a demon-flute, as other colossal entities
slowly dance round, twisting and contorting unspeakably. Presumably
their continuing deformations have cosmic significance.

Distinguishing Azathoth —
4 a Flying Polyp continually moves; Azathoth stays at one spot;
4 a Formless Spawn is smaller and always black in color;

¢ a Servitor of the Outer Gods is much smaller and often wields a
flute; normally at least one Servitor accompanies Azathoth;

¢ a Shoggoth is unaccompanied by music or by lesser beings;

¢ Shub-Niggurath exudes an extremely foul odor and possesses
distinguishable mouths, while Azathoth has no identifiable body parts.
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More Mystery

Though biologically unrelated,
structurally the Byakhee’s hune is
found where stingers are located in
Earthly bees. Might the hune
originally have had an attack
function? Extensive data on the
Byakhee is found in Treer (1984).

Fig. 2 — Byakhee cross-section.

““There flapped rhythmically a horde of tame, trained, hybrid
winged things . . . . They were not altogether crows, nor moles,
nor buzzards, nor ants, nor decomposed human beings, but
something I cannot and must not recall.”’

— HL.P. Lovecraft.
Byakhee

The Byakhee is an interstellar being composed of conventional matter.
The body of a Byakhee has two major portions, the thorax and
opisthosoma. From the thorax stretch two wings, two limbs, and a
head. Two additional manipulatory limbs grow from the forepart of the
opisthosoma, while the hune, a unique paramagnetic organ, occupies
much of the opisthosoma’s remainder.

It is a noisy, active entity. At rest and in flight it screeches and
croaks, except when stalking prey. Though its limbs are sturdy enough,
the Byakhee rarely walks, flying whenever possible.

Habitat: preferring airless planetoids and comet nuclei, a Byakhee
enters atmospheres only to feed on planet-bound organisms.

Distribution: perhaps originating near Aldebaran, Byakhee can be
found as far as several hundred light years from that star. They travel
to Earth, but do not dwell here.

Life And Habits: Byakhee are encountered singly or in small groups.
Their breeding habits are unknown. Byakhee generally feed on
interplanetary life-forms rare to Earth’s solar system, but Byakhee also
devour Earth-dwellers with bothersome regularity.

Interesting Facts: the hune as an organ is not well understood by
exobiologists. It may be attuned to the galactic magnetic field,
propelled by the flux. On a planet, the hune allows a Byakhee to
hover; its wings must be used for movement and steering. In space, the
hune allows movement and limited maneuver.

At the Earth’s surface, Byakhee can fly at 70kph, a speed
increasable as air pressure lessens; in space, a Byakhee can eventually
reach speeds one-tenth that of light. In interstellar vacuum, the
Byakhee’s hune can generate the spacetime pattern called a keim by
ancient writers. Within it, a Byakhee can travel at speeds up to 400
times that of light. Generating a keim is hard work, and only is done
for interstellar voyages. The trip ended, the emerging Byakhee is
voraciously hungry: avoid it. Most Byakhee encountered on Earth
arrive by keim.

Distinguishing Byakhee —

¢ Fungi From Yuggoth are pinkish, have six manipulatory limbs, and
fly clumsily in atmosphere, unlike agile Byakhee;

¢ Nightgaunts are black, voiceless, and faceless, and have tails;
4 Shantaks are much larger than Byakhee.
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Chthonian Larva

This hatchling will soon need
blood. Such young Chthonians are
quite vulnerable, in contrast to the
hardy adults. Note the thick
mineral shell within which the larva
develops. Casual observers easily
mistake the stone-like eggs for
geologic formations.

Fig. 3 — Emerging hatchling.

‘“. ..Strange life . . . may pulsate in the gulfs beyond the stars
or press hideously upon our own globe in unholy dimensions
which only the dead and the moonstruck can glimpse.’’

— H.P. Lovecraft.

Chthonian

This large burrower’s trunk is cylindrical, tapering to a posterior point;
at the anterior is a mass of tentacles. The Chthonian has no eyes. It
spends its life miles beneath the Earth’s surface; if surfacing after an
earthquake or an eruption, a chanting noise accompanies it.

A Chthonian can manipulate the Earth’s crust by means not
understood. In concert they cause earthquakes of intensities
proportionate to their numbers: thirty adult Chthonians can duplicate
the force of the 1906 San Francisco earthquake.

This creature finds large quantities of water deleterious, but resists
great heat: an adult can cheerfully wriggle through molten lava.

The Chthonian has powerful mental abilities and can detect,
influence, and control human actions at a distance. A Chthonian rarely
deals with a human as anything but as an annoyance or as food.

As a society, these inimical creatures may permit human
civilization to thrive because they are so few in number that they could
not destroy us before we learned to fight back. Or perhaps Chthonians
encourage human ‘‘nests’’ (cities) because they await a major hatching,
and need prey for their hordes of young.

Habitat: miles underground. Chthonians can swim deep within the
mantle, possibly visiting the Earth’s core.

Distribution: global. And, as Chthonians are extra-terrestrial in origin,
presumably they also infest other planets.

Life And Habits: this complex creature reaches adulthood after
millennia, passing through five life-stages en route. A Chthonian larva
is susceptible to heat, and must remain near the surface of the crust. A
larva requires liquid organic material (such as blood) to develop; it
sucks body fluids from hapless victims through its tentacles. A mature
Chthonian needs less such liquid, deriving metabolic energy by
traversing the thermal gradient between Earth’s mantle and upper crust.

A Chthonian is preoccupied by gathering food for, training, and
protecting its larvae. Do not harm or collect hatchlings, as the adults
are aggressive and vindictive.

Distinguishing Chthonians —

¢ Cthulhu’s Spawn often possess limbs as well as tentacles, and are
octopus-shaped, not worm-like;

¢ Dholes are much larger and lack tentacles;

4 Servitors are much smaller, have eyes, and piping flute-like sounds
accompany them.
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Flight
To fly, a Spawn must put most of
its mass into its wings.

““. . .There is no language for . . . such eldritch contradictions
of all, matter, force, and cosmic order. A mountain walked or
stumbled. . . . [The] spawn of the stars had awaked to claim his
own. The stars were right again. — HLP. Lovecraft.

Spawn Of Cthulhu

Cthulhu is the most famous of a species which came to Earth hundreds
of millions of years ago. These entities are gelatinous green in color,
and come in two shapes: huge octopus-like beings, or bloated entities
with dragon-like wings and talons, and faces covered by barbels.
Cthulhu himself is of the latter shape.

Such Spawn are extraordinarily plastic, and can rapidly and
drastically change shape. Individual limbs and body members always
remain identifiable, though they may be distorted, atrophied, or
hypertrophied.

Habitat: Though water does them no harm, Cthulhu and his clan
traditionally but incorrectly have been viewed as sea beings: they are
primarily land-dwellers. Entities of great power, they can travel
through space at will, plunging from world to world.

Distribution: these beings follow an inexplicable cosmic cycle of
activity and inactivity. At the moment, almost the entire race is in
suspended animation, resting until the end of the current cycle when
they can live again. Evidence exists that their time is near.

Life and Habits: while sleeping, they can take only mental action, such
as broadcasting dreams or telepathic instructions. Presumably, when
they wake to active life, Cthulhu and his race intend to re-establish the
civilization they possessed in ancient times. Most of the race appears
to have lived in a single immense city which once covered much of the
south Pacific. Currently they and their city, R’lyeh, are buried under
thousands of feet of water and hundreds of feet of silt and stone. The
breeding habits of this species are unknown, though they might
reproduce by mitosis. If this surmise is true, all the million inhabitants
of R’lyeh may descend from Cthulhu himself.

Distinguishing Cthulhu’s Clan —
¢ Chthonians have no wings or other limbs;
¢ Dark Young are smaller, without definite head structures;

4 Flying Polyps are smaller, accompanied by whistling noises, and
have temporary lapses of visibility;

¢ Ithaqua lacks tentacles, is restricted to cold climes, and flies without
wings;

¢ Servitors of the Outer Gods are much smaller, lack wings, and
generally travel by rolling.

Fig. 4 — Proportion of Spawn wingspan to body.
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Leg Articulation

Though the average Dark Young
has trunk and legs of about 8 feet,
and an overall height of some
20-25 feet with tentacles extended,
there is no maximum size for this
creature. Specimens upwards of 70
feet have been encountered, and a
portion of one is depicted below.
Note the manner in which the leg is
retracted as the creature steps
forward. As the foot is lowered, it
also expands Iaterally to take the
Dark Young’s weight.

““ Much of the power of Western horror-lore was undoubtedly
due to the hidden but often suspected presence of a hideous
cult of nocturnal worshippers whose strange customs—
descended from pre-Aryan and pre-agricultural times—were
rooted in the most revolting fertility-rites of immemorial

antiquity. — HL.P. Lovecraft.

Dark Young

One of Shub-Niggurath’s many titles is ‘“The Black Goat of the Woods
with a Thousand Young.”” The Dark Young are the ‘Young’ to whom
that title refers.

Typically dendroid, a Dark Young has several stout, hoof-like legs
supporting a thick body marred by gaping maws dripping goo. The
body is topped by a maze of variously-sized tentacles, always
including four large tentacles as thick as tree trunks.

Habitat: a Dark Young is most often encountered in densely
overgrown regions such as forests and swamps, presumably where its
shape allows it the best cover for hunting. A limited survey (Isinwyll,
1986) suggests that Dark Young tend most often to be found in
temperate and sub-tropical climates on Earth.

Distribution: encountered world-wide, especially where the Shub-
Niggurath cult persists. Dark Young presumably originate on one or
more alien worlds; none has been proved native to Earth. This creature
does not naturally live here for longer than a few years at a time.

Life and Habits: though intelligent, the Dark Young most often is
found alone. It feeds on the body fluids and internal organs of luckless
living beings who wander into range of its powerful tentacles.
Ordinarily (Isinwyll, 1987), the Dark Young waits motionless for prey,
then, having fed, moves quickly to another location to repeat the
pattern. Several cases exist of Dark Young tracking and pursuing
victims: perhaps these Dark Youg were particularly hungry or under
powerful compulsion.

The Dark Young does not reproduce on Earth, and nothing is
known of its breeding habits, if any. Possibly all are produced by
Shub-Niggurath and have no need or ability to reproduce. This seems
unlikely, in view of the emerging record (Isinwyll, 1981) of Dark
Young participation in human prehistoric fertility rituals; mythic power
is traditionally attributed to forests and trees; the Tree of Life, The Tree
That Walked, etc., are important symbols.

Distinguishing Dark Young —

¢ Chthonians are legless;

¢ The Spawn Of Cthulhu are larger, and possess heads;

¢ Shub-Niggurath is larger and has a much less definite form.

Fig. 5 — A Dark Young attacks.




-17 -

DARK YOUNG




- 18 —

it ““. .. They hopped irregularly, sometimes on two legs and
, sometimes on four . . . . Their croaking, baying voices . . . held
el all the dark shades of expression which their staring faces
18" i — HL.P. Lovecraft.
Deep One
2|
A Deep One is an ocean-dwelling being which vaguely resembles a
sil: hybrid of fish and frog. It has gills, but can also breathe air, and can
survive on land indefinitely. The Deep One is usually a bluish-green
. color with a pale belly. On land, a Deep One may walk on four limbs

or on its hind legs only. It swims with webbed, flipper-like paws. It
emits a nauseating fishy stench.

When a Deep One mates with a non-Deep One, the hybrid
offspring at first resembles an ordinary member of the non-Deep One
species. With time, it degenerates, internally and externally drawing

COMPARATIVE closer to a full Deep One. Eventually the offspring undergoes the

HEIGHT CHART Change, and (if land-dwelling) returns to the sea to take its place in

undersea society. Deep Ones are known to have bred successfully with
humans and dolphins, though the metamorphosis takes longer in
dolphins, probably because the bone structures are dissimilar.
Not all Deep One hybrids complete metamorphosis. Slight
. variations in environment or heredity greatly affect the process.
Thedn nsnll_ztét‘? No Defap One dies naturally. The longer it lives, the larger it
Progressive degeneration caused by grows, and it can become exceptionally large. Conversely, a starving
the Deep One genetic taint. At age Deep One shrinks, metabolizing muscle and bone tissue. Prolonged
34, this man is nearly ready for starvation can reduce a Deep One to frog-size. Several weeks of heavy

The Change. His skin is peeling, : : )
- I e feeding are needed to regain normal mass (d’Erlette, 1959).

Soon his nose will drop off. Habitat: undersea, especially the continental shelves at depths less than
a kilometer, in temperate and tropical climates.

Distribution: in every ocean, and along the coasts of most continents.
The Deep One is apparently native to Earth, though its evolution
remains obscure.

Life And Habits: This carnivorous aquatic vertebrate is intelligent and
boasts a civilization. It lives in undersea cities, herds schools of fish,
and engages in sophisticated manipulations of selected local human
populations. Given a uniquely malleable chromosomic pattern, it
routinely participates in successful reproduction with different species.

Distinguishing Deep Ones —

¢ Dimensional Shamblers are proportioned quite differently, with
much longer arms and loose, wrinkled hides;

¢ Ghasts move with hopping motions, and never go on all fours;
¢ Ghouls emit odors of mold and old soil;

¢ extremely large Deep Ones crudely resemble Ithaqua, but Ithaqua is
always accompanied by freezing cold, and lacks fins or gills.

Fig. 6 — Four stages of degeneration.
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this Dhole
is about 800" long
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Dhole Mouth-Parts

These mouth-parts are normally
kept retracted within the forebody,
as in (A) below. They can be
quickly extended when needed (B).

““The true weird tale has something more than secret murder,
bloody bones, or a sheeted form clanking chains according to
rule. A certain atmosphere of breathless and unexplainable
dread of outer, unknown forces must be present; and there
must be a hint, expressed with a seriousness and
portentousness becoming its subject, of that most terrible
conception of the human brain — a malign and particular
suspension or defeat of those fixed laws of Nature which are
our only safeguard against the assaults of chaos and the

3
daemons of unplumbed space. — HLP. Lovecraft.

Dhole

A Dhole is a colossal worm-like organism found on certain distant
worlds. A light-avoider, this burrower is rarely seen. The Dhole can
squirt a noxious acid slime from its mouth.

The most remarkable feature about a Dhole is its enormous size,
typically at least 600 feet long and 20 feet thick. A Dhole 1000 feet
long and 50 feet thick is not unusual. While this creature can expand
and contract its body in much the same manner as an earthworm, the
Dhole is not a shape-changer in the manner of Cthulhu’s star-spawn or
the Moon-Beasts.

Habitat: deep underground. The Dhole never frequents the surface of a
world until it has riddled and ruined the interior of the crust. A riddled
crust is like a sponge, with Dhole tunnels extending in every direction,
a terrifying labyrinth.

Distribution: no Dhole has been found on Earth, though that does not
mean that a few are not present. Since they are known to inhabit
several planets, they must have access to some means of interstellar
travel. Perhaps other beings transport them.

Life And Habits: a scavenger, the Dhole feeds on hydrocarbons (fresh
or decayed) of every type, including coal, oil, dirt, corpses, etc. With
its huge size and persistent tunneling, such a monster scours an infested
planet of life. Any encounter with a Dhole on Earth should be reported
at once to the proper authorities.

The Dhole life-cycle is little-studied. One theory (Marsh, 1980)
conjectures that the Dhole is actually the final stage of Chthonian
development, though most exobiologists reject this approach. A likelier
hypothesis (Dannseys, 1981) is that the creature originates in a plane of
existence commonly known as the Dreamlands. This theory argues that
the colossal Dreamlands entities known as Bholes give birth to Dholes,
dropping them through the interdimensional fabric onto hapless worlds.
This would explain how these unintelligent creatures spread from
world to world.

Distinguishing Dholes —
4 Chthonians have tentacles, and are much smaller,
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Forepaw Articulation

The fingers on each end of the
hand structure are reversed, to

serve as thumbs. All fingers can be

S0

reversed at will, swiveling 180"

on sturdy basal socket-joints. The

Shambler can choose among 32

hand configurations when grasping

Fig. 7 — A Shambler digital arrangement.

for or manipulating objects.

““. . .1Its rugose, dead-eyed rudiment of a head swayed
drunkenly from side to side. Its forepaws were extended, with
talons spread wide, and its whole body was taut with murderous
malignity despite its utter lack of facial description.”’

— H.P. Lovecraft.

Dimensional
Shambler

This shaggy, wrinkled entity inhabits transcosmic eddies outside our
universe. A Dimensional Shambler has large claws, a shapeless face
with empty eyes, and a loose-hanging hide. Yog-Sothoth and other
creatures are known to inhabit the same transcosmic realm, but none
are so well-known to us as the Shambler, which habitually enters our
physical universe.

No one knows how this predator selects its prey. One hypothesis
(Larkhan, 1985) suggests a pattern derived from matrix mechanics in
which the trigger variable is the performance of three fundamental
human activities in a specific sequence. Much research remains to be
done, however.

Habitat: between dimensions. The Dimensional Shambler continually
traverses the planes, emerging to feed or engage in rituals, then
returning to its native non-continuum. No record of the Shambler’s
transcosmic environment exists.

Distribution: interdimensional. The Shambler is everywhere and
nowhere; its actual numbers are unknown. If summonings are ignored,
estimates of yearly incidence on Earth range from a high of 8500 to
zero (Wilbham, 1988).

Life And Habits: the Dimensional Shambler is a solitary hunter
possessing a natural ability to enter the fourth and higher dimensions,
thereby obtaining food, escaping foes, and traveling swiftly.

It can dimly peer between the dimensions and spy on lesser beings
with ease. Its favorite hunting ploy is to materialize inside a closed
structure, avoiding outside observation and insuring that its chosen
prey cannot easily escape.

Reproduction, life span, social life, etc., must remain unknown
until investigators find some way to pierce the transcosmic veil.

Distinguishing Dimensional Shamblers —

¢ Deep Ones generally sport smooth or scaled skin;

¢ Ghasts are more active, and possess clearly defined faces;
¢ Ghouls