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riter of “weird tales.” Part horror, part sci-

ence fiction, part philosophical treatises, his works have been remembered for the better

| part of a century. But why Lovecraft? Others from his time wrote similar works of pulp |
fiction, but we remember few of them. Three possible reasons deserve consideration.

The first is verisimilitude. Lovecraft’s stories are created to seem like actual accounts, with
references to (usually fictional) books, events, myths, and people. His writing is almost in the
manner of an academician or a journalist. To further strengthen these imaginary proofs—all the
more to make the horror seem real to the reader—he used the same references repeatedly. We
read of the Necronomicon, Cthulhu, and the Esoteric Order of Dagon in one story, and the
names carry credibility because we know we read them somewhere else, even if we can’t quite
remember where.

This collaboration led to a wonderful happenstance. Lovecraft’s friends—very much with his
blessing—began to use the same references in their own weird tales, as well a creating their
own strange books, people, places, and gods. And others not only used Lovecraft’s references,
but also his friends’ ideas, until the results became an intricate web of tales called the Cthulhu

hos. Not a “shared world,” it is instead a “shared gestalt” through which to view the world.
The Cthulhu Mythos is a communal conceit, one that allows writers to create stories sharing a
i y reality known and loved by an audience cager to learn more. Every new bit
ction that uses this shared reality, even the book you are reading now, becomes a part of

the ever-growing web of the Cthulhu Mythos.

The second reason Lovecraft is still read and remembered is because his stories contained a cer-
tain weltanschanung: a way of viewing and interpreting the world. Lovecraft’s cosmic modern
realism, including his self-described “mechanistic materi 1,” places humanity as an inconse-
quential speck in the unimaginably vast sea of space and time. His rather bleak outlook is strong
communicated in stories where his protagonists are worse off for knowing the truth of the uni-

erse. Stories with the same “Lovecraftian” philosophy are thus part of the Cthulhu Mythos. Not
all stories that mention RI'yeh or Azathoth are Lovecraftian, and not all Lovecraftian tales use the
Cthulhu Mythos. With the form and mood of his stories, Lovecraft started some truly major

£ movements in fiction, primarily horror fiction.

Finally, Lovecraft’s stories are still read because they’re enjoyable to read. If’s easy to get
caught up in the wonder of the Cthulhu Mythos. His approach to the universe appeals to the
darker nature in us all. Lovecraft’s stories aren’t just horror because of gore, or terrible mon-
sters with big claws. They horrify because they state that we are not—as we would love to
believe—at the center of everything. We are not vital and important. We cannot accomplish
anything significant. We will not live forever. That’s horror.




CALL OF
A GAME
So how does this all make for a good role-
playing game? Actually, that’s for you to
decide. Call of Cthulhu is a horror role-
playing game, one where the protagonists
of your story are normal people menaced by
tentacled monsters, the living dead, dire
cultists, and even cosmic entities. This is stan-
dard “sudden discovery” horror, as in “I have
suddenly discovered that Old Man Murray is-
actually an Inhuman Thing!” !

If you like, it can also be a more Lovecraftian §
| game—one that’s still clearly horrific, but does- §
| n't stress tentacles and slimy goo as much as the
true insignificance of the heroes (and in fact, of all =
| humanity). With this approach, it becomes a horror
game of slow realization, where normal people dis-
cover the truths of reality itself. Investigators of the
unknown learn that the best that they can do is sur-
vive, if only for a little while longer, against forces so
unimaginably vast that mankind has not even roused
their interest.

As an alternative, you can usc the material described
in the appendix to introduce elements of the Cthulhu

| Mythos into a standard fantasy game. In this sort of game, the heroes eventually

can attain the power to drive off or destroy the cosmic horrors presented to them.
While this isn’t truly Lovecraftian, it’s fun nonetheless.

This book offers all these options. Do as thou wilt.

alien, and “wrong”
familiar with the d20 system will be surprised and (hopefully)
fascinated by the slow deterioration of their heroes’ Sanity
scores. Madness will have a strange effect on their characters
and the game.

MELDING TWO GAMES

b This version of Call of Cthulbu is a synthesis of two great roleplaying games.
b The original Call of Cthulbu has been around for two decades, and has

L been loved by the gaming hobby since its inception. The DUNGEONS &

L DRAGONS® game 1s even older, and its most recent edition has introduced

the concept of the d20 rules system: a rule set simple and straightforward

enough to be applicd to genres beyond medieval fantasy.

For the most part, what you hold in your hands is the story, the
places, the concepts, and the people from the Call of Cthulhu game as
seen through the lens of the d20 rules. We have attempted to retain
L every aspect of play from the original Call of Cthulhu game while
b using the new rules.

Some aspects have been retained from the existing Call of
Cthulhu game almost unchanged. Primarily, these include the rules
¥ for Sanity and the Cthulhu Mythos skill. Several reasons for this

exist. First, they’re great mechanics that simulate Lovecraft’s fic-

tion well. Second, they preserve the feel of a game that people
have loved for years. Finally, by allowing them to work differ-
ently than other d20 mechanics, they feel all the more different,

>

during gameplay. Even experienced players

We have assiduously compiled the insane insights within
this tome. Now it’s your turn to peruse them, use them to
create stories, and bring them to life.

WHAT IS A ROLEPLAYING GAME?

If you have never played one of these games before, you're
in for a wild ride. In a roleplaying game, you take on the
role a character in a story, interpreting her actions through
| the use of rules. Playing a roleplaying game involves sitting
around a table or room telling a collaborative story with a
| group of players. The story can easily be like something
| from a film (even a horror film), except that all the action
| takes place in your imagination.
| If a roleplaying game is like a film, then the players are
| the stars. In this type of movie, the characters they portray
are all heroes investigating the supernatural—we call them
investigators. They're often referred to as player characters
or PCs. Because this game is based on Cthulhu Mythos
stories, some characters die horribly; others live long
enough to make it to a sequel.

Acting in this story involves a bit of improvisation,
because there’s no script, other than the notes or out-

' lines used by the Gamemaster. The Gamemaster, or GM,

is like the director of this film, but also plays other roles
as well. The GM decides what the story is about,
describes the locations the heroes see, and unleashes the
occassional horrible monster. The Gamemaster also
keeps track of the rules, interprets the outcome of
actions, and describes what happens.

In addition to all these responsibilities, the GM also
plays the roles of other characters the heroes encounter.
These “extras” are commonly known as nonplayer charac-
ters or NPCs.

Unlike any movie or horror novel, roleplaying isn’t pas-
sive entertainment. The Gamemaster and players tell a
story collaboratively, and the events of the story are up to
them.

What Do | Need to Play? To join a Call of Cthulhu d20
game, you'll need this book, a copy of the character
sheet, and a pencil and scratch paper. You'll also need
some dice, the kind that are usually available in book-
stores or game stores that carry roleplaying games. A
game that uses the d20 system (such as this one) typi-
cally requires a four-sided die (d4), several six-sided dice
(d6), an eight-sided die (d8), a twelve-sided die (d12), a 4y
twenty-sided die (d20), and two ten-sided dice (d10). |
The ten-sided dice are also sometimes referred to as
“d%.” This means that you should roll both d10s, read-
ing one as the tens digit and the other as the ones digit;
this generates a number between 1 and 100 (00 on the
dice). It is preferable to use dice of different colors when
rolling d%, and designating which die represents the
tens digit (before you roll) is important. Don’t worry: If
all you have is this book, you can probably borrow what
you need from another player or the GM.

We also highly recommend reading at least one or two
stories involving the Cthulhu Mythos before you begin,
such as the original “Call of Cthulhu” short story by,
H.P. Lovecraft. Again, you can probably find an
appropriate anthology at a bookstore or game store
such as the ocne where you found this game.
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' desolate mountain are their shrines,
and they linger around the sinister
monoliths on uninhabited islands.

— H.P. Lovecraft,
“The chmre n tbe House”

t Searchers after horror haunt
. strange, far places. For them are

the catacombs of Ptolemais, and

% \ fé the carven mausolea of the night-

" mare countries. They climb to the
moonlit towers of ruined Rhine
castles, and falter down black cob-
webbed steps beneath the scat-
tered stones of forgotten cities in
Asia. The haunted wood and the

,,ﬂ

| behind him than a witless buf

|| At the start of the game, y
[l 1ty score

ust about every die roll you’ll make in
this game will be modified based on your
character’s abilities. A tough character
| has a better chance of surviv INg an encounter
with a deep one than a weak character. A per-
ceptive character is more likely to notice
drug-crazed assassins sne ; up from
on. A stupid
character is less likely to find the secret door

| behind the bureau than a brilliant academic.
| Your character’s ability scores tell you what

your modifiers are for rolls based on these
sorts of situations.

Your character has six abilities: Strength
(abbreviated Str), Dexterity (Dex), Constitu-
tion (Con), Intelligence (Int), W Riom (Wis)
-..m(l Charisma (C ha) Each of your leuu-
ter’s above-average abilities grants a benefi
on certain die rolls; each below-ave
ity imposes a disadvantage on other die rolls.
you’ll roll six abil-
'.mdoml} and assign them to your §

i character’s abilities in the order you like.

Later in the game, you’ll have the chance to
aise them as your character advances in
experience.

To create an ability score for your character,

sided dice (4d6). Disregard the

roll four sis
ie, and total the three highest dice.




B This roll gives you a number
= Dbetween 3 (tcmble) and 18 (excellent).
p The average ability score for the typi-

You apply your character’s Strength modifier to the following:
 * Melee attack rolls.
 * Damage rolls when using a melee weapon or a thrown weapon. (Exceptions:
An off-hand attack or two-

handed attack will change TABLE 1-2:

this modifier; see Damage,
page 62, for more details.) Average Strength Scores

L+ Climb, Jump, and Swim Average  Average

cal person i, 10 or 11, but your charac- 1 checks. These are skills il Creaturg SRR
| ter is not typical. Your investigator is ! that have Strength as their Isnhcorporeal - T _5
. L B =
above average, someone with the poten- key ability. . PR T | 4
tial to excel. The most common ability * Stength chelcks (flor SIL:— Child . 4-5 =
4 scores for player characters (PCs) are 12 peaoTE A 25 Digik-
KN d 13 P £ FCs) ing down doors). S(I/des)’ person g_; —f
‘ D LY . e «
Make this roll six times, recording the Avearagpee;:)seorZon 10-11 0
result each time on a piece of paper. ‘Once B8 :
TY Fit person 12-13 1
you have all six scores, assign each score to §& DEXTERI Str(fng ah 14-15 :2
one of your character’s six abilities. You’ll (DEX) Weightlifter 1617 +3
need to know what kind of person your char- "8 Dexterity measures Olympic athlete
acter is going to be in order to know where'best §% hand-cye coordina- deep one ’ 18-19 +4
to place your character’s ability scores. 2% tion, agility, reflex- Ape 20-21 +5

== es, and balance. If  jpaep Young of

| you want your Shub-Ni h 30-31 10
ABIL]W MODIFIERS ? character to be a Dhol: L 42-43 116

with their average scores in that ability. Not every creature has a score
in every ability, as you’ll see when you look at the lists that follow.

STRENGTH (STR)

tant to those intending to get into hand-to-hand combat.

Strength measures your character’s muscle and physical power. It’s most impor-

Shan (Insect from Shaggai)

Each ability will have a modifier, ranging from - marksman  or Shoggoth 44-45 7
to +4 for starting characters::Table 1-1: Ability good at avoiding
Modifiers shows the modifier for each ability based damage, put a
. on its score. high score in Dexterity.
‘ The modifier is the You apply your character’s Dexterity modifier to the fol-
TABLE 1-1: number you add to a die lowing: . . .

e . roll when your character * Ranged attack rolls, including attacks made with guns,
Ablllty Modifiers tries to do something bows, throwing knives, and other ranged weapons.
Score Modifier  (clated to that ability. For * Your Armor Class score, provided your character can
1 -5 instance, you add your react to the attack.

23 —4 Strength modifier to your * Reflex saving throws, for avoiding explosions and other
4-5 -3 roll when you try to break attacks that you can escape by moving quickly.
6-7 -2 down a door or hit someone * Balance, Drive, Escape Artist, Hide, Move Silently,
8-9 -1 with a chair. You also use these Open Lock, Operate Heavy Machinery, Pilot, Ride,
10-11 0 modifiers with some numbers Sleight of Hand, Tumble, and Use I {opc checks.
12-13 +1 that aren’t die rolls, such as These are skills that have Dexterity as their key
14-15 +2 when you apply your Dexterity ability.
16-17 +3 modifier to your Armor Class.
18-19 4 A modifier can be positive or
20-21 +5 negative. A positive modifier is called TABLE 1-3:
and so on a bonus; a negative modifier is called Average Dexterity Scores
a penalty. Average Average
Race or Creature Dexterity Modifier
; Plant — —
REROLLING OPTION Snail 1 =
If your scores are too low, you may scrap them and roll all six scores Shoggoth 2-3 —4
over. Your scores are considered too low if your total modifiers add  Klutz 4-5 -3
up to 0 or less, or if your highest score is 13 or lower. Clumsy person, Yithian 6-7 -2
Accident-prone person 8-9 -1
; Average person 10-11 0
AB!LITI Es Graceful person 12-13 +1
; J Bat, Leng spider 14-15 +2
Each ability partially describes your character and affects some of ~ Circus acrobat, nightgaunt 1617 +3
your character’s actions. Rat-thing 18-19 +4
The description of each ability includes a list of examples, along Formless spawn 20-21 +5

+6



CONSTITUTION (CON)
Constitution represents your character’s health and stamina. Since a good Con-
stitution improves hit points, it’s important to everyone.
You apply your Constitution modifier to the following:
* Each Hit Die (though a penalty can never drop a Hit Die roll below 1; that
is, a character always gains at least 1 hit point each time she goes up a level).

* Fortitude saving throws, for resisting poison and similar threats. You apply your character’s
¢ Concentration checks. This skill, important to mnvestigators who use Intelligence modifier to the fol-
magic, has Constitution as its key ability. lowing:

Constitution also determines how long a character can hold her breath * The number of languages your
(for example, when trying to avoid drowning). character knows at the start of the
If a character’s Constitution changes enough to alter his Constitution game. . _ '
modifier, his hit points also increase or decrease accordingly. This * The number of skill points gained
applies even to Hit Dice gained from previous levels. cach level (your character always gets

at least 1 skill point per level).

- * Appraise, Computer Use, Craft, Demolitions, Disable
TABLE 1-4: . Device, Forgery, Knowledge, Read Lips, Repair, Research,
Average Constitution Scores Search, and Spellcraft checks. These are skills that have

Average Average Intelligence as their key ability.

Race or Creature Constitution  Modifier Creatures of humanlike intelligence have scores of at
Mummy = — least 3.
Bedridden or dying person 1 -5
Invalid 2-3 ~4

Frail person 4-5 -3 WISDOM (Wls)

Puny person 6-7 =2 Wisdom describes a character’s willpower, common sense,

Spectral hunter 8-9 = perception, and intuition. While Intelligence represents
Average person 10-11 0 one’s ability to analyze information, Wisdom is more a case
Healthy person 12513 +1 of being in tune with and aware of one’s surroundings. An
Horse 4=15 +2 “absentminded professor” has low Wisdom and high Intelli-
Elder thing 16-17 +3 gence. A holy hermit might be unsophisticated (low Intelli-
Bear 18-19 +4 gence) yet still have great insight (high Wisdom). If you
Chthonian 20-21 ) want your character to have keen senses or a sense of spiri-
Dhole 28-29 +9 tuality, put a high score in Wisdom.

Shoggoth 30-31 +10

Wisdom also determines a character’s starting Sanity (see
the Sanity chapter).

I‘NTELLIGENCE (I‘NT) You apply your character’s Wisdom modifier to the fol-

; . owing:
Intelligence determines how ‘well your character
learns and reasons. If you want your character to have

a lot of skills and be smart, put a high score in Intel- ~ JABLE 1-6:

ligence. Average Wisdom Scores
Average Average
= Race or Creature Wisdom Modifier
TABLE 1-5; . Foolhardy investigator 6-7 -2
Average Intelligence Scores Shoggoth 89 a
Average Average Average investigator 10-11 0
Race or Creature Intelligence  Modifier Elder thing 12-13 +1
Animated corpse — = Serpent person 14-15 +2
Snake, spider, shark 1 -5 Lloigor 16217 +3
Cat, dog, most mammals 2 =4 Shan, human guru 18-19 +4
Minimum human intelligence 3 —4 Hound of Tindalos 20-21 +5
Shantak 4-5 -3 Yithian 28-29 +9
Shoggoth 6-7 -2
Dimensional shambler 8-9 -1 ) ) ) | |
Average person 10-11 0 * Will saving throws (for negating mind-affecting spells). .
Sharp-witted person 12-13 +1 * Heal, Innuendo, Listen, Psychic Focus, Psychoanalysis,
Clever person 14-15 ) Sense Motive, Spot, and Wilderness Lore checks. These are
Mi-go 16-17 3 skills that have Wisdom as their key ability.
o 18-19 A Every creature has a Wisdom score.
Star-spawn 20-21 +5
Yithian 36-37 +13

CHARISMA (CHA)

Charisma measures a character’s force of personality, persuasiveness, per-

sonal magnetism, leadership ability, and physical attractiveness. It represents

actual inner strength or strength of personality, not merely how one is per-
ceived by others in a given social setting.



CHANGING ABILITY SCORES

Over time, the ability scores your character starts with can change. Ability
scores can increase with no limit.

¢ Add 1 point to any one score at 4th level and every four

levels your character attains thereafter (at 8th, 12th, 16th,

TABLE 1-7: and 20th level). ' i,
Average Charisma Scores ¢ Many spel!s. and maglcal' effects tempoyarlly increase or
Average  Average dccrcgsc ;}blhty scores. For instance, tbe voice ofRa spell tem-
porarily increases a character’s Charisma, while the curse of

Race or Creature Charisma  Modifier ey e e .
; Chaugnar Faugn reduces it. Sometimes a spell simply ham-
Animated Corpse 1 -5 i : T = eyl
; pers a character, effectively reducing her ability score.
Crocodile 2-3 —4 . g 5D
Corml 45 3 * Poisons, diseases, and other effects can harm an ability (tem-
orary ability damage). Ability points lost to damage return
Dog, cat 6-7 =2 porary Y YE
. . on their own at a rate of 1 point per day for each damaocd
Shy or unassuming person 8-9 =1 i
Average person 1011l 0 - horrible cr et e ke X )
% X Certain horrible creatures drain abilities, resulting in a per
ttractive person 12-13 +1 "4 s :
manent loss (permanent ability drain). In Call of Cthulbu,
Take-charge type 14-15 +2 ells ¢ i bic loss
Uloigor 16-17 3 no spells can restore this loss.
* As a character ages, some ability scores go up and others go
L TRl e down. (See Table 1-11: Aging Effects, page 13.)
nightgaunt 18-19 +4 : SR 2 o
Hunting horror 20-21 +5 - ) : o
When an ability score changes permanently, all attributes asso-
ciated with that score change accordingly. For example, when
You apply your Charisma modifier to the fol- Claire becomes a 4th-level character, she decides to increase her
lowing: Intelligence to 16. That increases the number of skill points she
« Animal Empathy, Bluff, Diplomacy, Disguise, gets per level from 10 to 11. As a new 4th-level character, she
Gather Information, Handle Animal, Intimi- can get the skill points after raising her Intelligence, so she’ll
date, and Performance checks. These are skills get 11 points for achieving 4th level. She does not retroac-
that have Charisma as their key ability. tively get additional points for her previous levels (that is,
¢ Checks that represent an attempt to influence skill points she would have gained if she possessed an Intel-
others. ligence score of 16 starting at 1st level).

Every creature has a Charisma score.

EXAMPLE OF CHARACTERS

YING A AND LEVELS
GENERA NG ND An attack roll, saving throw, or skill check is a combi-
AsSIGNING ABIL]W nation of three numbers, each representing a different
S/CGRES factor: a random factor (the number you roll on
1d20), a number representing the character’s innate
abilities (the ability modifier), and a bonus repre-
senting the character’s experience and training.

This third factor depends on the character’s level.

The Base Save and Base Attack Bonuses tables on

the next page summarize the figures for this
third factor.

When you create a character, you either
choose the Defense Option or the Offense
Option. The Defense Option provides for
better saving throws, but a poorer attack

bonus. Conversely, the Offense Option

offers a better attack bonus, but poorer
saving throws.
Base Save Bonus Progressions: On each

Jonathan wants to create a new character. He rolls four six-
sided dice (4d6), getting a 5, 4, 4, and 1. Ignoring the lowest
die, he adds up the rest and records the first result on scratch
paper: 13. By doing this five more times, he gets these six scores:
13, 10, 15, 12, 8, and 14. Jonathan decides to play a smart college
professor and begins assigning his rolls to abilities.

Intelligence gets the highest score, 15. His character has a +2
Intelligence bonus that will grant him extra skills.

Wisdom gets the next highest score, 14. This gives him a +2
bonus on important skills such as Spot and Listen, and better Will
saving throws.

Jonathan decides to put his lowest score, 8, into Dexterity. He fig-
ures his character is a bookish sort that wants to stay out of a fight,
one who doesn’t have a natural affinity for firing guns or dodﬂmg ;
blows. Jonathan would rather play an academic. of the following tables, three columns

Jonathan has two bonus-range scores left (13 and 12), plus an average apply to saving throws. You must assign
score (10). Constitution gets the 12 (+1 bonus). That gives him an extra cach of these PIOBICSSIONS 10 4 SaXUis
hit point cach level and a bonus on his Fortitude saving throws. Charisma throw category (Fortitude, Reflex, and
gets the 13 (+1 bonus). That helps with intrapersonal skills, such as Diplo- Will) when you create your character.
macy (see Table 2-1: Skills, page 18). Once these progressions are assigned,

Strength gets the 10 (no bonus or penalty). Jonathan thinks his character YO keep the same progression for
may need to use a melee weapon, perhaps a knife, if all else fails. His average that category as you advance in level.
Strength won’t hamper him, but it won’t help much, either.

Jonathan records his character’s ability scores and ability modifiers on his
character sheet. Looking them over, he decides that his first character, Kristof,
will be an assistant history professor at the local university.




TABLE 1-8:

Base Save and Base Attack Bonuses: Defense Option
A Defense Option character begins play with two “good” saves (start-
ing at +2) and one “bad” save (starting at +0). The three saving throw
progressions are assigned (in any order) to Fortitude, Reflex, and Will
during character creation. Base attack bonus begins at +0.
Base Attack Bonus: On an attack roll,

Base Base Base Base apply the bonus from the appropriate
Save Bonus Save Bonus Save Bonus Attack column on the table appropriate to the
Level Progression 1  Progression 2  Progression 3 Bonus option you have chosen. Numbers after a
1st +0 +2 32 +0 slash indicate additional attacks at
2nd +0 33 +3 +1 reduced bonuses: “+12/+7/+2” means
3rd &1 +3 +3 1 three attacks per round, with a base attack
4th +1 +4 +4 ) bonus of +12 for the first attack, +7 for
Sth +1 +4 +4 -5, the second, and +2 for the third. Ability
6th ) £5 +5 +3 modifiers apply to all these attacks nor-
7th i) 45 45 +3 mally, but bonuses from ability scores do
8th +2 +6 +6 +4 not grant extra attacks.
9th 3 % % +4 Saving Throw Example: Jennifer is
10th +3 7 +7 45 playing a combat-oriented character
11th 1 &7 T +5 named Sam. During character creation,
12th +4 +8 +8 +6/+1 she chooses the Offense Option. This
13th +4 +8 +8 +6/+1 gives her character one “good” save (a
14th +4 +9 +9 +7/+2 +2 modifier) and two “bad” saves (each
15th +5 +9 +9 +7/+2 with +0 modifier). She assigns Sam’s +2
16th +5 +10 +10 +8/+3 bonus on Fortitude saves, so both Reflex
17th +5 +10 +10 +8/+3 and Will have a base save of +0. When
18th +6 PHi +11 +9/+4 Sam rreaches 2nd level, his Fortitude
19th +6 +11 +11 +9/+4 base save bonus becomes +3, but his
20th %6 =D ] +10/+5 Reflex and Will won’t increase to +1

until 3rd level.
Attack Bonus Example: When Sam is
TABLE 1-9: 5th level, he has a base attack bonus of +4.

Base Save and Base Attack Bonuses: Offense Option g(mh h lmdc? A hlc fadgsf e
An Offense Option character begins play with one “good” save (start- ltrenuglt = 3on6usl(A+‘ ) o a‘]t(otla A CIS
ing at +2) and two “bad” saves (starting at +0). The three saving throw t71"0ub.1 4 Td’ _3&5.61 flttflc_k ')omlls 'woiul

progressions are assigned (in any order) to Fortitude, Reflex, and Wil] ~ BFant an additional attack at + (and be

: ; - listed as +6/+1 on the table), raising his
during character creation. Base attack bonus begins at +1. e ) ofc
total attack modifier from +4 to +6 via

ability modifiers doesn’t grant Sam an

Hase Pise Bise Base additional attack
Save Bonus Save Bonus Save Bonus Attack 3
Level Progression 1  Progression2  Progression 3 Bonus

Ist +0 +0 +2 +1

2nd 10 +0 +3 2 LEVEL-DEPENDENT
atn 4 4 o 5 BENEFITS

5th +1 +1 +4 +4 In addition to attack and saving throw
6th +2 +2 +5 +5 bonuses, all characters gain other benefits
7th +2 +2 +5 +6/+1 from advancing in level. Table 1-10:
8th +2 +2 +6 +6/+1 Experience and Level-Dependent Benefits
Sth i3 +3 +6 +7[+2 summarizes these additional benefits.
10th +3 +3 #7 +8/+3 XP: This column shows the experience
11th +3 +3 +7 +9/+4 point total needed to achieve a given char-
12th +4 +4 +8 +9/+4 acter level.

13th +4 +4 +8 +10/+5 Core Skill Max Ranks: The maximum
14th +4 +4 +9 +11/+6/+1 number of ranks a character can have in a
15th +5 L5t 49 +12/+7/+2 core skill is equal to her character level +
16th +5 +5 +10 +12/+7/+2 3. Core skills come from a character’s
17th +5 +5 +10 +13/+8/+3 profession template (see page 12). Core
18th +6 +6 +11 +14/+9/+4  (ills cost one skill point per rank (see
19th +6 +6 +11 +15/+10/+5 below).

20th +6 +6 +12 +15/+10/+5 Noncore Skill Max Ranks: The maxi-

mum rank for a noncore skills (skills not

associated with the character’s profession) is one-half the maximum for a core

skill. The half ranks (1/2) indicated on Table 1-10 don’t improve skill checks;

they simply represent partial purchase of the next skill rank—they indicate the

character is training to improve that skill. Noncore skills cost two skill points
per rank (see below).




points, add 1 to your character’s hit point total anyway. It is not possible to lose
hit points (or not receive any) when gaining a level, even for a character with a
low Constitution.

CHOOSING CORE SKILLS

Feats: Each character starts with

two feats at Ist level and gains Every character gets twelve skills from the skill list (Table 2-1: Skills, page
another feat at every level divisible 18) as core skills. These are the skills acquired most easily by that charac-
by three (3rd, 6th, 9th, 12th, 15th, and ter—they have a cost of one skill point per rank. All other skills cost that
18th). The list of feats is on Table 3-1: character two skill points per rank. Each rank gives +1 to a skill check.
General Feats on page 39. When you create a character, you can choose one of the profession

Ability Increases: Upon gaining any templates on the following page. If the Gamemaster allows it, you have
level divisible by four (4th, 8th, 12th, the option of creating a new profession, either by customizing one of the
16th, and 20th), a character increases one professions given in this chapter, or by listing 12 skills that profession
of her ability scores by 1 point. The player would require.

LhOOSCb which ability score to improve. y Keep in mind that core skills
The ability improvement is permanent, and : - 5 =S should be thought of as thosc
the character immediately gains all bene- ,,9?{ 3 i \uscd in a character’s profes-
fits of having the higher score. W ‘ ] W\Ssion, daily life, hobbies, and
Hit Points: Each character begins # If so forth. Since every charac-
with 6 hit points, modified by hery ; /W i ter is (‘hffcrent, even the
Consitution modifier. Each time a / ¥ ‘profession templates below
character gains a new level, that { allow you to choose three
player rolls 1d6 (a Hit Die), skills to personify your

adds or subtracts a Constitu- specific character.

tion modifier to the roll, then For example, Bruce
adds the result to her hit point { wants to create a character
total. A character has the same who is an old man, well-
number of Hit Dice as levels. studied in history and lore.
For example, Sam starts out ; | He decides to _choosc a few
with 6 hit points and adds his‘ skills that are important to
+3 Con bonus, giving him 9 . his concept, starting with
hit points. When he reaches | " Knowledge (history) and
2nd level (and every lcvcl!§ Research. Then he notices
thereafter), Sam’s player rolls that both the antiquarian
1d6, adds his Constitution * and professor profession
bonus, and then adds the total to 41 # . templates (listed below) might
Sam’s hit points. . .4 be a good match fo_r his charac-
If your character has a Constitu- » #er concept. He decides he does
tion penalty and gets a result of 0 or % not want his character to be in a
less when rollnw for additional hit university, so he chooses antiquarian.
##" Keeping the two skills he has already
d‘”"/ picked (since they’re part of the template), he
gains Appraise, Forgery, Gather Information,

U

i

e,

>‘,“'~lr".

TABLE 1-10:

Experience and Level-Dependent Benefits and Speak Other Language as core skills (they
Core Noncore come with the template). He decides his additional
Character Skill Max ~ Skill Max Ability language will be Latin. He also has to select spe-
Level XP Ranks Ranks Feats Increases  cializations for three Knowledge skills, so he
1st 0 4 2 1st, 2nd — chooses Knowledge (local), Knoweldge (geogra-
2nd 1,000 5 2112 — — phy), and Knowledge (occult).
3rd 3,000 6 3 3rd — As his three additional skills of choice, he picks
4th 6,000 7 B2 - st Hide and Move Silently (he used to be an avid
S5th 10,000 8 4 — — hunter in his younger days) and Knowledge (phi-
6th 15,000 9 41/2 4th — losophy). These make up his twelve core skills.
7th 21,000 10 5 —_ —_ Bruce asks the Gamemaster if he can trade Forgery
8th 28,000 11 5l /2 — 2nd for Wilderness Lore, and the GM approves. After
9th 36,000 12 6 5th — all, the profession templates are provided as a guide
10th 45,000 13 61/2 — — only.
11th 55,000 14 7 = — Designing a New Profession: You can use these
12th 66,000 15 71/2 6th 3rd templates as sources for ideas for other sorts of
13th 78,000 16 8 — — characters. For example, you could choose some of
14th 91,000 17/ 81/2 — — the skills on the criminal list and some from the
15th 105,000 18 9 7th — technician list to get a computer hacker. The
16th 120,000 19 91/2 — 4th
17th 136,000 20 10 — —
18th 153,000 21 101/2 8th —
19th 171,000 22 11 — —
20th 190,000 23 111/2 — 5th

Hlustration ©2001, Jason Soles. Used with permission.




doctor combined with the soldier gets a combat medic. The archacologist tem-
plate with different Knowledge skills might yield a geologist or a chemist.

Before you design a new profession template for your character, get the
approval of your Gamemaster. Ask if it would work with her campaign. If
you choose something unusual for your new profession, such as Knowl-
edge (occult) for a cab driver or Demolitions for a ufologist, your GM
might not allow it unless you have a strong rationale for it as part of your
character concept.

The era in which your campaign is set also influences some skill choices.
For example, Computer Use is a relatively common skill in a modern-day
game, but if you wanted to set an adventure in Victorian England, it
would need to be swapped out.

Cthulhu Mythos is the only skill that cannot be chosen as part of a
profession template. No starting character may buy ranks in this skill
as it represents insights gained over the course of gameplay; use
Knowledge (occult) or Spelleraft instead.

FLESHING OUT YOUR

ter in a novel or a movie. For many
players, the action lies here, in defin-
ing the character as a person to be
roleplayed. It’s also easier to become
involved in the horror aspect of the
game if you’re aware enough of your
character to become attached to her.

) When you first play a character, it’s
fine to leave the details sketchy. As you
play the character over time, you'll get a

better sense of who you want her to be.
You'll develop her details in much the way
that an author develops a character over sev-
eral drafts of a novel or over several novels in
a series.

CHARACTER

What does your character look like? How old is she? What sort
of first impression does she make? What’s her religion? What's

her family like? What led her to this point in her life? If she has
knowledge of the occult, why did she pursue such an esoteric

field of study?

Establishing your character’s identity is important. These
details make your character more lifelike, like a main charac-

VITAL STATISTICS

This section offers advice as you determine your
character’s name, gender, age, height, and weight.
Start with some idea of your character’s back-
ground and personality, then use that idea to help
you add the details that bring your character to life.

PROFESSION
TEMPLATES

These are the core skills for each pro-
fession and the ability score to which
cach skill is keyed [in brackets].

AGENT

Bluff [Cha]

Computer Use [Cha]
Forgery [Int]

Gather Information [Cha]
Hide [Dex]

Innuendo [Wis]

Move Silently [Dex]
Open Lock [Dex]

Sense Motive [Wis]

+ three more of the player’s choice

ANTIQUARIAN

Appraise [Int]

Forgery [Int]

Gather Information [Cha]
Knowledge (history) [Int]
Knowledge (any one) [Int]
Knowledge (any one) [Int]
Knowledge (any one) [Int]
Research [Int]

Speak Other Language [Int]
+ three more of the player’s choice

ARCHAEOLOGIST

Appraise [Int]

Climb [Str]

Knowledge (archacology) [Int]
Knowledge (history) [Int]

Knowledge (any one) [Int]
Research [Int]

Search [Int]

Speak Other Language [Int]
Spot [Wis]

+ three more of the player’s choice

ARTIST/MUSICIAN
Bluff [Cha]

Craft (any one) [Int]
Diplomacy [Cha]
Innuendo [Wis]
Knowledge (art) [Int]
Listen [Wis]
Performance [Cha)
Sense Motive [Wis]
Spot [Wis]

+ three more of the player’s choice

BLUE-COLLAR WORKER
Climb [Str]

Craft (any one) [Int]

Disable Device [Int]

Drive [Dex]

Gather Information [Cha]
Operate Heavy Machinery [Dex]
Repair [Int]

Spot [Wis]

Use Rope [Dex]

+ three more of the player’s choice

CRIMINAL

Bluff [Cha)]

Disable Device [Int]
Escape Artist [Dex]
Forgery [Int]

Hide [Dex]

Innuendo [Wis]
Move Silently [Dex]
Open Lock [Dex]
Sleight of Hand [Dex]

+ three more of the player’s choice

DETECTIVE (POLICE OR
PRIVATE INVESTIGATOR)
Gather Information [Cha]
Hide [Dex]

Intimidate [Cha]

Listen [Wis]

Move Silently [Dex]

Open Lock [Dex]

Search [Int]

Sense Motive [Wis)

Spot [Wis]

+ three more of the player’s choice

DILETTANTE

Diplomacy [Cha]

Drive [Dex]

Gather Information [Cha]
Innuendo [Wis]

Knowledge (art) [Int]
Knowledge (local*) [Int]
Pilot [Dex]

Ride [Dex]

Speak Other Language [Int]
+ three more of the player’s choice
* Choose any one city




decrease and her mental ability scores (Intelligence, Wisdom, and Charisma)
increase, as detailed on Table 1-11: Aging Effects. The effects of each aging
step are cumulative.
However, a character’s
ability score cannot
be reduced below 1

TABLE 1-11:
Aging Effects

T Middle Maximum
NAME in this way. ‘ -
Invent or choose a name that fits For example, if ~ Age™ Qe eiasht a
Kristof survives 90years 65 years 80 years +3d10 years

your character. A name is a great
way for you to start thinking about
your character’s background. For
instance, a character named Cindy
Landowski might come from a Polish

*_] to Str, Con, and Dex; +1 to Int, Wis, and Cha.
*%_2 to Str, Con, and Dex; +1 to Int, Wis, and Cha.
7-3 to Str, Con, and Dex, +1 to Int, Wis, and Cha.

until he 1s 50
(middle-aged), his
Strength, Dexter-
ity, and Consti-
tution scores each drop 1 point, while his Intelligence, Wisdom, and

background, while Nathan Running
Fox is probably Native American. Eth-
nicity is often more important to charac-
ters in the early part of the 20th century
than later on, but it sometimes plays a
major role in a character’s family life, no

matter what the era is.

GENDER

Your character can be either male or female.

AGE

As your character ages, her physical ability
scores (Strength, Dexterity, and Constitution)

Charisma scores each increase 1 point. When he becomes 65 (old), his
physical ability scores all drop an additional 2 points, while his mental
ability scores increase by 1 again. So far he would have lost a total of
3 points each from his Strength, Constitution, and Dexterity scores
and gained a total of 2 points to each of his Wisdom, Intelligence,
and Charisma scores because of the effects of aging. Should he live

to reach 80, his physical ability scores will each drop by another 3
points (for a total loss of 6 points each from his youthful prime)
and his mental ability scores each increase by another 1 point (for

a total of 3 points cach).

When a character becomes venerable, the Gamemaster secret-
ly rolls 3d10, adds it to the number from the Venerable column
on Table 1-11 (80 years) to determine her maximum age, and

records the result, which the player does not know. This rep-
resents the limit of the character’s natural lifespan, the point

DOCTOR/NURSE
Computer Use [Int]
Diplomacy [Cha]

Heal [Wis)

Knowledge (biology) [Int]
Knowledge (medicine) [Int]
Knowledge (any one) [Int]
Listen [Wis]

Research [Int]

Spot [Wis]

+ three more of the player’s choice

PARAPSYCHOLOGIST
Bluff [Cha]

Gather Information [Cha]
Knowledge (history) [Int]
Knowledge (occult) [Int]
Knowledge (religion) [Int]
Listen [Wis]

Search [Int]

Sense Motive [Wis]

Spot [Wis]

+ three more of the player’s choice

PRIEST/CLERGYMAN
Concentration [Con]
Diplomacy [Cha]
Knowledge (religion) [Int]
Knowledge (any one) [Int]
Knowledge (any one) [Int]
Listen [Wis]

Sense Motive [Wis]

Speak Other Language [Int]
Spot [Wis]

+ three more of the player’s choice

PROFESSOR
Concentration [Con]
Diplomacy [Cha]

Gather Information [Cha]
Knowledge (any one) [Int]
Knowledge (any one) [Int]
Knowledge (any one) [Int]
Research [Int]

Speak Other Language [Int]
Spot [Wis]

+ three more of the player’s choice

PSYCHOLOGIST

Bluff [Cha]

Diplomacy [Cha]

Gather Information [Cha]
Heal [Wis)]

Knowledge (medicine) [Int]
Knowledge (psychology) [Int]
Psychoanalysis [Wis]
Research [Int]

Sense Motive [Wis]

+ three more of the player’s choice

SOLDIER

Climb [Str]

Hide [Dex]

Jump [Str]

Listen [Wis]

Move Silently [Dex]
Spot [Wis]

Swim [Str]

Use Rope [Dex]
Wilderness Lore [Wis]
+ three more of the player’s choice

TECHNICIAN

Computer Use [Int]

Craft (any one) [Int]

Disable Device [Int]

Knowledge (any one) [Int]
Open Lock [Dex]

Operate Heavy Machinery [Dex]
Repair [Int]

Research [Int]

Search [Int]

+ three more of the player’s choice

WHITE-COLLAR WORKER/
BUSINESSMAN

Bluff [Cha]

Computer Use [Int]
Diplomacy [Cha]

Forgery [Int]

Intimidate [Cha]
Knowledge (any one) [Int]
Listen [Wis]

Sense Motive [Wis]

Spot [Wis]

+ three more of the player’s choice

WRITER/REPORTER
Craft (photography) [Int]
Craft (writing) [Int]
Diplomacy [Cha]

Gather Information [Cha]
Innuendo [Wis]
Knowledge (any one) [Int]
Knowledge (any one) [Int]
Research [Int]

Sense Motive [Wis]

+ three more of the player’s choice

—




at which her body simply wears out, and she dies of natural causes. A character,
especially a Call of Cthulhu investigator, may die of violence, accident, or dis-
ease before reaching her personal maximum age. Once a character reaches that
maximum, she dies of old age at some time during the following year, as deter-
mined by the Gamemaster.

HEIGHT AND WEIGHT APPEARANCE

Choose your character’s height and weight. Think about what your Decide what your character looks
character’s abilities might say about these traits. If she is weak (low like. Characters with high Charisma
Str) but agile (high Dex), she might be thin. If she is strong and tough scores tend to be better-looking than
(high Str and Con), she might be tall, or just heavy. those with low Charisma scores,

though a character with a high Charis-
ma score could have strange looks,

TABLE 1-12; giving her a sort of exotic beauty.

Random Height and Weight Your character can be right- or left-
Base Height Base Weight handed (the Ambidexterity feat allows her

Gender Height Modifier Weight Modifier to use both hands equally well; see

Male 4 .10 in. +2d10 in. 120 Ib. x2d4 |b. Ambidexterity, page 39).

Female 41t. 5 in. +2d10 in. 85 |b. x2d4 |b. You can use your character’s looks to

tell something about her personality and
background. For example:

. * Derrick has a long scar on his

e cheek that is the result of the

: violent life he led among the
street gangs he knew grow-
ing up.

* Monica has an ankh tattooed
on the inside of her forearm
to show her devotion to her
pagan faith.

* Barry wears bright, flamboy-
ant clothes to attract atten-
tion. He is always very inter-
ested in his appearance.

Alternatively, roll randomly on Table |, .oy . %, o
1-12: Random Height and Weight. =+ 4., ; ' e
The dice roll given in the H oA
Height Modifier column ‘
determines the character’s
extra height beyond the base
height. That same number
multiplied by the result of
the dice roll given in the
Weight Modifier column
determines the character’s
extra weight beyond the base
weight.

For example, Sam stands 4
feet 10 inches tall plus 2d10
inches. Jennifer rolls 2d10
and gets 12, so Sam stands 5
feet 10 inches tall. Then Jen-
nifer uses that same roll (12)
and multiplies it by the
weight modifier. His 2d4 roll
is 5, so Sam weighs an extra 72
pounds (12x6) on top of his -
base 120 pounds, for a total of
192 pounds.

OTHER
DETAILS

You can detail your character to

any degree you like. As you play
the character, you will probably
come up with more details you
will want to add. .

PERSONALITY

Decide how your character
acts, what she likes, what she
wants out of life, what scares
her, and what makes her angry.
Stereotypes (the absent-minded
professor, the brash young street
punk, the intrepid reporter, and
so on) are fine starting points,
A but move on from there. Every
person is a little bit of a sterco-
type, but no one can truly be
summed up so casily.

A handy trick for making an in-
teresting personality for your char-
acter is including some sort of con-
flict in her nature. For example,
, Kristof is quiet and sedate, but he is
‘also very interested in arcane research.
His interests force him into strange situa-
tions that his sedate nature finds uncomfortable.

Perhaps one of the most important choices you can make about your
character’s personality is how she’ll react to the horror she’ll confront
throughout the game. Will she attempt to rationalize it all as having some
reasonable explanation, or will she embrace the idea that science is wrong
and magic really works, or that ghosts really exist and monstrosities move
within the shadows? Will she be terrified of the dark knowledge of the
Mythos, or will she be intrigued?
Your character’s personality can change over time. Just because you decide
some basic facts about your character’s personality when you create the char-
acter doesn’t mean you need to abide by those facts as if they were holy writ.
Let your character grow and evolve the way real people do.

Illustration ©2001, Jason Soles. Used with permission.



Example: Dave is playing a private eye in a 1930s campaign. He rolls 1d6 and
gets a 5. Applying the modifier from Table 1-13 for his profession (-1), this gives
him a result of 4. According to the appropriate line on Table 1-14, this gives him
a yearly income of $4,000 (4 x $1,000) and $8,000 in savings (4 x $2,000). By
contrast, the same character in a modern-day campaign would make about
$40,000 a year and have $24,000 in savings.

BACKGROUND

Decide what your character’s life has

TABLE 1-14:

been like up until now. Here are a few

Starting Money and Income

questions to get you thinking: Starting Money Yearly
* How d.id she decide to take up her Era (savings) Income
profession? 1901 to 1920 $1,000 $500
e What is her family like? Does she stay 1921 to 1940 $2,000 $1,000
in contact with them? What do they 1941 to 1960 $4,000 $4,000
think of her? ) 1961 to 1980 $4,000 $8,000
e What sort of education does she have? 1981 to 2000+ $6,000 $10,000

(See below for more on this.)
* Do any of her personal items have spe-

cial significance to her?
* What's the worst thing that’s ever hap-
pened to her?
What’s the best thing that’s ever happened
to her?

VARIANT: DEFENSE BONUS

In Lovecraft’s stories, investigators are often ordinary people,
and powerful creatures can dispatch them quite readily. If your
Gamemaster prefers a cam-
paign that feels a little more
like “pulp adventure,” par-
ticularly one that features

TABLE 1-15:

Defense Bonuses

EDUCAT‘ON human opponents more b)! Level
Education is important to your character, because harereatnrcoh thisar Defense Offense
what you know is vital to your survival against the ant rule may ke down  Level Option  Option
mysterious horrors of the Mythos. Education is the body count a little  Tst = +0
something for you to determine, although your bit. 2nd +2 +0
character’s skills and occupation may suggest or even In this variant, each 3rd 75 +0

dictate some stan- character has a “de-  4th 2 +0
YABLE 1-13: ‘1;‘;}1; .gi’ﬂl:"‘afﬁfi}l[‘a fense bonus” that can  5Sth +3 +1
Profession Modifiers """ 1% ey be added 1o her  Eth o +1

g 5 Armor Class. (Only  7th +3 +1

to Income lege; and in . javestioators wet  Sth +3 +1
Profession 1dé Roll the modern this bonus: ordi-  Sth +3 +1
Template Modifier  era almost cer- a1y people do  10th +4 +2
Agent =1 tainly has a not.) A charac- 11th +4 +2
Antiquarian =] Ph.D. A charac- ter’ defense bo= =l2th +4 +2
Archaeologist 0 ter with a lot of nus increases B +4 +2
Artist = Knowledge skills every five levels.  14th +4 +2
Blue-collar worker = probably went to a While this mod- ~ 15th +5 +3
Criminal = fair bit of school ifier may notbe  16th +5 +3
Detective =i but could be self- encuchitosive NER +5 +3
Dilettante +1 taught. Some people an investica-  18th +5 i
Doctor e are  “book-smart,” or fromb 2 19th 45 13
Technician +2 having gone to school rampaging  20th +6 +4
Parapsychologist =2 for many years, while shoggt(’)tht:
Priest - other  people  are it does make high-level characters tougher
Professor 0 “street-smart,” receiving than the averaze cultist.
Psychologist 0 an education based on To balance the two options, an Offense
Soldier =2 experience—the school of Option character also receives an extra
White-collar worker +1 hard knocks. . Weapon Proficiency feat at 1st level.
Writer =1 Did you finish high

school and go on to college
and then complete graduate school, or did you drop out to support
your family? Were you good in school, or did you learn what you know
on your own?

STARTING MONEY AND INCOME

You start out with a salary and savings based on your chosen profession.
This can be modified by the Wealth feat (see page 42). Roll 1d6 and modify
the result based on profession (see Table 1-13); the minimum result is 1. (If
you're not using one of the templates, pick one that most closely resembles
your character and apply its modifier). Multiply that result by the amount of
money on Table 1-14, based on the era of the campaign.




When Dr. Trask, the anthropolo-
gist, stooped to c/m»z/}' the skulls,
he found a degraded mixture

which utterly /)‘z///ca’ him. They
were mostly lower than the Pilt-
down man in the scale of evolu-
tion, but in every case a’c/mztc/y
buman,
grade, and a very few were the
skulls of supremely and sensi-
tively developed types. All the
bones were gnawed, mostly by
rats, but somewhere others 0] the
half-human drove.

“Rats in the Walls”

| such as these

Many were of higher

| skill points you can use to buy skills

—H.P. Lovecraft,

 level +33
b kill is half of this number (do not round up
 or down). For instance, a Ist-level character
fcan have up to 4 ranks in each core skill and
L up to 2 ranks in each noncore skill.

arie can quietly walk up to a door,
Iput her ear to it, and hear a cultist
on the other side casting a spell. If

| Kristof were to try the same thmu he would
' make so much noise tlnt the cultist would

hear him. He might, m\\eul, identify the
spell the insane priest is casting. Actions
on the skills that characters
‘have (in this case, Move Silently, Listen, and

Spellcraft).

SKILLS SUMMARY

Your skills represent a variety of abilitiu, and
you get better at them as you go up in level.
Gettmg Skills: At each level, you get 8
(\ our
| Intelligence modifier adds to this numbu) A
i1 st- ]c»cl character gets four times this

{amount. If you buy a core skill—one of the |

Wewelve listed as part of your profession—you

Jget 1 rank (1 rank equals a +1 bonus on your

skill checks) for each skill point spent. If you |
buy noncore skills—any skill outside your

& twelve professional skills—you get a half-

rank per skill point spent.
Your maximum rank in a core skill is your
our maximum rank in a noncore



. modifier of +3. With Innu- Ability  Skill
endo, although his single  Skill Ranks Modifier Modifier

rank and ability penalty  Craft (songwriting) 4 +1 = +5

seem to cancel each other  Gather Information 4 +2 = +6

23 8 out, this simply means  Innuendo 1 -1= +0

: s> akel o sk William gets a straight  Intimidate 4 +2 = +6
Chijcsl,{mr%”Sk:lls. do e Sl . d20 roll when using this ~ Knowledge (art) 4 +1 = +5
; skill. Innuendo is a  Listen 4 -1= +3
1d20 + skill modifier trained skill, so he  Performance (guitar) 4 +2= +6

(Skill modifier = skill ranks + ability could otherwise not — Performance (singing) 2 +2 = +4
modifier + miscellaneous modifiers). L use it at all without  Performance (piano) 1 42 = +3
having purchased = Sense Motive 4 -1= +3

The higher the roll, the better you do. that single rank. Spot % al= 3

The remaining

 skills—Gather Information, Intimidate, and his three Performance
skills—are all based on Charisma, so he gets his +2 Charisma bonus for
each. For Gather Im‘ommtlon. Innmldatc and Performance (guitar),
 the 4 ranks in cach and the Charisma bonus give him an overall skill
modifier of +6. For Performance (smvmg) the 2 ranks and +2
Charisma bonus give him a +4 modifier. For Performance (piano),
p his 1 rank and Charisma bonus give him a +3 modifier.

Skill Check: When William makes a skill check, he rolls 1d20 and
adds his skill modifier (ranks plus ability modifier plus any mis-
cellancous modifiers). The higher the result, the better William

sneak quietly past a cultist, Marie needs to beat the dogs. On‘ average, a 1d20 roll x_vill result in a 10 or 1.1, so on the
B e Move Silently things William is best at—Performance (guitar), Intimidate, and
check. : Gather Information, each with an overall +6 modifier—he’ll
regularly get a check result of 16 or 17.

It’s this total check result that matters, not the original roll.

A result of 17 on a Hide roll by a character with no ranks or
ability bonus (that is, a character who just rolls a 17 on her
d20 when making the skill check) is just as good as a roll of
10 bumped up to 17 through ranks and ability modifiers.
It’s the final number, not how you got it, that counts.
Opposed Check: William is jamming with an NPC
named Ozzy Orne in a recording studio. They set up an
impromptu contest to see who’s a better guitarist.
William’s player rolls 1d20+6 for his Performance
(guitar) check and gets a 22. The Gamemaster secretly
makes a Performance check for the NPC, and the
result is a 19. The GM tells William’s player that the
other musician was pretty good, but most of the
people listening in the control room preferred

How SK"_LS WORK William’s performance.
Check against a Difficulty Class (DC): Later,
This extendéd example shows how skills work. Detailed rules s 8 y Class (DC) =
William gets the chance to play his guitar for a big-
e time producer. He suspects her record label and
. 11 o o > producer. He suspects her record I '
Character Creation: William Duprey, a professional musician, E . F - :
cult of groupies are actually fronts for something
gets 8 skill points per level. Since his Intelligence score is 12, he gets 7 bl
more sinister, so William desperately wants to
e point per level, for a total of 9 skill points. As a Ist-level charac- . Mk )
Al; f impress her and infiltrate the cult.
ter, William gets four times this number, or 36 skill points. ; 4 . ;
5 5 ) - T e » I'he GM has secretly decided that this gruff
At 1st level, his maximum rank in a core skill is his level +3, or 4 srdiionr 5 actially 4 minion of Vit
X : : T ; o roducer is actually a minic olonac
ranks; his maximum rank in all other skills is half that, or 2 ranks. With F Y 5
v A S e 5 hge s who has become jaded after years of deca-
36 points, he can “max out” nine core skills—that is, put 4 ranks in each Fr
o B ) : e dence and debauchery. This makes her hard
one—or he can spread out his ranks and pick up some useful noncore : :

o to impress, so the Gamemaster sets the DC

skills as well. = SO
7o ~ ; q . gam e o e at 20. William’s player rolls a 9 on 1d20, for

William starts out with nine skills: Bluff, Craft, Innuendo, Intimidate, 2 s
Koo odoe far o e TR = 2 a result of 15 (9+6). This result would be

nowledge (art), Listen, Performance, Sense Motive, and Spot. For Craft : 2

= M W N o £ o . . enough to impress most people, but it’s
and Performance, he must also choose a specialty; each specialty is a sepa- : =i
A5 T r e o T M. : : - not enough to intrigue the degenerate
rate skill. For his three remaining core skills, he chooses Gather Informa- T v
: 0 o S ni i ) : i cultist. The GM tells the player that the
tion and two more Performance skills. He decides to max out eight core i

: Pt i ) e ; S producer watches William’s perform-
skills at 4 ranks each and scatter the remaining 4 points among three other N b disinterest

. i i s ance with disinterest.
skills. Once he has taken the relevant ability modifiers for each skill into
account, the skill section on his character sheet looks like this:

Craft (songwriting) and Knowledge (art) are Intelligence skills, so when
William makes a check for any of these skills, he adds 4 for his rank and +1 for
his Intelligence bonus, for a total skill modifier of +5.

Listen, Sense Motive, and Spot are Wisdom skills, so when he makes a check
with one of these skills, he adds his 4 ranks and his =1 Wisdom penalty for a skill

Skill checks fall into two categories: 1
opposed and unopposed Unopposed checks
are those where you're trying to accomplish
a certain task and succeed by rolling higher
than the lefnculty Class (DC) the Game- L
master assigns to that task. As a rule of thumb,
casy tasks are DC 10, average tasks are DC 15,
difficult tasks are DC 20, extremely difficult
tasks are DC 25 or higher.

Opposed checks are ones where you're trying )
to beat another character’s check. For instance, to %

Most skills can be used even if the character has no
ranks in the skill (see Table 2-1); this is known as using
an untrained skill or making an untrained skill check. A
few skills can only be used if you have ranks in them—
these are called trained skills (again, see Table 2-1).

The ability modifier used in the skill check is the mod-
ifier for the skill’s key ability (the ability most associated
with the skill’s use). The kC\ ability of a skill is noted in
its description and on Table 2-1: Skills. All skills (except
Cthulhu Mythos) have an associated key ability.

Miscellancous modifiers for a skill check can include a
ereature’s racial bonus,an investigator’s armor check penalty
(for those who insist on wearing modern armor), or a cir-
cumstance modifier.




Untrained Checks: Unsuccessful at winning the producer’s favor with music,
William tries to sway her with words. He explains that he always plays better with
his band, and that if they were here, she would be very impressed. He asks her for
another audition.

William tries to use the Diplomacy skill, which he
doesn’t have (he has 0 ranks in Diplomacy). He doesn’t
get to add any ranks to his skill check, but he does get to TABLE 2-1-
add his +2 Charisma modifier. (Diplomacy is an Skills
untrained Charisma-based skill.) The GM secretly sets

the DC at 20, and William’s player rolls 19 on the d20 for skill Untrained? Atﬁiyty
a result of 21. The producer smiles and agrees to listen to Animal Empathy No Cha
William and his band. She even invites him up to her Appraise VR Int
estate for a “personal performance.” William doesn’t real- Balanis Ve Dexf
ize that the producer has already marked him as a poten- Bluff Yes Ch;
tial sacrifice to her god. Tl Yes Strit
Before William disappears, he leaves a message on a Computer Use Yes Inlt
friend’s answering machine. Marie gets the message, and G Ve& Coh
calls her associates to help her find him before it’s too late. Craft* Now# it
Cthulhu MythosT No —
Demolitions No Int
ACQUIRING SKILL RANKS  Son
o .. . Disable Device No Int
Ranks indicate how much training or experience your Disguise Yes Cha
character has with a given skill. Each of your skills has a Biive Yes Dex
rank, from O (for a skill in which your character has no Escape Artist Yes Dexi
training at all) to 23 (for the 20th-level character who has Forgery Yes Int
increased a skill to its maximum rank). When making a GatherIRformation Yes Cha
skill check, you add your skill ranks to the roll as part of Flandle Arirmal No Cha
the skill modifier, so the more ranks you have, the higher Eiszl Yes Wis
your skill check will be. Hide Yes Dexi i
Innuendo Yes Wis
Intimidate Yes Cha
ACQUIRING SKILLS AT 1ST LEVEL n'" M7
Pick skills for your 1st-level character as follows: Knowledge* No Int
1) Determine the number of skill points you get. This Listen Yes Wis
number is 8 plus your Intelligence modifier, multiplied Move Silently Yes Dexf
by 4. For example, Marie is a beginning character with an Open Lock No Dex
Intelligence score of 14 (+2 Intelligence bonus). At the Operate Heavy Machinery No Dex
start of play, she has 40 skill points to spend (8+2=10, Performance* No* oy
10x4=40). Pilot No Dex
2) Spend the skill points. Each skill point you spend Psychic Focus No Wis
on a core skill gets you 1 rank in that skill. Core skills Psychoanalysis No Wis
are the skills found in your character’s profession tem- Read Lips No Int
plate in the Character Creation chapter (plus three other Repair No Int
skills you designate as core skills for your character). Research Yes Int
Each skill point you spend on a noncore skill gets your  Ride Yes Dex
character a half-rank in that skill. Noncore skills are all Search Yes Int
skills not found on your character’s core skill list. Half- Sense Motive Yes Wis
ranks do not improve your skill check, but two half-ranks Sleight of Hand No Dex
equal 1 rank. At Ist level, your maximum rank in a core Speak Other Language* No Int
skill is 4; in a noncore skill, it’s 2. Spellcraft No Int
 Table 2—1: Skills lists all the skills available during char- Spot Yes Wis
acter creation (and one skill that is available only after Swim Yes Strit
the game begins). Tumble No Dext
* Spend all your skill points. You can’t save them to Use Rope Yes Dex
spend later. Wilderness Lore Yes Wis
Cthulhu Mythos is the only skill a character cannot % This skill requires a specialization; see the skill's
buy during character creation; it’s also the only skill with listing for details.
no maximum rank (see Cthulhu Mythos, page 27). % At the Gamemaster's discretion, some

specializations of this skill may be usable untrained.
 This skill cannot be taken during character creation.
T Armor check penalties apply.

SKILLS AT HIGHER LEVELS

When your character reaches a new experience level, follow these steps to gain
new skills and improve those you already have:
1) Determine the number of skill points you get. This number is 8 plus your
Intelligence modifier. A character gets at least 1 skill point even if she has an In-
telligence penalty.




TABLE 2-2:
Difficulty Class Examples

Difficulty
Very Easy
Easy
Average

2) Now that you have gone Tough

up a level, you can improve
any core skill that you have
previously maxed out by 1
rank, or any noncore skill
that you have previously
maxed out by a half-rank (see
Table 1-10).
3) If you have not previously maxed

out a skill, you can spend extra skill points
on it and increase its rank further. First,

Heroic

Challenging 20

Formidable 25

DC  Example
0 Notice something in plain sight
5 Climb a knotted rope

10 Hear a security guard approaching

s Disarm an explosive device
Track an escaped madman
on a rainy night

Break into a secure
computer system

30  Leap across a 30-foot chasm

Skill

Spot (Wis)

Climb (Str)

Listen (Wis)
Demolitions (Int)
Wilderness Lore (Wis)
(and the Track feat)
Computer Use (Int)

Jump (Str)

1d20 plus Climb ranks (if any) plus your Strength modifier, plus any other
modifiers (for example, having the proper equipment might make the

climb easier).

find out what your maximum rank in the
skill is. If it’s a core skill, your maximum
rank is your new level +3. If it’s a noncore
skill, your maximum rank is half of that
number (do not round up or down). You may
spend up to the number of skill points it takes
to max out the skill (provided that you have
that many skill points to spend).

4) If you want to pick up a new skill, you can
spend up to your level +3 skill points on it (pro-
vided you have that many skill points available to
spend). These skill points buy 1 rank each if the
new skill is a core skill you didn’t put points in car-
lier, or a half-rank each if it’s a noncore skill.

USING SKILLS
When you use a skill, you make a skill
check to see how well you do. The higher

the result on your skill check, the better
you do. Based on the circumstances, your

OPPOSED CHECKS
Some skill checks are opposed checks. They are made against a
number, usually another character’s skill check result. For example,
to sneak up on a guard dog, you need to beat the guard dog’s
Listen check result with your Move Silently check result. You
make a Move Silently check, and the Gamemaster makes a Listen
check for the guard dog. Whoever gets the higher result wins the
contest. If your result is higher than the Gamemaster’s, you suc-
cessfully sneak up on the guard dog. If the Gamemaster’s result
is higher then yours, the guard dog hears your PCs approach
and reacts accordingly.

For ties on opposed checks, the character with the higher
key ability score wins. For instance, if a Move Silently check
used against a Listen check results in a tie, the skulker’s
Dcxterlty would be compared to the listener’s Wisdom. If

these scores are the same, flip a coin.

TABLE 2-3;
Examples of Opposed Checks

ul e ral be: 2l Opposing Skill

e er 1 o the Ml o Pl The  Task skill (Key Ability) (Key Ability)
number to use the skill successtully. ShC¢ gneak up behind someone  Move Silently (Dex)  Listen (Wis)
harder the task, the higher the number "= >°c 5 oo Bluff (Cha) Sense Motive (Wis)
yox need {0 m]}' oot WA B T Hide from someone Hide (Dex) Spot (Wis)

numper of clrcumstances can atect — Tie 5 prisoner securely Use Rope (Dex) Escape Artist (Dex)
your check. If you’re free to work without gy Se oo Ride (Dex) Ride (Dex)
distractions, you can make a careful attempt 5o o o oo el Disguiise {Cha) Spot (Wis)

and avoid simple mistakes. If you have lots
of time, you can try over and over again,
assuring that you do your best. If others
help you, you may succeed where otherwise
you would fail. The rules for these situations are described below.

Steal a wallet
Create a false ID

Sleight of Hand (Dex) Spot (Wis)
Forgery (Int) Forgery (Int)

RETRIES

In general, you can try a skill check again if

you fail, and can keep trying indefinitely.

Some skills, however, have consequences of

failure that must be taken into account.

Some skills are virtually useless once a

check has failed on an attempt to accom-

plish a particular task. For most skills,

when a character has succeeded once at

a given task, additional successes are
meaningless.

For example, if Marie misses an

Open Lock check, she can try again.

If, however, a computerized alarm

SKILL CHECKS

A skill chccci}!akcs into account your training (skill ranks), natural
talent (ability modifier), and luck (the die roll). It may also take into
account other factors (see Favorable and Unfavorable Conditions
below).

To make a skill check, roll 1d20 and add your skill modifier for that
skill. The skill modifier incorporates your ranks with that skill, your abil-
ity modifier for that skill’s key ability, and any miscellaneous modifiers
you may have. The higher the result, the better you do. A natural 20 is not
an automatic success, and a natural 1 is not an automatic failure.

DIFFICULTY CLASS

Some checks are made against a Difficulty Class (DC). The DC is a number set
by the Gamemaster that you must match or beat on your skill check to succeed.
For example, climbing the wall of a Mayan temple might have a DC of 15. To climb
that wall, you must get a result of 15 or better on a Climb check. A Climb check is




system tied to the lock goes off if she misses an Open Lock check by 5 or more,
then failing has its own penalties.
Similarly, if Claire misses a Climb check, she can keep trying, but if she fails by 5
or more, she falls (after which she can get up and try again, assuming she survives).
If Sam is at negative hit points and dying, Kristof can attempt an untrained
Heal check to stabilize him. If the check fails, Sam probably loses another hit

point, but Kristof can try again in the next round. The Gamemaster can alter the
If a skill carries no penalties for failure, you can assume that if you go at it odds of success to take into account
long enough, you’ll succeed eventually (see Checks without Rolls, page 21). exceptional circumstances:
8 B, Y 4 pag

1) Give the skill user a +2 circum-
stance bonus to represent circum-

UNTRAINED SKILL CHECKS stances that improve performance, such
Generally, if you attempt to use a skill you don’t possess, you can make as having the perfect tool for the job, get-
a skill check as normal. You don’t have any ranks to add to the 1d20 roll, ting help from another character (see
but you do get your ability modifier and any miscellaneous modifiers Combining Skill Attempts, page 22), or

that might apply.
However, some skills can be used only if you are trained in the skill.
If you haven’t put points in Knowledge (geology), for example, you

possessing unusually accurate information.
2) Give the skill user a =2 circumstance
penalty to represent conditions that hamper

just don’t know enough about rocks to identify that unusual speci- performance, such as being forced to use
man Profes_sgr Danforth brought. back from Antarctica, regardless improvised tools or having misleading infor-
of your ability scores and experience level. Skills that cannot be mation.
used untrained are marked No in the Untrained column on Table 3) Reduce the DC by 2 to represent circum-
2—-1: Skills. ) L ) ) stances that make the task casier, such as having
For example, Sam’s 4 ranks in Climb make his Climb check a friendly audience or doing work that might be
results 4 points higher than they otherwise would be, but even subpar, but will do on a temporary basis.
Claire, with no Climb ranks, can attempt a Climb check. Claire 4) Increase the DC by 2 to represent circum-
has a skill modifier of +0 (she has no ranks and no Strength stances that make the task harder, such as having
modifier), but she can give it a try. However, Claire’s ranks in a hostile audience or doing work that must be
Tumble let her do something that she otherwise couldn’t do flawless.
at all. Sam, with no ranks in the skill, can’t make a Tumble Conditions that affect your ability to perform the

check, even at a penalty. skill change your skill modifier. Conditions that

modify how well you have to perform the skill to suc-

o ceed change the DC. A bonus to your skill modifier

ACCESS TO SKILLS and a reduction in the check’s DC have the same result:

they create a better chance that you will succeed. But they

represent different circumstances, and sometimes that
difference is important.

For example, Marie wants to ask the regulars at a sleazy
nightclub a few questions. She has heard rumors about a
musician named William who’s gone missing in the area.

She’ll need to use the Gather Information skill; the GM sets
the DC for the check at 15.

Before she starts asking around, Marie watches the crowd
for a while. She could just confront a random stranger and
demand to know where William is, but instead she tries to be

subtle. A local band is playing, so she decides to hang out by the

bar and ask a few questions about the music. Then she’ll mention
a friend of hers who was going to meet her here, casually say that
he hasn’t shown up yet, and ask if anyone has seen him around.

The GM decides that this approach improves her chances, giving

These rules assume that a character eventually can find a
way to learn any skill while gaining a level. For nstance,
if Kristof wants to learn Swim, nothing in the rules
exists to stop him. However, the Gamemaster is in
charge of the game, including decisions about where
one can and can’t learn certain skills. While Kristof is
working on an archacological dig in the Sahara
Desert, for example, the Gamemaster can decide
that Kristof has no way of learning how to swim.
It’s up to the Gamemaster to say whether a char-
acter can learn a given skill in a given setting.
Cthulhu Mythos is (as usual) the exception.
This skill can only be acquired through reading
Mythos tomes and encounters with Mythos
entities, limiting the circumstances under which
a character can deliberately set out to gain extra

ranks. her a +2 circumstance modifier to the skill check. She rolls 2 6 and
adds +8 for her skill modifier (4 ranks, +2 Charisma modifier, and a

FAVORABLE AND +2 circumstance modifier.) Her result is 14.

UNFAVORABLE CONDITIONS The locals are in a good mood because the performance is going

well—the GM reduces the DC to 13. However, the most attractive

guy in the group, a pale young man in black leather, has heard that

some outsiders have been snooping around town. He has a reason to be

suspicious of Marie’s motives. The DC to question him is higher than

normal: 17 instead of 15.

Marie’s skill check (14) is high enough to get the locals talking (DC 13),

but not the suspicious young man (DC 17). The locals offer to let her sit
down at their table, but the man in black watches her carefully.

Some situations may make a skill easier or
harder to use. This might add a bonus or
penalty to a skill check or change the
DC. It’s one thing for Kristof, with his
Wilderness Lore skill, to hunt for food
while he is camping for the day in the
middle of a forest, but foraging for
food while traveling across a barren
desert is an entirely different matter.

TIME AND SKILL CHECKS

When time is a factor, the time it takes to use a skill is measured in rounds;

each round is about 6 seconds in length. A skill check might require part of a
round, several rounds, or no time at all.

Some skills require a specific type of action: a move action, an attack action,

or a full-round action. (These terms are defined in the Action Types sidebar.) The



take 10. Instead of rolling 1d20 for the skill check, calculate your result as if you
had rolled a 10, then add your skill modifier to get your result. For many rou-
tine tasks, taking 10 makes them automatically successful. Distractions or
threats make it impossible for a character to take 10.
For example, Sam has a Climb skill modifier of +6 (4 ranks, +2 Strength
modifier). The steep, rocky slope he is climbing has a DC of 10. With a little

type of action required defines how
long it takes to perform, usually
measured against the framework of a
round. If a skill takes more than a
round to use, its skill description spec-
ifies how long it takes.

Other skill checks represent reactions
to an event or are included as part of
another action; these checks don’t take
any additional game time.

A few skill checks are used as part of
movement. For example, the distance you
cover when making a Jump check is part of
your movement, so making a Jump check is
considered part of your move action (again,
see the sidebar for more details).

right.

care, he can take 10 and succeed automatically. But partway up the slope, a
cultist begins shooting at him. Sam needs to make a Climb check to reach the
cultist, and this time he can’t take 10, due to the distraction of being shot at.

If he rolls 4 or higher on 1d20, though, he succeeds.
Taking 20: Taking 20 takes twenty times as long as making a single
check would take. When you have plenty of time (generally 2 minutes for
a skill that can normally be used in 1 round), and when the skill being
attempted carries no penalties for failure, you can take 20. In other
words, eventually you will get a 20 if you roll long enough. Instead of
rolling 1d20 repeatedly for the skill check, calculate your result as if
you had rolled a 20. Taking 20 means you are trying until you get it

For example, Sam and Claire are trying to climb a rocky cliff near
an old family mansion. Sam attempts to take 10 on his Climb check,
for a result of 16 (10 plus his +6 skill modifier). But the DC is 20,
and the Gamemaster tells him that he fails to make progress up the

cliff. (His check is at least high enough that he won’t fall; see

CHECKS WITHOUT ROLLS
A skill check represents an attempt to accom-
plish some goal, usually with some sort of time
pressure or distraction. Sometimes, though, you
can use a skill under more favorable conditions and
eliminate the luck factor.

Taking 10: When you are not in a rush and not
being threatened or distracted, you may choose to

Climb, page 25.) Sam cannot take 20 because there is a penalty
associated with failure (falling, in this case). He can try over and
over, and eventually he may succeed, but he might fall one or
more times in the process.

Claire has better luck. She not only climbs halfway up the
cliff, but also finds a cave while she is climbing. She decides to
use her Search skill. The Gamemaster sees in the Search skill
description that each 5-foot-square area takes a full-round
action to search. She secretly assigns a DC of 15 to the

ACTION TYPES

The following types of actions define the time frame for
how long certain activities take to complete. In a typical
round, you can perform a move action and an attack
action (see below).

REACTION

Some skill checks are instantaneous. They are reactions to
an event, such as making a Drive check to swerve and avoid
a tree that's just fallen in front of your car. Some are tests
of what a character might notice or recognize, such as a
Listen check to notice the madman with an axe sneaking up
on you from behind. You can make as many of these checks
in a round as the situation requires. (However, you still only
get one check on a particular skill to respond to a given
event; for instance, you can’t make multiple Listen rolls to
hear the same footstep.) In game terms, these checks take
no time and are not considered actions.

FREE ACTION

Free actions consume so little time, and have so minor an
impact over the span of a round, that they are considered
to take no time. You can perform one or more free actions
while taking another action, although the Gamemaster
puts reasonable limits on what you can do for free. Calling
out to your friends for help, for example, is a free action;
reading aloud several pages from The Necronomicon is not.

ATTACK ACTION

An attack action allows you to do something: make an
attack, cast a spell, or use a skill or feat (unless the skill or
feat requires a full-round action to perform; see below).
During a round, you can perform an attack action and
move your speed (a move action; see below). You can per-
form only one attack action a round, so if you use an attack

action to do something other than attacking, you cannot
attack someone in that same round.

MOVE ACTION

A move action allows you to move your speed in a round
or perform a similar action used in place of movement.
For instance, you could draw a weapon, pick up a book, or
move a heavy object as a move action.

In a combat round, you can perform an attack action
and move your speed as your move action, or you can
move first and then perform an attack action. If you prefer,
you can perform two move actions in a round without
attacking, using the second move action in place of an
attack action. If the actions you take during a round result
in you moving no actual distance, you can also take a
5-foot step (you can move up to 5 feet).

FULL-ROUND ACTION

A full-round action consumes all your effort during the
round. The only movement you can take during a full-
round action is a 5-foot-step before, during, or after the
action. Attacking more than once per round (if you have
multiple attacks, or if you're firing a multishot weapon) is
a full-round action. So is using a skill that requires a full
round to accomplish, such as using Search to examine a
5-foot-by-5-foot area.

LONGER THAN A ROUND

Some skills take more than a round to perform. When this is
the case, the skill description specifies how long the skill
takes to use. Such activities as crafting a sculpture of an
ancient demon, riding a camel across the desert, or spend-
ing an evening flirting with an attractive occultist can be han-
dled by skill checks, but the times involved are beyond the
scope of round-by-round or even minute-by-minute timing.




attempt. She estimates that the floors, walls, and ceiling of the cave make up
about twenty 5-foot squares, so she tells Claire’s player that it takes 2 minutes
(20 rounds) to search the whole cave. Claire’s player rolls a 12 on 1d20, adds no
skill ranks because Claire doesn’t have the Search skill, and adds +0 because
that’s Claire’s Intelligence modifier. Her Search check fails.

She then decides that she is going to search the cavern high and low, for “as
long as it takes.” Since it took 1 round to quickly search each 5-foot section
of the cave, taking 20 means it takes 20 rounds to exhaustively check every
section. Therefore, the Gamemaster takes the original time of 2 minutes and
multiplies it by 20, for 40 minutes. That’s how long it takes for Claire to
search the whole cave in exacting detail. Claire’s player treats her roll as if
it were 20, for a result of 20, since she has no ranks and no Intelligence
modifier. That’s good enough to beat the DC of 15. Claire finds an old,
mysterious carving on one of the walls, covered in grime and dirt.

Ability Checks and Caster Level Checks: The normal take 10 rules
apply for ability checks when these are routine untrained skill checks
or when there is no skill associated with the check, such a breaking
down a door (see Checks without Rolls, page 21). The normal take 20
rules apply to all ability checks. Neither rule applies to caster level
checks involved in certain spells.

ters couldn’t help Kristof at the
same time because a third person
would just get in the way.

As a variant rule, a character who's
trying to help with a skill check may
not need to use the same skill. This is

allowable with the permission of the
GM, but increases the DC for the cooper-
ation check by 5. For instance, if Kristof is
trying to use his Heal skill to treat someone
with a disease, someone else could make a
Knowledge (medicine) check to advise him.
A successful check against DC 15 would add
a +2 circumstance bonus to Kristof’s Heal
check.

COMBINING SKILL ATTEMPTS

When more than one character tries the same skill at the same
time and for the same purpose, their efforts may overlap.

SKILL SYNERGY
It’s possible for a character to have two skills that
always work well together, such as when someone
with Handle Animal also has Animal Empathy. In
general, having 5 or more ranks in one such skill
gives you a +2 synergy bonus on skill checks with
its related skill(s), as noted in the individual skill
descriptions and Table 2-4: Synergy Bonuses.

INDIVIDUAL EVENTS

Often, several characters attempt an action, and each suc-
ceeds or fails on her own. For example, Sam and each of his
friends need to climb a cliff if they’re all to get to the top.
Regardless of Sam’s roll, the other characters need
successful checks, too. Fach character must make a -
separate skill check. TABLE 2-4;
Synergy Bonuses

Five ranks in: Grants a +2 Synergy Bonus to:

COOPERATION Animal Empathy Handle Animal
Sometimes individual PCs are essentially reacting to  Bluff Intimidate

the same situation, but they can work together and Sleight of Hand
help each other out. In this case, one character is con-  Handle Animal Ride

sidered the leader of the effort and makes a skill  Knowledge (medicine) Heal

check; each helper makes a skill check against DC Knowledge (psychology) Psychoanalysis
10. (You can’t take 10 on this check.) This is known Sense Motive Diplomacy

as a cooperation check. For each helper who suc- Tumble Balance

ceeds, the leader gets a +2 circumstance bonus. In Jump

many cases a character’s help won’t be beneficial,
or only a limited number of characters can help
at once. The Gamemaster should limit coopera-
tion as she sees fit for the given conditions.
For instance, if Sam has been badly
wounded and is dying, Kristof can try a Heal
check to keep him from losing more hit
points. One other character (in this case,
Claire) can help Kristof. If Claire makes a
Heal check against DC 10, then Kristof
gets a +2 circumstance bonus on the Heal
check he makes to help Sam. The Game-
master rules that more than two charac-

As a variant rule, the GM can allow a character to make a skill
check with one skill (DC 15) to add a +2 synergy bonus on a
second skill check. (It’s like a cooperation check, but both rolls
are made by the same player.) This should work only in a situation
where the first skill might help with the second skill. For instance,
the GM might decide your character can attempt a Computer Use
check (DC 15) to add a +2 synergy bonus on your Demolitions
check to defuse a bomb, but only if it has computerized components.
This is known as a synergy check.
As another example, suppose Marie is writing a magazine article on
the occult. She really wants to impress her publisher, so she wants to use

BONUS TYPES

A modifier is a bonus or penalty that applies to a die roll.
A positive modifier is a bonus; a negative modifier is a
penalty.

Modifiers with specific designators (such as an armor
bonus) generally do not stack with others of the same
type—only the best bonus or worst penalty of that type
applies. For example, if one item provides a +1 deflection
bonus and another a +2 deflection bonus, using both
items at the same time would only grant a +2 deflection

bonus. Exceptions to this rule are that dodge bonuses stack
with each other, and circumstance bonuses stack with
each other.

Modifiers without specific designators can be added
together. A modifier without a specific designator can stack
with a modifier that has one.

Examples of typical designators are: aptitude, armor, cir-
cumstance, competence, deflection, dodge, enhancement,
insight, luck, morale, natural armor, and synergy.




cultists in the Brotherhood of the Yellow Sign. As she begins to portray the role
of Cassilda, the Gamemaster decides the audience is very receptive. She assigns a
DC of 15 to the skill check. Claire’s player rolls a 19 on 1d20 and adds her +16
skill modifier for a result of 35!
The audience likes the performance so much that they experience an
epiphany and decide she is actually a manifestation of one of the characters

her Knowledge (occult) skill to get a from The King in Yellow. The Gamemaster decides that from now on, the
+2 synergy bonus on her Craft (writ- cultists will periodically beseech Claire to give return performances, refus-
ing) check for the article. The GM ing to accept no for an answer. They may, from time to time, track her down
approves the idea that Knowledge individually and implore “Cassilda” for guidance.

(occult) can give a +2 synergy bonus on
Craft (writing), but only when the char-

acter writes about the occult, and only if AB“_'TY CHECKS

ShC' make.s the skill check against DC 15. Sometimes you try to do something to which no specific skill applies. In
This variant rule can slow down game these cases, you can make an ability check. Making an ability check in-
play, so use discretion. volves rolling 1d20 and adding an appropriate ability modifier. Essen-
tially, you’re making an untrained skill check. The Gamemaster assigns
a Difficulty Class or sets up an opposed check when two characters are
PRACTICALLY IMPOSSIBLE TASKS ' £

engaged 1n a contest using a specific ability score. An initiative check
in combat, for example, is essentially a Dexterity check (the character
who rolls highest goes first).
In some cases, an action is a straight test of a character’s ability, with
no luck involved. Just as you wouldn’t make a check to see who 1s
taller, you don’t always make a Strength check to see who is stronger.
When two characters arm wrestle, for example, the stronger charac-
ter simply wins. In the case of identical scores, flip a coin.

Sometimes you want to do something that
seems practically impossible. In general, to
do something that’s practically impossible
requires that you have at least 10 ranks in the
necessary skill. The attempt also entails a
penalty of =20 on your roll or +20 on the DC
(which amounts to the same thing).

Practically impossible tasks are hard to delin-
eate ahead of time. They’re the accomplishments
that represent incredible, almost logic-defying skill JABLE 2-5:
and luck. Picking a lock by giving it a swift kick, Examples of Ability Checks

swimming up a waterfall, or convincing a byakhee to

: ; - g : Task Key Ability
stop attacking by speaking nicely to it are potential Breaking open a jammed or locked door Strength
examples of practically impossible tasks. Threading a needle Dexterity

The Gamemaster decides what is actually impossible Holding your breath Constioution
and what is merely practically impossible. Characters Navigating a maze Intelligence
with very high skill modifiers are capable on occasion of Remembering to lock a door Niiadie
accomplishing incredible, almost unbelievable tasks. Getting yourself singled out in a crowd Charsing

EXTRAORDINARY SUCCESS

If you have at least 10 ranks in a skill and beat your DC by SKILL DESCR]PTIONS

20 or more on a normal skill check, you have completed the

task extraordinarily well. For example, Claire has reached This section dCSCﬁbC? _C'ACh skill, including common

10th level and has 13 ranks in Performance. She has increased uses an.d typical modifiers. Characters can s.omctimcs

her Charisma score by 2 points (once at 4th level and again at use skills for purposes other than those given here.

8th level), so she now has an ability modifier of +3, giving her For example, you might 1?8 able to impress a

a total skill modifier of +16. group of occultists by making a Knowledge (oc-
Claire has been invited to perform at a private gathering. She cult) check. ) ) o

doesn’t know that most of the people in attendance are actually Here’s the format for skill descriptions:

SKILL NAME

(KEY ABILITY; TRAINED ONLY;

ARMOR CHECK PENALTY)

Headings that do not apply to a particular

skill are omitted in that skill’s description.

The skill name line includes the following
information.

Key Ability: The abbreviation of the
ability whose modifier applies to the
skill check.

Trained Only: If “Trained Only” is
included in the skill name line, you
must have at least 1 rank in the skill to

use it. If this header is omitted, the




skill can be used untrained. If any special notes apply to trained or untrained use,
they are covered in the Special section (see below).

Armor Check Penalty: Apply any armor check penalty to skill checks for
this skill.

Description: The skill name line is followed by a general description of
what using the skill represents. After the description are three other types of

information: gives a +2 circumstance bonus on
Check: This section discusses what you can do with a successful skill Appraise checks involving any item
check and typical check DCs. This section may also describe how long it that is small or highly detailed, such
takes to make a skill check (see the Action Types sidebar). as a gem. A scale gives a +2 circum-
Retry: Any conditions that apply to successive attempts to use the skill stance bonus on Appraise checks in-
are listed here. If this paragraph is omitted, the skill can be retried with- volving any items that are valued by
out any inherent penalty other than consuming additional time. weight, including anything made of pre-
Synergy: If this skill grants a synergy bonus, this section gives the cious metals. (Since these are circum-
other skill that receives it. stance bonuses, they stack.)
Special: Any extra facts that apply to the skill, such as rules regarding Appraising an item takes 1 minute.
untrained use or notes regarding different eras or settings are given here. Retry: Not on the same object, regard-

less of success.
Special: If you are making the check un-

ANIMAL EMPATHY (CHA; TRAINED ONLY) trained, for common items, failure means no es-

Use this skill to keep a guard dog from barking at you, get a wild timate (you have no idea what the item is worth).
bird to land on your outstretched hand, or keep a bear calm while For rare items, an untrained success means an es-
you back off. timate of 50%-150% (2d6+3 times 10%).

Check: You can improve the attitude of an animal with a suc-
cessful check (see the Attitude Adjustment table, page 226, for
more details). To use the skill, you and the animal mLTst be able BALANCE
to study each other, noting each other’s body language, vocal- (DEX; ARMOR CHECK PENALTY)

izations, and general demeanor. This means that you must be . 5 e Thee e
within 30 feet under normal conditions. u:%l:,e;a?h]:s: P3yloel:1€,6baia?122r:;]£llie§;lk1(§1rb c(\)/gnaz
s 2 v g % : b} 5o )
Generally, influencing an animal in this way takes 1 minute tightrope.
(ten full-round actions). As with influencing people (via Check: You can walk on a precarious surface as a
Diplqmacy or Intimidate), it might Fakc more or less time. move action. A successful check lets you move at half
This Slf‘l” pn]y’}vorks only on animals (that is, creatures your normal speed along the surface for 1 round. A
with the “animal” subtype), not people or monsters. : failure means that you can’t move for 1 round. A failure
Retry: As with attempts to influence people, retries by 5 or more means that you slip and fall. The difficulty
on the same animal generally don’t work (or don’t work varies with the surface, as shown on the table below.
any better), whether you have succeeded or not. ! Accelerated Movement: You can try to walk a precari-
Synergy: A character with 5 or more ranks in ous surface more quickly than normal. If you accept a -5
Animal Empathy receives a +2 synergy bonus on penalty on your Balance check, you can move your full
Handle Animal checks. speed as a move action. Moving any faster than this in a
round requires an additional check for each doubling of

‘ your speed.

AP PRAlSE (INT) _ Attacked while Walking a Tightrope: Attacks against you on a
U_S€ this S}“” to tell an antique from old junk and tightrope are made as if you were off-balance. Attackers gain a +2
high-quality jewelry from cheap stuff made to bonus on their attack rolls, and you lose your Dexterity bonus to
look good. 5 Armor Class (if any). If you have 5 or more ranks in Balance, then

Check: You can appraise common or well- you can retain your Dexterity bonus to Armor Class (if any) in the
known objects within 10% of their value (DC face of attacks. If you take damage, you must make a check again to
12). Failure means you estimate the value at stay on the tightrope.
50%-150% of the actual value. To derive the
false value, the Gamemaster secretly rolls Suifice DC Surfice DC
2d6+3, multiplies that by 10%, multiplies the 6t TV inches vide 10 Ui Heern 10
actual value by that percentage, and tells you 2 1o BilncHes Vide 15 Surface angled L5%
that value for the item. Less than 2 inches wide 20 Surface slippery +5%

Rare or exotic items require a successful

: ; #*Cl lative; if bot ly, th.
check against DC 15, 20, or higher. If suc- UGl O Bapl Recibo

cessful, you estimate the value at BLUFF
70%~-130% of its actual value. The GM ) e (CHA)
secretly rolls 2d4+5, multiplies by 10%, You can make outrageous or untrue claims seem plausible. The skill
multiplies the actual value by that per- encompasses acting, con-artistry, fast-talk, misdirection, prevarication,
centage, and tells you that value for the and misleading body language. Use a bluff to sow temporary confusion, get
item. Failure means you cannot esti- someone to turn his head to look where you point, or simply to look
mate the item’s value. mnocuous. ; i ) i
A magnifying glass or similar tool Check: A Bluff check is opposed by the target’s Sense Motive check. Fa-

vorable and unfavorable circumstances weigh heavily on the outcome of a
bluff. Two circumstances can weigh against you: if the bluff is hard to believe,
or if the action the target must take goes against her self-interest, nature, per-
sonality, arders, or the like. If it’s important, the Gamemaster can distinguish
between a bluff that fails because the target doesn’t believe it and one that fails
because it just asks too much of the target.



CLIMB (sTR; ARMOR CHECK PENALTY)
Use this skill to scale a cliff, get to the window on the second story of a house,
or climb out of an old basement after falling through a rickety floor.

Check: With each successful Cl

Example Circumstance
The target wants to believe you.

“This old book hasn’t been stolen. | just need some quick cash, so I'm

offering it to you cheap.”

The bluff is believable and doesn’t affect the target much.
“Dead body? I don’t know what you're talking about. I'm just here to

watch the play.”

The bluffis a little hard to believe or puts the target at some risk. +5

“You guys wanna fight? I'll take you all on!”

The bluff is hard to believe or entails a large risk for the target.
“Of course that's not a real human head in my trunk, officer. It’s just a

stage prop. Realistic, isn't it?”

The bluff is way out there; it's almost too incredible to consider.
“You might find this hard to believe, but I’'m actually an alien from
another world. Can you please lend me some of your local currency so | may

travel in one of your ground transports?”

For instance, if the target gets a +10 bonus
because the bluff demands something risky on
her part, and the Sense Motive check succeeds by
10 or less, then the target didn’t so much see
through the bluff as prove reluctant to go along
with it. If the target succeeds by 11 or more, she has
seen through the bluff (and would have done so
even if it had not entailed any demand on her).

A successful Bluff check indicates that the target
reacts as you wish, at least for a short time (usually 1
round or less), or believes something that you want
him to believe. Bluff, however, is not a skill that gives
you control over someone’s action. For example, you
could use a bluff to put someone off-guard by telling him

his shoes are untied. At best, such a bluff would make the
target glance down at his shoes. It would not cause the
target to ignore you and fiddle with his shoes while you

picked the lock of a door the target is guarding.

A bluff requires interaction between the character and the

target. Creatures unaware of the character cannot be
bluffed. A bluff always takes at least 1 round (and is at
least a full-round action) but can take much longer if you
try something elaborate.

Feinting in Combat: You can also use Bluff to mislead an
opponent in combat so that he can’t dodge your attack effec-
tively. Doing so is an attack action. If you are successful, the
next attack you make against the target does not allow her to
use her Dexterity bonus to her Armor Class (if any). This
attack must be made on or before your next turn.

Feinting in this way against something inhuman is dif-
Bioulbbecause it’sharder to read 2 strange creature’s body
language; you suffer a —4 penalty to the skill check.
Against a creature of animal Intelligence (1 or 2) it’s even
harder; you suffer a =8 penalty. Against a nonintelligent
creature, it’s impossible.

Creating a Diversion to Hide: You can use Bluff to
help you hide. A successful Bluff check can give you the
momentary diversion you need to attempt a Hide check
while people are aware of you. See the Hide skill for
more details.

Retry: Generally, a failed Bluff check makes the target
too suspicious for you to try another bluff in the same
circumstances.

Synergy: A character with 5 or more ranks in Bluff

receives a +2 synergy bonus on Intimidate and Sleight of
Hand checks.

Modifier to Sense Motive

imb check, you can advance up, down, or
across a slope or a wall or other steep in-
cline (or even a ceiling, if there are hand-
holds), moving at one-half your normal

= speed. This is a full-round action. You can
move half that distance (one-fourth your
0 normal speed) as a move action. A slope is

considered to be any incline of less than 60
degrees, while a wall has a 60-degree or
steeper incline.

A failed Climb check means that you
make no progress. A check that fails by 5
or more means that you fall from whatev-
er height you attained before you made
that check. You may be able to reduce the
damage by using Jump or Tumble.

Any time you take damage while climb-
ing, you must make a Climb check against
the DC of the slope or wall. Failure means

+10

+20

you fall from your current height and sustain the appropriate
falling damage (1d6 points of damage for every 10 feet you fall).

Appropriate climbing gear (see Outdoor and Travel Gear,
page 116) gives a +2 circumstance bonus on Climb checks.
The DC of the check depends on the conditions of the climb,

as outlined on the table below.

Accelerated Climbing: You try to climb more quickly than
normal. As a full-round action, you can attempt to cover
your full speed in climbing distance, but you suffer a -5

penalty on Climb checks and must make two checks each

round. Each successful check allows you to climb a dis-

tance equal to one-half your speed. By accepting the -5
penalty, you can move half your speed as a move action
rather than a full-round action.

Attacked while Climbing: Since you can’t move to
avoid a blow while climbing, each attacker targeting
you gets a +2 bonus, and you lose your Dexterity

bonus to Armor Class.

Making Your Own Handholds and Footholds: You
can make your own handholds and footholds by

DC Example Wall or Surface

0  Aknotted rope with a wall to brace against.

5  Avrope with a wall to brace against, or a knotted
rope without a wall.

10 A surface with ledges to hold on to and stand on,
such as a very rough wall or a ship’s rigging.

15 Any surface with adequate handholds and
footholds (natural or artificial), such as a very
rough natural rock surface or a tree. An unknotted
rope.

20  An uneven surface with some narrow handholds
and footholds, such as a typical wall in a ruined
castle.

25 A rough surface, such as a natural rock wall or a
brick wall.

25  Overhang or ceiling with handholds, but no
footholds.

— A perfectly smooth, flat, vertical surface cannot be
climbed.

-10% Climbing a chimney (artificial or natural) or other
location where you can brace against two opposite
walls (reduces DC by 10).

—5*%  Climbing a corner where you can brace against
perpendicular walls (reduces DC by 5).

+5% Surface is slippery (increases DC by 5).

*These modifiers are cumulative; use any that apply.




pounding pitons into a wall. Doing so takes I minute per piton, and one piton is

needed every 3 feet. As with any surface with handholds and footholds, a wall

with pitons in it has a DC of 15. In the same way, a climber with a handaxe or

similar implement can cut holds in an ice wall.

Catching Yourself When Falling: 1t’s practically impossible to catch your-

self on a wall while falling. Make a Climb check (DC equals the wall’s DC +

20) to do so. A slope is a lot easier to catch yourself on (DC equals the reason (and others), this skill cannot

slope’s DC + 10). be substituted for a Research check
against a DC above 15. Your Game-
master may decide that a particular

COMPUTER USE (INT) piece of information isn’t available

Use this skill to operate computer systems and write or modify computer over the Web.

programs. Computer Use enables you to access computer programs and

files, networked computer systems, or the Internet.

Check: Most simple tasks, such as checking your e-mail, don’t CONCENTRATION (CON)

require a skill check. However, when creating or modifying programs, You are particularly good at focusing your
breaking into secure systems, or when time is of the essence, a skill mind.
check is required, against a DC related to the task (see table). Check: You can make a Concentration
Modify Existing Program: check to cast a spell despite distractions such
DC  Task Modifying an existing com- as taking damage, getting hit by an
1 Modify existing program puter program can change unfriendly spell, and so on. You can also use
20-30 Create new program its purpose, add informa- this skill to maintain concentration in the face
25 Break into secured system tion that didn’t exist, or of other distractions or on other things besides
delete information that spells, such as eavesdropping on a conversation
does exist. If the program to be modified is protected within a despite distractions from other people, keeping
secure system, you must first break into the system (see below). awake, or focusing completely on your studies.
Create New Program: Creating an entirely new program is The table below summarizes various types of
more difficult than modifying an existing one. Common pro- distractions that cause you to make a Concentra-
grams that a character might want to create include task- tion check. See the Magic chapter for more infor-
related programs for computer systems, defensive programs mation on spells and spellcasting.
to protect computer systems, and viruses to disable cultists’ Retry: Yes, although a success doesn’t cancel the
computers. effects of a previous failure. In the case of spellcasting,
Break into a Secured System: Extracting guarded infor- a failure almost always results in the loss of the spell
mation from a system is perhaps the computer expert’s being cast or the disruption of a spell you concentrated
most valued ability. Defeating security measures to gain on.
access to restricted data or vital programs can be Special: Concentration can be taken as a starting skill,
extremely difficult. but since no player character begins the game knowing
Particularly complex programs or well-designed spells, the skill initially represents your ability to focus
security systems can modify the DC of a task by +5 your mind on mundane tasks.
or more. You may need to beat an op-
posing computer programmer’s Com-  DC Distraction
puter Use check result. 10 Vigorous motion (on a moving mount, bouncy
Computer Use requires at least a full- car ride, small boat in rough water, belowdecks
round action. The Gamemaster may in a storm-tossed ship)
determine that some tasks require sev- 15 Violent motion (galloping horse, very rough
eral rounds, several minutes, or even plane ride, small boat in rapids, on deck of
longer to accomplish, depending on storm-tossed ship)
complexity and the quality of available 15 Casting on the defensive (see page 74 in the
equipment. Combat chapter, and page 128 in the Magic
General Tech: This skill can also be chapter)
used to operate or program electronic 15 + damage dealt Taking damage or failing a saving throw during
devices, such as programming a cell the casting of a spell (for spells with a casting
phone, accessing data from a palm pilot, time of a full round or more)
finding your position with a GPS 154 damage dealt Taking damage from a readied attack (for spells
system, or even programming your new with a casting time of one action)
VCR. Keep in mind that an untrained 15 + half of continuous ~ Suffering continuous damage (for example,
Computer Use check is essentially an casting spells when you are on fire)
Intelligence check to figure out high- 25 Grappling or pinned during spellcasting*
tech devices. *The only spells that could be cast under such conditions are those without
Research: An investigator accessing somatic components whose material components are in hand.

information on the Internet can sub-
stitute Computer Use for Research.
However, some information just CRAFT (INT)
can’t be found on the Web. For this You are trained in an art, trade, or craft. Craft is actually a number of sepa-
rate skills, each with its own specialization. You can have several Craft skills,
each with’its own ranks. Each one is purchased as a separate skill.
The Gamemaster can create additional Craft skills for her campaign. The
most common specialties are listed here, along with some examples of when
you might use them.




directly to them or the effects they have had on history. You may have insights or
speculations about phenomena you are experiencing for the first time.
Special: You cannot gain ranks in this skill through spending skill points.
You may only gain ranks through reading Mythos tomes or through experi-
ences with the Mythos itself. Each rank you add to this skill permanently
reduces your maximum Sanity by 1 point. The more you know about the

¢ Carpentry (woodwork) horrible truths underlying reality, the less capable you are of leading a
¢ Chemistry (analysis, forensics, normal life.

mortuary science) You cannot take Cthulhu Mythos during character creation, nor can you
¢ Clockwork (gears, watches, timers) declare it as a core skill. However, there is no maximum rank; your level
* Electronics (computers, surveil- does not limit the number of ranks in Cthulhu Mythos you can acquire.

lance “bugs”)
 Gunsmith (repairing and modifying

fircarms) DEMOLITIONS (n; TRAINED ONLY)
* Photography (digital, video) Sometimes an adventure requires the efficacious application of dyna-
* Sculpting (pottery, ceramics) mite. Use this skill to create, set, and disarm explosive devices.
* Songwriting (melody, lyrics, ballads) Check: Lighting a
* Writing (fiction, nonfiction, journalism, stick of dynamite does  pc¢ Task

poetry) not require a check, 10 Set explosive device
but almost every more 15 Disarm explosive

ltem DC complicated task in- 25 Build explosive from scratch
Very simple item (ashtray) 5 volving the use of  Opposed Disarm scratch-built explosive
Typical item (iron pot) 10 explosives does.
High-quality item (crystal vase) 15 Set Explosive Device: While just about anyone can push a
Complex or superior item (timepiece) 20 detonator, it takes skill to put an explosive in the optimum lo-
Very complex item (clockwork orrery) 25 cation for maximum blast efficiency. A failed skill check in-

dicates that the explosion was poorly placed; targets gain a

Check: You know how to use the tools of your +4 circumstance bonus on their Reflex saving throws to
trade, how to perform the craft’s daily tasks, and avoid damage.
how to handle common problems. These uses do Disarm Explosive: Disarming a manufactured explosive is
not require checks. a dangerous task. If the character has the explosive’s

The basic function of the Craft skill allows you to schematics available, add a +5 bonus to the skill check. If
make an item of the appropriate type. The DC the character is rushed, add +5 to the DC. Failure usually
depends on the difficulty of the item created. The time indicates the explosive detonates immediately.
required varies greatly depending on the task and is Build Explosive from Scratch: Creating a scratch-built
determined by the Gamemaster. explosive device is usually the work of terrorists, vio-

In addition, you can recognize skilled work from lent anarchists, or desperate investigators. The given
shoddy work in your own field. On a successful skill ~ DC assumes that useful materials are readily available;
check (DC 10), you can guess the approximate ranks of if not, add +5 (or more) to the DC. On a failed check,
the person who created the item: 0-5 (amateur), 6-10 (jour- the device 1s ruined and the materials are wasted. A
neyman), 11-15 (skilled), 16-20 (masterful), 21+ (brilliant). check that fails by 10 or more means the explosive

Most crafts require appropriate tools to give the best chance detonates during construction, dealing 20% to 50%
of success. If improvised tools must be used instead, the check ([1d4+1]x10%) of its intended damage to the
is made with a -2 circumstance penalty. person building it.

Retry: Yes. However, if multiple rolls are necessary, and the Disarm Scratch-Built Explosive: Disarming an
character misses a Craft check by more than 5, the raw materi- explosive device built from scratch is an opposed
als are ruined, and he must start work all over again. skill check. The disarming character’s skill check

Special: Craft (chemistry) can be substituted for Knowledge is opposed by the Demolitions check result
(chemistry). Craft (electronics) can be substituted for Knowledge achieved during the device’s construction. If
(electronics). the disarming character equals or exceeds the

At the Gamemaster’s discretion, some specializations of this builder’s check result, the device is disarmed.
skill may be usable untrained. For instance, the GM may decide that Otherwise, it detonates immediately.
anyone can write a poem, craft a melody, or take a photograph. With
these specialties, an untrained Craft skill is an Intelligence check;

artists and craftsmen add their Craft bonus for that specialty because DIPLOMACY (CHA)
of years of experience. o I Use this skill to persuade the county clerk
If a character isn’t completely building something from scratch, the to let you see the property records of that
Gamemaster may allow a general Repair check instead of a specific strange old house, negotiate a deal be-
Craft check. tween corporations, or convince the evil
cultists who have captured you that
: : » ‘ they should ransom you back to your
CTHUWU MYTHOS (NONE) family instead of sacrificing you to
You know things that Should Not Be Known. You have had horrible super- Tsathoggua.
natural experiences and read forbidden tomes, learning truly dark secrets that
have challenged everything you thought you knew. Since these revelations defy
logic or commonly accepted fact, it does not matter how intelligent or wise you
are when using this skill—only how much exposure to the Cthulhu Mythos itself
you have experienced.
Check: You can recall or access knowledge pertaining to the Cthulhu
Mythos, particularly details about monsters, deities, spells, or rites pertaining




Diplomacy includes etiquette, social grace, tact, subtlety, and a way with words.
A skilled character knows formal and informal rules of conduct, social expecta-
tions, proper forms of address, and so on. This skill represents the ability to give
others the right impression, negotiate effectively, and influence others.

Check: You can change others’ attitudes with a successful check (see NPC
Attitudes, page 225). In negotiations, participants roll opposed Diplomacy
checks to see who gains the advantage. Opposed checks also resolve cases sort of sabotage, you think the
when two advocates or diplomats plead opposite cases in a hearing before a device is disabled, but it still works
third party. normally.

Diplomacy only works when someone is willing to listen to you and can Retry: Yes, assuming the device
understand the language you’re speaking. To make a more immediate was not a trap that you have already
impression, try Intimidate. inadvertently set off. You must be

Retry: Generally, retries do not work. Even if the initial check suc- aware that you have failed before you
ceeds, the other character can be persuaded only so far, and a retry may can try again.
do more harm than good. If the initial check fails, the
other character has probably become more firmly com- ~ Device Time DC*  Example
mitted to her position, making a retry futile. Simple 1 full round Jam a lock

Special: Charisma checks to influence NPCs are gen-  Tricky 1d4 rounds Sabotage a car wheel
erally untrained Diplomacy checks. Difficult ~ 2d4 rounds Disarm or reset a trap

Wicked 2d4 rounds Disarm a complex trap

or cleverly sabotage a

DISABLE DEVICE (n; TRAINED ONLY) mechanical device
Use this skill to disarm a trap, jam a lock (open or (Sl_JCh as a car)
closed), or rig a car’s brakes to give out. You can exam-  *If the character attempts to leave behind no trace of the
ine a fairly simple or fairly small mechanical device and ~ tampering, add +5 to the DC.
disable it. The effort requires at least a simple tool of the
appropriate sort (a pick, crowbar, saw, file, and so on). DISGUISE (CHA)
Attempting a Disable Device check with makeshift tools car- Use this skill to change your appearance or some-
ries a -2 circumstance penalty. one else’s. The effort requires at least a few props,

Check: The Gamemaster makes the Disable Device check some makeup, and 1d3+10 minutes of work. The
so that you don’t necessarily know whether you have suc- use of a disguise kit provides a +2 circumstance
ceeded. The amount of time needed to make a check and bonus on the Disguise check. A disguise can include
the DC for the check depend on how tricky the device or an apparent change of height or weight of no more
task is (see the table). Disabling a simple device takes 1 than one-tenth from the original. Besides just changing
round (and is a full-round action). Intricate or complex .hOW you look, you can also
devices require 2d4 rounds. You also can rig fairly impersonate  specific
simple devices such as car brakes or a steering wheel to people or types
work normally for a while and then fail or fall off some of people.
time later (usually after 1d4 rounds or minutes of use).

Disabling (or rigging or jamming) a fairly simple
device has a DC of 10. More intricate and com-
plex devices have a higher DC. The Game-
master rolls the check. If the check
succeeds, you disable the device. If
the check fails by up to 4, you
have failed, but can try
again. If you fail by 5
or more, something
goes wrong. If it’s
a trap, you
spring it. If
it’s some




Disguise Modifier
Minor details only +5
Disguised as different sex -2
Disguised as different race -2
Disguised as different age category —2%

*This modifier applies per step of difference between
your actual age category and the disguised age category
(adult, middle-aged, old, and venerable).

If you are impersonating a particu-
lar individual, those who know what
that person looks like are automatically
considered to be suspicious of you, so
opposed checks are always invoked, and
such people get a bonus on their Spot

checks.

Familiarity Bonus
Recognizes on sight +4
Friend or associate +6
Close friend +8
Intimate +10

Check: Your Disguise check result determines
how good the disguise is. The Gamemaster makes
your Disguise check secretly so that you’re not

for the people she encounters, with a +1 bonus on the
check to represent the average of the customers (that is,
most people with no Spot ranks and a few with good
Spot skills).

Retry: A character may try to redo a failed disguise,
but once others know that a disguise was attempted
they’ll be more suspicious, gaining a +2 circumstance
bonus on opposed checks against further attempts for the
remainder of that day.

DRIVE (pex

Use this skill to drive a car, avoid collisions, or lose someone chasing or
tailing you while you’re in a car.
Check: Driving a car is a move action. Simple tasks, such as driving
to the library, do not necessitate a check. Make a check only when
some unusual circumstance exists (such as an icy road, someone chas-
ing or shooting at you, or a byakhee on the roof). Some sample DCs
are listed below.
Retry: You can make another attempt after a failed check to lose
a tail. Otherwise, most driving checks have consequences that sug-
gest a retry is impossible (such as a spinout or crash).
Special: Drive is a rare skill in the 1890s, but common by the
1920s, having largely replaced Ride as a means of transport.

sure how good it is. It’s opposed by others’ Spot Maneuver DC
checks. You can only make one Disguise check, Forty-five degree turn 10
even if several observers make individual Spot ~ Ninety degree turn 12
Al Bootlegger reverse (180 degree turn) 25

If you don’t draw any attention to yourself, Keeping to a narrow track 15
however, others do not get to make Spot checks. If Avoiding a moving obstacle 20
you come to the attention of people who are suspi- M.odlﬂers to DC:
cious (such as an alert security guard who’s watch- Dirt or gravel road +2
ing people entering and exiting an office building), ~ Wet surface +4
the Gamemaster can assume that those observers ~ OilY surface +6
are taking 10 on their Spot checks. lcy surface .t +8

The effectiveness of your disguise depends in Recovering from a.co|||5|on +10
part on how much you’re attempting to change Vision reduced (rain or snow) +2 to +4
your appearance. Vision obscured (fog, duststorm, downpour)  up to '+10

Usually, an individual makes a check for detec- Moving between 20 and 30 mph +2:
tion immediately upon meeting you and each Moving between 31 and 40 mph "’4%
hour thereafter you remain in contact. If you  Moving between 41 and 50 mph "’6;
casually meet many different people, each for a Moving between 51 and 60 mph +8
short time, check once per hour using an average Moving over 60 mph +2

Spot bonus for the group. For example, if a char-
acter is trying to pass as a clerk in a store, the
Gamemaster can make one Spot check per hour

for each 10 mph*

*The loss of a windshield doubles these penalties.

CARS AND OTHER VEHICLES

People in cars have three-quarters cover (one-half cover
for convertibles). A typical modern car body has 10 hit
points and a hardness of 6 (fiberglass). An older (steel-
bodied) car has 20 hit points and a hardness of 10. The
car as a whole has 60 hit points and an Armor Class of
14. A large truck (a semi tractor and trailer) has 200 hit
points and an Armor Class of 16.

A car has a move of 10 for every mph of speed it is
traveling. For every 10 mph over 20 mph, add +1 to its
Armor Class (+1 at 30 mph, +2 at 40 mph, +3 at 50 mph,
and so forth).

Tires are the most vulnerable part of the machine. A
modern car or motorcycle tire has 2 hit points, an Armor
Class of 12, and a hardness of 2 (for every 10 mph over 20
mph the vehicle moves, add +1 to its Armor Class). Older
rubber tires have 1 hit point and a hardness of 0.

If a car strikes anything, it deals 1d6 points of damage

per 10 mph it was traveling over 10 (1d6 at 20 mph, 2d6
at 30 mph, 3d6 at 40 mph, and so forth). The car itself
(and any occupants) takes half damage.

Reverse this effect if the object the car strikes is signif-
icantly larger than the car itself (for example, a car run-
ning into a brick wall would take full damage itself and
deal half damage to the wall). If the two objects are
roughly the same size, both take full damage. If two
objects of roughly the same weight or mass run into each
other head-on, the speeds should be added together. By
contrast, if one car rams another going in the same direc-
tion, the speed of the slower car should be subtracted
from that of the faster car.

Thus, a car going 100 mph that runs down a deep one
deals 9d6 points of damage on the unfortunate deep one
and 4d6 upon itself. If the same car rammed a Dark
Young, the car and its occupants would take the 9d6
points of damage and the Dark Young 4d6.




- ESCAPE ARTIST (DEX: ARMOR CHECK PENALTY)

Use this skill to slip bonds or manacles, wriggle through tight spaces, or escape
the grip of a monster holding you.

P

Check: Making a

Restraint DC check to escape from be-
Ropes Opponent’s Use Rope check +10 ing bound up by ropes )
Net 20 m;,nacles or other re  Person who examines the document

Handcuffs 30 struints (other than' to check its authenticity. The reader
Tight space 30 grappler) requires 1 gains bonusgs or penalties to her
Grappler Opponent's grapple check minute of work. check AS dCSCI‘lb(;d in the table below.
As with Bluff, a document that
requires risk on the part of the person
checking the document, or one that con-
tradicts standard procedure, existing
orders, or previous knowledge can
increase that character’s suspicion (and
thus create favorable circumstances for an
opposed Forgery check).
Retry: Usually, no. A retry is never possi-
ble after a particular reader detects a particu-
lar forgery, but the document created by the
forger might still fool someone else. No reader
can attempt to detect a particular forgery more
than once—if that one opposed check goes in
favor of the forger, then the reader can’t try
using her own skill again, even if she’s suspicious
about the document. However, every time a new
reader examines the document, he gets to make a
Forgery check.
Special: To forge documents and detect forgeries,
one must be able to read and write the language in
question. Hence, this skill is language-dependent.

Squeezing through a
tight space takes at least 1 minute, maybe longer, depending on how long
the space is.

Ropes: Your Escape Artist check is opposed by the binder’s Use Rope
check. Since it’s easier to tie someone up than to escape from being tied up,
the binder gets a +10 circumstance bonus on that check.

Net: Escaping from a net is a full-round action.

Handcuffs: Handcuffs, shackles, and other manacles have 2 DC set
by their construction.

Tight Space: This is the DC for getting through a space where
one’s head fits but one’s shoulders don’t. If the space is long, as in
a chimney, the GM may call for multiple checks. You can’t fit
through a space that your head does not fit through.

Grappler: You can make an Escape Artist check opposed by
your enemy’s grapple check to get out of a grapple or out of
being pinned (so that you're just being grappled). Doing so is a
move action, so if you escape the grapple, you can take another
action in the same round (see Wriggle Free, page 80).

Retry: Given time, you can make another check after a
failed check, even if you’re squeezing your way through a
tight space. If the situation permits, you can make addi-
tional checks or even take 20 as long as you're not being
actively opposed.

GATHER INFORMATION (cha)

FORGERY (INT) Use this skill for making contacts in an area, finding out
5 A 2 S ~al eossip gerine. : “t1 o
Use this skill to fake an 1D, sign someone else’s signi- .iﬁc“al :’2554 » rumormongering, and collecting general
information.

ture on a check, try to produce a duplicate of a rare
tome, or detect forgeries that others try to pass off.
Check: Forgery requires writing materials (paper,
parchment, vellum, inks, nibs, and so on) appropriate
to the document being forged, enough light to write
by, wax for seals (if appropriate), and time. Forging
a very short and simple document takes about 1
minute. Longer or more complex documents take
1d4 minutes per page. To forge a document on
which the handwriting is not specific to a person
(military orders, a business ledger, or the like),
the character needs only to have seen a similar
document before and gains a +8 bonus on the
roll. To forge a signature, an autograph of that
person to copy is needed, and the character
gains a +4 bonus on the roll. To forge a
longer document written in the hand of a

Check: By succeeding at a skill check, taking a few hours,
and spending a little money (on drinks and such), you can get
a general idea of local events. This assumes there are no obvi-
ous reasons why the information would be withheld. The
higher the check result, the better the information.
If you want to find out about a specific rumor (“Which way
to the Esoteric Order of Dagon?”), ask about specific item
(“What can you tell me about Unnamed Cults?”), obtain a map,
or something else along those lines, the DC varies from 15 to 25
or higher. If the information you’re seeking is simply not known
to the people you’re asking, even a successful check elicits only
negative information (“Never heard of the place.”).
Retry: Yes, but it takes a few hours for cach check, and charac-
ters may draw attention to themselves if they repeatedly pursue a
certain type of information.

particular person, a large sample of that HA )
person’s handwriting is needed. . . ] NDLE ANIMAL (CHA; ,TRA'NED ONLY)
As with Disguise, you don’t even need Use this skill to drive a team of horses pulling a carriage through the

3 . . .

tomakoachad i Somentie examines streets of Victorian London, teach a dog to stand guard, or even raise a

the work. Your Forgery check is op- wolf as a fievot.ed pet.

posed by the Forvebryrychcck of thle Check: The time required to get an effect and the DC depend on what
o

you are trying to do. See the table on the following page.
Time: For a task with a specific time frame, you must spend

Condition Check Modifier 1 .1¢ 11ic time (at the rate of 3 hours per day per animal being han-
Type of document unknown to reader 2 dled) working toward completion of the task before you make the
Type of document somewhat known to reader +0 skill check. If the check fails, you can’t teach, rear, or train that
Type of qgcument well known to reader *2 animal. If the check succeeds, you must invest the remainder of
Handwriting not known to reader 2 the time before the teaching, rearing, or training is complete. If the
Handwr!t!ng ;omewhat known to reader +0 time is interrupted or the task is not followed through to comple-
Handwriting intimately |.<nown to reader +2 tion, any further attempts to teach, rear, or train that same animal
Reader only casually reviews the document -2

automatically fail.




does stop losing them. Attempting  Task DC
first aid is a move action (see Injury  First aid 15
and Death, page 68). Immediate psychological aid 15
Immediate Psychological Aid:  Long-term physical care 15
When someone suffers a tempo-  Treat poison Poison’s DC
rary episode of insanity, you can  Treat disease Disease’s DC

Handle a Domestic Animal: A attempt a Heal check to bring her
character with this skill can com- out of it—calming her terror, snapping her out of her stupor, or whatever else
mand a trained dog, drive beasts of is needed to restore the person to the state she was in before the temporary
burden, tend to tired horses, and so insanity. This is a full-round action; attempting this untrained is a Wisdom
forth. check.

“Push” a Domestic Animal: An Long-Term Physical Care: Providing long-term care allows you to treat
animal handler who “pushes” a domes- a wounded person for a day or more. If successful, you let the patient
tic animal can get more work out of it recover hit points or ability score points (lost to temporary damage) at
than it usually gives, such as commanding twice the normal rate. If the patient is performing only light activity,
a poorly trained dog or driving draft ani- long-term care recovers 2 hit points per level and 1 ability score point
mals for extra effort. per day. If the patient is getting complete rest (see Healing, page 69), he

Teach an Animal Tasks: This is similar to recovers 4 hit points per level and 2 ability score points for each day.
teaching a domestic animal some tricks. You can tend up to six patients at a time. You need a few supplies
Each time you acquire a rank in this skill, (bandages, antiseptics, and so on) that are easy to come by in civilized
you choose one type of animal you can train regions but may be hard to come by in remote or isolated spots.
to obey commands and perform simple tricks. Giving long-term care counts as light activity for the healer. You
Animals commonly trained include dogs, cannot give long-term care to yourself.
horses, mules, oxen, falcons, and pigeons. You A first aid kit (see the Equipment chapter) gives a +2 circum-
can work with up to three animals at one time, stance bonus on Heal checks.
and you can teach them general tasks, such as Treat Poison: By treating poison, you can tend a single character
guarding, attacking, carrying riders, carrying who has been poisoned and who is going to take more damage
packets, hunting and tracking, and performing from the poison (or suffer some other effect). Every time the poi-
heavy labor. An animal can only be trained for one soned character makes a saving throw against the poison, you
general purpose. make a Heal check. The poisoned character uses your result in

Teach an Animal Unusual Tasks: You can use this place of her saving throw if your Heal result is higher.
aspect of Handle Animal to train an animal to per- Treat Disease: Treating a disease involves tending to a dis-
form specialized tricks, such as teaching a horse to eased character. Every time the diseased character makes a
rear on command or come when you whistled for it, or saving throw against disease effects, you can make a Heal
teaching a falcon to pluck objects from someone’s check. The diseased character uses your result in place of
grasp. his saving throw if your Heal check is higher.

Rear a Wild Animal: An animal handler might special-
ize in rearing wild or deadly animals. This involves rais-
ing the wild creature from infancy so that it is domesticat- HIDE (DEX; ARMOR CHECK PENALTY)
ed. A handler can rear up to three creatures of the same Use this 5k1[1 to sink into the shadows and proceed
type at once. A SUCCCSSfUHy domesticated wild animal can unseen, approach a cove filled with deep ones under
be taught tricks at the same time that it’s being raised, or it the cover of brush, or follow someone through a
can be trained later. In either case it responds to the trainer’s busy street without being noticed.
commands and no one else’s. The creature is still wild, though Check: Your Hide check is opposed by the Spot

usually controllable. check of anyone who might see you. You can

move up to one-half your normal speed and hide

Task = o Time DC at no penalty. Moving more than one-half your
t‘ia"dlf a domestllc 3“.'"‘3' Varies 10 full speed incurs a -5 penalty. It’s practically
Push” a domestic animal Varies 15 impossible (a =20 penalty) to hide while run-

Teach an animal tasks 2 months 15 ning or charging.

Teach an.anim.al unusual tasks 2 months 20 ) For example, Marie has a speed of 30 feet.

Rear a wild animal 1 year 15+ HD of animal If she doesn’t want to take a penalty on her

Train a wild animal 2 months 20 + HD of animal

Hide check, she can move only 15 feet as a
move action (and thus 30 feet in a round on
a double move).
Bigger and smaller creatures get size
bonuses and penalties on Hide checks:
Fine +16, Diminutive +12, Tiny +8,
Small +4, Large -4, Huge -8, Gargan-
tuan —12, Colossal —16.
If people are observing you, even
casually, you can’t hide. You can run
around a corner or something so that
you’re out of sight and then hide,

Retry: For handling and pushing domestic animals, yes. For train-
ing and rearing, no.

Synergy: A character with 5 or more ranks in Handle Animal
receives a +2 synergy bonus on Ride checks.

Special: An untrained character can use a Charisma check to handle
and push animals.

”EAL (wis)
se this skill to keep a badly wounded friend from dying, help her recover
faster from her wounds, keep her from succumbing to snakebite, snap her
out of a temporary episode of insanity, or treat a disease.

Check: The DC and effect depend on the task you attempt.

First Aid: First aid usually means saving a dying character. If a character has
negative hit points and is losing hit points (1 per round, 1 per hour, 1 per day,
or whatever), you can stabilize her. The character regains no hit points, but she




but others then know at least where you went. If your observers are momentar-
ily distracted, you can attempt to hide.

Creating a Diversion to Hide: You can use the Bluff skill to help you hide. A
successful Bluff check gives you the momentary diversion you need to attempt
a Hide check while people are aware of you. When the others briefly turn their
attention from you, you can attempt a Hide check if you can get to a hiding

place of some kind (as a general guideline, the hiding place has to be within Synergy: A character with 5 or
1 foot of you per rank you have in Hide). This check, however, is at =10 more ranks in Bluff, receives a +2
because you have to move quickly. synergy bonus on Intimidate checks.
INNUENDO wis) - JUMP
You know how to send and understand secret messages while appearing (STR; ARMOR CHECK PENALTY)

to be speaking about other things. Two investigators, for example, might
seem to be talking about a trip to the supermarket when they’re rca”y
planning how to break into the library’s restricted holdings.

Check: You can get a message across to another character or under-
stand one someone is trying to send you. The DC for a basic message
is 10. The DC is 15 or 20 for complex messages, especially those that
rely on getting across new information. You can also try to discern
the hidden message in an overheard conversation between two
other characters who are using this skill. In this case, the DC is the
skill check result of the character sending the message, but you
gain no circumstance bonuses from the sender’s variks. For each
piece of information that the eavesdropper is missing, that char-
acter suffers a =2 penalty on the check. For cxample if your
character eavesdrops on people planning to assassinate a visit-
ing politician, you suffer a -2 penalty if you don’t know about
the politician. Whether trying to send or intercept a message,
a failure by 5 or more points means that some false informa-
tion has been implied or inferred.

Retry: Generally, retries are allowed when trying to
send a message, but not when receiving or intercepting
one. Each retry carries the chance of miscommunication.

Use this skill to vault low fences, leap
over sacrificial pits, or reach a tree’s
lowest branches.

Check: You can jump a minimum dis-
tance (based on the type of jump) plus an
additional distance depending on the amount

by which your Jump check result exceeds 10.
The maximum distance of any jump is a func-
tion of your height.

The distances given on the table below are for
characters with a base speed of 30 feet. If you have
a lower speed (from weight carried, for instance),
reduce the distance ]umped proportionally. If you

have a higher speed, increase the distance jumped
proportlonally, but not the maximum distance.
For example, Claire has a Jump skill modifier of
+12 at 7th level (10 ranks, +2 Strength bonus) and a
base speed of 30 feet. While chasmv a shadowy
figure, she recklessly attempts a running jump from
one rooftop to another. She needs to leap over a 10-
foot-wide alleyway to keep going. Her player rolls a 6,
for a result of 18. That’s 8 over 10, so she clears 8 feet

more than the minimum distance, or 13 feet. However,
INT'M'DATE (CHA) Claire is only 5 feet 8 inches (round down to 5 feet), so
Use this skill to force a hostile person to back down, she can’t jump father than 11 feet {the maximum distance
threaten someone to reveal information, or extract a is her height + 6 feet) She clears the 10-foot alleyway, lands
confession. Intimidation includes verbal threats and on the other side, and keeps running.
body language. Distance moved by jumping is counted against maximum
Check: You can change one person’s behavior movement in a round normally. For example, Claire could
with a successful check against a DC of (15 + the run 20 feet toward the chasm, leap 10 feet over it, and land
character’s level). This only works on NPCs, next to a cultist. She could then attack, since she can normally
however, not player characters or creatures. move 30 feet and make an attack in the same round.
Unlike Diplomacy, Intimidate can work even if If you intentionally jump down from a height, you might
t'he person you’re trying to affect is unwilling to take less damage than if you just fell. If you suu.ccd at.a ]ump
listen to you. check (DC 15), you take damage as if you had fallen 10 feet less
Circumstance modifiers apply as the Game- than you actually did.
master sees fit. The situational nature of In-
timidate is its chief advantage over - .
Diplomacy—it’s hard to become Minimum gy . Maximum
more diplomatic by sticking a gun Type 9f]tfmp Distance  Additional Distance Distance
oo bk Running jump* 5 ft. +1 ft./1 point above 10 Height + 6 ft.
Retry: Generally, retries do not Stand‘mg jump 3 ft. +1 ft./2 points above 10 He!ght + 2 ft.
SorkNE e et lichicck stic- Runmpg hlgh ]L_lmp* 2 ft. +1 ft./4 pO{nts above 10 Hegght +11/2 ft.
ceeds, the target can only be intim- Standing high jump 2 ft. +1 ft./8 points above 10 He!ght
idated so far, and a retry doesn’t Jump back 1 ft. +1 ft./8 points above 10  Height

help. If the initial check fails, the *You must move 20 feet before jumping.

target becomes more firmly re-

solved to resist the intimidator,
and a retry is furile. KNOWLEDGE (nr; TRAINED ONLY)
Like the Craft skill, Knowledge actually encompasses a number of spe-
cialties; each speualty is a separate skill. Knowledge represents a study
of some body of lore, possibly an academic or even scientific (115(.lplln€
The twenty-three standard fields of study for Call of Cthulbu are listed

below.




Special: When several characters are listening to the same sound, the Game-
master can make a single 1d20 roll and use it for all the listeners’ skill checks.

DC Sound
0 People talking
10 A person walking at a slow pace (15 ft./round) trying to be quiet

* Accounting 9 A cat stalking; An owl gliding in for a kill
* Anthropology +1 Per 10 ft. from the listener
* Archaeology +5 Through a door
¢ Architecture +15 Through a stone wall
o Art (painting, literature, music)
* Astronomy «
« Biology MOVE SILENTLY (DEX; ARMOR CHECK PENLATY)
* Chemistry You can use this skill to sneak up behind an enemy or slink away with-
¢ Electronics out being noticed.
* Engineering (buildings, bridges) Check: Your Move Silently check is opposed by the Listen check of
* Geography (lands, terrain, climate, anyone who might hear you. You can move up to one-half your

people, customs) normal speed at no penalty. At more than one-half speed, you suffer
* Geology (earth science, seismology, vol- a =5 penalty. It’s practically impossible (a -20 penalty) to move

canism) silently while running or charging.
* History (royalty, wars, migrations, found- Special: Following someone on foot without being noticed uses

ing of cities) the Hide skill. Tailing someone in a car without being noticed uses
e Law (criminal, civil, contract) the Drive skill. Sneaking up on someone without being heard uses
* Local® (legends, personalities, inhabitants, the Move Silently skill.

laws, traditions)
Mathematics (theory, geometry)

Medicine (performing diagnosis, prescribing OPEN LOCK (DEX; TRAINED ONLY)

medication) You can pick padlocks, finesse combination locks, and disarm
* Meteorology (seasons and cycles, weather) electronic locks. The effort requires at least a simple tool of
* Occult (ancient mysteries, magic traditions, the appropriate sort (a pick, pry-bar, skeleton key, wire, and
arcane symbo]s,' cryptozoology) . so on). Attempting an Open
. Plnlqsophy (philosophers, philosophies) Lock check without the Lock DC
* Physics proper tool carries a =2 cir-  Very simple lock 20
* Psychology (human nature, psychoses, dreams) cumstance penalty and is Average lock 25
* Religion (dogma, ecclesiastic tradition, holy symbols) impossible without at least  Good lock 30
e Streetwise (basic criminology, street life) an impromptu tool. Amazing lock 40
* Choose any one city for Knowledge (local). Check: Opening a lock
entails 1 round of work and a successful check; this is a
With your Gamemaster’s approval, you can invent new full-round action.
areas of knowledge; however, most situations that come up Retry: Yes.
during a game are variations on the specialties listed here. Special: Untrained characters cannot pick locks,
Check: Answering a question within your field of study but they might successfully force them open (see
has a DC of 10 (for easy questions), 15 (for standard ques- Breaking Items, page 77).

tions), or 20 to 30 (for really tough questions).
Retry: No. The check represents what you know, and

thinking about a topic a second time doesn’t let you know OPERATE HEAW
something you never learned in the first place. MAOHINERY (DEX, TRAINED ONLY)

Synergy: A character with 5 or more ranks in Knowledge Use this skill i forklif
(medicine) receives a +2 synergy bonus on Heal checks. lsellcti ey _to‘ operate ii L‘raf’el’ :‘L s t a

A character with 5 or more ranks in Knowledge (psychology) o _.OL.er’ A LRCION, A INUUSHTAL SRaCtR ditel,
receives a +2 synergy bonus on Psychoanalysis checks. oL 5”12”1"’“‘ large maclnn~e. T

Special: Knowledge (chemistry) can be substituted for Craft (chem- C .ecll(:'.M‘ake ‘a Ch“lf‘ ‘f’llle'? thcr_c il
istry). Knowledge (electronics) can substituted for Craft (electronics). “ dnelllii"ie”;‘;:“ftjﬁ“g fsicrllc‘?esnr:lz‘:trig jt;’c(r) )1

operating a machine while people are

LISTEN (wis) shooting at you.

Use this skill to hear approaching enemies, detect someone sneaking up
on you from behind, or eavesdrop on someone else’s conversation. PERFORMANCE
Check: Make a Listen check against a DC that reflects how quiet the noise (CHA; TRAINED ONLY)
is that you might hear (see the table). The Gamemaster may choose to make T b 4 S
: ) . , You are skilled in some form of artistic
the Listen check secretly so you don’t know whether you failed to hear some- .
: . : / expression, and you know how to put
thing or there was nothing to hear. ;
: : ; . on a show. Like the Craft and
In the case of beings trying to be quiet, the listed DCs could be replaced :
A £ : : ; Knowledge skills, Performance actu-
by Move Silently checks, in which case the listed DC would be the average
result (or close to it). For instance, the 19 listed for a cat stalking means that
an average cat has Move Silently +9. (Assuming an average roll of 10 on 1d20,
the skill check result would be 19.)
Retry: You can make a Listen check as a free action every time you have a
chance to hear something in a reactive manner. As a full-round action, you may try
to hear something you failed to hear previously (assuming the noise is continous).




Check ally encompasses a number of specialties;

Result Performance each specialty is a separate skill.

10 Routine performance Possible specializations for Perfor-

15 Enjoyable performance mance include singing, dancing, acting,

20 Great performance stage magic, storytelling, and perform-

25 Memorable performance ance art. Performance is also used for

30 Extraordinary performance  musical instruments, but each instru- secretly so that you don’t know

ment must be bought as a separate whether you succeeded.

skill (piano, guitar, saxophone, and so on). Gamemasters may allow addition- Retry: Yes, but each try has a cost

al specializations. involved that depends on the feat.
Check: You can impress audiences with your talent and skill. Special: You can only take this skill
Retry: Retries are allowed, but they don’t negate previous failures, if your Gamemaster is using psychic

and an audience that has been unimpressed in the past is going to be feats as part of the campaign.

prejudiced against future performances. Increase the DC by 2 for
each previous failure. ‘

Special: At the Gamemaster’s discretion, some specializations of PS,YCHOANALYSJS
this skill may be usable untrained. For instance, the GM may decide (WiS' TRAINED ONLY)
that anyone can sing a song or tell a story. In such cases, an e this skill to help Sl person after a
untrained Performance skill is a Charisma check; professional per- bad frivht or 4 erible shodlk
formers add their Performance modifier for that specialty because Check: The DC and ‘etfece desend o i
of years of experience. ; P

At the GM’s discretion, if you have skill with a particular musi-
cal instrument (for instance, piano), you might be able to play a
similar instrument (a harpsichord) at a -2 penalty, or a more com-
plex or different instrument (a full pipe organ) at a =5 penalty.

task you attempt.

Immediate Care: When someone suffers an
episode of temporary insanity, you can bring
him out of it—calming his terror, snapping him

out of his stupor, or whatever else is needed to
restore the person to the state he was in before the
temporary insanity. This is a full-round action.
Long-Term Care: Providing long-term care
means treating a mentally disturbed person for a
day or more. This requires you to spend 1d4 hours
er day doing noth-

PILOT (pEx; TRAINED ONLY)

Like the Craft skill, Pilot actually encompasses a number of
related but distinct skills. Use this skill to pilot a plane, a hot
air balloon, a sailing ship, or a space shuttle. Vehicles avail-

able to pilots vary according to era. Possible types of the ing but talking to the  Task DC
pilot skill are listed below. patient. If successful,  [imediateicare %

. = the patient recovers  Long-term care 20
* Small aircraft e Large/jet aircraft Sanity points at a rate of
* Hotair balloon * Dirigible 1 point per week. You can tend up to six patients at a
* Hang glider * Cablecar . time; each extra patient beyond the first adds 1 hour to
* Helicopter * Sailboat/sailing ship the total time devoted to therapy. You need a place to talk

* Motorboat quietly, away from stress and distractions. The check must

be made each day for each patient. A roll of 1 on the Psy-
choanalysis check indicates that the patient loses a point of
Sanity that day, as she regresses mentally due to horrors sud-

Check: Simply taxiing on a runaway does not re-
quire a check. Make a check only when there is
some unusual circumstance (such as when there’s a denly remembered.
powerfx.,ll storm, someone is shooting at you, You cannot give long-term care to yourself.
something is chasing you, or there’s a hunting Untrained Use: A character may susbsistute the Heal skill
horror tearing at the aircraft’s fuselage). for Psychoanalysis when attempting immediate care; if he does

Spgcnal: 1It’s not possible to pilot a.compllcated not have the Heal skill, he can attempt it as an untrained Wisdom
machine without at least basic instruction (1 rank). check. It is not possible to give effective long-term care untrained,
In desperate situations, or with very simple vehi- but it is possible to calm a panic attack, help someone “snap out of
cles (for example, motorboats), a generous t” during an episode, or help a person briefly repress a phobia.
Gamemaster may allow an 'untralned Pilot Specnal As a variant rulc, a roll of 1 on an untrained Psycho-
check to avoid immediate disaster for easy analysis check means you have blundered, doubling the Sanity loss

tasks. for the unfortunate patient. If increasing the Sanity loss is inappro-

priate, the Gamemaster should increase the severity of the temporary

PSYCHIC FOCUS insanity in whatever way she thinks appropriate—the acquisition of a

ALl be permanent phobia, the deepening of a condition that already exists, and
(WIS; TRAINED ONLY) so on. See the Sanity chapter for possibilities.

Use this skill to focus your willpower to
perform amazing psychic feats. This skill

is only useful to characters with specific READ LIPS (INT; TRAINED ONLY)
psychic feats (see Psychic Feats, page You can understand what others are saying by watching their lips.

43). If a power is sensory (or extrasen- Check: You must be within 30 feet of the speaker and be able to see her
sory), the GM may roll for you speak. You must be able to understand the speaker’s language. The base DC

is 15; it’s higher for complex speech or a heavily bearded or inarticulate
speaker. You have to concentrate on reading lips for a full minute before
making the skill check, and you can’t perform another action during this time.
You can move at one-half your speed but no faster, and you must maintain a
line of sight to the lips being read. If the check succeeds, you can understand the
general content of a minute’s worth of speaking, but you usually still miss cer-
tain details.




RIDE g0
You can ride a particular type of mount, usually a horse. When you select this
skill, choose the type of mount with which you are familiar. If you use the skill
with a different mount, such as a camel, your modifier is reduced by 2 (but not
below 0). If you use this skill with a very different mount, such as trying to
ride a shantak when you’re used to riding horses, your modifier is reduced
by 5 (but not below 0). For purposes of the skill, if you choose horses, that
includes mules and donkeys.

Check: Typical riding actions don’t require checks. You can saddle,
mount, ride, and dismount without a problem. Mounting or dismounting is

a move action. Some tasks require checks, as given on the table below.

Guide with Knees: You can react in-

If the check fails, you can’t read
the speaker’s lips. If the check fails
by 5 or more, you draw some incor-
rect conclusion about the speech.
Typically, the Gamemaster rolls your
check for you so you don’t know
whether you succeeded or missed by 5.

Retry: The skill can be used once per stantly to guide your mount with Tas.k : B
SO F your knees so that you can use both GUId? with knees 5
mlgute.. s Use of this skill can | d hands in combat. Make the check at ~ Stay in saddle 5
ed lr:ee)c’loan.d tilce Onotrnn:'j ;O Lfaere:t ){;;Xlzz? (;f the start of your round. If you fail, IS 13
S 3 - ' you can only use one hand this  Leap 15
binoculars, hidden cameras, or other de- bonnd becanse ‘you aged. to e 15

vices that extend vision with precision. GonitolmoLntinbattER 20

Fast mount or dismount  20%*
*Armor check penalty applies.

the other to control your mount.
Stay in Saddle: You can react
instantly to avoid falling when
your mount rears or bolts un-
expectedly or when you take damage.
Cover: You can react instantly to drop down and hang along-
side your mount, using it as one-half cover (see Cover, page 72).
You can’t attack or cast spells while using your mount as cover.
If you fail, you don’t get the cover benefit.
Leap: You can get your mount to leap obstacles as part of its
movement. Use your Ride skill modifier or the mount’s Jump
skill modifier, whichever is lower, to see how far your mount
can jump. A successful Ride check (DC 15) indicates that
you stay on the mount when it leaps.

Soft Fall: You react instantly to try to take no damage
when you fall off a mount, such as when it throws you or
is killed itself. If you fail the Ride check, you take 1d6

points of falling damage.

Control Mount in Battle: As a move action, you can
attempt to control a horse (or similar mount) while in
combat. If you fail, you can do nothing else that round.

Fast Mount or Dismount: You can mount or dis-
mount as a free action. If you fail the check, mounting
or dismounting is a move action. You can’t attempt a

fast mount or dismount unless you can perform the

mount or dismount as a move action this round.

SEARCH nm

You can find simple traps, hidden compartments,

secret passageways, and other details not readily

apparent. The Spot skill lets you passively

notice something nearby, such as a lurking

thug. The Search skill lets you discern a small
detail or irregularity through active effort.

Check: You generally must be within 10

feet of the object or surface to be searched.

It takes 1 round to search a 5-foot-by-5-

foot area or a similar volume of goods;

REPAIR (n, TRAINED ONLY)
You can repair damaged machinery or elec-
tronic devices.

Check: Most Repair checks are made to fix
complex electronic or mechanical devices, such as
radios, cars, or computers. The DC is set by the
Gamemaster. In general, simple repairs have a DC o
10-15 and require no more than a few minutes to ac-
complish. More complex repair work has a DC of 20
or higher and can require an hour or more to complete.

If you don’t have the proper tools for a Repair
check, you suffer a =5 penalty. Also, working with
alien or unfamiliar technology increases the DC by +5.

You can choose to attempt temporary or jury-rigged
repairs. This reduces the DC by 5 and cuts the required
time in half, but each time the equipment is used, there is
a cumulative 10% chance it will break again.

Retry: No restrictions against repeated Repair checks
exist. In some specific cases, the Gamemaster may decide
that a failed Repair check has negative ramifications that
prevent repeated checks (for example, if it shorted out some
irreplaceable part of the machine).

Special: At the Gamemaster’s discretion, Repair can be sub-
stituted for Disable Device, but with a +5 to the DC of the
check.

RESEARCH v

Use this skill for 1earning information from books, the Internet, or
other standard sources. Research allows you to navigate a library, an
office filing system, a newspaper morgue, or the World Wide Web. It
does not include talking to people and asking questions—that’s Gather
Information.

Check: Given enough time (usually 1d4 hours) and a successful
skill check, you get a general idea on just about any topic, such as the
latest news in an area, the public history of a particular old building, or
afew facts about a _wcll—kno_wn .individu_al. This assumes no obvious rea- B R st Bl e
sons exist why the information is unavailable (such as if it’s been kept out 2

: . . ¢ Special: A charact ho does not
of the papers by influential parties). The higher the check result, the ha»ietlzac Tracil;é::cc;arnZs]cotlic:);sca?coh

better the informan'on. . . | skill to find tracks, but can only
If you want to discover a specific fact (“Where has Stephen Alzis been bellow feacke i the TIC is 10 orllads

investing his money?”), date (“When did the silver mine outside the city (see Track, page 42)
collapse?”), obtain a map of a specific locale, or something else along those o
lines, the DC is 15-25 or higher.

Retry: Yes, but it usually takes at least 1d4 hours for each check. Task DC
Special: An investigator accessing information on the Internet can  Ransack a drawer full of junk to find a
use either Computer Use or Research for some checks; however, spe-  certain item 10
cific information may either be absent or misleading. Computer Use ~ Notice a typical secret door or a trap 20
can’t be substituted for a Research check against DC 15 or higher. Notice a well-hidden secret door 30




SENSE MOTIVE (wis)

Use this skill to tell when someone is trying to mislead you. This skill represents
sensitivity to body language, speech habits, and mannerisms of others.

Check: A successful opposed check allows you to counteract the Bluff skill
(page 24), letting you sense that the story you’re hearing may not be true. You
can also use the skill to tell when something is up (something odd is going on
that you were unaware of) or assess someone’s trustworthiness. Trying to gain
information with this skill takes at least 1 minute. You could spend a whole
evening trying to get a sense of the people around you.

Hunch: This use of the skill essentially
means making a gut assessment of a social sit-
uation. You can get the feeling from anoth-
er’s behavior that something is wrong, such
as when you’re talking to an impostor. Al-
ternatively, you can ascertain that someone is trustworthy. (Of course, a
hunch is not usable as legal evidence.)

Sense Enchantment: You can tell that someone’s behavior is being
influenced by a mind-influencing effect, such as dominate person,
even if that person isn’t aware of it herself.

Retry: No, though you may make a Sense Motive check for each
Bluff attempt made on you.

Synergy: A character with 5 or more ranks in Sense Motive re-
ceives a +2 synergy bonus on Diplomacy checks.

ly. Having even a single rank in a lan-
guage gives the character the ability to
both speak and write that language;
additional ranks improve her mastery
of it (greater vocabulary, lessened
accent, better grasp of idiom, and so on).
Common spoken languages in published
scenarios have included French, German,
Arabic, Spanish, and Chinese.
In general, a literate character can read
and write any language she speaks and vice
versa. Exceptions include certain ancient lan-
guages for which the pronunciations have
been lost and modern languages that are
spoken, but not written. Knowledge of the lan-
guage includes knowledge of the writing
system as well, whether that’s Chinesc kanji or
Egyptian hieroglyphics.
Check: In general, Speak Other Language

Y w comes into play in three ways: reading Mythos
SLEIGHT OF HAND (pex; TRAINED ONLY) ¥ gy Bupe vy ecoug Iy
el ‘ s tomes, attempting to communicate with charac-
You can lift a purse or wallet and hide it on your person, palm - who d eak o] d
| Sy Lheee e . i ) ters who do not speak your native language, an
an unattended object, conceal a weapon in your jacket, or understanding overheard conversations. in another
perform a feat of legerdemain with an object no larger than a I ]h‘. bor o s dase
Esbiotioat o blicmd anguage. Unless another DC is provided, decipher-
S P ing a Mythos tome requires a Speak Other Language
Check: A check against DC 10 lets you palm a coin-size, ;
: ] 7 check against DC 15.
unattended object. Minor sleight-of-hand feats, such as Retry: Generallv. ves. This area L
making a coin disappear, are also DC 10 unless an ob- ctry: Gaencraly, yes. Lhis represents asking some-
server 1s determined to note where the item went one to repeat a phrase more slowly and clearly, rephras-
: Ing a question, or making an educated guess at a word’s

Task DC
Hunch 20
Sense enchantment 25

DC Task meaning from context. In some cases, the task is simply

10 Palm a coin-size object, make a coin disappear beyond your grasp until you improve your knowledge of

20  Lift a small object from a person the language (for cxample, trying to read a DC 25 tome

30  Plant an object on another person wher} you only have a single rank in that language and no
Intelligence bonus).

When performing this skill under close observa- Special: ‘H a character attempting a Speak Other Language
tion, your skill check is opposed by the observer’s check is assisted by a native speaker or has access to diction-
Spot check. The observer’s check doesn’t necessar- aries, phrase books, and the like, she gains a +2 circumstance
ily prevent you from performing the action, just bonus on her roll.

from doing it unnoticed.
If you try to take something unnoticed from

another character, you must make a skill check SP ELLCRAFT (INT; TRAINED ONLY)

against DC 20. The observer makes a Spot check Use this skill to identify spells as they are cast or spells already in

to detect the attempt. The observer detects the place.

attempt if her check result beats your check Check: You can identify spells and magic effects, as long as you

result, regardless of whether you got the item. know how to cast them already or have deciphered them in a tome
Retry: A second Sleight of Hand attempt (see the table below). Because Mythos magic is unpredictable, vari-

against the same target, or when being ant versions of spells may exist; this skill helps you identify these

watched by the same observer, has a DC +10 variations. Speculating about spells you have never seen before and

higher than the first skill check if the first haven’t deciphered requires the Cthulhu Mythos skill.

check failed or if the attempt was noticed. Retry: Sce the table below.

Special: Starting characters may take this skill, but until they begin
learning spells and deciphering tomes, their knowledee of magic is
& SP p 8 8 8

SEAK m LANGL“GE purely academic.

(INT; TRAINED ONLY)

Like Craft, the Speak Other Language ~ DC  Task

skill is a group of related skills. You 15 Identify a spell being cast. You must be able to see or hear the spell’s
buy ranks in each language separate- verbal or somatic components, and you must know the spell. No retry.

20 Identify a spell that's already in place and in effect. You must be able
to see or detect its effects, and you must know the spell. No retry.

25 Decipher a written spell from a book without learning it first (figuring
what it might do, and what its cost might be). Each attempt takes one
day of study, and you may only make one attempt each day.

30+ Understand a strange or unique magical effect. No retry.




SPOT (wis)

Use this skill to notice a mugger
lurking in the alley, a clue amid a
morass of papers on a desk, or a Form-

DC Task

15 Treat a fall as if it were 10 feet shorter when determining damage.

15 Tumble up to 20 feet (as part of normal movement), even through areas
adjacent to enemies.

25  Tumble up to 20 feet (as part of normal movement), even through areas
occupied by enemies (over, under, or around them).

A character with 5 or more ranks in Tumble gains a +6 dodge bonus to
Armor Class when using total defense (instead of a +4 dodge bonus to
Armor Class; see Total Defense, page 68).

less Spawn at the bottom of a dark pit.

Check: The Spot skill is primarily used
to notice objects that are somehow out of
place. It can also be used to detect charac-
ters or creatures that are hiding, or noticing
someone in disguise. Spot can be opposed
by the Hide check of a character or creature
trying not to be seen or the Disguise skill of
someone who doesn’t want to be identified.

A Spot check is usually a reaction (see the
Action Types sidebar). The Gamemaster may
roll it secretly so you don’t know whether you
succeed at it.

prisoners with ropes.

that the bound character makes

easier to bind someone than to

USE ROPE (pex

With this skill, you can make firm knots, undo tricky knots, and bind

Check: Most tasks with a rope are relatively simple.
When you bind another character with a rope, any Escape Artist check

1s opposed by your Use Rope check.

You get a special +10 circumstance bonus on the check because it is

escape from being tied up. The Game-

master determines whether your Use Rope check succeeds when you
tie someone up or when someone tries to escape your knots.

Tie a firm knot (for example, to secure a climbing rope)

such as one that slips, slides slowly,

yourself one-handed

Splice two ropes together to make a single longer rope

Retry: You can make a Spot check every time DC Task
you have the opportunity to notice something in 10
a reactive manner. The Gamemaster may call for 15  Tie a special knot,
Spot checks to de- or loosens with a tug
Condition Penalty termine the dis- 15  Tie a rope around
Per 10 feet of distance -1 tance at which an 15
Spotter distracted =5 encounter begins. As (takes 5 minutes)

a full-round action,
you may attempt to spot something that you failed to
spot previously.

WILDERNESS LORE wis)

Use this skill when hunting wild game, guiding a party

SWIM (sTR; ARMOR CHECK PENALTY)
Using this skill, a land-based creature can swim, dive,
navigate underwater obstacles, and so on.

Check: A fed in the wild.
Water DC  successful Swim
Calm water 10 check allows you Fortitude save
Rough water/moderate current 15  toswim one-quar- 24 hours. The
Stormy water/strong current 20  terof your speed as

Each hour that you swim, make a Swim
check against DC 20 or take 1d6 points
of subdual damage from fatigue.

a move action or
one-half your speed
as a full-round ac-
tion. Roll once per
round. If you fail, you make no progress through the water. If you
fail by 5 or more, you go underwater and start to drown (see The DC
Drowning Rule, page 85). 10
If you are underwater (whether drowning or swimming underwa-
ter intentionally), you suffer a cumulative ~1 penalty to your Swim
check for each consecutive round you have been underwater.
The DC for the Swim check depends on the water.
Special: You suffer a penalty of 1 for every 5 pounds of gear you
are carrying or wearing.
15

TUMBLE (DEX; TRAINED ONLY; ARMOR CHECK PENALTY)
You can dive, roll, somersault, flip, and so on.
Check: You can land softly when you fall or tumble past opponents. You
can also tumble to entertain an audience (as with the Performance skill).
Retry: You can try to reduce damage from a fall as an instant reac-
tion only once per fall. You can attempt to tumble as part of movement
once per round. 15
Synergy: A character with 5 or more ranks in Tumble receives a +2
synergy bonus on Balance and Jump checks.
Special: A character with 5 or more ranks in Tumble gains a +3 dodge
bonus to Armor Class when fighting defensively (instead of a +2 dodge bonus to
Armor Class; see Fight Defensively, page 66).

safely through frozen wastelands, identifying signs that

bears live nearby, avoiding natural hazards, or demon-
strating other survival skills.

Check: You can keep yourself and others safe and

Retry: For getting along in the wild or gaining the

bonus, you make a check once every
result of that check applies until the

next check is made. To avoid getting lost or to
avoid natural hazards, you make a check wheney-
er the situation calls for one. Retries to avoid get-
ting lost in a specific situation or avoid a specific
natural hazard are not allowed.

Task

Cet along in the wild. Move up to
one-half your overland speed while
hunting and foraging (no food or
water supplies needed). You can
provide food and water for one other
person for every 2 points by which
your check result exceeds 10.

Gain a +2 circumstance bonus on all
Fortitude saves against severe
weather while moving up to one-half
your overland speed, or gain a +4
circumstance bonus if stationary. You
may grant the same bonus to one
other character for every 1 point by
which the check result exceeds 15.
Avoiding getting lost or avoiding
natural hazards, such as quicksand.




To me there was nothing gro-
tesque in the bones and skeletons
that strowed some of the stone
crypts deep down among the
foundations. I fantastically asso-
ciated these things with every-
day events, and thought r/Jem
more natural than the coloured
pictures of living beings which I
found in many of the mouldy
books. From such books I learned
all that I know. No teacher urged
or guided me, and I do not recall
hearing any human voice in all |
those years. . . .
—H.P. Lovecrafft,
“The Outsider”

fLat is a 5pgual harm e tlmt

your character a new capability or im-
: proves one he already has. For exam-
| ple, Sam chooses to start his investigative
| carecer with the Improved Initiative and
Toughness feats. These feats add a +4 bonus

on hIS Inltlatl\L LhLLk\ and +3 hlt PO]ﬂtS,

1, he gains a new feat
rdge. This allows Sam a better

respectively. At 3rd |
and choos

nent in combat, improving his Armor Class
against that opponent. Unlike a skill, a feat
doesn’t have ranks. A character either has the
feat or he doesn’t.

ACQUIRING FEATS

Un[ikc skills, feats are not bought with
points. You simply choose them for your
t character. Each character gets two feats when
I'the character is created. At 3rd level and
| every three levels thereafter (6th, 9th, 12th,

| 15th, and 18th), he gains another feat.

chance to avoid the attacks of a single oppo-

| PREREQUISITES

| Some feats have prerequisites. A character
i must have the listed ability score, feat, skill,

attack bonus in order to select or use |
 that feat. For example, you cannot take |

E Mobility un you already have Dodge, so
Dodge is listed under Mobility as a prerequi-

site. A character can gain a feat at the same §

level at which he gains the prerequisite.

L& ]



Most feats are general, meaning that no special rules govern them. If your Game-
master allows psychic feats, they’ll give characters access to powers beyond those
| normally understood by science. Psychic feats are described after general feats.

GENERAL FEAT DESCRIPTIONS

L Here is the format for feat descriptions:

You can’t use a feat if you have lost
a prerequisite. For example, if your
Strength drops below 13 because you
have taken temporary ability damage, }
you can’t use the Power Attack feat until
your Strength returns to 13 or higher.

TABLE 3-1:
General Feats

Description of what the feat does or represents in plain language, with no
game mechanics.
Prerequisite: A minimum ability score, another feat or feats, a mini-

Feat Prerequisite mum base attack bonus, a skill, or a level that a character must have in
Acrobatic im S order to acquire this feat. This entry is absent if a feat has no prerequi-
Alertness Iy W site. A fear may have more than one prerequisite.
Ambidexterity Dex 154 A Benefit: What the feat enables you (the character) to do.
Animal Affinity R W Normal: W!mt a charactcy who does not have this feat is limited to
Athletic = B or restricted from doing. If not having the feat causes no particular
Blind-Fight L B drawback, this entry is absent. 4
Cautiolis G, % Special: Additional facts about the feat that may be helpful when
Combat Casting ~~ — ) you are deciding whether to choose the feat.
Dodge Dex 13+ -
Mobility PSRN, Dodpe ACROBATIC
Spring Attack Dex 13+, Dodge, Mobility, You are very agile.
base attack bonus +4 or Benefit: You get a +2 aptitude bonus on all Jump checks and
higher Tumble checks.
Drive-By Attack —
Endurance — ALERTNESS
Expertise Int 13+ You are keenly aware of your surroundings.
. Gearhead — Benefit: You get a +2 aptitude bonus on all Listen checks
| Great Fortitude — and Spot checks.
Improved Critical* Proficient with weapon, base
attack bonus +8 or higher AMBIDEXTERITY
| Improved Initiative ~ — You are equally adept at using either hand.
Iron Will = Prerequisite: Dex 15+.
Lightning Reflexes = Benefit: You ignore all penalties for using an off
Martial Artist = hand. You are neither left-handed nor right-handed.
Nimble == Normal: Without this feat, a character who uses her
Persuasive — off hand suffers a —4 penalty to attack rolls, ability

Point Blank Shot = checks, and skill checks. For example, if a right-handed

Far Shot Point Blank Shot character wields a weapon with her left hand, she suf-
Precise Shot Point Blank Shot fers a —4 penalty to attack rolls with that weapon.
Rapid Shot Dex 13+, Point Blank Shot Special: This feat helps offset the penalty for
~ Multishot Dex 13+, Point Blank Shot, Rapid Shot fighting with two weapons. (See the Two-Weapon
Dex 13+, Point Blank Shot, Dodge, Mobility Fighting feat, below, and Table 5-1: Two-
Dex 13+, Point Blank Shot, Shot on the Run, Weapon Fighting Penalties, page 67.)

e Dodge, Mobility
 Power Attack Str 13+ ANIMAL AFFINITY

Cleave Str 13+, Power Attack You are good with animals.

- Quick Draw Base attack bonus +1 or higher Benefit: You get a +2 aptitude bonus on all
Run —— Handle Animal checks and Ride checks.
Sharp-Eyed —

Skill Emphasis* — ATHLETIC

'?':)ialahnyess"' : You have a knack for athletic endeavors.

Tracgk ' . Benefit: You get a +2 aptitude bonus

- on all Climb checks and Swim checks.
Trustworthy —

You know how to fight in melee with-

Weapon Finesse* Weapon Proficiency (for that weapon), base attack . 5
bonus +1 or higher out being able to see your foes.
Weapon Focus* Weapon Proficiency (for that weapon), base attack

bonus +1 or higher
Weapon Proficiency* —
*You can gain this feat multiple times. Its effects do not stack. Each time you
take the feat, it applies to a new skill or weapon.
TYou can gain this feat multiple times. Its effects stack.

£

Two-We Fighti — ‘
Bileacon Fghing BLIND-FIGHT _




Benefit: In melee combat, every time you miss because of concealment (see
Table 5-6, page 73), you can reroll your miss chance percentile roll once to see
if you actually hit.

You take only half the usual penalty to speed for being unable to see. Dark-
ness and poor visibility in general reduce your speed to three-quarters normal,
instead of one-half (see Cover, page 72).

EXPERTISE

CAUTIOUS You are trained at using your combat

You are especially careful with tasks that may yield catastrophic results. skill for defense as well as offense.
Benefit: You get a +2 aptitude bonus on all Demolitions checks and Dis- Prerequisite: Int 13+.
able Device checks. Benefit: When you use an attack or
a full attack action as a full-round
CLEAVE action (see Full Attack, page 66) in
You can follow through with a powerful melee attack. melee, you can take a penalty of up to -5
Prerequisite: Str 13+, Power Attack. on your attack and add the same number
Benefit: If you deal an opponent enough damage to reduce its hit ~ (up to +5) to your Armor Class. This
points to 0, you get an immediate extra melee attack against another number cannot exceed your base attack
opponent within your reach. You cannot take a 5-foot step before ~ bonus. The changes to attack rolls and
making this extra attack. The extra attack is with the same weapon and Armor Class last until your next initiative
at the same bonus as the attack that dropped the previous opponent. count. The bonus to your Armor Class is a
You can use this ability once per round. dodge bonus. You can use this feat with either

a melee attack or a ranged attack.

COMBAY CASTING Normal: A character without the Expertise

You are adept at casting spells in combat. feat can fight defensively while making a melee
Benefit: You get a +4 bonus on Concentration checks made to attack to take a 4 penalty on attacks and gain a
cast a spell defensively (see Casting on the Defensive, page 74). +2 dodge bonus to Armor Class (see Fight De-

fensively, page 66).
DODGE

You are adept at dodging attacks. ) FAR SHOT
Prerequisite: Dex 13+. You can get greater distance out of a ranged weapon.
Benefit: During your action, you designate an opponent Prerequisite: Point Blank Shot. )

and receive a +1 dodge bonus to your Armor Class against Benefit: When you use a projectile weapon, 1ts

attacks from that opponent. You can designate a new op- range increment increases by one-half (multiply by
ponent on your next initiative count (see The Combat ~ 1.5). When you use a thrown weapon (such as a throw-

Round, page 65). ing knife or grenade), its range increment is doubled.
Special: A condition that makes you lose your Dex-

terity bonus to Armor Class (if any) also makes you GEARHEAD

lose dodge bonuses. Also, dodge bonuses stack with You have a way with machines.

each other, unlike most other types of bonuses (see Benefit: You get a +2 aptitude bonus on all Computer

the Bonus Types sidebar, page 22). Use checks and Repair checks.

DRIVE-BY ATTACK GREAT FORTITUDE

You are especially skilled at attacking from a You are tougher than normal.

moving vehicle. Benefit: You get a +2 inherent bonus on all Fortitude saving
Benefit: You suffer no penalty when firing a throws.

gun from a moving car.

Normal: When in a moving vehicle, charac- IMPROVED CRITICAL

ters suffer a =2 circumstance penalty when at- Choose one specific weapon, such as a baseball bat or an M-16.
tacking a target not in the car. With a melee weapon, you know how to hit where it hurts; with a
Special: A vehicle moves on the driver’s ranged weapon, you have deadly accuracy.
initiative count; if you ready an atrack Prerequisite: Proficient with weapon category, base attack bonus
action, you can attack at any time during +8 or higher
that move. Benefit: When using the weapon you selected, your threat range is
doubled. For example, a commando knife usually threatens a critical
ENDURANCE on a 19 or 20 (two numbers). If the character using the commando
You are capable of amazing feats of knife has Improved Critical, the threat range becomes 17 through 20
stamina. (four numbers).
Benefit: Whenever you make a check Special: You can gain this feat multiple times. The effects do not stack.
for performing a physical action that Each time you take the feat, it applies to a new weapon.

extends over a period of time (such as

running, swimming, holding your IMPROVED INITIATIVE
breath, and so on), you get a +4 com- You can react more quickly than normal in a fight.
petence bonus on the check. Benefit: You get a +4 inherent bonus on initiative checks.

IRON WILL
You have a stronger will than normal.

Benefit: You get a +2 inherent bonus on all Will saving throws.



to all melee damage rolls. This number may not exceed your base attack bonus.
The penalty on attacks and bonus on damage applies until your next action.

PRECISE SHOT
You are skilled at timing and aiming ranged attacks.
Prerequisite: Point Blank Shot.

LIGHTNING REFLEXES Benefit: You can shoot or throw weapons at an opponent engaged in melee
You have faster than normal reflexes. without suffering the standard —4 penalty.
Benefit: You get a +2 inherent Normal: Without this feat, you suffer a —4 penalty when shooting at an
bonus on all Reflex saving throws. opponent engaged in melee with an ally. This represents the difficulty of
trying to shoot your foe without hitting your friend. (See Shooting or
MARTIAL ARTIST Throwing into a Melee under Attack Actions, page 66.)

You are skilled at fighting while unarmed

and deal more damage with unarmed QUICK DRAW

strikes. You are also capable of dealing You can draw weapons with startling speed.

normal damage with unarmed attacks at no Prerequisite: Base attack bonus +1 or higher.

penalty (as opposed to subdual damage). Benefit: You can draw or holster a weapon as a free action instead
Benefit: Your unarmed attack deals 1d4 of as a move action.

points of normal damage (as opposed to

subdual damage). RAPID SHOT
Normal: Without this feat, a character nor-  You can use ranged weapons with exceptional speed.

mally deals 1d3 points of subdual damage. If he Prerequisite: Dex 13+, Point Blank Shot.

wants to deal normal damage, he must attack with Benefit: You can get one extra attack per round with a ranged

a—4 penalty (see Subdual Damage, page 75). weapon. The attack is at your highest base attack bonus, but each

attack (the extra one and the normal ones) suffers a =2 penalty.
MOBILITY You must use a full-round action to use this feat.

You are skilled at dodging past opponents and

avoiding attacks they make against you. ROLLING SHOT

Prerequisite: Dex 13+, Dodge. You are highly trained in acrobatic, defensive ranged weapon

Benefit: You don’t have to stop moving when you tactics.
move adjacent to an opponent. Also, when adjacent Prerequisite: Dex 13+, Point Blank Shot, Shot on the
to an opponent, you can move normally. Run, Dodge, Mobility.

Normal: Without this feat, you must stop moving Benefit: When using the attack action with a ranged
when you move adjacent to an opponent, and may weapon in the same round in which you use a move
not move more than a 5-foot step when adjacent to an action to move at least 20 feet, you gain a +2 dodge
opponent. bonus to your Armor Class against ranged attacks.
MULTISHOT RUN
You can use the autofire or multifire option on guns with You are fleet of foot.
exceptional accuracy. Benefit: When running, your top speed is five

Prerequisite: Dex 13+, Point Blank Shot, Rapid Shot. times your normal speed (150 feet per round for

Benefit: When using the autofire or multifire option on a most characters). You must still move more or less
firearm, reduce the penalty for each attack to —4 (for autofire) in a straight line. If you make a running jump, in-
or -2 (for multifire). crease the distance or height you clear by one-

Normal: The normal autofire penalty is -6 for each attack. fourth, but not past the maximum (see Jump,
The normal multifire penalty is —4 for each attack. (See Firearm page 32).

Attacks, page 80.) Normal: Without this feat, your top speed 1s
four times your normal speed (120 feet per

NIMBLE round for most characters).

You have exceptional flexibility and manual dexterity.

Benefit: You get a +2 aptitude bonus on all Escape Artist checks SHARP-EYED
and Sleight of Hand checks. You have an eye for detail.

Benefit: You get a +2 aptitude bonus on
PERSUASIVE all Search checks and Sense Motive checks.

You have a way with words and body language.

Benefit: You get a +2 aptitude bonus on all Bluff checks and Intimi- SHOT ON THE RUN
date checks. You are highly trained in ranged weapon
tactics.
POINT BLANK SHOT Prerequisite: Dex 13+, Point Blank
You are skilled at making well-placed shots with ranged weapons at close Shot, Dodge, Mobility.
range. Benefit: When using the attack
Benefit: You get a +1 competence bonus on attack and damage rolls with action with a ranged weapon, you can
ranged weapons against opponents up to 30 feet from your position. move both before and after the

POWER ATTACK
You can make exceptionally powerful melee attacks.

Prerequisite: Str 13+.

Benefit: On your action, before making attack rolls for the round, you may
choose to subtract a number from all melee attack rolls and add the same number




attack, provided that your total distance is not greater than your  Condition DC Modifier

speed. In essence, this feat splits your move action into two parts. Every 3 targets in the group being tracked -1
Normal: Without this feat, you can move cither before your  Size of targets being tracked:* *
attack or after. Fine +8
Diminutive +4
SKILL EMPHASIS Tiny +2
Choose a skill, such as Spot. You have a special knack with that Small +1
skill. Medium-size +0
Benefit: You get a +3 competence bonus on all skill checks Large -4
with that skill. Huge -2
Special: You can gain this feat multiple times. Its effects do not Gargantuan =4
stack. Each time you take the feat, it applies to a different skill. Colossal -8
Every 24 hours since the trail was made +1
SPRING ATTACK Every hour of rain since the trail was made ~ +1
You are trained in fast melee attacks and fancy footwork. Fresh snow cover since the trail was made ~ +10
Prerequisite: Dex 13+, Dodge, Mobility, base attack bonus ~ Poor visibility . T
+4 or higher. Overcast or moonless night +6
Benefit: When using the attack action with a melee weapon, ~ Moonlight ' +3
you can move both before and after the attack, provided that ~ Fogor precipitation +3
your total distance is not greater than your speed. In essence, 'Jl'racked target hides trail (moves at half speed) +5
this feat splits your move action into two parts. *For a group of mixed sizes, apply only the
Normal: Without this feat, you can move either before your ~ modifier for the largest size category represented.
attack or atter: TApply only the largest modifier from this category.
STEALTHY very dusty floors). The quarry might leave some
You are particularly good at avoiding notice. traces (broken branches, tufts of hair) but only
Benefit: You get a +2 aptitude bonus on all Hide checks and occasional or partial footprints.
Move Silently checks. Hard Ground: Any surface that doesn’t hold
footprints at all, such as bare rock or indoor floors.
TOUGHNESS Most streambeds fall into this category, since any
You are tougher than normal. footprints left behind are obscured or washed away
Benefit: You gain +3 hit points. This is a permanent ad- quickly. The quarry leaves only traces (scuff marks,
dition to your hit point total. displaced }’Cl’l)]FS)~
Special: A character may gain this feat multiple times. If you fail a Wilderness Lore check, you can retry after
Its effects stack. I hour (outdoors) or 10 minutes (indoors) of searching,
Normal: A character without this feat can use the
TRACK Search skill to find tracks, but can only follow tracks if
You can follow the trails of creatures and characters the DCis 10 or less (see Scarch, page 35).

across most types of terrain.
. Benefit: To find tracks TRUSTWORTHY
Surface DC  or to follow them for one You have a friendly demeanor.
Very soft 5 mile requires a Wilderness Benefit: You get a +2 aptitude bonus on all Diplomacy
Soft 10 Lore check. You must make checks and Gather Information checks.
Firm 15 another Wilderness Lore
Hard 25 check every time the TWO-WEAPON FIGHTING
tracks become difficult to You can fight with a weapon in each hand, making one extra
follow, such as when other tracks cross them or attack each round with the second weapon.
when the tracks backtrack and diverge. Benefit: Your penalties for fighting with two weapons are re-

You move at half your normal speed (or at duced by 2.
your normal speed with a -5 penalty on the Normal: Without this feat, all attacks with your primary hand
check) when tracking. The DC for the Wilder- suffer a -6 penalty and attacks with your off hand suffer a ~10
ness Lore check depends on the surface and penalty. (See Attacking with Two Weapons, page 67, and Table 5-1:
the prevailing conditions (see the tables). Two-Weapon Fighting Penalties.)

Very Soft Ground: Any surface (fresh Special: The Ambidexterity feat lessens the attack penalty for the
snow, thick dust, wet mud) that holds second weapon by 4.
deep, clear impressions of footprints.

Soft Ground: Any surface soft enough WEALTH
to yield to pressure in which the quarry You have more money than others, either due to inheritance, a trust fund,
leaves frequent but shallow footprints. stock options, smart investments, salary bonuses, or other means.

Firm Ground: Most normal outdoor Benefit: You gain an additional amount of money equal to your starting
surfaces (such as lawns, fields, woods, savings (see Starting Money and Income, page 15) as a windfall. You also in-
and the like) or exceptionally soft or crease your income modifier by +2 (see Table 1-13: Profession Modifiers to
dirty indoor surfaces (thick rugs, Income).

Special: You can gain this feat multiple times. Its effects stack. Fach time
you take the feat, you gain the same additional amount of money.

WEAPON FINESSE

You are especially skilled at using a certain melee weapon, one that can benefit
as much from Dexterity as from Strength. Investigators can choose one weapon



PSYCHIC FEAT DESCRIPTIONS

Psychic feats use the same format as general feats, with two additions.
Action: This is the type of action (move action, full-round action, and so on)
required to use the psychic feat.
o - ) Cost: This gives the number of Sanity points (if any) and any other costs (such
from this list: knife (any), rapier/ as temporary Wisdom damage) to the character for using the psychic feat.
foil, hatchet, brass knuckles, or un-

armed strike. BIOFEEDBACK TRANCE

Prere?msne. kl)lrofluerit ‘lv.ltlh You can access your inner psychic strength, using it to better use the
i e relattac . oh-
weapon, base attack bonus +1 or high powers of your own body.

er. (Unarmed strike doesn’t require Prerequisite: Cha 15+, Sensitive.

Weapon Proficiency.) Benefit: You may enter a trance that slows your metabolism, allowing
Benetit: With the selected weapon, you you to survive for extended periods of time with very little air, water, or

fla S YOUL Dexteth_y modifier instead food. You may enter a trance at will as a full-round action. Awakening

of your Strength modifier on attack rolls. from the trance takes a full-round action.

. Special: You can gain this feat multlplc While in a trance, your heartbeat slows, your breathing all but
times. Its effects .do not stack. Each time ceases, and you appear to be dead. A character in a trance uses only
you take the feat, it applies to a new weapon. 10% as much air as a sleeping person and needs no food or water for

: an extended period of time. For purposes of natural healing, a
WEAPON FOCUS trance is the equivalent of assisted healing, doubling the normal

Choose a specific weapon (a single entry in the rate of healing (sce Heal, page 31).

Equipment liSt)_’ such as a straight razor or a When entering the trance, the character must declare the cir-
Colt New Service Revolver. You are especially cumstances under which the trance will end. Examples include
good at using this weapon. You can QhOOSC = a time limit (10 minutes, 24 hours, a week) or certain stimuli
armed strike or grapple for your specific weapon (such as hearing a loud noise, feeling a sudden drop in temper-

for purposes of this feat. ature, hearing your name spoken, or being touched). A char-

Prerequisite: Proficient with appropriate acter in a trance is not conscious of his surroundings and may
weapon category, base attack bonus +1 or higher. not use any skills or abilities other than the Remote Viewing
(Unarmed strike and grapple don’t require Weapon psychic feat.

Proflcler.lcy.) A character can remain in a trance for up to one week in

Benefit: You add +1 to all attack rolls you make a dry climate or up to one month in a wet climate before
using the selected weapon. . . succumbing to thirst. If water were somehow supplied

Special: You can gain this feat multiple times. Its ef- (via an intravenous drip, for example), a character could
fects do not stack. Each time you take the feat, it applies remain in a trance for up to three months.
to a different weapon. While in the trance, you may use your Psychic Focus

skill to resist the effects of diseases or poisons; the DC

WEAPON PROFICIENCY is the same as for using a Heal check to help someone

You understand how to use a particular type of weapon in clse resist these effects (see Treat Poison and Treat Dis-
combat. Each time you take this feat, you may choose one ease, page 31).
of the following weapon categories: melee weapon, thrown Action: Full-round action to enter the trance, a
weapon, pistol, rifle (includes automatic rifles), shotgun, or full-round action to leave it.
submachine gun. Cost: None.

Melee weapons include weapons such as clubs, nightsticks,
baseball bats, and even shovels. Thrown weapons include DOWSING

throwmg knives and grenades. . ) You can sense energy patterns invisible to others.
Benefit: You can make attack rolls with a weapon without Prerequisite: Cha 15+, Sensitive.

suffering a nonproficiency penalty.

Normal: A character who uses a weapon without proficiency
with it suffers a —4 penalty on attack rolls.

Special: You can gain this feat multiple times. Its effects do not
stack. Each time you take the feat, it applies to a new weapon.

If your campaign includes bows and slings, they have their own
category: Weapon Proficiency (primitive ranged). Unarmed strikes
and grapples don’t require Weapon Proficiency.

PSYCHIC FEATS TABLE 3-2:

Psychic Feats

Benefit: You can follow a psychic or magical
energy pattern, such as a ley line or the invisi-
ble trail left by a supernatural creature. If the

Gamemaster tells you that you feel some-

thing unknown with your Sensitive feat, you

can attempt a Psychic Focus check (DC 15)
to follow a pattern or trail involved. You
can track incorporeal, invisible, or insub-

Refer to these descriptions when selecting psychic Feat Prerequisite
feats. The Sensitive feat is a prerequisite for all other  Sensitive Chalilse
Psychic Feats. The Psychic Focus skill enhances Biofeedback Trance Cha 15+, Sensitive
these feats. Unlike other feats, most psychic feats Remote Viewing  Cha 15+, Sensitive, Biofeedback Trance
have a Sanity point cost to use. Dowsing Cha 15+, Sensitive
Not all Call of Cthulhu campaigns involve psychic Mind Reading Cha 15+, Sensitive
feats. Check with your Gamemaster before choosing Mind Probe Cha 15+, Sensitive, Mind Reading
them during character creation. Psychokinesis Cha 15+, Sensitive
Psychometry Cha 15+, Sensitive
Second Sight Cha 15+, Sensitive
Telepathy Cha 15+, Sensitive




stantial creatures, but not coexistent creatures. If the creature leaves your plane
of existence, you lose the trail.

Action: This power can be activated as a free action.

Cost: I Sanity point and 1 point of temporary Wisdom damage for each suc-
cessful use; 1 Sanity point for each failed attempt.

MIND PROBE

You can delve into someone’s mind to learn information stored there.

Prerequisite: Cha 15+, Sensitive, Mind Reading.

Benefit: You can learn the answer to some question if the answer is
within the mind of your target. You must be within sight and within 30
feet of your target. The probe requires a Psychic Focus check, with the
DC determined by the circumstances. All modifiers to the DC are

cumulative.

Action: This power requires a full-round action to use.
Cost: 1d4 Sanity points and 1 point of temporary Wisdom damage
for each successful use; 1 Sanity point for cach failed

attempt.

Circumstances DC
Target touching you 20
Target within 30 feet 25

Target well-known

to you -2
Target acquainted

with you +0
Target unknown

to you +2

MIND READING

You can read someone else’s current thoughts. Char-
acters with this ability are sometimes called “receivers.”
Prerequisite: Cha 15+, Sensitive.
Benefit: You can learn what someone else is thinking

at that moment. Only
surface thoughts

are received (“I need a

drink”), not deep, dark secrets

(“Only three more days until T betray

them all to my master, Nyarlathotep!”). Suc-
cessfully using the feat requires the Psychic
Focus skill, with a DC determined by the cir-

cumstances.

PSYCHOKINESIS

With a talent of mind over matter,
you can manipulate physical objects
by thought alone. This ability does
not work on living creatures.
Prerequisite: Cha 15+, Sensitive.
Benefit: You can exert up to 5 pounds

of pressure with the force of your mind
at a range of 30 feet. This means that you
can move an object of up to 5 pounds, as

Circumstances DC
Target is unwilling ~ +5
Target has the Mind
Reading feat +5
Target has the Mind
Probe feat +5
Answer is a guarded,
personal secret +10

\

P,
v

All modifiers to the DC are cumulative. Thus, % %

the DC to read the mind of an stranger in an ele-
vator is 22 (17 if you manage to bump into him)
The DC for reading the thoughts of a cultist
leader you have never met who happens to be
halfway around the world at the time might be

as high as 50.

Action: This power requires a full-round

action to use.

Cost: 1d3 Sanity points and 1 point of
temporary Wisdom damage for each suc-
cessful use; 1 Sanity point for each failed

attempt.

Circumstances DC
Target touching you 15
Target within 30 feet 20
Target between 30 feet

and 1 mile away 25
Target between 1 and
25 miles away 30

Target between 25 and
1,000 miles away 35
Target more than

1,000 miles away 40

A

Circumstances DC
Target well-known

to you -2
Target acquainted

with you +0
Target unknown to you +2
Target is unwilling +5

Target has the Sensitive
feat —
Target has the Telepathy
feat -5

5



SECOND SIGHT

You can see things that others cannot. Sometimes ghosts or horrible alien mon-
sters can render themselves invisible, but not to you.
Prerequisite: Cha 15+, Sensitive.
Benefit: You can see invisible creatures, objects, or energies, as long as they are
of a supernatural nature. You cannot see natural objects that are invisible (such as
X-rays) but you can see supernaturally invisible creatures, such as star vampires.
You do not need to activate this power; the Gamemaster tells you when you
witness something others cannot see (probably by asking for a Sanity check
right away).
If a supernatual creature is using Hide or Move Silently, your character
can oppose that roll with a Psychic Focus check instead of Spot or Listen;
the GM may make this roll secretly so that you don’t know whether you
succeeded.
Action: None. The GM announces when you see something.
Cost: None, other than the standard Sanity point cost for seeing the
disturbing images and revelations you’ll inevitably discover.

SENSITIVE

You are aware that there is more than meets the eye—an almost
imperceptible world of psychic phenomena.

Prerequisite: Cha 15+.

Benefit: You can learn other psychic feats. Furthermore, the

though lifting it, moving it at a rate

of 5 feet per round. It also means
that you can push buttons, pull levers,
and prod things from afar. For actions
requiring fine manipulation, a Psychic
Focus check is required. The DC set by
the Gamemaster for such activities will
be 20 or more, depending on the action.

Action: This power requires a full-
round action to activate.

Cost: 1d4 Sanity points and 1 point of
temporary Wisdom damage for each success-
ful use; 1 Sanity point for each failed attempt.
Every minute of continuous use after the first
minute costs an additional 1 Sanity point and 1
point of temporary Wisdom damage.

I;'Sk ing ad 3% Gamemaster may provide you with special information, such as
pening a door y ; a strange feeling in a certain spot in the house, disturbing
Turning a dial to a specific setting 25
- - drcams, orother inexplicable occurrences. You have no control
Tying or untying a knot 30

over these sensations and revelations; thus, this power doesn’t
require an action to activate. If a Psychic Focus check is re-
quired (say, for very faint extrasensory sensations), the GM
may roll it secretly so that you won’t know whether you

Signing your name on a check with a pen 35

PSYCHOMETRY

You can handle an object and gain a vision, either of succecc.ied. '
the person who created it or someone who has Actlon: None. The GM announces when you see some-
touched it in the past. thing,

Prerequisite: Cha 15+, Sensitive. Cost: None.

Benefit: When you touch an inanimate object and
concentrate for 1 minute, you may attempt a Psychic
Focus check (DC 15). If you succeed, you gain a brief
vision of someone associated with the object in the past.

For example, if you pick up a hunting knife, you might
glimpse someone who carried it for years, the last person to
use the knife, or a scene of a woman being murdered with
the knife. Long association and strong emotion tend to leave
behind the strongest impressions. The specific details of what
the character sees are up to the Gamemaster.

Action: This power requires a full-round action to use.
Cost: 1d4 Sanity points and 1 point of temporary
Wisdom damage for each successful use; 1 Sanity point for
each failed attempt. In addition, the vision may itself cause
Sanity loss if horrific enough (see the Sanity Loss Examples

table, page 48).

REMOTE VIEWING

TELEPATHY

You can communicate with someone by sending
mental messages. Characters with this ability are
sometimes called “senders.”

Prerequisite: Cha 15+, Sensitive.

Benefit: You can send a mental message to one
person. This message can be of up to ten words or
of a single visual image (without sound). Success-

fully sending the message requires a Psychic

Focus check, the DC determined by the circum-

stances. All modifiers to the DC are cumulative.
Action: This power requires a full-round
action to use.
Cost: 1d4 Sanity points and 1 point of tem-
porary Wisdom damage for each successful
use; 1 Sanity point for each failed attempt.

You can see events occurring far away from you. Circumstances DC
Prerequisite: Cha 15+,  1argettouching you 15
Location DC  Sensitive, Biofeedback larget within 30 feet 20
Less than 100 feet away B}  Trance. Target between 30 feet and 1 mile away 25
Between 100 feet and 1 mile away 20 Benefit: While in a  1arget between 1 and 25 miles away 30
Between 1 and 25 miles away 25 trance, you can observe a  Jarget between 25 and 1,000 miles away 35
Between 25 and ],000 miles away 30 place far away. This re- Target more than 1'000 miles away 40
More than 1,000 miles away 35 quires a Psychic Focus
check, and the DC depends  1arget well-known to you A
Location well known to you +0  on the location. Target acquainted with you +0
Location one you have seen once +2 Action: This power re- Target ynknowp to you +2
Location never seen but described +4 quires a full-round action to Target is sleeping =5
Location never seen or described +6  activate. Target has the Sensitive fgat =5
Location practically unimaginable Cost: 1d4 Sanity points  r1arget has the Mind Reading feat -5

(such as an alien world) +8

and | point of temporary
Wisdom damage for each

successful use; 1 Sanity point for each failed attempt.
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STARTING SANITY

L Starting Sanity equals a character’s Wisdom score multiplied by 5. This score
represents a starting character’s current Sanity points, as well as the upper limit
of Sanity that can be restored by the Psychoanalysis skill (page 34). After cre-
L ation, a character’s current Sanity score often fluctuates considerably and
L might never again match starting Sanity. A change in a character’s Wisdom
score changes the starting Sanity score in regard to what Psychoanalysis can
restore. Current Sanity, however, does not change if Wisdom rises or falls.

posited brand new terrors for us. He *
suggested that the laws of space and
time that we believe to be universal
and immutable are only locally valid,
and only partly true. 1

Beyond our ken lie infinities where
greater realities hold sway. Outside our
perception, alien powers and races wait
with hostility, or at best, cosmic indiffer-
ence. Some encroach on our world. The *
true universe is one with no joy or comfort.
It is driven by mind-bending forces to which
our existence holds no significance, and
titanic struggles in which our desires and 1
needs matter not at all. Human insanity con- 1
firms these terrible realizations, and is often
caused by them. Through madness, we glimpse
the dark and bloody truths at the heart of the
universe.

Sanity is ordinarily lost in a few specific ways.

Learning the Truth. Knowledge is dangerous,
and none more dangerous than knowledge of the
Mythos—the true face of reality in the universe. No

MAXIMUM SANITY

The Cthulhu Mythos skill simulates character comprehension of aspects
 of the Mythos. Once gained, this horrible knowledge is never forgotten,
Land the charaeter consequently surrenders mental equilibrium. An
 investigator’s Sanity weakens as his comprehension of the Mythos
increases. Such is the way of the universe.

An investigator’s current Sanity points can never be higher than 99
L minus the modifier the character has in the Cthulhu Mythos skill.
This number (99 minus Cthulhu Mythos ranks and any bonuses) is
the character’s maximum Sanity.

CURRENT SANITY

A character’s current Sanity points fluctuate almost as often (and
sometimes much more often) than hit points.
Making a Sanity Check: When an investigator encounters a
gruesome, unnatural, or supernatural situation, the GM may
require a player to make a Sanity check with percentile dice

amount of psychotherapy or rest can remove the (d%). The check succeeds if the result is equal to or less than
danger of self-transformation from such knowledge. the character’s current Samity:

Using SPells. Mythos magic relies on the physics of On a successful check, the character either loses no
the true universe. By learning and casting spells, inves- Sanity points or only loses a minimal amount. Potential

tigators visualize the unimaginable, warping their minds
to follow alien ways of thought. These wound the mind.
Such traumas are ones for which the casters volunteer, it
is true, but they are shocks all the same. Sanity check succeeds (in this case, none); the number
Reading Forbidden Tomes. Mythos tomes add ranks to after the slash indicates the number of Sanity points
an investigator’s Cthulhu Mythos skill and teach Mythos lost if the Sanity check fails (in this case, between 1
spells. Studying and comprehending Mythos books causes and 4 points). See the nearby Sanity Loss Examples
all that we know to become like shadows. The burning . :
power of a greater reality seizes the soul. Whether we try to
§iiiest From the experience or hunger greedily for more, it
destroys our confidence in what we once believed, opening us
up to the all-encompassing truths of the Cthulhu Mythos.
Encountering the Unimaginable. When people perceive the
creatures and entities of the Mythos, it costs them some portion

Sanity loss is usually shown as two numbers or dice rolls
separated by a slash, such as 0/1d4. The number before
the slash indicates the number of Sanity points lost if the

sidebar, the monster descriptions in the Creatures
chapter, and the descriptions of various Great Old
Ones and others in the appendix for typical Sanity
losses.
An investigator’s current Sanity is also at risk
when the character reads certain books, learns the
spells contained within, and attempts to cast

of their minds, as such creatures are intrinsically discomforting them. These losses are usually automatic (no
and repellent. We never lose awareness of their slimy, fetid alien Sanity check is involved)—the character who
nature, which Lovecraft often characterizes as “obscene” or “blas- ShBosesito undertake that aonvioy forfcrethe
phemous.” This instinctive reaction is part and parcel of every required Sanity points. See the Masic chapter
human being. In this category, we can include supernatural events or eriders s b

agents not always recognized as specifically attached to the Mythos,
such as hauntings, zombies, vampires, curses, and so on.

Severe Shocks. Non- Mythos shocks can also cost Sanity points.
This includes witnessing untimely or violent death, experiencing per-
sonal mutilation, loss of social position, treachery, the failure of love, or
whatever else the Gamemaster decides is sufficiently extreme.

For the most part, a new Sanity-shaking
confrontation requires a new Sanity check.
However, the GM always gets to decide
when characters make Sanity checks. Con-

fronting several horribly mangled corpses

at one time or in rapid succession may call
for just one Sanity check, while the same
encounters at intervals of several game

SANlW PGINTS hours may require separate checks.

Sanity points measure the stability of a character’s mind. This trait provides
away to display the sanity inherent in a character, the most stability a char-
acter can ever have, and the current level of sane rationality that a character
still preserves, even after numerous shocks and horrid revelations.

Sanity is measured in three ways: starting Sanity (5 times the character’s
Wisdom score), maximum Sanity (99 minus Cthulhu Mythos modifier), and
current Sanity points.




Going Insane: Losing more than a few Sanity points may also cause the
character to go insane, as described below. If a character’s Sanity points drop
to 0, she begins the quick slide into permanent insanity. Each round, the
character loses another point of Sanity. Once a character reaches —10 Sanity
points, she is hopelessly, incurably insane. See the Psychoanalysis skill (page
34) for information on stabilizing a character on the threshold of perma-

nent insanity. TY
A GM’s description of a Sanity-shaking situation should always justify INSANI ~

the threat to an investigator’s well-being. Thus, a horde of frothing rats is
horrifying, while a single ordinary rat usually is not (unless the character
has an appropriate phobia, of course).

Character insanity is induced by a
swift succession of shocking experi-
ences or ghastly revelations, events usu-
ally connected with the Cthulhu

Sanity Loss Examples Mythos. The type of insanity incurred

Sanity Lost* Unnerving or Horrifying Situation depends on the proportion of Sanity
0/1d2 Surprised to find mangled animal carcass points lost. The duration of insanity varies
0/1d3 Surprised to find human corpse as well.

0/1d3 Surprised to find human body part Horrifying encounters can result in
0/1d4 Finding a stream flowing with blood three states of mental unbalance. Tswvo of
1/1d4+1 Finding a mangled human corpse them, temporary insanity and indefinite in-
0/1d6 Awakening trapped in a coffin sanity, can be cured. The third, permanent in-
0/1d6 Witnessing a friend’s violent death sanity, results when a character’s Sanity points
0/1d6 Seeing a ghoul are reduced to —10 or below and cannot be
1/1d6+1 Meeting someone you know to be dead cured (see Permanent Insanity, page 50).
0/1d10 Undergoing severe torture

1/d10 Seeing a corpse rise from its grave

2/2d10+1 Seeing a gigantic severed head TEMPORARY INSAN'TY

fall from the sky Whenever a character loses Sanity points equal to
1d10/d% Seeing Great Cthulhu one-half her Wisdom score from a single roll, she
* Successful check cost/failed check cost has suffered enough shock that the GM must ask

for a Sanity check. If the check fails, then the char-

acter realizes the full significance of what she saw or
GETTING US«ED To AWFULNE&S experienced and goes tcr%porarily insane. If the check

Never underestimate the ability of the human mind to succeeds, the character does not go mad, but in conse-
adapt, even to the most horrific experiences. Reading quence, she may not clearly remember what she expe-
and rereading the same bit of disturbing text or seeing rienced—a trick the mind plays to protect itself.

the same horrible image over and over eventually pro- Temporary insanity might last for a few minutes or a
vokes no further loss. Within a reasonable interval of few days. Perhaps the character acquires a phobia or
play, usually a single session of the game, characters fetish befitting the situation, faints, becomes hysterical, or
should not lose more Sanity points for seeing mon- suffers nervous twitches, but she can still respond well
sters of a particular sort than the maximum possible enough to run away or hide.

points a character could lose for seeing one such
monster. For instance, the Sanity loss for seeing a
single deep one is 0/1d6. Thus, in the same game TABLE 4-1:

day or in the same play session, no character Duration ofTemporary Insanity
should lose more than 6 Sanity points total for

. P d10 roll Insanity Type Duration
seeing any number of deep ones. Keep in mind 1-7 Short temporary insanity 1d10+4 rounds
that the interpretation of “reasonable interval” 8-10 Longer temporary insanity  1d10x10 hours
must vary by GM and situation. When it feels

right, the GM should rule that the horror is
renewed and points must be lost again.
Learning or casting spells never becomes a
normal thing to do. No matter how many
tmes a character casts a spell, no matter
what the time interval between castings
may be, the Sanity loss is always the
same. This is true of anything that a
character does willingly. For example, if
brutally murdering a friend costs
2/1d10 Sanity, this loss is incurred
each time, even if the character loses
the maximum possible points after
the first or even the second murder.

The character remains in this state for the length of time rolled on
Table 4-1: Duration of Temporary Insanity. The GM must describe
the insanity so that the player can roleplay it accordingly. Ideas for
phobias and episodes of insanity are described later in this chapter.
Anyone can create new ones as appropriate—though for the shortest
extents, simple characterizing will do, such as “lies on the ground and
twitches,” “runs shrieking into the night,” or “drools and squeaks like a
baby.” The character is overwhelmed by fear or horror, incapacitated,
and then recovers quickly.
Successful application of the Psychoanalysis skill (page 34) or Heal
skill (page 31) may alleviate or erase temporary insanity.
Temporary insanity concludes when the duration of game time rolled
has elapsed, or when the GM feels the end to be appropriate.
The intent of temporary insanity is forcing a character’s behavior to
noticeably change for a limited time. Whether this means that the character
is babbling in some corner, running away in a panic, or attacking Great
Cthulhu with a can-opener is up to the creativity and inspiration of the player
and the GM.
After the temporary insanity ends, traces or even profound evidence of the
experience should remain. No reason exists that a phobia, for instance, should
depart from someone’s mind as quickly as a train pulls out of a station. What



remains behind after the brief episode of insanity should exert a pervasive influ-
ence on the character. The character may still be a bit batty, but her conscious

mind once again runs the show.

If the GM prefers, the exact nature of the breakdown can be determined ran-
domly. To choose a temporary insanity, roll 1d10 on Table 4-1 (for duration)
and d% on Table 4-2 or 4-3 (for effect). To speed up play, make the d10 and

TABLE 4-2:

Short-Term Temporary Insanity Effects (lasts 1d10+4 rounds)

d% Effect on Character

01-20  Character faints (can be awakened by vigorous action taking one
round)

21-30  Character has a screaming fit

31-40  Character flees in panic

41-50  Character shows physical hysterics or emotional outburst (laughing,
crying, and so on)

51-55  Character babbles in incoherent rapid speech or in logorrhea (a torrent
of coherent speech)

56-60  Character gripped by intense phobia, perhaps rooting her to the spot

61-65 Character becomes homicidal, dealing harm on nearest person as
efficiently as possible

66-70  Character has hallucinations or delusions (details at the discretion of
the GM)

71-75  Character gripped with echopraxia or echolalia (saying or doing
whatever those around him say or do)

76-80  Character gripped with strange or deviant eating desire (dirt, slime,
cannibalism, and so on)

81-90  Character falls into a stupor (assumes fetal position, oblivious to
events around her)

91-99 Character becomes catatonic (can stand but has no will or interest; may
be led or forced to simple actions but takes no independent action)

00 Roll on Table 4-3: Long-Term Temporary Insanity Effects

TABLE 4-3:

Long-Term Temporary Insanity Effects (lasts 1d10x10 hours)

d% Effect on Character

01-10  Character performs compulsive rituals (washing hands constantly,
praying, walking in a particular rhythm, never stepping on cracks,
constantly checking to see if gun is loaded, and so on)

11-20  Character has hallucinations or delusions (details at the discretion of
the GM)

21-30  Character becomes paranoid

31-40  Character gripped with severe phobia (refuses to approach object of
phobia except on successful Will save, DC 20)

41-45  Character has strange sexual desires (exhibitionism, nymphomania or
satyriasis, teratophilia, necrophilia, and so on)

46-55 Character develops an attachment to a “lucky charm” (embraces
object, type of object, or person as a safety blanket) and cannot
function without it

56-65  Character develops psychosomatic blindness, deafness, or the loss of
the use of a limb or limbs

66-75 Character has uncontrollable tics or tremors (—4 penalty to all attack
rolls, checks, and saves except those purely mental in nature)

76-85  Character has amnesia (memories of intimates usually lost first;
Knowledge skills useless)

86-90  Character has bouts of reactive psychosis (incoherence, delusions,
aberrant behavior, and/or hallucinations)

91-95 Character loses ability to communicate via speech or writing

96-00 Character becomes catatonic (can stand but has no will or interest; may

be led or forced into simple actions but takes no independent action)

d% rolls at the same time.

As a variant rule, if the amount
of Sanity lost exceeds the investi-
gator’s Wisdom score, go directly
to Table 4-3: Long-Term Tempo-
rary Insanity Effects.

INDEFINITE
INSANITY

If a character loses 20% (one-
fifth) or more of her current
Sanity points in 1 hour, she goes
indetinitely insane. The GM
judges when the impact of
events calls for such a measure.
Some GMs never apply the con-
cept to more than the result of a
single roll, since this state can
remove characters from play for
extended periods. Beginning
immediately, indefinite insanity
lasts 1d6 game months (or as the
GM indicates). Symptoms of
indefinite insanity may not be
immediately apparent. This may
give the GM additional time to
decide what the effects of the
bout of insanity might be.

Table 4-4: Random Indefinite
Insanity has been provided as an
aid to selecting what form the
character’s indefinite insanity
takes. Many Call of Cthulhu
Gamemasters prefer to choose
an appropriate way for the in-
sanity to manifest, based on the
circumstances that provoked it.
It’s also a good idea to consult
with the player of the afflicted
character to see what sort of
mental malady the player wishes
to roleplay.

The state of indefinite insani-
ty is encompassing and incapac-
itating. For instance, a schizo-
phrenic may be able to walk the
streets babbling and gesticulat-
ing, find rudimentary shelter,
and be able to beg for enough
food to survive, but most of the
business of the mind has de-
parted into itself: She cannot
fully interact with friends,

VARIANT: INSANE INSIGHT

At the GM’s-option, a character who has just gone insane
may have an insight into the situation or entity that pro-
voked the insanity. The player needs to make a Wisdom
check (DC 15) to gain the insight. Information provided
by this sudden burst of awareness is up to the GM, but

so forth.

may include something about a creature’s origin or a fact
about its nature (feeding habits, natural habitat, weak-
ness), a clue to the identity of a murderer at a murder
scene, some hint at the location of great importance, and




family, and acquaintances. Conversation, cooperation, and personal regard
have vanished.

It is possible for characters with indefinite insanity to continue to be played
as active investigators, depending on the form their madness takes. The charac-
ter may still attempt to stumble madly through the rest of the adventure.
However, with her weakened grasp on reality, she is a danger to herself and

others. For example, Claire has 1 rank of
For the most part, indefinitely insane characters should be removed from Cthulhu Mythos after reading a
active play until they recover. At the GM’s discretion, that player might be strange manuscript. She then steps
allowed to use a temporary character until the end of the story. Whether outside, sees a byakhee fly overhead,
this “stand-in” character is an incidental NPC in the adventure, the same and goes indefinitely insane, her raving
level as the rest of the group, one or two levels below the rest of the inves- mind failing to understand the unearthly
tigators, or even a Ist level character is up to the GM. Different Game- manifestation. Since she has never gone
masters have different policies for handling this transition. mad before, her player adds two ranks of
Cthulhu Mythos to Claire’s character
JABLE 4-4: sheet. Now Claire’s maximum Sanity is 96
Random Indefinite Insanity (99 minus 3 ranks of Cthulhu Mythos).

d% Mental Disorder Type

01-15  Anxiety Disorders (includ hobi '
s nxiety Disorders (includes severe phobias) PERMANEN‘- INSANITY

Dissociative Disorders (amnesia, multiple personalities) barariere A : S
26-30  Eating Disorders (anorexia, bulimia) Characters who reach _19 Sam‘ty ponts go
31-35 Impulse Control Disorders (compulsions) permanentlydmsanc. The chlarafctelr becomes
36-45 Mood Disorders (manic/depressive) an NPC under the control of the Game-
46-50  Personality Disorders (various neuroses) m;\st?lri . ith —10 Sanitv points L
51-55  Psychosexual Disorders (sadism, nymphomania) d - *;aractc-r f.‘”t ]l L ; AIlty p'ximts mayd;e
56-70  Schizophrenia/Psychotic Disorders (delusions, pechiced & @ Taveng ldsed O may beoutwardly
indistinguishable from a normal person, but

hallucinations, paranoia, catatonia) inwardly ¢ | by the e L lede
71-80  Sleep Disorders (night terrors, sleepwalking) RA Yy cOrERpied Dy thc pussyl: of Snowlcdge
and power. Some of the most dangerous cultists

81-85  Somatoform Disorders (psychosomatic conditions) ot P
86-95  Substance Abuse Disorder (alcoholic, drug addict) . the ‘world are invesugators who have gone

96-00  Other Disorders (megalomania, quixotism, panzaism) completely IB3aRe, been corrupte'd l?’y the
Mythos, and “gone over to the other side.

Characters might be driven permanently mad by
forces other than the Cthulhu Mythos. In those cases,
moral corruption need not necessarily occur. The GM

might decide to look at different sorts of permanent
insanity, rolling randomly or choosing from among the
types on Table 4-4: Random Indefinite Insanity.
A character who has gone permanently insane can never
be normal again. She is forever lost in her own world. This
need not mean a lifetime in a padded cell, merely that the
character has retreated so far from reality that sanity can
never be restored. She might be able to lead, within restricted
bounds, a more or less normal life if kept away from the things
that trigger strong responses in her individual case. Yet a
relapse may come quickly. Her calm fagade can be destroyed in
seconds if her fragile equilibrim is disturbed by even the small-

GAINING E CTHUU'“J est reminder of whatever it was that drove her mad.

Such eventual fates are matters for individual Gamemasters and

If an investigator goes mad near the end of an adven-
ture, the GM may decide to set the beginning of the next
adventure after the insane investigator has recovered.

The indefinitely insane are in limbo, unable to help
themselves or others. The Psychoanalysis skill can be
used to restore Sanity points during this period, but
the underlying insanity remains.

After recovery, the victim retains definite traces of
madness. For example, he might hesitate to step out
onto a bridge for fear that “gravity will get him,”
even though he knows rationally that the bridge
will not collapse. The character is in control, but
the experience has changed him, perhaps forever.

MYTHOS ILL players to decide. In keeping with the spirit of the game, perma-
An investigator’s first instance of Mythos-re- nent insanity should have about it a dark air of defeat and agony.
lated insanity bestows 2 ranks of the Future developments concerning it should be cloudy, unpredictable,
Cthulhu Mythos skill, thereby lowering and dangerous.

maximum Sanity by 2 points. Each time a
character fails a Sanity check and endures

e o el RECOVERING SANITY

sanity), he gains an additional rank in An investigator’s Sanity score can increase during the events of a cam-
Cthulhu Mythos. No maximum rank paign. Although a character’s Sanity points can never exceed 99 minus
exists for a character’s Cthulhu her Cthulhu Mythos skill modifier, her current Sanity and maximum
Mythos skill. Sanity can exceed starting Sanity.

Raising a character’s current Sanity points above starting Sanity is gen-
erally a result of gained levels. Some GMs may feel such self-improvement
to be antithetical to Lovecraft’s dark vision, and thus may not allow it.

Others may allow it if the player can roll over her character’s current Sanity
points after the character gains a level. Most Gamemasters should find the
question to be of no consequence, since characters continue to go insane
regardless of how many Sanity points they gain. This is a point for players to

be aware of, but not to worry about.



are gained as a result of experience points, and experience points are earned by
overcoming threats and challenges, a character who gains levels realizes that
while fantastic horrors assail our world, they can be bested—or at least driven
off for a time.
Each time a character rises to a new level, roll 1d6 and add the result to the
» character’s current Sanity. Points gained from advancing in level are not sub-
MENTAL THERAPY ject to the restriction of starting Sanity. They can raise current Sanity to any
To give useful therapy, the therapist total equal to or less than maximum Sanity.
must have the Psychoanalysis skill.
Intensive psychoanalysis can return

Sanity points to a troubled character. TREATMENT OF ]NSANIW

However, Sanity points restored in this . ) ) .
manner can never exceed the patient’s Temporary insanity ends quickly enough that schedules of treatment are

starting Sanity. Psychoanalysis can essentially pointless. It concludes soon enough that one merely need
restore but never improve the character. protect the deranged investigator frorp fur'thcr upset or harm. On the
A character can have only one psychoana- othc.r’h'and, treatment of permanent insanity has no real meaning. By
lyst at a time. See the description of the dcflp}tlon, the.chargcger .w11[ never recover, no matter how ggod the
Psychoanalysis skill (page 34) for an exact facility. Only indefinite insanity offers any hope for intervention and
description of how the skill works. treatment. ) . .

Psychoanalysis can also be used to help a After 1d6 months, if undisturbed by furt.he.r trauma and with the
character snap out of temporary insanity (for ~ agreement of the Gamemaster, an indefinitely insane character
example, from an acute panic attack). It does finds enough mcntal. balar}cc to reenter the world. Three sorts Qf
not speed recovery from indefinite insanity, but care may help the investigator regain Sanity points during this
it can strengthen the character by adding Sanity time. When choosing among them, the GM and player should
points. (The Heal skill can be used in the same conmde{‘ the character’s resources, her friends and relatives, and
way; see Heal, page 31.) how wisely she has behaved in the past.

Recovery from indefinite insanity only comes
with time (typically 1d6 months). It is not depend-
ent upon the investigator’s total Sanity pointskand is PRWATE CARE
not connected with them. A character can be sane The best care available is at home or in some friendly place
with 24 Sanity points and insane while possessing 77 (perhaps a sr:nal] private saniFarium) where nursing can be
Sanity points. tenc!er, con.smierate, and undistracted by the needs of com-

peting patients.
If Psychoanalysis or psychiatric medications are avail-

PSYCHIATRIC MED]CATIONS a_ble, roll d% for each game montl1 that one or the otl?cr
Although psychiatric drugs were administered to is used. A result of 01-95 is a success: add 1d3 Sanity
patients in the early part of the century, only in the points for Psychoanalysis or psychiatric medications,
1940s and beyond were they broadly and consistently whichever is used (a character cannot benefit from
effective in treating the symptoms of emotional trauma. both in the same game month). On a result of 96-00,
As long as a character can afford a psychiatric medica- the analys't fumbl_cs the diagnosis or the charachr
tion and is able to take it, the symptoms of indefinite rebels against taking the drugs. She loses 1d6 Sanity
insanity can be ignored. Taking such drugs does not make points, and no progress is made that month.
a character immune or even particularly resistant to further
Sanity losses. A Knowledge (medicine) check against DC , :
15 is needed to accurately prescribe the correct medications INSTITUTIONALIZATION
and dosage. The next best alternative to private care is com-

A 50% chance (01-50 on a d%) exists that a given drug will mitment to a good insane asylum. Asylums may
have cither physical or mental side effects. If the side effects are be said to have an advantage over home care in
physical, the patient suffers a —1 penalty to attack rolls, Fortitude that they are relatively cheap or even a free
and Reflex saves, and Strength-, Constitution-, and Dexterity- service provided by the state. These institu-
based skill checks. If the side effects are mental, the patient suffers tions are of uneven quality, however, and
a -1 penalty to Will saves and to Intelligence-, Wisdom-, and some may be potentially harmful. Some are
Charisma-based skill checks. If more than one type of medication is creative places of experiment and advanced
taken due to multiple symptoms, the character will automatically therapy, while others offer mere confine-
have side effects and has a 50% chance for both mental and physical ment. Presently, in the United States, most
side effects. Side effects last for as long as the medication is taken. The institutions are full or accessible only to
die roll is made one time, upon the first instance of a particular charac- the criminally insane. In any era, concen-
ter’s taking a particular drug. trated and nourishing treatment by

Long-term drug therapy can restore lost Sanity points, just as use of strangers 1s rare.
the Psychoanalysis skill can. For each month the character takes an accu- Supervised activity, manual therapy,
rately prescribed psychiatric medication, she regains 1d3 Sanity points. As psychiatric medications, and hydro-
with Psychoanalysis, long-term drug therapy can never raise an investiga- therapy are frequent, as is electro-
tor’s current Sanity above starting Sanity. convulsive treatment. Psychoanaly-

A character cannot regain Sanity from both Psychoanalysis and drug ther-
apy in the same month.

LEVEL GAINS

When a character gains a level, she gains current Sanity points. This gain comes
from the satisfaction of improving yourself and gaining experience. Since levels




sis is generally unavailable, and sometimes an institution can convey an uncar-
ing sense that undermines the useful effects of psychiatric medications, leaving
the character with a sense of anger and loss. He is likely to be distrustful of out-
patient support once he has left the institution.

Roll d% for each game month the character is institutionalized. A result of
01-95 is a success; add 1d3 Sanity points for psychiatric medications. On a

points, and no progress can be made that month.

WANDERING AND HOMELESS

a friend appears, add I Sanity point per game month.

murder, or worse).

MENTAL DISORDERS

because of their modern, negative connotations. Below,

tions may undergo redefinition or be found to have other
causes, such as chemical imbalances or genetic disorders.

ANXIETY DISORDERS

Generalized Anxiety Disorder: The character suf-
fers from a variety of physical and emotional symp-
toms that can be grouped into certain categories.

result of 96-00, the character rebels against taking drugs. He loses 1d6 Sanity

If no care is available, the character may become a wandering derelict
struggling for survival. The wanderer gains no Sanity points unless he is
able to join a group of the homeless and find at least one friend among
them. To find a friend, make a Charisma check (DC 15) each month. If

Each game month the character lives on the street, roll d% for sur-
vival. On a result of 01-95, the character survives. On a result of
96-00, the character dies of disease, exposure, or violence (perhaps

Terminology changes rapidly. A psychiatrist of the 1920s would
recognize some of these terms, but others would be baffling to
her. Most strikingly, phrases of a hundred years ago such as
“demented” or “lunatic” are avoided by modern psychiatrists
you
will find descriptions of many mental disorders, from schiz-
ophrenia to various personality disorders. Where appropri-
ate, suggested modifiers to characters’ attacks, saves,
checks, and abilities are also given. Keep in mind that as
psychological science progresses, some of these condi-

Motor Tension: Jitteriness, aches,
twitches, restlessness, easily startled,
easily fatigued, and so on. All attack

rolls, Fortitude and Reflex saves, and

all checks involving Strength, Dexter-
ity, or Constitution suffer a -2 compe-
tence penalty.

Autonomic Hyperactivity: Sweating,
racing heart, dizziness, clammy hands,
flushed or pallid face, rapid pulse and res-

piration even when at rest, and so on. All

attack rolls, saves, and checks suffer a -2
competence penalty.

Expectations of Doom: Anxieties, worries,
fears, and especially anticipations of misfor-
tune. All attack rolls, saves, and checks suffer a

-2 morale penalty.

Vigilance: Distractible, inability to focus,
insomnia, irritability, impatience. All Will saves
and checks dealing with Intelligence, Wisdom, or

Charisma suffer a —4 morale penalty.

Panic Disorder (Panic Attack): This illness is
marked by a discrete period of fear in which symp-
toms develop rapidly. Within minutes palpitation,
sweating, trembling, difficulty in breathing, and so
on appear, strong enough that the person fears imme-
diate death or insanity. Burdened with the recurrence
of these episodes, she fears their return. This often leads
to a developing agoraphobia (see below).
Agoraphobia (Fear of Open Places): The character

becomes very nervous outside familiar surroundings and
needs a successful Will save (DC 15) in order to leave
home or engage socially. May be linked to panic disorder
(see above) or to a related phobia (see below), such as ura-
nophobia (fear of the sky), barophobia (fear of loss of grav-
ity), or xenophobia (fear of strangers).

DANGEROUSNESS CRITERIA

When a person seems at risk to harm himself or others,
and apparently cannot care for himself, a medical doctor
can certify that the individual should undergo psychiatric
assessment or become an involuntary patient. With this
affirmation, often of a comprehensive nature, the state
can hold an individual for observation and potentially for
treatment.

The duration of institutionalization varies by state, but
the term is rarely less than 60 game days if for a legal
assessment, and frequently up to 180 days. This fate is
most likely for a character who attempts bodily assault or
murder without apparent motive, or who intelligently
shams mental disturbance to avoid serious criminal
charges. The doctor also can revoke the capacity to
manage personal finances, the right to drive an automo-
bile, the right to make treatment decisions, and so on.

DOCTOR SHINY IS IN: AN EXAMPLE

Arrested after breaking into a construction site and
attempting to steal dynamite, Harvey Walters keeps bab-
bling about saving the world from a “cult of Cthulhu” and
the forces of the Mythos, especially the “evil wizard” Carl
Stanford. The court decides to have Harvey assessed by
Dr. Shiny, a local psychiatrist.

Dr. Shiny listens carefully during an interview, then
decides to make Harvey an involuntary patient for three
reasons:

+ Harvey poses a risk to others, in the person of Carl Stan-
ford;

+ Harvey poses a danger to himself, in stealing the dyna-
mite and blasting caps; and

+ Harvey has a psychiatric disorder, manifesting in delu-
sions concerning a “cult of Cthulhu.”

During his research, Dr. Shiny learns that Harvey has
been in five car accidents involving chases recently, as well
as one hit-and-run. Of the last, Harvey explains that he had
to run over an evil cultist. Tsk-tsk! Dr. Shiny therefore also
declares Harvey unfit to drive. He finds that Harvey is
financially competent, able to explain all his assets and
how he earns money, so Harvey retains the right to con-
tinue to manage his own financial affairs. Nonetheless,
Harvey Walters is committed to the institute for further
assessment and eventual treatment.

A few nights later, Harvey escapes from the institute and
heads toward Arkham. Naturally, Dr. Shiny wants to pro-
tect all involved, so he notifies the police. He also calls Carl
Stanford regarding the escape.

“Yes, Mr. Stanford, Harvey may be dangerous. . . .”

——



backs. Correspondingly, the character loses interest in daily activities. She may
return to normal once the memories have been thoroughly explored and under-
stood, but that process may take years. Today, quicker clinical treatments exist,
such as eye movement desensitization and refocusing, or EMDR. Known as
“shell shock” during and in the years following World War I.
Phobia or Mania: The individual persistently fears a particular object or
situation. He realizes that the fear is excessive and irrational, but the fear is
disturbing enough that he avoids the stimulus. A Will check (DC 15) is re-

Obsessive-Compulsive Disor-
der: This illness manifests in one of
two main forms, obsessive tmucrhts

or compulsive actions; some <
characters exhibit both.

Obsessions: The character
cannot help thinking about
an idea, image, or1mpulscm-
cessantly, often involving vi-
olence and self-doubt.
These ideas are frequently
repugnant to the character,
but they are so strong that
during times of stress she
may be unable to concen-
trate on anything else, even
if doing so is necessary for
her survival. Obsessive im-
pulses can be very danger-
ous when combined with
auditory hallucinations, as
the “voices” may urge the
character to take some dan-
gerous or hostile course of
action.

Compulsions: Ritual ac-
tions performed by the char-
acter, such as touching a
doorway at left, right, and

top before passing through it. Though he may agree that
the actions are senseless, the need to perform them is
overpowering and may last for 1d10 rounds. Even in
times of great stress, the character may ignore his survival

in order to perform the ritual(s).

Post-Traumatic Stress Disorder: After a traumatic
event, perhaps even years later, the character begins to relive
the trauma through persistent thoughts, dreams, and flash-

quired for a character to be able to force himself into (or remain within)

the presence of

the object of his
_Phobia, and even then all his
--rolls and checks will be at a
-2 morale penalty for as
long as the object of fear
_remains. In severe cases,
* the object of the phobia
is imagined to be om-
nipresent, perhaps hid-
den—thus, someone
with severe acrophobia
(fear of heights) might
be frightened when in
an enclosed room on
the upper story of a
building, even if there
were no window or
way to sec how high
up the room was. As
many phobias exist as
one cares to notice or
name—the listing in the
nearby sidebar are mere-
e ly some of the more
" common for Call of
Cthulhu characters.

Manias are rarer. In a mania, the character is inordi-
nately fond of a particular stimulus and takes great
pains to be with it or near it. When the character’s sex-

uality is involved, the mania may be termed a fetish.

Thus teratophobia would be an inordinate fear of

monsters, while teratophilia would be an unhealthy
(possibly sexual) attraction to them. See the nearby
phobia listing for ideas.

PHOBIAS
Acrophobia: fear of heights (for-

merly known as vertigo)
Aerophobia: fear of wind
Agoraphobia: fear of open places
(see above)
Ailurophobia: fear of cats
Androphobia: fear of men (males)
Astrophobia: fear of stars
Autophobia: fear of being alone
Bacteriophobia: fear of bacteria
(“germs”)
Ballistophobia: fear of bullets
Barophobia: fear of loss of gravity
Bathophobia: fear of deep places
Bibliophobia: fear of books
Blennophobia: fear of slime
Brontophobia: fear of thunder
Cenophobia: fear of empty rooms
Chionophobia: fear of snow
Claustrophobia: fear of enclosed
spaces.
Demophobia: fear of crowds
Dendrophobia: fear of trees

Entomophobia: fear of insects

Gephyrdrophobia: fear of crossing
bridges

Gynephobia: fear of women
(females)

Hamartophobia: fear of sin or of
making an error

Haphephobia: fear of being
touched

Heliophobia: fear of sunlight or
the sun

Hematophobia: fear of blood or of
bleeding

Hydrophobia: fear of water

Hypnophobia: fear of sleep

latrophobia: fear of doctors

Ichthyophobia: fear of fish

Maniaphobia: fear of going insane

Monophobia: fear of being alone

Musophobia: fear of mice (and
rats)

Necrophobia: fear of dead things

Nyctophobia: fear of night or
nightfall

Odontophobia: fear of teeth
Onomatophobia: fear of a certain
name, word, or phrase
Ophidiophobia: fear of snakes
Ornithophobia: fear of birds
Pediphobia: fear of children
Phagophobia: fear of eating
Phonophobia: fear of noise,
including your own voice
Pyrophobia: fear of fire
Scotophobia: fear of darkness
Spectrophobia: fear of mirrors
Taphephobia: fear of being buried
alive
Teratophobia: fear of monsters
Thalassophobia: fear of the sea
Tomophobia: fear of surgery
Uranophobia: fear of the heavens
(“the horrible gaping sky!”)
Vermiphobia: fear of worms
Xenophobia: fear of foreigners or
strangers
Zoophobia: fear of animals




DISSOCIATIVE DISORDERS

Dissociative Amnesia (Psychogenic Amnesia): This is the inability to recall
important personal information, brought on by a desire to avoid unpleasant
memories. The character must make a Will save (DC 20) to recall such details
or the cause of the amnesia. Since the horror of the Mythos is the probable
cause of this amnesia, as an optional rule the GM may choose to reset the
character’s Cthulhu Mythos modifier to zero and her maximum Sanity to 99
while this disorder holds sway: the horror returns when the character’s
memories do.
Dissociative Fugue: The character flees from home or work and cannot Noaid: The charaorer has o faird
recall her past. Once the flight halts, the character may assume an entirely R . T R 1
s constant euphoric or possibly irritable
new identity. d. Svmpt elud 1
= T = - 5 ‘ . . 7 3 > a eener:
Dissociative Identity Disorder (Multiple Personality Disorder, or ~ .™9° . ymg otr.nvs.tmc - ‘Il bcnzra
) e N ST e
MPD): The character appears to harbor more than one personality, each 'm;rcas{ I? ‘1; : ty’ tlbarrg ;)ufsg lss,
% A p & . . 5 - = ‘reas selt-estee b =
of which is dominant at times and has its own distinct behavior, name, e ejscicsc des Ccdn} o lw Eogn (i C.ll'l
and even gender. The player needs to keep track of the character’s dif- (;.lc;n’ ti:ti .a‘sc'“.neic " rfs ecti’ cing cast )1"
.. aye 5 ac " © S < oer 5
ferent personalities. (Each one has the same ability scores and game ~ .** :a:l . t! }?bnes; | y anﬁelouj .
: : ent activities such as reckless -
stats, but different goals, outlooks, and attitudes.) B iR S YIS UG RASKICO ey SRelTy
ing, delusions, hallucinations, and bizarre
behavior. All attack rolls, saves, and checks
EATING DISORDERS suffer a —4 morale penalty. A predisposition
; : . : exists to use alcohol or other substances in an
Since nearly all such cases are diagnosed in the United States and i
J B > " attempt at self-medication.
Canada, anorexia nervosa and bulimia nervosa might be classified - : e WL
e € . Bipolar Mood Disorder: The character oscil-
as cultural syndromes. They are conditions that may continue for o :
; . . lates between mood states for up to weeks at a
many years, sometimes to the considerable danger of the patient. : i S s
. : time, sometimes rapidly switching from one to
Anorexia Nervosa: The character has an overpowering fear of - ’ . i
d . : another. Formerly known as manic-depressive.
becoming fat and consequently loses weight, as well as Consti-
tution (at a rate of 1d3 points per week). Even when skin and

bones, the character continues to see herself as “too fat.” With- PERSON ALITY DI'SORDERS

out intervention, she may literally starve herself to death. Fhess TElE NG & e . v oot Constatr
Bulimia Nervosa: The character frequently eats high e i e
S LA Lo - . effects on a character’s behavior, making it difficult
caloric food during secret binges. An eating episode may . . . 3 ;
e : : . : Saoy § for him to interact with others and often making him
continue until abdominal cramping or self-induced vom- St (e | as well. This s an ; e
iting occurs. Feelings of depression and guilt frequently Uk e e s L
A R point to keep in mind when roleplaying—few players
follow such episodes. : .
want to spend time with another player character suffer-
ing from a personality disorder.
In game terms, the character has a —4 penalty to all
MPULS! NTRO .8 ) " ;
] Ing ERQSO L Charisma-based skill checks. In addition, NPC attitudes
DIS . DE : ) ) are shifted on Table 10-1: Attitude Adjustment (page 226).
These include compulsive gambling, pathological When the table is used, the player must make a Charisma
lying, kl'eptomama (CQmPUISlVC_IhICVmg)a and check for the character. With a successful check, NPCs
pyromania (the compulsion to set fires). become more hostile by one category; on a failed check,
Intermittent Explosive Disorder: The charac- NPCs become more hostile by two categories.
ter is recognizably impulsive and aggressive, and Personality disorders may fall into any of the following cat-
at times gives way to uncontrollable rages that egories.
result in assault or destruction of property. Antisocial: Short-sighted and reckless behavior, habitual liar,
confrontational, fails to meet obligations (job, bills, relation-

" ships), disregards rights and feelings of others.
MOOD DI&GRDERS A}vczidant:b()vcrset;lsitivc to reje:tion, low self-esteem, socially
Depression: Symptoms of this illness include withdrawn.
changes in appetite, weight gain or loss, too Borderline: Rapid mood shifts, impulsive, unable to control
much or too little sleep, persistent feeling of temper, chronic boredom.
tiredness or sluggishness, and feelings of Compulsive: Perfectionist, authoritarian, indecisive through fear of
worthlessness or guilt, leading in severe making mistakes, difficulty expressing emotions.
cases to hallucinations, delusions, stupor, Dependent: Lacks self-confidence; secks another to look up to,
or thoughts of suicide. All attack rolls, follow, and subordinate herself to (“codependent”).
saves, and checks suffer a -4 morale Histrionic: Overly dramatic, craves attention and excitement, overre-
penalty. A predisposition to use alcohol acts, displays temper tantrums, may threaten suicide if thwarted.
or other substances in an attempt at Narecissistic: Exaggerated sense of self-importance, craves attention
self-medication exists. A character and admiration, considers others’ rights and feelings as of less importance
suffering from severe chronic depres- than his own.
sion may give up virtually all effort Passive-aggressive: Procrastinator, stubborn, intentionally forgetful,
from feelings of hopelessness—for deliberately inefficient. Sabotages own performance on a regular basis.
Paranoid: Jealous, casily offended, suspicious, humorless, secretive, vigi-
lant; exaggerates magnitude of offenses, refuses to accept blame.
Schizoid: Emotionally cold, aloof, has few friends; indifferent to praise or
criticism.
Gamemasters should know, while these traits may make for an interesting
NPC from whom the players must extract information or a favor, their antiso-

example, deciding not to get out of

bed for two years. Characters suffer-
ing from deep, acute depression may
need to be put on suicide watch.




SLEEP DISORDERS

These include insomnia (character has difficulty falling asleep or staying asleep)
and narcolepsy (character frequently falls asleep, almost anywhere and at inap-
propriate times). Characters performing demanding tasks such as driving a car or

flying a plane may, when stressed, need Concentration checks (DC 15) to stay
awake and not put themselves in a dangerous situation.
Night Terrors: A sleeping character wakes after several hours of sleep,
usually screaming in terror. Pulse and breathing are rapid, pupils are dilated,
and his hair stands on end. The character is confused and hard to calm

PSYC*'IOSEXUAL down. Night terrors are similar to normal nightmares, but much more

intense and disruptive.

cial nature makes them ill-suited for
party members.

DISORDERS Somnambulism: Sleepwalking. As with night terrors, this behavior
This is an exceedingly diverse group, occurs in the first few hours of sleep. An episode may last up to 30 min-
constantly undergoing redefinition. (Up utes. During the episode, the character’s face is blank and staring, and
until the 1960s, homosexuality was be- she can be roused only with difficulty. Once awake, she recalls nothing

lieved to be a mental disease.) Recogniz- of the activity.
able disorders include transsexualism (a
belief that one is actually a member of the

opposite sex), impaired sexual desire or SOMATOFORM DBORDERS

function, nymphomania and satyriasis (inor- Somatization Disorder: The character suffers a psychosomatic
dinate and uncontrollable sexual appetite in condition, with possible symptoms ranging from dizziness and
women and men, respectively), and paraphilia impotence to blindness or intense pain. Medicine cannot identify
(requirement of an abnormal sexual stimulus, any physical cause for the symptoms, but the character does not
such as sadism, masochism, necrophilia, pe- believe they represent a specific disease. All attack rolls, saves,
dophilia, exhibitionism, voyeurism, fetishism, or and checks suffer a =2 competence penalty.
bestiality). Conversion Disorder: The character reports physical dys-
Most of these disorders could make players of functions suggesting a physical disorder but, though involun-
the afflicted characters uncomfortable and thus are tary, the symptoms prov1de a way to avoid somcthmo undesir-
not appropriate for most roleplaying groups, able or to garner attention and caring (Mumhausemsm)
although they can make for striking (if unpleasant) Symptoms range from painful headaches' to paralysis or
NPCs. blindress: In Reverse Munchausenism, the character projects

ill health onto others and may even arrange injuries or ill-

nesses for them so that she may take care of them. All attack
SGHIZOPHRENIA AND OTHER rolls, saves, and checks suffer a -2 competence penalty.
PSYGHOTIC DISORDERS Hypochondriasis: Character believes she suffers from
A psychotic character experiences a break with reality. a serious disease. No physical cause for reported symp-
Symptoms can include delusions, hallucinations, and cog- toms can be found, but the character continues to be-
nitive impairment. In general, psychiatric medications lieve the disease or condition exists, often with serious
may be of high value in treating such disorders. Note, how- consequences to her normal life.
ever, that many psychotic characters suffer from the delu- Body Dysmorphic Disorder: Character suffers
sion that nothing is wrong with them and hence feel no need from perceived ﬂaws 1m appearance, usually ‘?f the
to take their medication. Beyond exhibiting the symptomatic face, or of the hips or legs. Behavior may alter in un-
behaviors, those who lack appropriate medications should expected ways to cover up the flaws or to calm
also suffer skill reductions while the effect is strong. ATEICHCS:

Schizophrenia (schizophreniform disorder, dementia prae-
cox): Mental concentration greatly diminishes; halve all modi- SUBSTANCE ABUS’E
fiers for skills requiring concentration. Symptoms include bizarre DIsORDERs
delusions, paranoia, auditory hallucinations (“hearing voices”), The character finds solace in using a drug,
incoherent speech, emotional detachment, social withdrawal, becomes physically addicted, and spends
bizarre behavior, and a lack of the sense of self. much time maintaining, concealing, and
A schizophrenic character may belong to one of the following indulging the habit. Drugs include alcohol,
categories. amphetamines, cocaine, hallucinogens,
Undifferentiated: Impaired cognitive function, emotional detach- marijuana, nicotine, opium (especially
ment. morphine and heroin), sedatives, the Plu-
Disorganized: Inappropriate behavior, shallow emotional responses, tonian drug, space mead, thag weed, and
delusions, hallucinations. $O On.
Catatonic: Mutism (loss of ability to talk), extreme compliance, A character under the sway of such a
absence of all voluntary movements, complete immobility (“statuism”). substance should feel the personal
Paranoid: Delusions of persecution, illogical thinking, hallucinations. struggle daily. Will saving throws
Symptoms from more than one type can occur in the same individual, might be used to resist or succumb
along with mood disorders (see above). For example, catatonic schizophre- symbolically to cravings, especially
niacs sometimes have manic episodes of extreme activity alternating with just before periods of stress (for
periods of complete withdrawal. Schizophrenia brought on by sudden stress
is called acute schizophrenia; player characters who go insane and babble of
vast global conspiracies will usually be diagnosed as suffering from “acute
paranoid schizophrenia.”




- example, just before a confrontation or likely battle with evil cultists). All attack
rolls, saves, and checks suffer a =2 morale penalty because of withdrawal symp-
toms. Sanity losses could occur from binges or bad trips. Some characters might
find that drugs promote communication with alien entities and gods, and that
dreams about them become ever more vivid and horrifying, Conversely, such
substances might function as medications, deadening a character’s fears and

offering temporary defenses against Sanity loss.

See the nearby sidebar for abused substances that often lead to substance-

related disorders.

OTHER DISORDERS

Other disorders exist in common parlance, but most of these are actually
symptoms or specific instances of disorders already mentioned above.
These include quixotism (seeing the supernatural everywhere, even in
the most mundane surroundings), panzaism (seeing the most extraor-
dinary events as ordinary and rational), and megalomania (delusions of
power, wealth, fame, and ability). Use or ignore these as suits your
own campaign, or invent new categories of madness to reflect the
chaos that lies just below the brittle surface of Lovecraft’s world.

A PSYCHIATRIC GLOSSARY

Affect—the external expression of a patient’s mood (sadness,
anger, joy, fear). May be inconsistent with patient’s mood,

depending on the disorder.
Anorexia—loss or decrease of appetite.

Catatonia—various strong motor anomalies, for instance
catatonic stupor (slowed activity to the point of immobiliza-
tion); ceraflexibilitas (the person can be molded into strange
postures that are maintained), and catatonic excitement

(agitated, purposeless movements).

Compulsion—the need to per-
form an act repetitively, including
various personal rituals, dipsomania,
kleptomania, nymphomania, satyria-

sis, trichotillomania (pulling out hair),

and so on.

Delirium—a reversible syndrome of
bewilderment, restlessness, confusion,
and disorientation, associated with fear

and hallucinations, all caused by some un-

derlying medical condition.

Delusion—a firmly fixed false belief, one
not based in reality. It can be bizarre, as in
schizophrenia, or systematized as in delu-

sional disorders.

Dementia—a loss of cognitive function,
often first manifesting in memory loss.

Depersonalization—subjective feeling of
being unreal, or unfamiliar to self.

Derealization—a subjective fecling that the
environment is strange or unreal; for instance,
feeling the world to be a stage or a two-dimension-

al painting.

Dissociation—confusion in the sense of self and
identity.

Formication—the feeling that insects are crawling
all over one’s body, a tactile hallucination caused by

ADDICTIONS
(SUBSTANCE-RELATED DISORDERS)

Substance abuse occurs in all segments of all societies. By
definition, abuse indicates decreased work or school per-
formance, accidents, intoxication while working or driving,
absenteeism, violent crime, or theft. Urine and blood tests
can confirm suspected abuse. Substance use may worsen
or mimic other psychiatric disorders relating to depres-
sion, anxiety, mania, or psychosis.

Many people successfully use substances recreationally,
without substantial or even observable changes to their
lives. A sizable fraction of users are not so fortunate. Their
lives change, as they increasingly come to depend on one
or more such substances.

Alcohol, amphetamines, cocaine, and the opiates are
addictive substances most frequently resorted to in earlier
game eras. They and more are abused in the present day.

Abuse often leads to dependence, which is character-
ized by developing tolerance (thus requiring a larger
dose), withdrawal symptoms, and a pattern of increasing
procurement of the substance. Dependence may be emo-
tional and social in context.

Therapy includes making sure someone hasn’t over-
dosed, ruling out other substances possibly present in the
blood, and medical support. Long-term treatment (“drying
out”) lasts six months to a year, with the goal of creating
longer and longer periods of abstinence.

Alcohol: Symptoms include poor judgment, talkative-
ness, mood changes, aggression, impaired attention, and
blackouts (amnesialike states). Use can also cause a
flushed face, impaired coordination, and slurred speech.
Withdrawal can cause mild shakiness, hangovers, and
other symptoms. Delirium tremens can include seizures
and delirium requiring active medical intervention.

LSD, Mushrooms, Peyote: Duration 8-12 hours of high
with flashbacks after abstinence, visual hallucinations,
paranoid thoughts, false sense of achievement and
strength, suicidal or homicidal tendencies, depersonaliza-
tion, derealization. Treatment requires talking down; for
severe agitation, sedatives or antipsychotics plus restraints
may be needed. Lysergic acid diethylamide (LSD) was first
synthesized in 1943 and thus is not present in earlier eras.

Amphetamines and Cocaine: User may be alert, talka-
tive, euphoric, hyperactive, irritable, aggressive, agitated,
sometimes paranoid. There may be visual and tactile hal-
lucinations such as formication (the feeling that insects
are crawling across your skin). Cocaine use may be
quickly followed by a crash phase. Craving for these drugs
can last for years.

Opiates (Opium, Morphine, Heroin): Symptoms include
euphoria, drowsiness, anorexia, lessened sex drive, hyperac-
tivity, and passivity; physically, nausea and slow heart rate. In
the 1890s, most addicts smoked opium in pipes, or drank it
in solutions (laudanum, cola-wine), or injected it subcuta-
neously (under the skin, not into a vein); in the modern day,
most addicts inject it into a vein for a quicker, more drastic
high. In themselves, needle tracks in arms and legs can
develop into a medical problem. Treatment is a weaning-off
process using methadone, itself highly addictive.

Phencycladine (PCP, Ketamine, “Special K”): Duration
8-12 hours of high, hallucinations, paranoid thoughts, cata-
tonic state, violent behavior, convulsions, anesthesia (can
punch a hand through a windshield and shatter every bone
in the arm, but not feel it until the drug wears off). If
attempting to talk down such a user, the talker may get his
face punched, or more. Isolate until the behavior calms; use
antipsychotics if the person is on a rampage. These and
similar drugs are new, and exist only in the present era.




sis 1s less severe than a psychosis. A neurotic character may still be able to func-
tion; a psychotic one generally cannot.
Obsession—an idea or thought that constantly intrudes into conscious-
ness.
Paranoia—persistent, consistent, plausible, and ingenious delusions of
persecution or jealousy. New information always seems to support the in-

cocaine and delirium tremens.
Hallucination—a perception of a
sensory stimulus in the absence of
sensory stimulus; for instance, seeing
or hearing someone who isn’t there.
Illusion—the misperception of a sen-
sory stimulus; for instance, seeing the
rustling branches of a tree as tentacles.
Logorrhea—copious, coherent, logi-
cal speech.
Mania—a mood characterized by ela-
tion and increased activity.
Mood—a pervasive feeling that is experi-
enced internally.
Neurosis—symptoms of depression, anx-
tety, or the like arising from stress. A neuro-

creasing threat of some great conspiracy. Paranoia is more a symptom than
2 dlsordex as it can appear in schizophrenia, mania, and so on
Psychosis——severe mental illness in which the character suffers
thoughts and perceptions that are out of touch with reality. A psychosis
is more severe than a neurosis.
Somnambulism—sleepwalking.
Somnolence—abnormal drowsiness.
Synthesia—sensation caused by another sensation; for instance,
seeing sound.
Tic—involuntary spasmodic motor movement.
Trailing Phenomenon—perceptual abnormality associated with
hallucinogens in which moving objects are seen in a series of discrete
discontinuous images.
Trance—focused attention and altered consciousness, usually
seen in hypnosis, dissociative disorders, and ecstatic religious
experiences.

MEDICATIONS AND TREATMENTS
Medications

Antipsychotics: A variety of drugs used for the treatment
of schizophrenia and other psychotic disorders. Drugs
include chlorpromazine, thioridazine, haloperidal, and
newer or specialized ones such as risperidone and cloza-
pine. These drugs are also called neuroleptics, and they
can have motor abnormality side effects such as restless-
ness and erratic body movements. They take a few weeks
to begin to reverse the psychosis, but any sedation effects
are dose-dependent from the beginning. Stopping the
drug in a chronic psychotic condition results in the patient
reentering the psychotic state.

Antidepressants: Used to treat depressive symptoms,
usually in major depressive episodes. These include Elavil
and other tricyclic drugs, Pamate and other monoamine
oxidase inhibitors, and Prozac and other selective sero-
tonin reuptake inhibitors. It often takes a month or six
weeks to begin to treat a major depressive episode. If the
drug is stopped before the episode is over (six months to
a year), the patient reexperiences the symptoms.

Mood Stabilizers: Used in bipolar disorders, especially in
manic phases, these drugs act as an umbrella to prevent
the moods of a person with this illness from swinging too
high or low. The classic drug is lithium, followed by vari-
ous anticonvulsants such as carbamazapine, valproic
acid, and gaba-pentin. Lithium can be very toxic, and if
taken as an overdose (or if a person becomes dehydrated,
and so on), the patient can enter into seizures and coma.

Anxiolytics: Sedatives used to treat anxiety symptoms. The
first ones used were barbiturates such as secobarbital, but
they were highly addictive. They were abandoned for benzo-
diazipes (Valium, and so on), which are addictive as well,
but to a lesser degree, and without so many side effects.
These drugs are often sold as street drugs, under many
names (“Red Devils” is a street term for secobarbital).

Many Others: For movement disorders, beta-blockers,
anticholinergics; for dementia, Aracept; for eating disor-
ders, mood stabilizers and antidepressants; for opiate
addiction, methadone weaning; and so forth.

Treatments

Electroconvulsive Therapy: Seizure inducements have
been used to treat psychosis since the 16th century. Elec-
troconvulsive therapy (ECT) was introduced in 1934, first

with injections of camphor to produce seizures and then
with electrically induced seizures in 1938. Alternating cur-
rents of electricity are passed through the patient’s head
between two electrodes placed over the temples. This
causes unconsciousness and seizures. Though ECT pro-
duced good results, it also produced such violent seizures
as to routinely fracture patients’ bones! With the advent of
anesthesia and paralysis drugs in the modern era, patients
avoid this problem. In the United States, ECT treats
depressive disorders, manic episodes, and other serious
disorders in 50,000 to 100,000 patients annually. The main
side effect is that patients suffer from short-term memory
loss, and often they entirely lose the memories of the
hours or days connected with ECT.

Light Therapy (Phototherapy): Used to treat mood symp-
toms coinciding with seasonal changes. A bright artificial
light bathes the patient every day as long as the symptoms
last. Response occurs in a few days, the only side effects
being occasional headaches, eye strain, or nervousness.

Psychosurgery: Surgical modification of the brain, includ-
ing lobotomies and cingulotomies. This extreme proce-
dure was widespread in the 1940s and 1950s, then nearly
abandoned when antipsychotic drugs were introduced. It
is resorted to now only when all else fails.

Biological Therapies, 1936 to Present

1936: Frontal lobotomies (Moniz).

1938: Electroconvulsive therapy (ECT) begun (Cerletti
and Bini).

1940: Phenytoin introduced as an anticonvulsant
(Putnam).

1943: Lysergic acid diethylamide (LSD) synthesized
(Hofmann).

1949: Lithium introduced as mood stabilizer.

1952: Chlorpromazine introduced as antipsychotic.

1955-1958: Tricyclics and monoamine oxidase inhibi-
tors introduced as antidepressants.

1960: Chlordiazepoxide introduced (minor tranquiliz-
ers, benzodiazipines).

1960—present: Introduction of newer and target anxi-
olytics, antipsychotics, antidepressants, light therapy, and
a plethora of other therapies.

Today: New drugs are constantly being moved through
the R&D, testing, and approval process. These new thera-
pies are big business.
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fxuency penalty) The ghoul is 55 feet away, or two range increments for thc Glod\
| Maric therefore suffers a range penalty of —4. Because e ghoul has not acted yet,
| iUs flat-footed, and doesn’t get to add its Dexterity bonus to its Armor Class.

Marie’s player rolls a 17 for an attack result of 15 (17+2-4), well over the
ghoul’s flat-footed Armor Class of 13. She rolls 1d10 for damage and gets a 9.
 The ghouls have 13 hit pomts each, so the wounded ghoul has 4 hit points left.
“It staggers and hisses,” says the GM, “but it doesrt fall"

Then it’s the ghouls’ turn. They use this time to close with their victims,
moving 30 feet each.

Keittol i60't huch good in combat, and his shotgun is out of shells. He
steps up to Claire’s unconscious body, grabs it as a move action, and then
uses a second move action to drag her 15 feet away.

L With that, the surprise round ends.

sands. They have unearthed a series
of passageways and now stand 3
within a narrow corridor. Fifty feet
behind them, there’s an intersection of
passageways. In front of them, a stone
slab at their feet blocks the entrance to
an ancient crypt. Sam has been makinu
Strength checks to pry it up with his 1
‘ shove], and the stone is finally starting to
give. The scraping sounds, however, are
audible all the way down the passageway. 1§

The GM asks the players to tell him where
their characters are, explaining that the corri-
dor is wide enouvh for them to stand two 1
abreast, if need be. Sam is in front of the
entrance to the crypt, Marie and Kristof are to
either side of it, and Claire is behind Kristof.

The GM looks at his notes, rolls some dice, and
determines that three ghouls have heard Sam ¥
opening the crypt. The ghouls shamble around a

FIRST REGULAR ROUND

 Sam must make an initiative check. He gets a 14, so he goes after Marie
Land before the ghouls. The order of battlc s Mauc, Sam, ghouls,
i Kristof, Claire is unconscious and can’t take an action. The GM
seeretly rolls to see how long Claire will be passed out.
Marie fires again, but misses. She’s out of ammo, so she drops the
Fgun and switches to her hunting knife.
Sam moves 10 feet forward to cover Kristof’s retreat and guard
Claire’s unconcious body. Bravely, he hopes that they will attack
him rather than her. He hefts his shovel as a weapon and readies

corner of the intersection. They’re 50 feet away an attack against any ghoul that comes close.
from the stone slab on the ground, so they’re 40 feet On their action, the ghouls are 10 feet away from Sam. Two
away from Claire, 45 feet away from Kristof, 50 feet ghouls charge and attack him. In the 10-foot-wide corridor,
away from Sam, and 55 feet away from Marie. The only two can fight side by side. The one in the back waits for
GM starts sketching a rough map of where everyone a chance to join them. The ghouls have a +6 attack bonus on
is standing. their claw attack rolls (+1 base attack bpnus, +3 bonus f’m’
The ghouls know that the investigators are there. The Strength, +2 charge bonus for charging). Since they’re
GM needs to know which player characters are aware of charging, they can only make one attack each. _
the ghouls. Those who are caught unaware will be sur- Before they can attack, Sam uses his readied action,
prised. The GM asks each player to make a Listen check swinging the edge of his shovel at one of the ghouls
(DC 9). Kristof and Maric succeed and hear footsteps directly in front of him. His attack modifier is +3 (+1
scraping along the rocks:Sam and Claire fail. base attack bonus, +2 bonus for Strength, and he has the

Weapon Proficiency feat for melee weapons). He rolls a

1 and misses.
s,URPR]SE ROUND The ghou]s: continue with th_cir attacks. Sam?s
During thessurprise round, only characters or creatures aware Armor ("]“155 is only 11 .(H I.)Cthf.l,ty 'bonu.s), but nei-
of their enemies can act. Fach one can take a move action or an ther charging ghoul hits him. “Their stained claws

» p
F artack action. The ghouls, Kristof, and Marie can all act during tear at your clothes,” says the GM, “and you can feel
the surprise round. the strength behind their blows, but somehow you
As soon as'the characters are aware of the ghouls, they must avoid being hurt.”
make Sanity checks. Both Kristof and Marie make their checks Kristof attempts to shake Claire to awaken her.
before attempting anything else. Kristof rolls a 21 and succeeds. He rolls a Heal check (DC 15), but f‘“ls; His
Marierolls a 92 and fails. Ghouls have a 0/1d6 Sanity point loss, so artempt is a full-round action, so he can’t act
Kristof loses 0 Sanity points, and the GM rolls a 2 for Marie. Marie again until next round.
1s disturbed by the sight of the inhuman creatures, but she also has a
few bullets left. o)
Even though the other investigators cannot act during the surprise SECOND
round, the GM asks Sam’s player and Claire’s player to each make a REGULAR ROUND
Sanity check. Claire fails. She loses a full 6 points of Sanity at once, Marie steps in next to Sam and thrusts with
§ enough to render her temporarily insane. Rolling on Table 4-1 in the her hunting knife at the ghoul she
Sanity chapter, the GM determines that she has fainted. wounded with her pistol. Her attack
Then the GM asks Kristof’s and Marie’s players to make initiative modifier is =5 (-1 Strength, but since she
checks. Krismf's initiative modifier is =1 (the same as his Dexterity doesn’t have the \\Lapon Proficiency
penalty). Marie’s is +6 (she has a +2 Dexterity modifier and the Improved feat for melee weapons, she gets a —4 for
Initiative feat). They get 7 and 19 as their initiative results, respectively. The using a knife). The glmu] s Armor
GM rolls once for all four ghouls (adding their +1 initiative modifier) and Class is penalized by -2 because he
gets a result of 12. The order of battle during the surprise round is Marie first, charged in the previous round, but
followed by the ghouls, followed by Kristof. Each of the acting investigators Marie still misses. She steps back 5

can take one attack action or move action during this round.

The GM calls on Marie’s player. Marie recognizes the ghouls by their horrid
appearance and fetid stench. 5110 s holding Sam’s 9mm Glock, but unfortunately,
it’s only got two bullets left. Marie steps to one side to get a clear line of sight past
her friends. Her attack bonus with a pistol is +2 (+0 base attack bonus plus a +2 Dex-
terity bonus; she has the Weapon Proficiency feat for pistols, so there isn’t a nonpro-

feet after her attack.




Sam makes another attack with his shovel. He hits the ghoul (whose Armor
Class is still penalized from charging) and deals 1d6+2 points of damage. His
total is 7, which is enough to seriously wound the ghoul, but not take it out.

The ghoul claws at Sam. Since it did not move, it makes a full attack as a
full-round action, allowing it to use both of its claws and its bite attack. It
hits with one claw with a roll of a natural 20 on its attack roll. That’s a

“threat” (a possible critical hit). The GM makes a critical roll (1d20 + its The last ghoul attacks Sam. It

total attack bonus), and the result is 17. Since that would hit Sam, the makes all its attacks, but misses.

ghoul’s hit is a critical hit. Kristof steps in next to Sam with a
A ghoul claw normally deals 1d6+3 points of damage and does double crowbar, swings and misses.

damage on critical hits, so the GM rolls 2d6 and adds +6. He gets a
result of 10 points of damage, and Sam’s hit points drop to 1. That’s
enough to be considered massive damage. Sam must make a Fort save

FOURTH
with a DC of 15 to survive the blow. He makes the save, but with 1 REGULAR ROUND

glrtogohl?r;_left, he is hurt badly enough that one more hit will easily tm";r‘ivef::lf{irﬁchf"é)r‘;"l‘gaéeeta:‘ﬂad“%‘f“ ‘?
. y. There’s
The ghoul that Marie tried to stab curses her, steps forward 5 feet, i cance pelve and despite hey lack ol
claws at her, then attempts to bite her. It gnaws on her for 3 points of 7rgfic}icnc. )’the bladep etstrates the
damage. Marie has 3 hit points left, and the ghoul’s special attack oraz,fex%obber’s 3?)1(1 sk forp 4 points of
requires that they make opposed grapple rolls to see if it hangs on P o0 "hpvo oo ready to step on its neck
with its bite. The ghoul rolls a 12, but Marie rolls a 15. She avoids and pl;’l]'her knif(-: Kb {ts rubb}()zry flesh.
its grip and is only grazed. : Kristof is still disturbed by his loss of Sanity
) The rear ghou]. is al)[.e to step for\Yard now, and does 50, lash- from the spell. Claire is still quite shaken up.
ing out at Sam with all its attacks. erasulous_ly, they all miss. Both Sam and Marie are badly hurt. “If there are
Kristof, worried that his companion’s bodies might become any more ghouls in this place,” Kristof says
a warm feast for these creatures, thinks back to his copy of the shakilv. “let’s run.”
R’lyeb Text. He chants the intonations of an ancient healing % '
ritual while tracing a mystical sigil with his left hand. This

normally beneficial spell harms undead. Kristof loses 1 point

of Sanity immediatcﬁy and takes 2 points of tcmpo}rary COMBAT SEQUENCE
Wisdom damage. Since Marie stepped back, there’s room
for him to get into the thick of things by moving next to
her, right behind Sam. He moves 5 feet to reach out with
his left hand and make a touch attack against the ghoul
fighting Marie. He hits, placing his palm against undead
flesh. The spell forces the ghoul to make a Fortitude
saving throw. The GM rolls a 15, and it’s a failure—
Kristof’s spell has a DC of 17. The undead ghoul takes
1d8+1 points of damage. Kristof rolls a 8, deals 9
points of damage, and seriously wounds it. The
ghoul has 4 hit points left.

As seen in the example, combat is cyclical. Each char-
acter acts in turn in a regular cycle. Generally, combat
runs in the following way:
1) Each combatant starts the battle flat-footed. Once
a combatant acts, he is no longer flat-footed. A flat-
footed combatant loses his Dexterity bonus to Armor
Class.
2) The GM determines which characters are aware of
their opponents at the start of the battle. If some, but not
all, of the combatants are aware of their opponents, a sur-
prise round occurs before regular rounds begin. Combatants
who are aware of their opponents can act in the surprise
THIRD REGULAR ROUND round, so they roll for initiative. In initiative order (highest to
- i\ ko : lowest), combatants who started the battle aware of their
The GM announces that Claire is now GO opponents each take one move action or attack action during
and able to act. Claire rolls for initiative. Shell go the surprise round. Combatants who were unaware do not get
right after Marie. ; : to act in the surprise round. If no one or everyone starts the
Marie uses a full-round action to withdraw battle aware, there is no surprise round.
from melee, backing 10 fect away from the 3) Combatants who have not yet rolled initiative do so. All
ghoul Kristof wounded. Her knuckles are combatants are now ready to begin their first regular round.
white around the hilt of her knife. 4) Combatants sec m e e 2
Claire then rushes forwafd to take Maric’s 5) When everyone has had a turn, the combatant with the highest
place. She uses her Martial Arts feat to jniarive acts again. Repeat this process until combat ends.
strike for 5 points of damage. The ghoul’s &

rubbery body collapses to the ground.

Sam hits the ghoul he injured previ- A
ously. He gets a result of 7 points of COMBAT STAT'STICS/
damage again, which is more than
enough to put the second ghoul down.
With a sickening crunch, Sam’s shovel
bashes in the ghoul’s head, and it
drops.

Several fundamental statistics determine how well you do in combat.
This section summarizes these statistics, and the following sections detail
how to use them.

ATTACK ROLL

When you make an attack roll, you roll 1d20 and add your attack bonus. If
your result equals the target’s Armor Class or better, you hit and deal damage.
Different modifiers can affect the attack roll, such as a +1 bonus if you have
Weapon Focus with that weapon, a +1 bonus if you’re standing above your
opponent, a +2 bonus if your opponent is stunned, and so forth. (See Table 5-4:
Attack Roll Modifiers, page 72.)




COMBAT BASICS

This one page summarizes the basics
of combat. If you’re unfamiliar with
the d20 rules, this is enough detail to
get you started in a fight scene. For
now, don’t worry about the details.

ROUNDS

Combat is broken up into rounds.
Every round, each combatant gets to
do something. A round represents 6
seconds in the game world.

INITIATIVE

Before the first round of combat,
each player makes an initiative check
for her character. The GM makes ini-
tiative checks for the monsters or
foes. An initiative check is a Dexter-
ity check (1d20+Dexterity modifier).
Characters act in order from highest
initiative result to lowest, with the
check applying to all rounds of the
combat (unless a combatant takes an
action that changes her initiative).

ATTACKS

You can move and make a single
attack in one round. A melee attack
1s one using a weapon you physically
strike an opponent with, such as
lunging with a knife or swinging a
baseball bat. (A monster’s claw
attack is also a melee attack.) A
ranged attack is one that you use at a
distance, such as throwing a rock or
firing a pistol.

ATTACK ROLL
To score a hit that deals damage on
your attack roll, you must roll the
target’s Armor Class (AC) or better.
Melee Attack Roll: 1d20 + base
attack bonus + Strength modifier +
size modifier
Ranged Attack Roll: 1d20 + base
attack bonus + Dexterity modifier +
size modifier + range penalty

DAMAGE

If you score a hit, roll damage and
deduct it from the target’s current
hit points. Add your Strength modi-
fier to damage from melee and
thrown weapons.

If you’re using a melee weapon in
your off hand, you add half your
Strength bonus instead. If you’re
wielding a melee weapon with both
hands, add one and one-half times
your Strength bonus to the damage.

ARMOR CLASS
A character’s Armor Class is the
result you need to get on your attack
roll to hit that character in combat.
Armor Class = 10 + Dexterity
modifier + size modifier (+ armor
bonus, if any)

HIT POINTS
Hit points represent how much
damage a character can take before
falling unconscious or dying.

ATTACK OPTIONS
When attacking, you have several
basic options:

Attack: You can move up to your
speed and make a single attack, or
attack and then move.

Charge: When making a charge,
you move in a straight line for up to
double your speed and then make
one attack with a +2 charge bonus
on the attack roll. You suffer a -2
penalty to your Armor Class until
your next action.

Full Attack: Some characters can
strike more than once each melee
round, but only when making a full
attack. Other than taking a 5-foot
step, you can’t move or do anything
else when you make a full attack.
(See Full Attack, page 66.)

MOVEMENT
Each character has a speed measured
in feet. In one round, you can move
that distance and attack. You can
move before or after attacking.

In one round, you can make a
double move instead—this lets you
move double your speed.

If you move adjacent to an oppo-
nent—that is, if you move within 5
feet of where he’s standing—you
must stop moving. While you are
adjacent to an opponent, you cannot
move more than 5 feet unless you're
moving directly away from him.

If all Hell breaks loose, run. Run-

ning lets you move quadruple your
spccd as a full-round action. When
running, you must more or less
travel in a straight line.

OTHER ACTIONS

During a round of combat, you can
take:

—a move action and an attack
action;

—an attack action and a move
action;

—two move actions (a “double
move”);

—or, a full-round action.

These terms are defined in the
Action Types sidebar, page 21.

SPELLS

In one round, you can move and cast
a single I-action spell. You cannot
cast a spell while adjacent to an
opponent without a Concentration

check (DC 20).

DEATH, DYING,
AND HEALING

Your hit points represent how much
damage you can take before being dis-
abled, knocked unconscious, or killed.

0 Hit Points: If your hit points
drop to 0, you are disabled. You can
only take one attack action or move
action on your next turn. If you
attempt any strenuous activity, you
take 1 point of damage after complet-
ing that action.

-1 to -9 Hit Points: If your hit
points drop to from -1 to -9 hit
points, you’re unconscious and dying.
You lose 1 hit point per round. Each
round, before losing that hit point,
you have a 10% %, chatice to stabilize.
While stabilized, you're still uncon-
scious. Each hour, you have a 10%
chance to regain consciousness; if you
don’t, you lose 1 hit point instead.

-10 Hit Points: If your hit points
fall to -10 or below, you’re dead.

Healing: You can stop a dying
character’s loss of hit points with a

successful Heal check (DC 15).

MINIATURES
If you use miniatures to keep track
of where the characters and mon-
sters are, use a scale of 1 inch =5 feet.

WEAPON PROFICIENCY

If a character is not proficient with the type of weapon
he's attempting to use, he suffers a —4 penalty on attack
rolls with that weapon. All melee weapons (including
knives, clubs, baseball bats, and even shovels) require the
Weapon Proficiency (melee weapon) feat. The different
categories of firearms (such as pistols, rifles, shotguns,

and submachine guns) have separate Weapon Proficiency

feats. Unarmed strikes don’t require a Weapon Profi-
ciency feat, although some feats, such as Martial Artist,
can make them more effective. Thrown weapons, such
as throwing knives and grenades, require Weapon Profi-
ciency (thrown weapons).
Weapon Proficiency feat, page 43.

For more details, see the




ATTACK BONUS

Your attack bonus with a melee weapon is:
Base attack bonus + Strength modifier + size modifier

With a ranged weapon, your attack bonus is: Wicldisng 4 Weapon Trodipided

When you deal damage with a melee
weapon that you are wielding two-
handed, you add one and one-half
times your Strength bonus.
Multiplying Damage: Sometimes you
multiply damage by some factor, such as
when you score a critical hit. Roll the
damage (with all modifiers) multiple times
and total the results. When you multiply
damage more than once, each multiplier
works off the original, unmultiplied damage.
Ability Score Damage: Certain creatures
and magical effects, as well as the use of magical
spells, can cause temporary ability damage (a re-
duction to an ability score) or permanent ability
drain. Points lost to temporary damage return at
the rate of 1 point per day (or double that if the
character gets “complete rest,” doing nothing for
the entire day) for each damaged ability.
While any loss is debilitating, losing all points
in an ability score can be devastating.

Base attack bonus + Dexterity modifier + size modifier + range penalty

Strength Modifier: Strength helps you swing a weapon harder and
faster, so your Strength modifier applies to melee attack rolls.

Dexterity Modifier: Since Dexterity measures coordination and steadi-
ness, your Dexterity modifier applies to attacks with ranged weapons.

Size Modifier: The smaller you are, the bigger other creatures are rel-
ative to you. A human is a big target to a dog, just as an elder thing is
a big target to a human. Since this same size modifier applies to Armor
Class, two creatures of the same size strike each other normally, re-
gardless of what size they actually are. Size modifiers are as follows:
Colossal -8, Gargantuan -4, Huge -2, Large -1, Medium-size +0,
Small +1, Tiny +2, Diminutive +4, Fine +8.

Range Penalty: The range penalty with a ranged weapon de-
pends on what weapon you’re using and how far away the target
is. All ranged weapons have a range increment, such as 10 feet for
a thrown dagger or 20 feet for a simple handgun (see the Equip-
ment chapter). Any attack from a distance of less than one range
increment is not penalized for range, so a bullet from a .30-06
rifle (range increment 200 feet) can strike at enemies up to 199
feet away with no penalty. However, each full range incre-
ment adds a cumulative -2 penalty to the attack roll. A char-
acter firing that rifle at a target 620 feet away suffers a —6
attack penalty (because 620 feet is at least three range incre-
ments, but not four increments).

Thrown weapons, such as throwing axes, have a maxi-
mum range of five range increments. Projectile weapons,
such as rifles, can shoot up to ten increments.

* Strength 0 means that the character cannot move
at all. He lies helpless on the ground.
* Dexterity 0 means that the character cannot move
at all. He stands motionless, rigid, and helpless.
* Constitution 0 means that the character is dead.
* Intelligence 0 means that the character cannot think.
He is helpless and unconscious in a comalike stupor.
* Wisdom 0 means that the character is helpless and
DAMAGE withdrawn into a deep sleep filled with nightmares.
‘ * Charisma 0 means that the character is helpless and

When you hit with a weapon, you deal damage : ; ; :
y pon, 'y S withdrawn into a catatonic, comalike stupor.

according to the type of weapon (see the Equipment
chapter). Unarmed strikes and the natural physical
attack forms of creatures are considered to deal
weapon damage for the purposes of effects that
give you a bonus to weapon damage.

Minimum Weapon Damage: If penalties to
damage bring the damage result below 1, a hit
still deals 1 point of damage.

Strength Bonus: When you hit with a
weapon, you add your Strength modifier to
damage with melee and thrown weapons.
Apply neither a Strength bonus nor a
Strength penalty to damage from a firearm.
(If your campaign includes primitive
ranged weapons, such as bows and slings,
you can’t apply a Strength bonus, but you
can apply a Strength penalty.)

If you have a Strength bonus (not a

alty) mbtiaat add i drop in his Con modifier).
g:rll;sytl’]aynotlhscol;?;;:?es LR A full hit point score can’t drop below 1 per Hit Die. As a 7th-level

Off-Hand Weapon: When you deal .Th;’llrla?t.cr, Clai'rc h.as; 22 l}it p'oin.ts. fvcn if ‘hexf Co.nstitgt‘ia?n falls to 1,
she’ll still have at least 7 hit points (less any damage she has taken).
Intelligence Loss and Skill Points: If a character’s Intelligence score drops
enough to lower his Intelligence modifier (such as when he’s casting certain
spells), his ability modifier to Int-based skills drops as well. However, tem-
porary Intelligence loss does not reduce his total skill points. Permanent
Intelligence drain does.
Wisdom Loss and Sanity: Wisdom loss, whether permanent or temporary,
does not decrease a character’s Sanity score. However, if Wisdom drops enough
to lower a character’s Wisdom modifier, her ability modifier to Wisdom-based
skills drops as well.

Keeping track of negative ability score points is never nec-
essary. A character’s ability score can’t drop below 0.

Having a 0 score in an ability is different from having no
ability score whatsoever. For instance, a ghost has no Strength
score, not a Strength score of 0. The ghost can move, but it can’t

act physically against other objects. ‘
Constitution Loss and Hit Points: If a character’s Constitution
score drops, either from temporary damage or permanent drain,
he loses 1 hit point per Hit Die for every point by which his Con-
stitution modifier drops.

For example, when Sam is a 7th level character, he is hit by
poison, and his Constitution temporarily drops from 16 to 13. His
bonus drops from +3 to +1, so he loses 14 hit points. A minute later,

the poison deals another 8 points of temporary Constitution damage,
dropping his score to 5 and his modifier from +1 to -3. He loses
another 28 hit points (a total of 42 hit points lost for an overall 6 point

damage with a melee weapon in your
off hand, you add only one-half of
your Strength bonus.



not include any armor bonus, shield bonus, or natural armor bonus. Your size
modifier and Dexterity modifier apply normally.

HIT POINTS

Your hit points tell you how much punishment you can take before dropping.

ARMOR CLASS

Your Armor Class trait represents
how hard it is for opponents to land

a solid, damaging blow on you. It’s
the attack roll result that an opponent
needs to achieve to hit you. The aver-
age, unarmored person has a Armor
Class of 10. Your Armor Class is equal to
the following:

tion modifier.

Your hit points are based on your level and are modified by your Constitu-

When your hit point total reaches 0, you’re disabled. When it reaches -1,
you’re dying. When it gets to —10, your problems are over—you’re dead
(see Injury and Death, page 68).

SPEED

Your speed tells you how far you can move in a round and still do

something, such as attacking or casting a spell.

10 + Dexterity modifier + size modifier

Human characters move 30 feet in a round. If you take a double

move action in a round, you can move up to double your normal

Armor Bonuses: Some kinds of armor
provide an armor bonus to your Armor
Class. This bonus represents their ability to
protect you from blows. If you’re using a
shield (whether it was requisitioned for crowd
control or salvaged from a medieval armory),
the shield gives a separate shield bonus.

Dexterity Modifier: If your Dexterity is high,
you are particularly adept at dodging blows. If
your Dexterity is low, you are particularly inept at
it. That’s why you apply your Dexterity modifier
to your Armor Class.

Sometimes you can’t use your Dexterity bonus (if
you have one). The bonus you get for a high Dexter-
ity represents your ability to dodge incoming attacks.
If you can’t react to a blow, you can’t use your Dexter-
ity bonus to Armor Class. For example, you can lose
your Dexterity bonus when an invisible fire vampire at-

tacks you, you’re hanging on for dear life to the face of a
crumbling cliff, or you’re caught flat-footed at the begin-

ning of a combat.

Size Modifier: The bigger a creature is, the easier it is to
hit in combat. The smaller it is, the harder it is to hit. Since
this same modifier applies to attack rolls, a dog, for example,
doesn’t have a hard time hitting another dog. Size modifiers
are as follows: Colossal -8, Gargantuan -4, Huge -2, Large —1,
Medium-size +0, Small +1, Tiny +2, Diminutive +4, Fine +8.

speed. If you run, you can move up to quadruple your normal speed
as a full-round action.

SAVING THROWS

As an investigator of the unknown, you have more to worry
about than takmv damage. You may also have to face the magi-
cal power of a sbriveling spell, the freezing winds of the gnoph-
keh, or the poison of a Leng spider.
Generally, when you are subjected to an unusual or magi-
cal attack, you get a saving throw to avoid or reduce the
effect. Like an attack roll, a saving throw is 1d20 roll plus a
bonus based on your level and an ability score. Your saving
throw bonus is:

Saving Throw = base save bonus + ability modifier

Three types of saving throws exist: Fortitude saves,
Reflex saves, and Will saves.

Fortitude: These saves measure your ability to stand

up to massive physical punishment or attacks against

your vitality and health, such as poison, paralysis, and

magic that causes instant death. You can apply your

Constitution modifier to your Fortitude saving

throws. Fortitude saves can be made against attacks
or effects such as poison, disease, and paralysis.

Dodge Feat: The Dodge feat (page 40) improves your Armor

Class by +1 against a single opponent.
Y & 8

Natural Armor: Natural armor improves your Armor Class.

Fortitude Saving Throw: 1d20 + base save
bonus + Constitution modifier

People don’t have natural armor, which usually consists of scales,

fur, or layers of huge muscles. However, an investigator might get
natural armor from a spell that transforms his flesh such as skin of
sedefkar, or an alien artifact such as a mi-go’s living armor.

Touch Attacks: Some attacks disregard armor, including shields
and natural armor. In these cases, the attacker makes a touch attack
roll (either a ranged touch attack roll or a melee touch attack roll). The
attacker makes her attack roll as normal, but your Armor Class does

Reflex: These saves test your ability to
dodge massive attacks, such as the goo
spcwcd forth by a dhole. You can apply your
Dexterity modifier to your Reflex saving

throws. Reflex saves can be made against

attacks or effects such as pit traps, catching
on fire, and explosions.

GM ADVICE: SAVE OR CHECK?

A character slips and falls from the roof of Waite Mansion.
He tries to catch himself on the edge, while another inves-
tigator reaches forward, attempting to catch him. Are these
Reflex saves or Dexterity checks?

The answer is “both.” The character attempting to save
himself makes a Reflex save. The character trying to grab
him makes a Dexterity check.

Concept #1: Ability checks are used to accomplish
something, while saves are used to avoid something.

Concept #2: Ability checks don't always reflect level.
Saves always do. This is a subtle but important point. If
something seems like the task should be the same for
everyone, just based on ability, use a check. For example,
forcing open a door is merely a reflection of the Strength
score.

Concept #3: The middle ground between a save and an
ability check is a skill check, such as a Climb check to get
back up from the edge of a roof. A Climb check reflects
level only if the character has ranks in the skill.




Reflex Saving Throw: 1d20 + base save bonus + Dexterity modifier

Will: These saves reflect your resistance to mental influence and domination,
as well as many magical effects. Apply your Wisdom modifier to your Will
saving throws. Will saves can be made against attacks or effects such as the
dominate person spell or the mind attacks of an Insect from Shaggai.
surprised, but Sam is not. He can

Will Saving Throw: 1d20 + base save bonus + Wisdom modifier take a move action or an attack
action before anyone else can do any-

Saving Throw Difficulty Class: The DC for a save is determined by the thing. Because the murderer is known
attack itself. For example, a Leng spider’s poison allows a Fortitude save to be hopelessly insane, Sam fires his
against DC 22, while Cthugha’s flame burst allows a Reflex save against shotgun. Since the man is surprised, he
D31, does not get his +2 Dexterity bonus to

Armor Class. Sam’s blast hits, but does
not drop the madman. With that, the sur-

INITIATIVE prise round ends and the first regular

round begins. If Sam’s initiative result is

Each round, each combatant gets to do something. The combatants’ better than the murderer’s, Sam can act
initiative checks determine the order in which they act, from high- again l?CfOI‘C the lunatic does (and the axe-
est to lowest. toting fiend will still be flat-footed).

Initiative Checks: At the start of a battle, each combatant makes
a single initiative check. An initiative check is a Dexterity check.
Thg GM finds ue whist order characters are acting in, counting ! AWARENESS AND SUR?RISE
down from highest result to lowest. Each character acts in turn, Sometimes all the combatants on a side are
with the check applying to all rounds of the combat (unless a Sl of the enemies, sometimes none are, and
character takes an action that results in her initiative changing; sometimes only some of them are. r
see Special Initiative Actions, page 75). Usually, the GM writes Determining Awareness: The GM determines
the names of the characters down in initiative order so that on who is aware of whom at the start of a battle. She
subsequent rounds, he can move quickly from one character may call for Listen checks, Spot checks, or other
to the next. If two or more combatants have the same initia- checks to see h‘?“’ aware the PCs are of the enemy.
tive check result, the combatants who are tied go in order of Some example situations: .
Dexterity (highest first). If there is still a tie, flip a coin. * The group comes to a door in an old, abandoned
Creature Initiative: Typically, the GM makes a single factory. The GM knows that the shoggoth on the
initiative check for groups of creatures or NPCs. At the other side of the door can sense the party. Claire
GM'’s option, however, he can make separate initiative listens at the door, hears gurgling and whistling, and
checks for individual creatures. For instance, the GM then tries to describe it to the rest of the group.
may make one initiative check for an evil cultist and Kristof grips his elder sign tightly while Sam breaks
another check for the three nightguants she has sum- th.e door open. Both sides are aware; ncxthc_r S
F oo prised. The characters and shoggoth make initiative
Flat-Footed: At the start of a battle, before you checks, and the battle begins. ,
have had a chance to act (specifically, before your * The group is exploring a mine that’s recently been evac-
first regular turn in the initiative order), you are uated because of some mysterious accidents. Servants of
flat-footed. You can’t use your Dexterity bonus to Glaaki are lurking in hiding places, waiting for the right
Armor Class (if any) while flat-footed. time to strike. After Marie spots one of tbe servants, the
shambling undead creatures let out a shriek and charge.
The Servants and Marie each get a move action or an attack
SURPRISE action during the surprise round. The Servants that are close
Wheri s corabat starts,ifyou werenotaware of enough can attack the characters. Others can move to try to
stour Enermies and hey were aware oF You, putﬂthc;nsclv(;es in advantageous positions or throw rocks at
Vou 2 NP e, the flat- foote characters. Marie can run, att'ack, or take some
other action. After the surprise round, the first regular round

begins.
3 » Kristof is advancing down a dark alley, using a flashlight to
U / 8 Yy, USiig 5

P e ¢ abe L light the way. At the end of the alley, a pair of thugs look for an

am 1s scouting 40 feet ahead of his com O L ELCRV ey § . Yo P S
panions as they make their way through easy victim, and decide to pick on the pale scholar. They leap out
Tomie thickwoods ontie e with knives drawn and demand that he give them his money.
derer. Sam hears something coming That’s the surprise round. After their appearance, the first regular
toward him from a thick copse of trees round begins. Kristof will be in a tough spot until he starts chant-

ahead; his companions don’t. Before he LS SPCHS-_

can raise a hand to signal his compan- The Surprise Round: If some but not all the combatants are aware of
ions, an axe-wielding lunatic runs out their opponents, a surprise round happens before regular rounds begin.
of the woods. Fortunately, Sam has The combatants who are aware of the opponents can act in the surprise
his shotgun ready. round, so they roll for initiative. In initiative order (highest to lowest),
T Rl S I endsare combatants who started the battle aware of their opponents each take a

move action or an attack action during the surprise round. If no one or
everyone is surprised, a surprise round does not occur.
Unaware Combatants: Combatants who are unaware at the start of battle
do not get to act in the surprise round. Unaware combatants are still flat-
footed because they have not acted yet. Because of this, they lose any Dexter-
ity bonus to Armor Class.



include (but aren’t limited to) drawing a weapon, standing up from a prone posi-
tion, and picking up an item (see Table 5-2: Other Actions for more details).

As an example, Sam can normally move 30 feet and attack once in a round. If

he’s knocked down, he could: stand up from being prone and attack once; stand

up from prone and move 15 feet; or stand up from prone and pick up an item.

If you move no actual distance in a round (that is, you use your actions to

ACTIONS I‘N do something other than moving actual distance), you can take one 5-foot

step before, during, or after the action.

COM'BAT For example, if Sam has been knocked down, he can stand up from prone
] (a move action), move up to 5 feet (as a 5-foot step), and attack (as an attack
The fundamental actions of moving, action).
attacking, and casting spells cover most Attack Action: During a combat round, you can take an attack action
of what you want to do in a battle. and a move action in the same round. Making a single attack is an attack
They’re all described here. Other, more action; so is anything you might do instead of attacking that doesn’t
specialized options are touched on in Table involve movement. Examples include dismissing a spell, drawing a
5-2: Other Actions (page 68), explained weapon, and using the Heal skill to stabilize a dying character.
later in Special Initiative Actions (page 75), For instance, during a round Kristof could: move and attack, move
and clarified in Special Attacks and Damage and dismiss a spell, or move and use the Heal skill to help a dying
(page 75). friend. You can also perform as many free actions (see above) as the
GM allows.

. : » Full-Round Action: A full-round action consumes all your
THE COMBAT ROUND effort during a round. Examples include casting a I-round spell,
Each round represents about 6 seconds in the reloading a gun, and running up to quadruple your speed (likely
game world. In the real world, a round is an fleeing for your life). If you can attack more than once in a
opportunity for each character involved in a round, doing so is a full-round action.
combat to act. Anything a person could reason- The only movement you can take with a full-round action is
ably do in 6 seconds, your character can do in 1 a 5-foot step before, during, or after the action. Some full-
round. The most common combat actions that can round actions do not allow you to take a 5-foot step, includ-
be performed in 1 round—attacking, casting a spell, ing those that involve moving (such as running).

moving, charging, and others—are described in
detail on the following pages.

Each round begins with the character with the ATTACKING

highest initiative result and then proceeds, in initiative This section details the most common, straightforward
order, from there. Each round uses the same initiative attacks a character or creature might attempt in combat.
order. When a character’s turn comes up in the initiative More specialized attack actions are mentioned in Other
sequence, that character performs his action for that Actions, page 68, and explained in Special Attacks and
round. (For exceptions, see Special Initiative Actions, Damage, page 75.
page 75.)

For almost all purposes, there is no relevance to the end of
a round or the beginning of a round. The term “round” MAKING THE ATTACK
works like the word “month.” A month can mean either a cal- Each round, you can take one attack action. You can
endar month or a span of time from a day in one month to the ~ move and then make a single attack, or attack and
same day the next month. In the same way, a round can be a  then move. Attacking more than once in a round is
segment of game time starting with the first character to act and a full-round action.
ending with the last, but it usually means a span of time from 1 Melee Attacks: With a normal melee weapon,
round to the same initiative number (or “initiative count”) in the you can strike any enemy within 5 feet. Enemies
next round. Effects that last a certain number of rounds end just ~ within 5 feet are considered adjacent to you.
before the same initiative count that they began on. Some archaic weapons have “reach,” allowing

you to make an attack from farther away. (For
instance, a typical polearm has a reach of 10

AC“ON TYPES feet; so do the poisonous snakes wielded by

An action’s type essentially tells you how long it takes to perform the hands of Colubra.) You can use a reach
within the framework of a 6-second round. Call of Cthulhu has four weapon to strike opponents up to the limit
types of actions: free actions, move actions, attack actions, and full- of your reach, but you cannot strike foes
round actions. that are adjacent to you. Many creatures
During a round, you can attempt: have natural reach, such as monsters with
—a move action and an attack action; long, writhing tentacles.
—an attack action and a move action; Ranged Attacks: With a ranged
—tWO move actions; weapon, you can ShOOt or thrOVV at any
—or, a full-round action. target that is within the ranged
You can also perform free actions as the GM allows. weapon’s maximum range and in line
of sight. A target is in line of sight if
Free Action: Free actions consume a very small amount of time and no obstructions are }’theen you and
effort. Over the span of the round, their impact is so minor that they are the target. The maximum range for a

considered free. You can perform one or more free actions while taking
another action normally. However, the GM puts reasonable limits on what
you can do for free. For instance, calling out to your friends for help is a free
action. Shouting out several pages of text from the Necronomicon takes longer.
Move Action: Move actions either involve moving or take the place of move-
ment. As a move action, you can move up to your speed. Other move actions




thrown weapon is five range increments. For projectile weapons, it is ten range
increments. Some ranged weapons have shorter maximum ranges, as specified in
their descriptions.

Unarmed Attacks: Unarmed attacks are covered in Unarmed Attacks, page
82, and Subdual Damage, page 75.

Attack Rolls: An attack roll represents your attempts to strike your oppo-

nent. Your attack roll is 1d20 + your attack bonus with the weapon you’re Increased Critical Multiplier:
using. If the result is at least as high as the target’s Armor Class, you hit and Some weapons, such as the hatchet,
deal damage. deal better than double damage with
Automatic Misses and Hits: A natural 1 (the 1d20 shows 1) on the a critical hit. See the Equipment chap-
attack roll is always a miss. A natural 20 (the 1d20 shows 20) is always a ter for more details.
hit. A natural 20 is also a “threat”: a possible critical hit (see Critical Hits, Spells and Critical Hits: A spell that
below). requires an attack roll, such as spectral
Damage Rolls: If the attack result equals or exceeds the target’s razor, can score a critical hit. A spell
Armor Class, the attack is successful, and you deal damage. Roll the attack that requires no attack roll, such
appropriate damage for your weapon (see Chapter 6). Damage is as grasp of Cthulhu, cannot score a criti-
deducted from the target’s current hit points. If the opponent’s hit cal hit.
points drop to 0 or below, he is in bad shape (sce Injury and Death, Multiple Attacks: A character with more
page 68). than one attack per round must attempt a
Critical Hits: When you make an attack roll and get a natural full attack to get more than one attack. (See
20 (that is, the 1d20 shows 20), you hit regardless of your target’s the Full Attack section below.) A full attack is

Armor Class, and you have a full-round action.
scored a “threat.” The g : : ' Threatened: ~ Any
hit might be a critical character or opponent
hit (or “crit”). To find who is not flat-footed
out if it’s a critical ! “threatens” an area
hit, you immediately around himself up to
make a critical roll— % 5 feet in each direc-
another attack roll tion. If you’re using
with all the same miniatures on a map
modifiers as the with a square grid, each
attack roll you just square should represent
made. If the critical 5 feet—a character in a
roll also results in a given square threat-
hit against the tar- ens each adjacent
get’s Armor Class, square. A character
your original hit is a who enters a threat-
critical hit. (The crit- ened area has engaged
ical roll just needs to in melee combat.

hit to give you a Shooting or Throw-
crit. It doesn’t need  ? ing into a Melee: If
to show 20 again.) = you shoot or throw a
If the critical roll is ranged weapon at a tar-
a miss, then your hit F* get that is engaged in
is just a regular hit. melee with an ally, you

A critical hit means that you roll your suffer a —4 penalty on your attack roll because you have to aim
damage more than once, with all your usual carefully to avoid hitting your ally. Two characters are engaged
bonuses, and add the rolls together to get total in melee if they are enemies of each other and either one threat-
damage. Unless otherwise specified, the ens the other. An unconscious or otherwise immobilized charac-
threat range for a critical hit on an attack roll ter is not considered engaged unless he is actually being attacked.
is 20, and the multiplier is 2. (See Increased If your target (or the part of your target you're aiming at, if it’s
Threat Range and Increased Critical Multi- a big target) is more than 5 feet away from the nearest ally, you can
plier, below.) avoid this —4 penalty, even if the creature you're aiming at is engaged

Increased Threat Range: Sometimes in melee with an ally.
your threat range is greater than 20; you Fight Defensively: You can choose to fight defensively when attack-
can score a threat on a lower number. ing. If you do so, you take a —4 penalty on all attacks in a round to gain
Most knives, for instance, give you a a +2 dodge bonus to Armor Class for the same round. This bonus lasts
threat on a natural attack roll of 19 or until your next initiative count.

20. In such cases, a roll below 20 is not
an automatic hit. Any attack roll that
doesn’t result in a hit is not a threat. | FULL ATTACK
It you get more than one attack per action because your base atrack
bonus is high enough, because you fight with two weapons, or for some
special reason (such as a feat), you must attempt a full attack to get your
additional attacks. You do not need to specify the targets of your attacks
ahead of time. You can see how the earlier attacks turn out before assigning
the later ones.
A full attack is a full-round action. Because of this, the only movement you
can take during a full attack is a 5-foot step. You may take the step before,
after, or between your attacks.



TABLE 5-1- Movement during a Charge: You must move before

Two-Weapon Fighting Penalties your attack, not after. You must move at least 10 feet and
e inetances Primary Hand OffHand M3y move up to double your speed. All movement must
Normal penalties 6 _10 be in a straight line, with no backing up allowed. You must
Offhand weapon is light 4 3 stop as soon as you are within striking range of your
Ambidexterity feat 6 6 target. You can’t run past him and attack from another
Two-Weapon Fighting feat 4 -3 direction. If you have ranks in the Tumble skill, you can
Off-hand weapon is light and —4 -4 tumble while charging.

Ambidexterity feat Attacking durmg a Charge: After moving, you may
Off-hand weapon is light and i) 6 make a single melee attack. Since you can use the momen-
Two-Weapon Fighting feat tum of the Lharve in your favor, you geta +2 charge bonus
Hrbideteriy feat and 4 4 on the attack roll, Singe 3 charge is impossible without a
Two-Weapon Fighting feat bit of recklessness, you also suffer a -2 penalty to your
Off-hand weapon is light and -2 -2 Armor Class for 1 round.

Even if you have extra attacks, such as from having a
high enough base attack bonus or from using multlplc
weapons, you only get to make one attack durmU a charge.

Ambidexterity feat and
Two-Weapon Fighting feat

If you get multiple attacks based on your
base attack bonus, you must make the at- ‘
tacks in order from highest bonus to lowest. . : MOVEMENT
If you are using two weapons, you can strike Sometimes you just want to cover ground as quickly as possible or
with either weapon first. put as much distance as you can between yourself and an oppo-
Deciding between an Attack or a Full A= "ent. The move actions covered here are ones in which you
devote your efforts only to moving during a round. Other move

actions are covered in Other Actlons (scc the next page) and
Table 5-2: Other Actions.

tack: After your first attack, if you have not yet
taken a 5-foot step, you can decide to move in-
stead of making your remaining attacks. Essen-
tially, you can decide whether to make a full attack
depending on how the first attack turns out. MOVE
Attacking with Two Weapons: If you wield a
second weapon in your off hand, you can get one
extra attack per round with that weapon. Fighting in

this way is very hard, however. You suffer a -6

penalty with your regular attack (or attacks with your DOUBLE MOVE

primary hand) and a —10 penalty to the attack with
your off hand. You can reduce these stiff penalties in
three ways:

* If your off-hand weapon is light, the penalties are
reduced by 2 each. A light weapon is one that has a size
category smaller than yours. (An unarmed strike is
always considered light.)

* The Ambidexterity feat reduces the off-hand penalty by 4.

You can move your speed in a round as a move action. You
can then ecither take another move action or an attack action.

You can move up to double your speed in a round as two
move actions. It’s a2 “move and a move,” thus a double
move. For an investigator, this represents moving about
six miles per hour.
If you enter an area adjacent to your foe while
moving, you must halt your movement there.

¢ The Two-Weapon Fighting feat reduces both penaltxcs by 2. RUN
Table 5-1: Two- \Weapon I’*wh\tmU Penalties summarizes the You can run as a full-round action. (You do not get a
interaction of all these factors, 5-foot step.) When you run, you can move up to

four times your normal speed in a straight line.
Unlike heroes in the DUNGEONS & DRAGONS
game, a Call of Cthulhu investigator does not
lose his Dexterity bonus while running. Fleeing
1s a valuable tactic in this game.
You can run for a number of rounds equal
to your Constitution score, but after that,

CHARGE

Charging allows you to move up to twice your speed and
attack durmo the action. However, it carries tight restrictions on
how you can move. When you make a char«re, you move at least
10 feet and make a melee attack. Charging is a full-round action.

SPEEDING UP COMBAT rounds a short-duration magical effect has been active.

A couple of tricks make combat run faster. Each round, turn the die to the next number until the
Attack and Damage: Roll your attack die and damage die  effect ends.

(or dice) at the same time. If you miss, you can ignore the Concealment Rolls: If you know what your chance to

damage, but if you hit, your friends don’t have to wait for ~ miss is because of your target's concealment, you can roll

you to make a second roll for damage. it along with your attack roll. If the concealment roll indi-
Multiple Attacks: Use dice of different colors so you can  cates a miss, just ignore the attack roll.

make your attack rolls all at once instead of one at a time. Prep Initiative: Have your GM roll the characters’ and

Designate which attack is which color before you roll. creatures’ initiative checks ahead of time and prepare the

Roll Ahead of Time: Once you know who you are  order of battle. That way when a battle starts, you can skip
attacking and how, make your attack rolls before it is  the initiative checks and get right to the action.
your turn so you have the results ready when your turn Miniatures: Use miniatures, coins, or other markers to
comes around. Get your GM’s permission before you  show the relative positions of the combatants. It's a lot
roll ahead of time. Some GMs like to watch their players’  faster to place a miniature where you want your character
attack rolls. to be than explaining (and remembering) where your char-
Dice as Counters: Use dice to keep track of how many  acter is relative to everyone else.




TABLE 5-2;
Other Actions
No Action

Delay

Free Actions

Speak

Cease concentration on a spell
Drop an item

Drop to the floor

Draw a weapon (if you're moving
that round)

Move Actions

Move your speed

Climb (one-quarter your speed)
Sheathe or holster a weapon
Open a door

Pick up an item

Retrieve a stored item

Move a heavy object

Stand up from prone

Click on a flashlight

Draw a weapon (if you're not
moving that round)

Attack Actions

Make a single attack

Ready (triggers a move action or an
attack action)

Concentrate to maintain or redirect
a spell

Dismiss a spell

Bum'’s rush (as an attack)

Change form (for a shapeshifter)
Use touch spell on self

Escape a grapple

Feint (see Bluff, page 24)

Heal a dying friend

Light a candle with a match

Use a skill that takes 1 action
Strike a weapon (attack)

Strike an object (attack)

Total defense

Full-Round Actions

Climb (one-half your speed)
Use a skill that takes 1 round
Coup de grace

you must succeed at a Constitution check (DC 10) to con-

tinue running. You must check again each round in which
you continue to run, and the DC of this check increases by
1 for each check you have made. When you fail this check,
you must stop running. A character who has run to his
limit must rest for 1 minute (10 rounds) before running
again. During a rest period, the character can move no

faster than a normal move.

A run represents moving about twelve miles per hour

for an unencumbered human.

OTHER ACTIONS

For actions not covered below, the GM lets you
know how long such an action takes to perform.
The variant and special attacks mentioned here
are covered in Special Attacks and Damage,

page 75.

TOTAL DEFENSE

Bum'’s rush (as a charge)
Extinguish flames

Load a firearm

Use touch spell on up to six friends
Refocus (no move)

Escape from a net or similar trap
Withdraw from melee

Action Type Varies (Unarmed Attacks)
Disarmz;

Grapple:

Trip an opponent::

T If you have the Two-Weapon
Fighting feat, you can draw two
light or one-handed weapons in the
time it would normally take you to
draw one.

I These attack forms substitute for
a melee attack, not an action. As
melee attacks, they can be used once
as an attack action, once during a
charge, or one or more times in a
full attack.

USE FEAT

Certain feats, such as Rolling Shot, let you take spe-
cial actions in combat. Others are not actions them-
selves, but they give you a bonus when attempting

something you can already do, such as Power Attack.
The individual feat descriptions tell you what you need
to know about them.

INJURY AND DEATH

Your hit points measure how hard you are to kill. While
horrible alien creatures might have a number of special ways

to hurt, maim, or kill you, usually you just take damage and
lose hit points. The damage from each successful attack and
each fight accumulates, eventually dropping your hit point
total to 0 or below. Then you’re in trouble. Luckily, you also

have a number of ways to regain hit points. If you have a few
days to rest, you can recover lost hit points on your own. A few
rare spells exist that even restore lost hit points.

By choosing “total defense,” you can simply
defend yourself in a round. Choosing total

defense is an attack action. That round, you
don’t attack or perform any other activity
other than moving your speed, but you get
a +4 dodge bonus to your Armor Class for

1 round. Your Armor Class improves at

the start of this action.

LOSS OF HIT POINTS

The most common way your character can get hurt is by taking
damage and losing hit points, whether from the crushing tentacles
of a chthonian or a gunshot wound. You record your character’s hit
point total on your character sheet. As your character takes damage,
you subtract that damage from your hit points, leaving you with

your current hit points. Current hit points go down when you take

THREATENED AREAS SUMMARY

Any character or creature that isn't flat-footed threatens
an area around himself 5 feet in each direction. To
engage that character or creature in melee, you must
enter the area he threatens. If you enter an opponent’s
threatened area, you must stop moving—you are

engaged in melee combat.

Each round, you cannot move more than 5 feet
through an opponent’s threatened area. If you can take a
5-foot step (see Move Action, page 65), you can use it to

step out of that area. Otherwise, if you want to withdraw
from a threatened area, you can use a full-round action to
move directly away from your opponent up to twice your
speed. The Mobility feat allows you to ignore these
restrictions on movement.

If you wish to cast a spell from a threatened area,

this roll.

you must first succeed at a Concentration check (DC
20). The Combat Casting feat gives you a +4 bonus to




You can keep a dying character from losing any more hit points and make him
stable with a successful Heal check (DC 15).

If any sort of healing cures the dying character of even 1 point of damage, he
stops losing hit points and becomes stable.

Healing that raises the dying character’s hit points to 0 makes him conscious

and disabled. Healing that raises his hit points to 1 or more makes him fully

damage and go back up when you functional again, just as if he had never been reduced to 0 or below.
recover.

What Hit Points Represent: Hit
points represent two factors in the DEAD (10 HIY POINTS OR LOWER)
game world: the ability to take physi- When your character’s current hit points drop to —10 (or below), he’s
cal punishment and keep going, and dead. A character can also die from failing a massive damage saving throw
the ability to turn a serious blow into a (see below), taking ability damage, or suffering an ability drain that
less serious one (SUCh as turning a fatal reduces his Constitution to 0.

blow into a grazing blow or near-miss).
A 10th-level character who has taken 5 :
points of damage is not as badly hurt as a STABLE CHARACTERS AND RECOVERY
Ist-level character who has taken that much A stable character who has been tended by someone with appropriate
damage. This is partly because the more training eventually regains consciousness and recovers hit points nat-
experienced character is better at rolling with urally. If the character has no one to tend him, however, his life is still
punches, protecting vital areas, and dodging in danger, and he may slip away.
just enough that a blow that would be fatal Recovering with Help: An hour after a tended, dying charac-
on].y wounds him. It’s partly because he’s just ter becomes stable, roll a d10. On a roll of a 1, he becomes con-
plain tougher. ) scious, at which point he is disabled. (This is the same effect as
A 10th-level character who has taken 5 points if he had 0 hit points, but the character still has a negative
of damage may be about as physically hurt as a number of hit points.) If this 10% roll fails, he remains uncon-
Ist-level character who has taken 1 point of scious and has the same chance to revive and become disabled
damage. Details at this level, however, don’t affect every hour. Even if unconscious, he recovers hit points natu-

how the dice roll. When picturing a scene, just rally. He returns to normal when his hit points rise to 1 or
remember that 5 points of damage means different higher.

things to different people.

Damaging Helpless Defenders: Even if you have
lots of hit points, a bullet in the brain is a bullet in the
brain. When a character can’t avoid damage or deflect
blows somehow—that is, when he’s helpless—he’s in
trouble (see Helpless Defenders, page 73).

Effects of Hit Point Damage: Damage gives you scars
and gets blood on your clothes, but it doesn’t slow you
down until your current hit points reach 0 or lower.

At 0 hit points, you're disabled.

At from -1 to -9 hit points, you’re dying.

At-10 or lower, you’re dead.

For more details, keep reading.

Recovering without Help: A severely wounded charac-
ter left alone usually dies. He has a small chance, however,
of recovering on his own. Even if he seems as though he’s
pulling through, he can still succumb to his wounds hours
or days after taking damage.

A character who stabilizes on his own (by making a
10% roll while dying) but has no one to tend for him
still loses hit points, just at a slower rate. He has a 10%

chance each hour of becoming conscious. Each time

he misses his hourly roll to become conscious, he

loses 1 hit point. He does not recover hit points
through natural healing,

Even once he becomes conscious and is disabled,

an unaided character does not recover hit points

‘ naturally. Instead, each day he has a 10% chance
DI‘SABLED (O HIT POINTS) to start recovering hit points naturally (starting
When your current hit points drop to exactly 0, you're disabled. with that day); otherwise, he loses 1 hit point.
You're not unconscious, but you’re close to it. You can only take Once an unaided character starts recovering
one move action or attack action each round. If you perform any hit points naturally, he is no longer in danger of
strenuous activity, you take 1 point of damage after completing losing hit points (even if his current hit point
the act. Strenuous activities include running, attacking, casting a total is negative).

spell, or using any ability that requires physical exertion or mental

concentration. Unless your activity increased your hit points, you

are then at -1 hit points, and you’re dying. HEALING

~ Healing that raises you above 0 makes you fully functional again, After taking damage, you can recover hit

just as if you had never been reduced to 0 or below. points through natural healing over the
You can also become disabled when recovering from dying. In'tl’ns course of several days. In any case, you

case, you can have fewer than 0 hit points and still be disabled—it’s a can’t regain hit points beyond your hit

step up along the road to recovery (see Stable Characters and Recovery, point total.

below). You recover 1 hit point per character
level per day of rest. For example, a

~ 5th-level character recovers 5 hit

DYING (-1 7O -9 HIT POINTS) points per day of rest. You may

When your character’s current hit points drop to below 0 (but more

than -10), he’s dying. He immediately falls unconscious and can take no

actions. At the end of each round (starting with the round in which the

character dropped below 0), roll a d10 to see whether he stabilizes—this is

known as a “10% roll.” On a roll of a 1, he becomes stable. If he doesn’t,

he loses 1 hit point. If the character’s hit points drop to ~10 (or below), he’s

dead.




engage in light, nonstrenuous travel or activity, but any combat or spellcasting
prevents you from healing that day.

If you undergo “complete rest” (doing nothing for an entire day), you
recover one and one-half times your character level in hit points (round down).
A 5th-level character recovers 7 hit points per day of complete rest.

Higher-level characters recover lost hit points faster than lower-level char-
acters because they’re tougher, and also because a given number of lost hit
points represents a lighter wound for a higher-level character.

Healing Ability Damage: Temporary ability damage returns at the rate
of 1 point per day of rest (light activity, no combat or spellcasting) for each
damaged ability. “Complete rest” (as defined above) restores 2 points per
day for cach damaged ability. You can recover ability points and hit

threatens the area around himself, 5
feet in each direction. (If you're using
miniatures on a map with a square
grid, each square should represent 5
feet—a character in a given square
“threatens” each adjacent square.)

points in the same day.

DAMAGE
A threshold exists, called massive damage, at which a wound threat-
ens death no matter how many hit points a character has. If a char-
acter sustains 10 points of damage in a single attack, that character
must make a Fortitude saving throw (DC 15). Failure means that
the character dies immediately.

If you enter the threatened area of a
foe, you must stop immediately. You

Creatures have a massive damage threshold of 50 points. If that
damage is subdual damage, the saving throw determines whether it
1s immediately knocked unconscious for 2d6 minutes.

MOVEMENT
AND
POSITION

Few characters in a fight
are likely to stand still for
long. Smart characters
choose to run instead of
facing overwhelming odds.

TACTICAL
MOVEMENT

Where you can move and

how long it takes you to get there are key questions

in combat.

HOW FAR CAN YOUR CHARACTER

MOVE?

Generally, you can move your speed in a round
and still do something, such as firing a gun or
opening a door. If you do nothing but move,
you can move double your speed. If you flat-
out run, you can move quadruple your

cannot move more than 5 feet through a
threatened area in a round. To leave a
threatened area, you can withdraw as a full-

round action, moving up to double your
speed directly away from your opponent.
Alternatively, if you can take a 5-foot step,
you can use it to leave a threatened area.

PASSING THROUGH

Sometimes you can pass through an area occu-

“I could not, I decided, risk an emergence into
the corridor; where my footsteps would surely
be heard, and where the di/Zﬁculties of entering
the desired room would be insuperable. My
progress, if it was to be made at all, would have
to be through the less solidly built connectin
doors of the rooms; the locks and bolts ofwbici
I would have to force violently, using my
shoulder as a battering-ram whenever they
were set against me.”
—H.P. Lovecraft,
“The Shadow Over Innsmouth”

enemy. (See Tumble, page 37.)

pied by another character
or creature.

Friendly Creature: You
can move through an area
occupied by a friendly
character.

Unfriendly Creature
Not an Obstacle: You can
also move through an area
occupied by an unfriendly
character who doesn’t
present an obstacle, such
as one who is dead, uncon-
scious, bound, stunned, or
just cowering.

Tumbling: A trained
character can attempt to

tumble through a threatened area or an area occupied by an

Very Small Creature: A Fine, Diminutive, or Tiny creature
can move into or through an occupied area.

Area Occupied by Creature Three Sizes Larger or Smaller:

Any creature can move through an area occupied by a creature

step over a dog.

speed (as long as you move more or less in
a straight line). If you do something that
requires a full round, such as attacking

more than once, you can only take a
5-foot step. Some specific actions don’t
allow you to move at all. See Action
Types (page 65) and Table 5-2: Other
Actions to see how far you can move

with each action.

between you.

Threatened Areas: Any character or
opponent who is not flat-footed

three size categories larger than it is. A dog (Small), for example,
can run between the legs of an elephant (Huge).

A big creature can move through an area occupied by a creature

three size categories smaller than it is. An elephant, for example, can

FLANKING

If you are making a melee attack against a creature, and an ally directly
opposite you is threatening the creature, you and your ally flank the
creature. You both gain a +2 flanking bonus on your attack rolls. The ally
must be on the other side of the defender, so that the defender is directly

GANGING UP

Typically, up to cight opponents can gang up on a single target the same size,
provided they have room to maneuver freely. (If you’re using miniatures on a
square grid, a character in a given square can be threatened by opponents in the
eight adjacent squares.) If the defender can fight side by side with allies, back
into a corner, fight through a doorway, or otherwise protect himself, attackers
can’t gang up to this extent.




In Call of Cthulbu, the specific direction a character or creatures faces does not
matter. Even on a grid, a creature’s facing is abstract, not “front, back, left, and
right,” because combatants are constantly moving and turning in battle. Unless
a creature is immobile, it practically doesn’t have a front side or a left side—at
least not one you can locate on the tabletop.
Natural Reach: Natural reach is how far the creature can reach when it
Picture the eight attackers as evenly fights. Unlike a reach weapon, a creature with greater than normal natural
spaced out surrounding the defender. reach (more than 5 feet) can still strike at creatures adjacent to it. However,
The defender can reduce the opportu- the creature still only threatens an area within 5 feet of where it’s standing.
nity for attackers to gang up based on The creature can reach targets out to the length of its reach, it merely does
how much of the area around himself he not threaten all those areas.
can block off. Backed against a wall, a The “Tentacle Rule”: Once each round, a creature with natural reach
creature only allows five attackers to get at can make a free attack on any opponent moving more than 5 feet through
him. If he’s backed into a corner, only three an area extending up to the limit of its natural reach. An opponent can
attackers can get at him at a time. If the avoid all these free attacks with Mobility, or avoid 1 round of these free
defender is standing in a doorway, the crea- attacks by making a Tumble check (DC 25).
ture in front of him can attack normally, and As a variant rule, a creature with natural reach can also “lie in wait”
one attacker on either side can attack as well, as a full-round action. It can then use its natural reach as described
but the defender benefits from one-half cover above, but it can peform this tactic a number of times equal to its
(see Cover, page 72). If the defender is fighting Dexterity modifier that round.
in a 5-foot-wide hallway, only one attacker can Big Creatures: Big creatures (long, Large creatures plus Huge,
get at him (unless attackers are coming at him Gargantuan, and Colossal creatures) take up more space on the
from both ends of the hallway). battlefield than a Medium-size human does; their face is therefore
The above rules are for Medium-size and larger. More combatants can attack them because more combat-
Small creatures fighting with weapons or attacks ants can crowd around them. As a rule of thumb, assume that
that don’t have reach. Larger creatures present one Small or Medium-size combatant can get to each 5-foot
room for more attackers to get at them (see length of the creature, and four more combatants can fit into
below). Creatures with reach attacks can get at the “corners” where one side meets another. (This rule is why
defenders more easily, though they cannot use you can get eight people around a Medium-size creature at
reach attacks against adjacent defenders (that is, once. One fits on each 5-foot face, and one fits on each
defenders within 5 feet of them). corner.)
Very Small Creatures: Very small creatures (Fine,
Diminutive, and Tiny) have no effective natural reach.

BIG AND LITTLE CREATURES They have to enter or be in your area to attack you. You

IN COMBAT can attack into your own area if you need to, so you can
Creatures smaller than Small or bigger than Medium- attack them normally. Since they have no natural reach,
size have special rules relating to position. These rules they do not threaten the area around them. You can
concern the creatures’ “faces,” or sides, and their reach. move past them without a problem.

Face: Face is how wide a target a creature presents in Bigger Creatures Attacking Smaller Creatures:
combat. This width determines how many creatures can Creatures of different size categories can attack a
fight side by side in a 10-foot-wide corridor, and how many dcfendgr in different numl?ers..For ulstapce, 4 lloigor
opponents can attack a creature at the same time. (When occupies a space 10 feet wide; its face L fgct. Only
using miniatures on a square grid, face is essentially the four lloigor could surround a Medium-size crea-
border between the square or rectangular space that a creature 1€ because each lloigor would take up a side or
occupies and the space next to it.) face as well as a corner.

TABLE 5-3; COMBAT

Creature Size and Scale

Creature Example Natural MIOD]‘FIERS/

Size Creature Reach Face* o
Fine Insect from Shaggai 0 1/2 ftx1/2 ft. Sometimes you just have to 80
Diminutive Toad 0 1 fixd f. toe-to-toe in a fight, but you can
Tiny Cat 0 21/2 ftx21/2 fi. usually gain some advantage by
Small Dog 5 fi. 5 f.55 . seeking a better position, either
Medium-size Hurnan 5 5 fixcs ft. offensively or defensively. This
Large (tall)** Elder Thing 10 ft. 5 ft.x5 ft. section covers the rules for when
Large (long)** HiEres 5 . 5 570 fi. you can line up a particularly good
Huge (tall)* Lloigor 15 ft. 10 ft.¢10 . attack or are forced to make a dis-
Huge (long)** Hunting Horror 10 ft. 10 ft.x20 ft. advantageous one.

Leng Spider 10 ft. 15 ft.x15 ft.
Gargantuan (tall)**  Cthugha 20 ft. 20 ft.x20 ft.
Gargantuan (long)** Shudde M’ell 10 ft.§ 20 ft.x40 ft.

Shoggoth B 30 ft.x30 ft.
Colossal (tall)** Cthulhu 25 ft. 40 ft.x40 ft.
Colossal (long)** Mordiggian 15 ft. 40 ft.x80 ft.

*Listed width by length.

**Tall creatures are upright. Long creatures are primarily horizontal. Big, long
creatures may be in any of several shapes. See the Creatures chapter for details.
‘TBite attack.




- TABLE 5-4:
Attack Roll Modifiers

Circumstance Melee Ranged
Attacker flanking defender* +2 —
Attacker on higher ground +1 +0

—k
ﬁgzzt:: Eﬂr\?i:?ble :;I 21 has onq—l]alf cover (+4 Armor
Defender sitting or kneeling +2 See Cover Class). If you hit tlTe i b
Defender bronie +4 Soe Coer viding cover, it takes no damage be-
Defender cowering of stunned 27 2% cause you strike it ineffectually. (See
Detenider climbing 27 ¥2f Striking the Cover Instead of a
Defender surprised or flat-footed +07 +07 Missed Target for more detals.)
Defender running +07 =27 Degree of Cover: Cover is as-
Defender grappling (attacker not) +07 +O7 scf”Cd 1 Su})JCthVC ”?C'-‘“%“mlfﬂté
Defender pinned 47 47 of how much protection it offers
AT il T T you. Your GM determines the value
Defender concealed or invisible —— See Concealment — Of' C(])ver. Fhlsl me?sui‘e 1.s notl i ?’tru‘:t
Defender helpless (such as when paralyzed,  See Helpless Defenders A R e
sleeping, or bound) you gain more value from covering

the parts of your body that are more

*You flank a defender when you have an ally on the opposite side of the T A e

defender threatening him.

**Some primitive weapons, such as bows, can’t be used while the attacker is {m{f.of]you; body' llsl corered (lsuch as:
prone, but you can use a firearm while prone. P aing oo o )t ]I?t i )f.:fj”wes
1The defender loses any Dexterity bonus to Armor Class. ylou Ofle-q?rter clov(cir. i il dc A
TTRoll randomly to see which grappling combatant you strike. That defender t ]le e )l l)ol yll.s tioverc e
loses any Dexterity bonus to Armor Class. WHIER YORIE (PR VEDIGE B COTich,

you get one-half cover.
Table 5-5: Cover gives examples of various situ-
8 P

FAVORABLE AND UNFAVORABLE ations that usually produce certain degrees of cover.
CONDITIONS These examples might not hold true in exceptional

D e he situati . circumstances. For example, a 6-foot wall might pro-
o) o . ” , v o eS = % A
cpending on the situation, you may gaimn bONUSES Or  yije 5 12_foot gug one-half cover in a melee against
suffer penalties on your attack roll. Your GM judges what

humans, who have a hard time striking a gug’s upper
o) : g : Lallg 4 gUg s upp
bonuses and penalties apply, using Table 5-4: Attack Roll body inmelee, but the same wall might grant & gug no
Modifiers as a guide.

cover in melee against a subterranean chthonian.
Cover Armor Class Bonus: Table 5-5: Cover gives
COVER the Armor Class bonuses for different degrees of cover.
Add the relevant number to your Armor Class. Different
cover bonuses to AC do not stack; if more than one con-
dition from Table 5-5 applies, use the largest cover bonus.
For example, kneeling gives you a +2 cover bonus to your
Armor Class against ranged weapons. Kneeling behind a low
wall could change your cover from one-quarter (+2) to three-
quarters (+7). You would not get the +2 bonus for kneeling on

top of the +7 cover bonus.

Cover Reflex Save Bonus: Table 5-5: Cover lists the bonus-
es to Reflex save for different degrees of cover. Add this bonus
on Reflex saves against attacks that affect an area, such as the goo
spewed by a dhole. If you have nine-tenths cover, and a Reflex
save would normally reduce damage by half, the damage is negat-
ed instead. These bonuses, however, only apply to attacks that

One of the best defenses available is cover. By taking
cover behind a tree, a wall, the side of a car, or the
edge of a sarcophogus, you can protect yourself
from attacks, especially ranged attacks.
Cover provides a bonus to your Armor Class.
The more cover you have, the bigger the bonus.
Cover and Reach Attacks: If you're using a
reach weapon (or, more likely, if a creature with
natural reach is attacking you), a character stand-
ing between you and your target provides cover
to your target. Generally, if both of the other
creatures are the same size, the one in the back

TABLE 5-5: originate or spread out from a point on the other side of the cover.
Cover Striking the Cover Instead of a Missed
Degree of Bonus Bonusto  1arget: If it ever becomes important to
Co i Example AT | Reflex Savek know whether the cover was actually
One-quarter A human standing behind 2 ) struck by an incoming attack that misses

the intended target, the GM should deter-
mine if the attack roll would have hit the
protected target without cover. If the attack
roll falls within a range low enough to miss
the target with cover, but high enough to
strike the target if there had been no cover,
the object used for cover was struck. This
can be particularly important to know in

a 3-ft. high wall; a character
who is targeted by a ranged
attack while sitting or kneeling
One-half Fighting from around a corner ~ +4 +2
or a tree; behind a creature
of same size; a character who
is targeted by a ranged attack

while prone
e bR R 7 3 cases where a character uses another crea-
9 or a trege ture as cover. In such a case, if the cover is
Nine-tenths Standing behind a door +10 4 struck and the attack roll exceeds the

Armor Class of the covering creature, the
covering creature takes the damage intend-
ed for the target.

that's slightly ajar
Total On the other side of a solid wall — —
*Half damage if save is failed; no damage if successful.



make two rolls, or you can just make both rolls at the same time.
When multiple concealment conditions apply to a defender—behind dense
foliage in near total darkness, for example—use the one that would produce the
highest miss chance. Do not add the miss chances together.

If the covering creature has a HELPLESS DEFENDERS

Dexterity bonus to Armor Class or A helpless foe—one who is bound, sleeping, paralyzed, unconscious, coma-
a dodge bonus, and this bonus keeps tose, or otherwise at your mercy—is an easy target.

the covering creature from being hit, Normal Attack: A melee attack against a helpless character gets a +4 cir-
then the original target is hit instead. cumstance bonus on the attack roll. A ranged attack does not get this
The covering creature has dodged out bonus. A helpless defender can’t use his Dexterity bonus to Armor Class.
of the way and didn’t provide cover In fact, his Dexterity score is treated as if it were 0, and his Dexterity
after all. A covering creature can choose modifier to Armor Class as if it were -5. >
not to apply his Dexterity bonus or his Coup de Grace: As a full-round action, you can use a melee weapon
dodge bonus to Armor Class, if his intent to deliver a coup de grace to a helpless foe. You can use a firearm in-
is to try to take the damage in order to stcad pmwdcd you’re within 5 feet of the target. You automatically hit
keep the covered character from being hit. , and score a critical hit.

If the defender sur-
vives the damage,
CONCEALMENT he miust still make
Besides cover, another ¥ 4 ¥ a Fortitude save
way to avoid attacks is by " & : | (DC 10 + damage
making it hard for oppo- dealt) or die.
nents to know where you You can’t deliv-
are. Concealment in- er a coup de grace
cludes all circumstances against a creature
where nothing physical- “: that 1s immune to
ly blocks a blow or shot, critical hits, such as a
but where something in- shoggoth.
terferes with an attack-
er’s accuracy.
Concealment: Con-
cealment 1s subjectively
measured as to how well
concealed the defender is.
Examples of what might
qualify as concealment of
various degrees are given
on Table 5-6: Conceal-
ment. Concealment al-
ways depends on the
point of view of the at-
tacker. Total darkness, for
example, is meaningless to
a creature with darkvision.
Moderate darkness doesn’t
hamper a creature with low-

MAGIC
The ways of spells
and magic are for
the very brave or
the very foolish,
partuularly in
combat situations.
These are the most
common actions
involving the use
of magic.

CASTING A SPELL
Casting a spell with
a casting time of 1

light vision, and near total i ,"’ s action is an attack action
darkness is only one-half con- - (regardless of whether the spell is actually an
cealment for such a creature (see the Creatures chapter for more detail). attack). You can move and then cast the spell,
Concealment Miss Chance: Concealment gives the subject of a or cast the spell and then move.
successful attack a chance that the attacker missed because of the con- Casting a spell with a casting time of 1 full
cealment. If the attacker hits, the defender must make a miss chance round is a full-round action. You can take a
roll to avoid being struck. 5-foot step before, during, or after casting
Practically, it doesn’t matter who makes the roll or whether it’s rolled such a spell, but cannot otherwise move.
before or after the attack roll. To save time, you can first make the roll You cannot cast a spell from a threat-
that’s most likely to result in a miss, so that you’re less likely to have to ened area—within 5 feet of a foe—unless

you “cast on the defensive” (see below).

TABLE 5-6: The Magic chapter has more details on

Concealment casting spells, their effects, saving
Concealment Example Miss Chance e e o Doeiestey s
One-quarter Light fog; moderate darkness; 10% ;\ - Class whil L -
light foliage to Armor Class while casting.
One-half Dense fog at 5 ft. 20%
Three-quarters Dense foliage 30%
Nine-tenths Near total darkness 40%
Total Defender invisible; attacker blind; 50%
total darkness; and must guess

dense fog at 10 ft. target’s location




Spell Components: To cast a spell with a verbal (V) component, you must speak
in a firm voice. If you’re gagged, you can’t cast such a spell. A spellcaster who has
been deafened has a 20% chance to spoil any spell he tries to cast if that spell has a
verbal component.

To cast a spell with a somatic (S) component, you must gesture freely with
at least one hand. You can’t cast a spell of this type while bound, grappled, or
with both your hands full or occupied (such as while swimming or clinging Touch Spells in Combat: A few
to the side of a cliff). spells have a range of Touch. To use

To cast a spell with a material (M) or focus (F) component, you have to these spells, you cast the spell and then
have the proper materials, as described by the spell. Unless these materials touch the subject, either in the same
are elaborate, preparing these materials is a free action. round or any time later. With the same

Concentration: You must concentrate to cast a spell. If you can’t action you use to cast the spell, you may
concentrate, such as when hundreds of malignant insects are biting off also touch (or attempt to touch) the
little pieces of your skin, you can’t cast a spell. If you start casting a target. You may take your move before
spell, but something interferes with your concentration, such as a casting the spell, after touching the target,
Hound of Tindalos leaping out of a wall and seizing you in its teeth, or between casting the spell and touching
you must make a Concentration check or lose the spell. The check’s the target. You can automatically touch one
DC depends on what is threatening your concentration (see the friend or use the spell on yourself, but to
Concentration skill, page 26). If you fail, the spell fizzles with no touch an opponent, you must succeed at an
effect. attack.

Concentrating to Maintain a Spell: Some spells require contin- Holding the Charge: 1f you don’t discharge
ued concentration to keep them going, Concentrating to maintain the spell on the round you cast the spell, you
a spell is an attack action; you cannot attack while concentrating can hold the charge indefinitely. You can con-
on a spell (unless the spell requires a touch attack to discharge; tinue to make touch attacks round after round.
see below). Anything that could break your concentration when You can touch one friend as an attack action or
casting a spell can keep you from concentrating to maintain a up to six friends as a full-round action. If you
spell. If your concentration breaks, the spell ends. touch anything or anyone while holding a charge,

Casting Time: Many spells have a casting time of 1 action. even unintentionally, the spell discharges. If you
You can cast one of these spells as an attack action; you cast another spell, the touch spell dissipates. Alter-
cannot attack while casting one of them (unless the spell re- natively, you may make a normal unarmed attack
quires a touch attack; see below). A spell cast in this manner while holding a charge. If the attack hits, the spell dis-
takes effect immediately. charges.

A few spells have a casting time of 1 full round or even Touch Attacks: If the first attempt to touch your
longer. A spell that takes 1 full round to cast is a full- target fails, you can try again later (as long as you’re
round action. It comes into effect just before the begin- holding the charge). Since you need only touch your
ning of your turn in the round after you began casting enemy, you can make a touch attack instead of a regular
the spell. You can then act normally after the spell has attack; either way, this takes an attack action.
been completed. A spell that takes I minute to cast Touch attacks come in two types: melee touch attacks
comes into effect just before your turn 1 minute later (for touches made with, say, your hand) and ranged touch
(and for each of those 10 rounds, you are casting a attacks. You can score critical hits with either type of
spell as a full-round action). attack. Your opponent’s Armor Class against a touch attack

When you begin a spell that takes a full round or does not include any armor bonus, shield bonus (if any), or
longer to cast, you must continue to concentrate natural armor bonus. His size modifier, Dexterity modifier,
from 1 round to just before your turn in the next and deflection bonus (if any) all apply normally.
round (at least). If you lose concentration after
starting the spell and before it is complete, you

lose the spell. If you are attacked, you lose your i . LG USE SPECIAL ABILITY
concentration unless you were “casting on the Using a special ability is usually an action, but whether it is an
defensive.” attack action, a full-round action, or not an action at all is defined
Casting on the Defensive: You may at- by the ab_ility. (S.e_e 'Special Abilities, page 129.) _ _

tempt to cast a spell while “on the defensive.” Spel}-lee Abxlltxf:s: Us;r}g. a spell—hke.abﬂlty works like casting
This means that you're casting the spell a sPe]I in that spell-like abilities can be dl_sx_‘upte.d. If your concen-
while paying attention to threats and avoid- tration is broken, the attempt to use the ability fails, but the attempt
ing blows in an area threatened by enemies. counts as 1f you had used the ability. (For examplc, It counts against
This requires a Concentration check (DC your d;nly limit, 1f you have one.) The casting time of a spﬁl]—hke ab'll—
20) to pull off. If you succeed, you can ity is | action, making its use an attack action unless the ability descrip-
cast a spell from a threatened area or tion notes otherwise. |

complete casting a spell despite taking Using a Spell-Like Ability on the Defensive: You may attempt to use a
damage. Failure means that you lose the spell-like ability on the defensive, just as with a spell. If the Concentra-
spell. While casting on the defensive, tion check (DC 20) fails, you can’t use the ability, but the attempt counts
you must make this check each time as if you had used the ability. (For example, it counts against your daily
you take damage. limit, if you have one.)

Supernatural Abilities: Using a supernatural ability is usually an attack
action (unless defined otherwise by the ability description). Its use cannot be
disrupted and does not require concentration.
Extraordinary Abilities: Using an extraordinary ability is usually not an
action because most extraordinary abilities automatically happen in a reactive
fashion. Those extraordinary abilities that are actions are usually attack actions
that cannot be disrupted and do not require concentration.



How Readying Works: Claire and her friends are menaced by deep ones. On
initiative count 14, Claire specifies that she is going to shoot the first deep one
that comes within 25 feet. On 10, Sam moves next to Claire and readies an attack
with a sledgehammer so that he can strike any foe that comes into the area he
threatens. On 7, the deep ones charge. As soon as the lead deep one is within
25 feet of Claire, she shoots at it, but she misses. Sam swings at the first deep

MAL one to reach him, and drops it with a critical hit. Other deep ones, however,

, can reach him and attack him. From this point on, Claire and Sam act on ini-
INmATlVE mm‘s tiative count 7 (and before the deep ones).
: Readying an Action: You can only ready one move action or attack
Usually you act as soon as you can in action in a round. To do so, specify the action you will take and the con-
combat, but sometimes you want to act ditions under which you will take it. Then, any time before your next
later, at a better time, or in response to action, you may take the readied action in response to those conditions.
the actions of someone else. The readied action occurs before the action that triggers it. For the rest
of the fight, your initiative number is the count on which you took the
readied action, and you act immediately ahead of the character whose
DELAY action triggered your readied action.
By choosing to delay, you take no action Initiative Consequences of Readying: Your initiative result be-
and then act normally at whatever initiative comes the count on which you took the readied action. If you come
count you decide to act. When you delay, to your next action and have not yet performed your readied action,
you voluntarily reduce your own initiative you don’t get to take that action (though you can ready the same
result for the rest of the combat. When your action again). If you take your readied action in the next round,
new, lower initiative count comes up later in before your regular turn comes up, your initiative rises to that
the same round, you can act normally. You can new point in the order of battle, and you do not get your regular
specify this new initiative result or just wait action that round.
until some time later in the round and act then,
thus fixing your new initiative count at that

point. REFOCUS

Delaying is useful if you need to see what your Refocusing is a full-round action during which you cannot
friends or enemies are doing before you decide what move. A character can choose to do nothing for an entire
to do. You cannot, however, interrupt anyone’s round and refocus his thoughts as he gets his bearings and
action with a delayed action (as you can with a read- appraises the situation. The effect is that on the following
ied action). The price you pay is lost initiative. You rounds of the combat, the character moves up in the initia-
never get back the time you spent waiting to see what’s tive count and is positioned as though he had rolled a 20
going to happen. on his initiative check. Other modifiers (such as for Dex-

Delaying Limits: A character can only voluntarily terity and for the Improved Initiative feat) also apply to
lower her initiative to =10 minus her initiative bonus. this total when determining the initiative check result.

(For instance, a character with a +4 initiative bonus
cannot delay later than —14.) When the initiative count

B o i i SPECIAL ATTACKS
Multiple Characters Delaying: If multiple characters are AND DAM‘AGE

delaying, the one with the highest initiative bonus (or highest

Dexterity, in case of a tie) has the advantage. If two or more This section covers subdual damage, unarmed

delaying characters both want to act on the same initiative attacks, grappling, explosives, thrown weapons

count, the one with the highest bonus gets to go first. If two or that splash (such as acid), attacking objects (such

more characters are trying to delay, the one with the highest ini- as trying to destroy a mi-go’s alien device or

tiative bonus gets to go last. hacking apart a wooden chest), and an assort-
For instance, Marie and a mysterious stranger run across each ment of other special attacks.

other in a back alley. Marie’s initiative count is 17, higher than the
stranger’s. She doesn’t want to commit to attacking, fleeing, or

talking, so she delays, intending to act after the stranger acts. The SUBDUAL DAMAGE

stranger’s initiative count is 12. He stares at her, motionless, and Sometimes you get roughed up or weak-
delays as well. The initiative count drops down, and neither charac- ened, such as when you’re pummeled
ter acts. (If there were other characters in the encounter, they would repeatedly in a fistfight or exhausted after
act on their initiative counts.) fleeing from Tcho-Tchos through a Cam-
Finally, the count reaches —14, Marie’s limit (thanks to her +4 initia- bodian jungle. This sort of stress won’t
tive bonus), and the stranger still hasn’t acted. Marie has to choose, and kill you, but it can knock you out or
the stranger (who apparently has a higher initiative bonus) will get to make you faint.
respond. Marie decides to forfeit her action. Nonlethal damage is subdual damage.
“What do you want?” asks Marie, hoping for the best. The patient If you take enough subdual damage,
stranger whispers, “Your skin,” draws a straight razor, and slashes at Marie. you fall unconscious, but you don’t
Combat ensues, but Marie cannot act until her new initiative count next die. Subdual damage goes away much
round. faster than standard damage does.

Readying lets you prepare to take an action later, after your turn is over, but
before your next one has begun. Readying is an attack action, so you can move
as well.




How Subdual Damage Works: While walking through a parking lot, Sam is
jumped by two thugs breaking into his car. They exchange blows, and Sam takes
4 points of subdual damage. He has 11 hit points, so 4 points of subdual damage
doesn’t bother him. He lands a lucky blow for 6 points of subdual damage,
enough to stagger one of the thugs, since he only has 6 hit points. His next
blow knocks the man unconscious (since the thug’s subdual damage exceeds

his current hit points). Then Sam takes another 5 points of subdual damage, ATTACK AN OBJECY

Pu\t;VIIHg hS‘S totaI‘ at 9. | d brawler. hief pull witchblad Sometimes you need to attack or break
hen Sam turns on the second brawler, the car thief pulls outa switchblade object, such as when you want to

apd stgbs Sam for 5 points of r’xormal (not subdual) Qam_age. That dr.ops Sam’s smash a loathsome statue, strike a foe’s
hit points to 6. Now that Sam’s subdual damage (9) is higher than his current weapon, or break open a door.
hit points (6), he’s knocked out. He still has 6 hit points. He’s not dying, but
he’s unconscious. The thug with the switchblade takes off before the cops
arrive. STRIKING AN OBJECT
Dealing Subdual Damage: Certain attacks deal subdual damage, Objects are easier to hit than creatures
such as a normal human’s unarmed strikes (including punches and because they usually don’t move, but many
kicks). Other stresses, such as heat or exhaustion, also deal subdual are tough enough to shrug off some damage
damage. When you take subdual damage, keep a running total of from each blow.
how much you have accumulated. Do not deduct the subdual How Striking an Object Works: While
damage number from your current hit points. It is not real damage. skulking through the attic of a Viennese auc-
Instead, when your subdual damage equals your current hit points, tion house, Marie finds an old sea chest. She
you’re staggered. When it exceeds your current hit points, you fall can’t pick the lock, so Sam volunteers to open
unconscious. It doesn’t matter whether the subdual damage it “his way.” Before Marie can stop him, he
exceeds your current hit points because the subdual damage has chops at it with a wood axe he just found, deal-
gone up or because your current hit points have gone down. ing 10 points of damage. The chest, made of
Subdual Damage with a Weapon that Deals Normal Damage: wood, has a hardness of 5, so the chest only takes
You can use a melee weapon that deals normal damage to deal 5 points of damage. The wood is 1 inch thick, so it
subdual damage instead, but you suffer a —4 penalty on your originally had 10 hit points. Now it has 5.
attack roll because you have to use the flat of the blade, strike The GM makes Listen checks for the security
in nonvital areas, or check your swing. You cannot use a guards downstairs—time is of the essence. Sam has
ranged weapon to deal subdual damage. gouged the wood, but not yet broken the chest open.
Normal Damage with a Weapon that Deals Subdual With his second blow, he deals 4 points of damage.
Damage: You can use a weapon that deals subdual That’s lower than the chest’s hardness, so the chest takes
damage, including an unarmed strike, to deal normal no damage—a glancing blow. His third blow, however,
damage instead. However, you suffer a —4 penalty on deals 12 points of damage (which means the chest takes
your attack roll because you have to strike in the most 7). The chest breaks open, revealing a stolen statuette!
vulnerable areas to cause normal damage. Unbeknownst to the investigators, however, the guards
Staggered and Unconscious: When your subdual have been running up the stairs for 2 rounds.
damage exactly equals your current hit points, you’re Armor Class: Objects are harder or easier to hit depend-
staggered. You’re so badly weakened that you can ing on several factors.
only take one move action or attack action each Inanimate, Immobile Objects: An inanimate, immobile
round. You cease being staggered when your hit object has a Armor Class of 10 + its Dexterity modifier (-5
points exceed your subdual damage again. for no Dexterity) + its size modifier. Immobile objects, such
When your subdual damage exceeds your cur- as a chandelier hanging from a ceiling, are easy to hit. With a
rent hit points, you fall unconscious. While melee weapon, you get a +4 bonus on your attack roll. If you
unconscious, you are helpless (see Helpless take a full-round action to line up a shot, you get an automatic
Defenders, page 73). hit with a melee weapon or a +5 attack bonus with a ranged
Each full minute that you’re unconscious, weapon. Objects, however, are immune to critical hits.
you have a 10% chance to wake up and be Held, Carried, or Worn Objects: Objects that are held, carried,
staggered until your hit points exceed your or worn by a creature are harder to hit. The object uses the crea-
subdual damage again. Nothing bad happens ture’s Dexterity modifier (not its own -5) and any deflection bonus
to you if you miss this roll. to Armor Class the creature or character may have. You don’t get
Healing Subdual Damage: You heal sub- any special bonus for attacking the object. If it’s in the creature’s hand
dual damage at the rate of 1 hit point per (or tentacle, or whatever), it gets a +5 bonus to Armor Class because
hour per character level. For example, a the creature can move it quickly out of harm’s way. If you want to
7th-level character heals 7 POimS of sub- dcstroy a creature’s weapon, see Striking a \Wcapon on page 77. 1f you
dual damage each hour until all the sub- want to knock it out of his hand, use the Disarm rules on page 78.
dual damage is gone. Damage to Objects: The amount of damage an object can withstand
If a spell or a magical power cures hit depends on what it’s made out of and how big it is. Weapon damage is
point damage, it also removes an equal
amount of subdual damage, if any. JABLE 5-7:
Size and Armor Class of Objects

Size Armor Class Size Armor Class
(Example) Modifier (Example) Modifier
Colossal -8 Medium-size (barrel) +0
(broad side of a barn) Small (chair) +1
Gargantuan -4 Tiny (tome) o
(narrow side of a barn) Diminutive (bottle) +4
Huge (wagon) -2 Fine (gem) +8

Large (big door) -1




Viulnerability to Certain Attacks: The GM may rule that certain attacks are espe-

cially successtul against particular objects. For example, it’s easy to light a curtain
on fire or rip up a letter.

Hardness: Each object has hardness—a number that represents how well

it resists damage. Whenever an object takes damage, subtract its hardness

from the damage. Only damage in excess of its hardness is deducted from

5-8- the object’s hit points (see Table 5-8: Substance Hardness and
TABLE - Hit Points; Tablpe 5-11: Object Hardness and Hit Points; and
Ssutl)astance Ea;dnesqunE .H|t Points Table 5-9: ,\Weapon Hardness and Hit Points). ’
Pu stance - gess 5 it ::m;sh. K Hit Points: An object’s hit point total depends on what it is
Raper 0 2/!nch of thfckness made of and how big it is (see one of the three tables in the last sec-
G?Pe : 1/{”Ch °f th!ckness tion). When an object’s hit points reach 0, it’s ruined.

- e Cka Very large objects have separate hit point totals for different sec-
Hard Rubber 2 1/inch of thickness : paes .
Plasti 1 2inch of thick tions. For example, you can smash through a car door without de-
Ic:St'c 0 3;:2;‘ gf :h:gk?\:z stroying the entire vehicle.

. : Saving Throws: Nonmagical, unattended items never make
¥§°d| 2 :llg/!nc: o?t:!ctness saving throws. They are considered to have failed their saving
SI S asa g ]Slfnch ofth!ckness throws. An item attended by a character (being grasped, touched,
Irt::e 10 30;;:;1 gfﬁh:sk:::: or worn) receives a saving throw just as if the character herself

were making the saving throw.
Artifacts (and other magic items) always
TABLE 5-9: get saving throws. An artifact’s Fortitude,
Weapon Hardness and Hit Points Reflex,l anfd l\WllIl salvefbonu‘ses are equ?l to (2
Weanan R HP + one-half the level of the creature or charac-
p P
Tiny blade Dagger 10 1 ter who made it). An attended artifact makes
Medium-size blade Saber 10 5 2 saving t‘hrgw, using cithcr ic lo‘lener,s &
Small hafted weapon Hisndaie 5 2 its own saving throw bonus, whichever is
Medium-size hafted weapon Shovel 5 5 better.
Handgun 38 10 5
Rifle/shotgun .30-06 10 8 STRIKING A WEAPON
. You can use a melee attack with a slashing or
TABLE 5-10: bludgeoning weapon to strike a weapon
DCs to Break or Burst Items your opponent is holding. The attacking
Strength Check to: DC Strength Check to: DC weapon must be no more than one size cat-
Break down simple door 13 Bend iron bars 24 egory smaller than the weapon attacked.
Break down gOOd door 18 Break barred door 25 You and the defender make opp()sed attack
Break down strong door 23 Burst chain bonds 26 rolls. If you win, you have landed a solid
Burst rope bonds 23 Break down iron door 28 blow against the defender’s weapon. Roll
damage and deal it to the weapon (see Strik-
TABLE 5-11: ing an Object, above).
Object Hardness and Hit Points {Iii(n.char;ted Vf’eaponﬁ Items 1like encharlit'
Obiject Hardness  Hit Points  Break DC ed knives have their own particular strengths.
Ro;,)e (1 inch diam.) 0 3 23 An attacker cannot damage a weapon that has
Bottle 1 1 12 an enhancement bonus (from a spell like en-
Simple wooden door i 10 13 chant item or magic weapon) unless the at-
Wooden pole 5 2 14 tacker’s weapon has at least as high an en-
Small chest 5 1 17 hancement bonus as the weapon struck. Each
Good wooden door 5 15 18 +1 of enhancement bonus also adds 1 to the
Strong wooden door 5 20 23 item’s hardness and hit points.
Car door 6 10 28
Masonry wall (1 ft. thick) 8 90 35
Hewn stone (3 ft. thick) 8 540 50 BREAK'NG. ITEMS
. When you try to break something with
Chain 10 5 26 ook
Handcuffs 10 10 26 sudden force rather than by dealing regular
Iron door (2 in. thick) 10 60 28 damage, use a Strength check to see if you

rolled normally against objects.

Immunities: Inanimate objects are immune to critical hits. Objects are

immune to subdual damage.

Ranged Weapon Damage: Objects take half damage from ranged
weapons (except for artillery weapons and the like). Divide the damage by

2 before applying the object’s hardness.

succeed. The DC depends more on the
construction of the item than on the
material. For instance, an iron door with
a weak lock can be forced open much
more easily than it can be hacked down.
If an item has lost half or more of
its hit points, the DC to break it
drops by 2.

Energy Attacks: Objects take half damage from acid, fire, and electricity
attacks. Divide the damage by 2 before applying the hardness. Cold attacks
deal one-quarter damage to objects. Sonic attacks deal full damage to objects.

Ineffective Weapons: The GM may determine that certain weapons just
can’t deal damage effectively to certain objects. For example, you’ll have a
halid ltime chopping down a door by firing a pistol at it or cutting a rope with
a club.




BUM’S RUSH
You can attempt a bum’s rush as an attack action or a charge. If you succeed, you
push an opponent straight back instead of attacking him. You can only bum’s
rush an opponent who is no more than one size category larger than you, the
same size, or smaller.

Initiating a Bum’s Rush: First, you move into the defender’s space. At this
point, the defender immediately gets to make a single attack against you as a free
action. This free attack uses the defender’s best attack bonus. Next, you and the
defender make opposed Strength checks. You each add a +4 bonus for each size
category you are above Medium-size or a —4 penalty for each size category
you are below Medium-size. You get a +2 charge bonus if you were charging
(plus a =2 penalty to your Armor Class). The defender gets a +4 stability
bonus if he has more than two legs or is otherwise exceptionally stable.

Bum’s Rush Results: If you beat the defender, you push him back 5
feet. If you wish to move with the defender, you can push him back up
to a distance of an additional 1 foot for each point by which you
exceed the defender’s check result. You can’t, however, exceed your
normal movement limit.

If you fail to beat the defender’s Strength check, you move 5 feet
straight back to where you were before you moved into his space.

If that space is occupied, you fall prone in that space (see Table
5-4: Attack Roll Modifiers).

against an opponent. A grapple
check is simliar to a melee attack
roll. Your attack bonus on a grapple
check is:

Base attack bonus + Strength modi-
fier + special size modifier

Special Size Modifier: The special size
modifiers for a grapple check are as fol-
lows: Colossal +16, Gargantuan +12, Huge
+8, Large +4, Medium-size +0, Small —4,
Tiny -8, Diminutive —12, Fine —16. Use this
number in place of the normal size modifier
you use when making an attack roll.

“The call of the clan had been given, and TSTART'NG'. AJGR,AP?,LF
DISARM before the foul procession had time even to ~ _°© ST A 8raPPG You Hirst

: . need to grab and hold your
As a melee attack, you may make  be frightened a cloud of smothering fur and target. Before you dotor

a ?isar m attemp. You {md thﬁ a phalanx of murderous claws were tidally  mine whether you succeed,
;ngf:diiitrﬁa S oubpasel Macs and tempestuously upon it. The flutes  the target immediately gets
weapons. If 1l yw- °P Gif.  stopped, and there were shrieks in the ' make a single attack
kOH‘S. ¢ weapons are .1 g b D b Z l a] against you as a free action.
ferent sizes, the combatant with ~ 722gPt. Dying, almost numans screamed, TS Toce Lattack. nees the
the larger weapon gets abonuson  and cats spit and yowled and roared, but target’s best attack bonus.

the attack roll of +4 per diffclrcn:‘ie the toad-things made never a sound as their Attempting to start a
m;‘{ﬁ;;*ﬁe‘iorsy&lﬁui“;‘;‘ ’a:’ Z stinking green ichor oozed fatally upon that grallzplc is thelequw'rﬂerﬁt Oﬁ
ar ated as all weapons; : i - - » ing a melee attack. I
, S oinceore /ol POYOUS earth with the obscene fungt. making a me .

creature’s hands/gmcers/claws P —H{) L%ve aft you get multiple attacks in
are usually one size category < T4t 3 round, you can attempt to

smaller than the creature. If the  The Dream-Quest of Unknown Kadath
defender is using a weapon in two

hands, he gets an additional +4

bonus. If you beat the defender, the defender is dis-
armed. If you attempted the disarm action unarmed,
you now have the weapon. Otherwise, it’s on the
ground at the defender’s feet. If you fail, then the
defender may immediately react and make an
attempt to disarm you with the same sort of
opposed melee attack roll.

start a grapple multiple
times (at your successively
lower base attack bonuses). When you grapple, you must

grab your opponent, hold him, and move into his space.
Grab: Make a melee touch attack to grab the target. If you

fail to hit the target, you fail to start the grapple.
Hold: Immediately after succeeding at the grab, make an
opposed grapple check. If you succeed, you have started the grap-
ple, and you deal damage to the target as if with an unarmed strike.
If you get multiple attacks in a round, you may continue to attempt
the hold multiple times after one successful grab. '

GRAPPLE If you lose, you fail to start the grapple. You automatically lose
! ) ) an attempt to hold if the target is two or more size categories larger
Grappling means wrestling and struggling than you are (but you can still make an attempt to grab such a target
hand-to-hand. It’s tricky to perform, but without holding it).
sometimes you want to pin foes instead of Move In: To maintain the grapple, you must immediately move into
killing them, and sometimes you have little your opponent’s space. This doesn’t require a 5-foot step or a move
choice in the matter. For monsters, grap- action, but if you can’t physically enter his space, you can’t grapple.
pling can mean trapping you in a toothy Grappling: If you have fulfilled these three conditions, you and your
maw or holding you down so it can target are grappling.

chew you up.

JOINING A GRAPPLE

GRAPPLE CHECKS If your target is already grappling someone else, then you can use an attack

Repeatedly in a grapple, you need to to start a grapple, as above, except that your grab automatically succeeds.

make opposed grapple checks You still have to make a successful opposed grapple check to hold your
opponent and move in to be part of the grapple.

IF YOU'RE GRAPPLING

When you are grappling (regardless of who started the grapple), you can make an
opposed grapple check as a melee attack. (This is a separate melee attack from the
one that started the grapple.) If you win, you can use one of the following tactics.




OTHER GRAPPLING OPTIONS

In addition to making opposed grapple checks, you have a few other options
while grappling.

Weapons: You can attack with a light weapon while grappling (but not while

pinned or pinning), even with a pistol (although at a —4 penalty). You can’t

attack with two weapons while grappling. You can still attempt unarmed

Damage Your Opponent: You strikes (such as punches or a head butt) if you are not pinned.
deal subdual damage as with an Spells: You can attempt to cast a spell while grappling or even while
unarmed strike (1d3 points for pinned, provided its casting time is no more than 1 action, it has no somatic
Medium-size attackers or 1d2 points (S) components, and you have in hand any material components or foci
for Small attackers, plus Strength you might need. Any spell that requires precise and careful action, such as
modifiers). If you want to deal normal drawing a burnable sigil around yourself for the banishment of Yde Etad,
damage, you suffer a —4 penalty on your is impossible to cast while grappling or being pinned. If the spell is one
grapple check to deal damage. that you can cast while grappling, you have to make a Concentration

Pin: You hold your opponent immo- check (DC 25) or lose the spell. f
bile for 1 round. If you get multiple Wriggle Free: You can make an Escape Artist check (opposed by
attacks, you can use subsequent attacks your opponent’s grapple check) to escape a grapple or a pin (so that
to damage your opponent. You can’t use a you’re just being grappled). Doing so counts as an attack action; if
weapon on a pinned character or attempt you escape a grapple, you can also move in the same round.

to damage or pin a second opponent while
holding a pin on the first.

While you’re pinned, opponents other than MULTIPLE GRAPPLERS
the one pinning you get a +4 bonus on attack Several combatants can take part in a single grapple. Up to four
rolls against you (although you’re not helpless). combatants can grapple a single opponent in a given round.

Break Another’s Pin: You can break the hold Creatures that are one size category smaller than you count for
that an opponent has over an ally. half, creatures that are one size category larger than you count

Escape: You can escape the grapple. You can double, and creatures two or more size categories larger count
take whatever movement you get. If more than one quadruple.

opponent is grappling you, your grapple check
result has to beat all their check results to escape.

Opponents don’t have to try to hold you if they 1 ; . GRAPPL_'NG CONSEQUENCES

it e o While you’re grappling, your ability to attack others and
defend yourself is limited.

No Threatened Area: You don’t threaten the area

IF YOU'RE PINNED around you while grappling.

When an opponent has pinned you, you are held immo- No Dexterity Bonus: You lose your Dexterity bonus
bile (but not helpless) for 1 round. You can make an to Armor Class (if you have one) against opponents you
opposed grapple check as a melee attack. If you win, you aren’t grappling. You can still use it against opponents

escape the pin, but you're still grappling. you are grappling, however.




 GRENADELIKE WEAPON ATTACKS

A grenadelike weapon is one that splashes or explodes, dealing damage in an
area rather than upon a single target. It has a broad enough effect that it can
hurt characters just by landing close to them. Grenadelike weapons include
grenades, dynamite, and beakers of acid in a madman’s laboratory. Attacks
with grenadelike weapons are ranged touch attack rolls. Direct hits deal
direct hit damage. (Grenadelike weapon damage is covered on Table 6-12:
Explosives, page 113.)

If you miss your target, roll 1d6 to see how many feet away from the
target the weapon lands. Add +1 foot for every 10 feet of distance that
you threw the weapon. Then roll 1d8 to determine the direction in
which the object deviated: 1 means long, 2 means long and to the
right, 3 right, 4 short and right, 5 short, 6, short and left, 7 left, 8 long
and left.

Once you know where the weapon landed, it deals damage to all
creatures within a certain area (see Table 6-12: Explosives, page 113).

AUTOFIRE

You may attempt two extra attacks

per round with a weapon that has

autofire. The extra attacks are at your

highest base attack bonus, but each

attack (the extra ones and the normal

ones) suffers a -6 penalty. You must use

a full attack to use autofire. (A full attack

is a full-round action.) The Multishort feat
lessens this penalty by 2.

Each autofire attack uses three bullets.

Be sure to track your ammo accordingly
and reload when necessary.

FIREARM ATTACKS

All modern firearms have the capability to offer you extra attacks
because they can fire more rapidly in a round than archaic weapons
(such as bows). Some firearms fire more rapidly than others. As
described in the Equipment chapter, all firearms belong to one of
three classifications: standard, multifire, or autofire.

MULTIFIRE

You may attempt one extra attack per round

with a weapon that has the multifire capability.
The extra attack is at your highest base attack

TABLE 5-12;

Multiple Ranged Attacks

Base Attack Standard Standard Weapon Standard Weapon Standard Weapon
Bonus Weapon w/Rapid Shot w/Multishot w/Both Feats
+0 —-6/-6 -8/-8/-8 —4/-4 -6/-6/—6

+1 -5/-5 i 2= -5/-5/-5

+2 —4/-4 -6/-6/-6 -2/-2 —4/-4/-4

+3 -3/-3 -5/-5/-5 =1j=1 -3/-3/-3

+4 -2/-2 —4/—4)—4 +0/+0 ST R

+5 =1/ -3/-3/-3 +1/+1 /=19

+6/+1 +0/+0/-5 2-21=21=1 +2/+2/-3 +0/+0/+0/=5
+7/+2 +1/+1/-4 -1/-1/-1/-6 +3/+3/-2 +1/+1/+1/-4
+8/+3 +2/+2/-3 +0/+0/+0/-5 +4/+4/1 +2/+2/+2/-3
+9/+4 +3/+3/-2 +1/+1/+1/-4 +5/+5/+0 +3/+3/+3/-2
+10/+5 +4/+4/-1 +2/+2/+2/-3 +6/+6/+1 +4)+4[+4]-1
Base Attack Multifire Multifire Weapon Multifire Weapon Multifire Weapon
Bonus Weapon w/Rapid Shot w/Multishot w/Both Feats
+0 —4/-4 —6/-6/-6 -2/-2 —4/-4/-4

+1 -3/-3 -5/-5/-5 -1/-1 -3/-3/-3

+2 -2/-2 —4/-4/-4 +0/+0 -2/-2/-2

+3 -1/-1 —3-3/-3 +1/+1 =1/-1/-1

+4 +0/+0 -2/-2/-2 +2/+2 +0/+0/+0

+5 +1/+1 -1/-1/-1 +3/+3 +1/+1/+1

+6/+1 +2/+2/-3 +0/+0/+0/-5 +4/+4/-1 +2/+2/+2/-3
+7/+2 +3/+3/-2 +1/+1/+1/-4 +5/+5/+0 +3/+3/+3/-2
+8/+3 +4/+4/-1 +2/+2/+2/-3 +6/+6/+1 +4/+4/+4/-1
+9/+4 +5/+5/+0 +3/+3/+3/-2 +7[+7[+2 +5/+5/+5/+0
+10/+5 +6/+6/+1 +4/+4/+4/-1 +8/+8/+3 +6/+6/+6/+1
Base Attack Autofire Autofire Weapon Autofire Weapon Autofire Weapon
Bonus Weapon w/Rapid Shot w/Multishot w/Both Feats
+0 —6/-6/-6 -8/-8/-8/-8 —4/-4/-4 —-6/-6/-6/-6

+1 -5/-5/-5 ~7J-]=71-7 -3/-3/-3 -5/-5/-5/-5

+2 —4)-4/-4 ~6/-6/-6/—6 S92 —4]-4/—4]—4

+3 ~3-3/=3 =5/-5/-5]-5 = ey ~3/=3]-3/-3

+4 Sgj=ay=p —4/~4]—4]-4 +0/+0/+0 =)

+5 = =3=3/-3 -3 +1/+1/+1 =1 =1
+6/+1 +0/+0/+0/-5 -2/-2/-2/-2/-7 +2/+2/+2/-3 +0/+0/+0/+0/-5
+7]+2 +1/+1/+1/-4 -1/-1/-1/-1/-6 +3/+3/+3/-2 +1/+1/+1/+1/-4
+8/+3 +2/+2/+2/-3 +0/+0/+0/+0/-5 +4/+4/+4]-1 +2/+2/+2/+2/-3
+9/+4 +3/+3/+3/-2 +1/+1/+1/+1 /-4 +5/+5/+5/+0 +3/+3/+3/+3/-2
+10/+5 +4[+4]+4)-1 +2/+2/+2/+2/-3 +6/+6/+6/+1 +4[+4]+4/+4]-1



extra one and the normal ones) suffers a —6 penalty. You must use a full atrack to
get the extra attack. (A full attack is a full-round action.) The Multishot feat
lessens this penalty by 2.

bonus, but each attack (the extra
one and the normal ones) suffers a
~4 penalty. You must use a full attack
to use multifire. (A full attack is a
full-round action.) The Multishot feat
lessens this penalty by 2.

STANDARD

You may attempt one extra attack per
round with a weapon that has the standard
capability. The extra attack is at your high-
est base attack bonus, but each attack (the

MULTIPLE RANGED ATTACKS

Table 5-12: Multiple Ranged Attacks calculates each attack bonus, with each

type of weapon fire, with Rapid Shot, with Multishot, and with both
together. Use the character’s base attack bonuses, then add other modifiers
(such as for Dexterity) to the result.

TRIP

You can try to trip an opponent as a melee attack. You can only trip an
opponent who is no more than one size category larger than you, the
same size, or smaller.

Making a Trip Attack: Make a melee touch attack. If the attack
succeeds, make a Strength check opposed by the defender’s Dexterity
or Strength check (whichever ability score has the higher modifier).

VARIANT: RELOADING FIREARMS

By default, reloading any firearm to full capacity requires
a single full-round action. Players desiring a more real-
istic way of modeling reload times can use the table
below.

Loading
Method Time to Reload
Belt 2 rounds to load a belt and chamber a round
Drum 2 rounds to load a drum and chamber a
round
Break-Open 1 round to load up to two cartridges, or 1
round to load all chambers if a speed loader
is used
Clip 1 round to load a clip and chamber a round
Magazine 1 round to load a magazine and chamber a
round
Side 1 round to load two cartridges
Swing-Out 1 round to load up to two cartridges, or 1
round to load all chambers if a speed loader
is used
VARIANT:; AUTOFIRE SPRAY

Autofire weapons are capable of truly rapid fire. Stan-
dard autofire use is in the form of short, controlled
bursts that you can reliably target and control. If you
want to just fire away like Chow Yun Fat in Hard Boiled,
you can use this variant. Firing in this manner is very
inaccurate, but if it's your last stand, you might as well
go out with guns blazing.

When using autofire spray, you make your normal maxi-
mum of autofire attacks as described in the text. You may
then continue firing. Each additional attack you take uses
three bullets. Unlike a regular autofire attack, you only hit
on a natural 20. Such a hit does not qualify as a critical hit,
however—ijust roll normal damage. You may continue
making attacks until you run out of ammunition or have
fired up to 39 bullets—that’s 13 attacks.

VARIANT: FIREARM MALFUNCTIONS

An unmodified attack roll of 1 is an automatic failure, per-
haps indicating a wild shot. However, it can also indicate
that the weapon or its ammunition has malfunctioned. In
this event, a 1d20 roll should be made. If the resultis a 1,
the ammunition has misfired (it's a dud). If the result is a
2, the weapon has jammed. It takes 1 round to clear a jam
or misfire. A followup die roll is required to clear a jam. If
you roll a 1, the weapon suffers a serious malfunction or

breaks and cannot be readily repaired in a short amount of
time.

Weapons that are in poor condition or are very dirty have
a higher chance of jamming. In general, such weapons will
jam on a 2 or a 3. Some are more or less reliable. A sample
listing is below. This applies only if the weapon is dirty,
worn, or otherwise prone to problems.

Malfunctions
Weapon Name or Type on a roll of
Revolving-action arms *
“Actionless” arms such as double-barrel shotguns *
Bolt-action arms 2
Colt M1911 and M1911A1 pistol and variants 7]
Lahti L/35, Browning High-Power, M35 Radom,
Steyr M1911, and Walther P38 pistols 2
Beretta M1951 and Model 92 pistols
and Glock 17 pistol (and variants) 2

M1950 pistol (CZ 50) and P08 Luger
pistol and variants

AK-47, FN FAL, G3, M1 Garand, M-14,
and Galil rifles 2
AR-15 and M-16 rifles (and variants) 2,3,0r4
Thompson M1928 and M1 submachine guns 2
PPSh-41 submachine gun 2
MP38 and MP40 submachine guns 2,3,0or4
Lewis machine gun and MG34 machine gun 2, 3, or 4
Bren, MG42, MG3, Browning M1917,

M2 Heavy Barrel, and Vickers machine guns 2

* For game purposes, revolvers and “actionless”
weapons (such as double-barrel shotguns) cannot jam.
Only if they are in absolutely appalling condition might
they suffer from a malfunction.

VARIANT: DROPPED FIREARMS

At the Gamemaster’s discretion, a dropped firearm with a
live round in the chamber may discharge in a random
direction. Use a 1d8 roll to determine direction (as in
Grenadelike Weapon Attacks, page 80). If there’s a target
(or targets) within 30 feet in that direction, roll 1d20 and
subtract 4; if this number equals or exceeds the Armor
Class of the nearest target, he's been hit. After the first
time this happens, cautious investigators may learn to hol-
ster their sidearms instead of dropping them.

This occurrence should only happen accidentally. Drop-
ping a box of loaded pistols into a shoggoth pit should
accomplish nothing except losing the pistols and angering
the shoggoth.

2,3,0r4




A combatant gets a +4 bonus for every size category he is larger than Medium-
size or a —4 penalty for every size category he is smaller. The defender gets a +4
stability bonus on his check if he has more than two legs or is otherwise more
stable than a normal humanoid. If you win, you trip the defender. If you lose,
the defender may immediately react and make a Strength check opposed by
your Dexterity or Strength check to try to trip you.

Being Tripped (Prone): A tripped character is prone (see Table 5-4: Attack ignores the first 15 points of
Roll Modifiers). Standing up from prone is a move action. damage from every normal attack
Tripping a Mounted Opponent: You may make a trip attack against a unless the weapon is made of silver.
mounted opponent. The defender may use his Ride skill in place of his e Any weapon more powerful than
Dexterity or Strength check. If you succeed, you pull the rider from his the type given in the note also
mount. negates the ability. A weapon with an

enhancement bonus is considered
more powerful than a weapon made of

UNARMED ATTACKS a special material. Thus, an enchanted

Striking for damage with punches, kicks, and head butts is like attacking knife with a +1 enhancement bonus
with a weapon, except for the following: damages a loup-garou normally, just as a
Unarmed Strike Damage: An unarmed strike from a Medium- silver blade would.
size character deals 1d3 points of damage (plus your Strength mod- * Magical attacks and energy attacks.(even
ifier). All damage is subdual damage. Unarmed strikes count as mundane fire) ignore damage reduction.
light weapons (for purposes of two-weapon attack penalties and * For purposes of harming other creatures
$0 on). with damage reduction, a creature’s natural
Dealing Normal Damage: You can specify that your weapons count as weapons of the type that
unarmed strike will deal normal damage before you make your can ignore its Own innate damagc reduction.
attack roll, but you suffer a -4 penalty on your attack roll The amount of damage reduction is irrele-
because you have to strike a particularly vulnerable spot to vant. For example, a hunting horror (damage
deal normal damage. reduction 5/+1) deals full damage to a loup-

garou, as if the hunting horror’s attack were
with a +1 weapon. However, damage reduction

SPECIAL from spells, such as create self ward, does not

. confer this ability.
CGNS/I‘DERATIGNS/ * Sometimes damage reduction is instant healing. A
hunting knife slashed across a flying polyp’s greasy
The GM should consider the following aspects of the hide slices it open, but the wound seals as fast as it’s
game, from strange powers such as invisibility to more made. Sometimes damage reduction represents the
mundane—but equally dangerous—dangers such as creature’s tough hide or body, such as the scales of a
weather, fire, and drowning. shantak. In either case, characters can see that conven-

tional attacks don’t work.
DAMAGE REDUCTION
While running from a bloodbath in the city sewers, DI-SEASE
Claire is confronted by a bestial vampire. She While hunting the bestial vampire that attacked Claire in the
lunges at it with a hunting knife, plunging steel city sewers, Sam is attacked by sewer rats infested with dis-
into its cold heart. The undead monster grabs the eased fleas. He survives the encounter, but two days later a
knife, tosses it away, and laughs as the wound fever strikes, and he becomes shaky and tired. The fever lasts a
instantly heals. Then it hisses its rage and read- few more days before he can throw it off. Then, gradually, his
ies its claws. body recovers. Sam counts himself lucky—some diseases
Some Mythos creatures have the supernatu- weaken their victims permanently.
ral ability to instantly heal damage from When a character is injured by a contaminated attack, touches
weapons or completely ignore blows alto- an item smeared with diseased matter, or consumes disease-tainted
gether as though they were invulnerable. food or drink, he must make an immediate Fortitude saving throw.
* A creature with damage reduction has a If he succeeds, the disease has no effect—his immune system fought
DR rating. This is the number of hit off the infection. If he fails, he takes damage after an incubation
points the creature ignores from normal period. Once per day afterward he must make a successful Fortitude
attacks. Thus, a creature with a damage saving throw to avoid repeated damage. Two successful saving throws
reduction of DR 5 struck for 8 points in a row indicate that he has fought off the disease and recovers, taking
of damage ignores 5 points and takes no more damage. (The GM can roll these Fortitude saving throws for a
only 3 points of damage. player character so that the player doesn’t know whether the disease has
* Usually a certain type of weapon— taken hold.)
often a magic weapon—can over- Diseases cause various symptoms and are spread through a number of
come this reduction. For example, a vectors. Rather than give game stats to every ailment and virus, when the
loup-garou’s damage reduction is GM determines a character encounters disease, she can choose a result on
15/silver, meaning the werewolf Table 5-13 below to determine the disease’s effects (or roll randomly, if she
prefers). .
Healing: Use of the Heal skill can help a diseased character. Every time the
diseased character makes a saving throw against disease effects, the healer
makes a check. The diseased character can use the healer’s result in place of his
saving throw if the Heal result is higher. The diseased character must be within
the healer’s care and must spend most of each day resting.



» Even when struck by enchanted weapons or magic, an incorporeal creature has
250% chance to ignore any damage from a corporeal source. However, Force-
effect spells (as defined in the Magic chapter) affect it normally.
* Incorporeal creatures move in any direction (including up or down) at will.
They do not need to walk on the ground.
* Incorporeal creatures can pass through solid objects at will,

: = although they cannot see if their eyes are “inside” solid
. L] o y y

Random Diseases Pl . : . :
Roll DC Incubation Damage * The physical attacks of incorporeal creatures ignore material
01-20 16  1d3days  1d4 Strf - .
21-30 16 1 day 1d6 Wis * Incorporeal creatures pass through and operate in water as
3135 18 1day 1d6 Con* casily as air.
36-40 14 1d4 days  1d4 Str * Incorporeal creatures cannot fall down and take damage.
41-60 12 1d3 days  1d3 Dex, 1d3 Con  ° Corporeal creatures cannot trip or grapple incorporeal crea-
61-70 12 1day 1d4 Int o .
71-75 20 1 day 1d6 Con * Incorporeal creatures have no weight.
76-85 15 1d3 days  1d6 Str ¢ Incorporeal creatures do not leave footprints, have no scent,
8690 13 1 day 1d8 Dex and make no noise unless they want to do so intentionally.
91-00 14 1 day 1d4 Con*
* When damaged, the character must succeed at :
another saving throw or 1 point of temporary ! F . INV'SIB“'Il Y
damage is a permanent drain instead. An invisible star vampire spies on the investigators from a
 Each time the character takes 2 or more points nearby rooftop. As it descends to the ground, Marie suddenly
of damage from the disease, he must make gets a strange feeling. “There’s something here,” she whispers,

another Fortitude save or be permanently blinded. and signals for silence as she tries to locate it by ear. Kristof

holds his breath for a few seconds, readying his shotgun and

waiting for Marie’s signal to attack. Before he can react, the

invisible creature grabs him from behind. Within seconds, it
begins feasting on his blood.

The ability to move about unseen is wonderful, but it’s
not foolproof. While invisible creatures can’t be seen, they
can be heard, smelled, or even felt.

e A creature can generally notice the presence of an
active invisible creature within 30 feet with a Spot
check (DC 20). Characters with the Sensitive feat
gain a +2 bonus on this check. The observer gains a

hunch that “something’s there,” but can’t see it or
target it accurately with an attack. A invisible crea-
ture that’s holding still is practically impossible to
notice (DC 30). An invisible inanimate object—

or invisible, unliving creature holding still, or a

completely immobile invisible creature—is even

harder to notice (DC 40). It’s practically
impossible (+20 DC) to pinpoint an invisible
creature’s location with a Spot check. Even if
a character succeeds at such a check, the
invisible creature still benefits from full con-

cealment (50% miss chance).
INCORPOREALITY T
Marie watches in horror as a translucent face passes through J ¥ e
the door in front of her. By the time she alerts her compan- Detecting Invisible Creatures

Characters recover points lost to ability score
damage at a rate of 1 per day; this rule applies even
while a disease is in progress. That means that a
lucky character with a minor disease might be able to
withstand it without accumulating any damage.

DC: This gives the DC for the saving throws to
prevent infection (if the character has been infected),
prevent each instance of repeated damage, and recover
from the disease.

Incubation: The time before damage begins.

Damage: The damage the character takes after incuba-
tion and each day afterward. Ability score damage is tem-
porary unless otherwise noted.

Infection: The disease’s method of delivery—ingested,
inhaled, via injury, or contact—should be noted. For exam-
ple, if an infected character can communicate the disease
through breathing, it’s an inhaled disease. Keep in mind that
some injury diseases may be transmitted by as small an injury
as a fleabite and that most inhaled diseases can also be ingested
(and vice versa).

ions, it’s gone. The investigators keep exploring the haunted ~ Condition Listen DC
mansion when suddenly several ghostly figures fly out of the ~ In combat or speaking 0
walls toward them. Sam grabs a chair to fend off the spirit’s ~ Moving at half speed  Move Silently check
attack, but an incorporeal hand passes through it and reaches ~ Moving at full speed Move Silently check at —4
through his kevlar armor. It touches his heart, which grows ~ Running or charging Move Silently check at —20
suddenly cold. For a few deadly seconds, Sam stops breath-  Distance +1 to DC per 10 feet
ing. In a panic, Claire drops her useless knife and runs. Obstacle: door +5 to DC

Spectres, wraiths, and a few other creatures lack physical ~ Obstacle: stone wall +15 to DC

bodies. Such creatures are insubstantial and can’t be touched

by nonmagical matter or energy. Likewise, they cannot manipulate objects

or exert physical force on objects. However, incorporeal beings have a tan-

gible presence that sometimes seems like a physical attack against a corpo-

real creature (such as an ability drain from a Colour Out of Space).

¢ Incorporeal creatures can only be harmed by other incorporeal creatures,
by weapons with an enhancement bonus of +1 or greater (such as a knife
with magic weapon), or by spells, spell-like effects, or supernatural effects.
They are immune to all nonmagical attack forms. They are not burned by
normal fires, affected by natural cold, or harmed by mundane acids.




- » A creature can use hearing to find an invisible creature. A character can make such
a Listen check as a free action each round. A Listen check at least equal to the
invisible creature’s Move Silently check reveals its presence. (A creature with no
ranks in Move Silently can use it untrained, making a Dexterity check instead.)
A successful Listen check lets a character hear an invisible creature “over there
somewhere.” Pinpointing the exact location of an

invisible creature is practically impossible with a Listen TABLE 5-15:

check (+20 to DC). 5

* A creature can grope about to find an invisible creature. Poisons e
A character can make a touch attack with his hands or 1 Initial Secondary
a weapon into two adjacent 5-foot areas using a single ~ Poison Type Damage Damage
attack action. If there is an invisible target in the desig-  1njury D€ 12 0 1d4 Dex
nated area, there’s a 50% miss chance on the touch In!ury DC13 1 Con 1d2 Con
attack. If successful, the groping character deals no Injury DC13 1d4 Str 1d6 Str ;
damage, but has successfully pinpointed the invisible ~ Injury DC 12 0 1d4 Con + 1d3 Wis
creature’s current location. (If the invisible creature  Injury DC 24 1d6 Str 1d6 Str
moves, the location is once again unknown.) Injury DC 14 1d6 Str 1d6 Str

* If an invisible creature strikes a character, the charac-  Injury D€ 17 3d6 Con 3d6 Con
ter struck knows the location of the creature that ~ Injury DC 14 1 Con Unconsciousness
struck him (untl, of course, the invisible creature  Injury DC15 1d6 Dex 1d6 Dex
moves). The only exception is if the invisible creature ~ Injury DC 17 1 Str* 2d6 Str
has a reach greater than 5 fect. In this case, the struck  Injury DC12 0 1d6 Str
character knows the general location of the creature, ~ njury DC 20 1d6 Con 2d6 Con
but has not pinpointed its exact location. Contact DC 16 1 Dex 2d4 Dex

e If a character tries to attack an invisible creature ~ Contact DC13 0 3d6 Con
whose location he has pinpointed, he attacks nor-  Contact DC26 3d6 Str 0
mally, but the invisible creature still benefits from full ~ Contact DC 16 2d12 hp 1d6 Con
concealment (and thus a 50% miss chance). At the  Contact DC16 1d6 Dex 2d6 Dex
GM’s option, a particularly large and slow creature ~ Contact DC 13 Paralysis 0
might have a lessened miss chance. Contact DC 20 3d6 Con 3d6 Con )

o If a character tries to attack an invisible creature  Ingested DC15 0 Unconsciousness
whose location he has not pinpointed, the player Ingested DC 14 1d4 Int 2d6 Int
should choose the area where he will direct an attack. ~ Ingested DC 11 1 Wis 2d6 Wis + 1d4 Int
If the invisible creature is there, conduct the attack ~ Ingested DC13 1 Con 1d8 Con
normally. If the enemy’s not there, the GM should ~ Ingested DC 17 2d6 Str 1d6 Str
roll the miss chance anyway without letting the Ingested DC 18 2d6 Con 1d6 Con + 1d6 St"'
player see it, and tell him that he’s missed. That way ~ nhaled DC15 1 Cha 1d6 Cha + 1 Cha*
the player doesn’t know whether he missed because Inhaled DC 18 1 Con* 3d6 Con
the enemy’s not there or because the GM success- Inhaled DC 15 Td4 Wis 2d6 Wis
fully rolled the miss chance.

e If an invisible character picks up a visible object, PO‘SON

the object remains visible. An invisible creature
can pick up a small visible item and hide it on its
person to render it effectively invisible.

¢ Invisible creatures still leave tracks, and they
can be tracked normally. Footprints in sand,
mud, or other soft surfaces can give enemies
clues as to the invisible creature’s location.

e An invisible creature in the water displaces
water, revealing its location. The invisible
creature, however, is still hard to see and
benefits from one-half concealment (30%
miss chance).

e A creature with the scent ability can
detect invisible creatures as it would a
visible one.

* A character or creature with the Blind-
Fight feat has a better chance to hit an
invisible target. Roll the miss chance
twice; the concealment roll fails only
if both rolls indicate a miss. (Alter-
natively, make one 25% miss roll
rather than two 50% miss rolls.)

Atlach-Nacha grabs Kristof in its pincers and stings him. The
wound burns like fire. Pain spreads through his body, bring-
ing a strange weakness with it. Kristof struggles to free himself
from the pincers, but his arms have become weak, and the
avatar of the Great Old One stings him again. Soon, it over-
comes him. Kristof falls helpless in the obscene being’s grasp.
A character must make a Fortitude saving throw when he takes
damage from an attack with a poisoned weapon, touches an item
smeared with contact poison, consumes poisoned food or drink, or
is otherwise poisoned. If he fails, he suffers the poison’s initial
damage (usually ability damage). Even if he succeeds, he typically
faces more damage 1 minute later, which he can also avoid with a
Fortitude saving throw.
Poisons are described on Table 5-15: Poisons.
Type: The poison’s method of delivery—ingested, inhaled, via an
injury, or contact—and the DC needed to save.

Initial Damage: The damage the character takes immediately upon
failing his Fortitude saving throw against this type of poison. Ability
score damage is temporary unless marked with an asterisk (%), in which

case the loss is a permanent drain. Paralysis lasts 2d6 minutes.
Secondary Damage: The amount of damage the character takes 1 minute
after exposure as a result of the poisoning, if he fails a second saving throw.
Unconsciousness lasts for 1d3 hours. Loss marked with an asterisk 1s a per-
manent drain instead of temporary damage.
Perils of Using Poison: A character has a 5% chance to expose himself to a
poison whenever he applies it to a weapon or otherwise readies it for use. Addi-
tionally, a character that rolls a 1 on an attack roll with a poisoned weapon must
make a Reflex saving throw (DC 15) or accidentally poison himself with the
weapon.




his head, no check required (hence the importance of fords). Similarly, swimming
in calm waters only requires skill checks with a DC of 10. Trained swimmers can
just take 10.

By contrast, fast-moving water is much more dangerous. On a successful
Swim or Strength check (DC 15), it deals 1d3 points of subdual damage per
round (1d6 points of normal damage if flowing over rocks). On a failed check,

THE the character must make another check that round to avoid going under.
Very deep water is not only generally pitch-black, posing a navigational

] | ] hazard, but also deals water pressure damage: 1d6 points of damage per
ENVIRONMENT

minute for every 100 feet the character is below the surface. A successful

Characters crossing the burning desert Fortitude saving throw (DC 15, +1 for each previous check) means the
face heatstroke and dehydration.  diver takes no damage in that minute.

Plunging into the murky depths of the Very cold water deals 1d6 points of subdual damage from hypother-
ocean raises the risk of drowning and mia per minute of exposure.

even decompression. Investigators spend
a lot of time in the most dismal, danger-

ous, and generally unpleasant places imag- STARVATION AND THIRST DANGERS,
mab,lc. If the monsters anc_i the cul'tlsts In normal climates, investigators need at least a gallon of fluids and
don’t slaughter them, the environment itself about a pound of decent food per day to avoid starvation. In very

might do them in. This section details haz- hot climates, characters need two or three times as much water to
ards the player characters face from the phys- avoid dehydration.

ical world around them. A character can go without water for one day plus a number of

hours equal to his Constitution score. After this, the character

LANDSLI‘DES AND must'makc a Constitution check each hour (DC 10, + 1 per each
previous check) or sustain 1d6 points of subdual damage.
AVALANCHES A character can go without food for 3 days, in growing dis-
A landslide or avalanche consists of two distinct comfort. After this, the character must make a Constitution
areas: the bury zone and the slide zone. Characters check each day (DC 10, +1 for each previous check) or sustain
directly in the path of a rockfall or avalanche are in 1d6 points of subdual damage.
the bury zone; characters on the edge of the area are Characters who have taken subdual damage from lack of
in the slide zone and have a chance of being able to food or water are fatigued (see the Character Condmons
get out of the way. Summary sidebar, page 91). Subdual damage from thirst or
Characters in the bury zone sustain 8d6 points of ~ starvation cannot be recovered until the character gets
damage, or half that amount if they make a successful food or water, as needed.

Reflex saving throw (DC 15). They are subsequently
pinned (see below).

Characters in the slide zone sustain 3d6 points of HEAT DANGERS

damage, or no damage if they make a successful Reflex Prolonged exposure to hot temperatures can quickly
saving throw (DC 15). Those who fail their saves are also wear down a character, and heatstroke can be deadly.
pinned. Heat deals subdual damage that cannot be recov-

Pinned characters take 1d6 points of subdual damage per ered until the character cools off (reaches shade, sur-
minute while pinned. If the character falls unconscious, he vives until nightfall, gets dowsed in water, and so
must make a Constitution check (DC 15) or take 1d6 points on). Once rendered unconscious through the accu-
of normal damage each minute thereafter until he’s freed or he mulation of subdual damage, the character begins
dies. to take normal damage at the same rate.

Characters in very hot conditions (above 90° F)
must make Fortitude saving throws (DC 15, +1

WATER DANGERS for each previous check) or sustain 1d4 points of

Wiater presents characters with several problems. First, it can subdual damage cach hour. Characters Wcaring_
block their movement. Second, characters in the water face the heavy clothing or armor (such as bullet-proof
danger of drowning or losing gear. Third, a character caught in fast- vests) have a —4 peng]ty to their saves. A char-
moving water can be swept away and battered or killed by rapids acter with the Wilderness Lore skill may
and waterfalls. Fourth, really deep water deals damage from the great receive a bonus on this saving throw and
pressure it exerts. Finally, even a short exposure to cold water can be may be able to apply this bOHUS to other
dangerous, killing even the hardiest characters by hypothermia. characters as well (see Wilderness Lore,
Obviously, the skill most commonly used in dealing with water as an page 37). Chargctcrs .I‘CdUCCd to uncon-
obstacle is Swim. Unfortunately, not every character who gets into the sclousness begin taking normal damage
water has ranks in this skill; most simply use the skill untrained, making (1d4 points per hour).
a Strength check instead. In conditions of extreme heat (above
Any character can wade through relatively calm water that isn’t over 110° F), characters must make Forti-

THE DROWNING RULE check, she begins to drown. In the first round, she falls

Any character can hold her breath for a number of rounds  unconscious (0 hp). The following round, she drops to

equal to twice her Constitution score. After this, the char- =1 hit points and is dying. In the third round, she
acter must make a Constitution check (DC 10) every  drowns.

round in order to continue holding her breath. Each It is possible to drown in other substances besides
round, the DC increases by 1. water, such as sand, quicksand, fine dust, silos of grain,

When the character finally fails her Constitution  oceans of blood, and so on.




e

tude saves once every 10 minutes or sustain 1d4 points
of subdual damage. Characters wearing heavy clothing
or armor have a —4 penalty on their saving throws. A
character with the Wilderness Lore skill may receive
a +2 competence bonus on this saving throw and
may be able to apply this bonus to other characters
as well. Characters reduced to unconsciousness
begin taking normal damage (1d4 points per cach
10 minute period).

A character who sustains any subdual damage
from heat exposure suffers from heatstroke and
is fatigued (suffering a -2 penalty to all
Strength- and Dexterity-based rolls; see the
Character Condition Summary sidebar, page
91). These penalties end when the character
recovers the subdual damage she took from
the heat.

Abysmal heat (air temperature over 140°
F, fire, boiling water, lava) deals normal
damage. Breathing air in these tempera-
tures deals 1d6 points of damage per

minute (no save). In addition, characters must make For-

titude saves (DC 15, +1 for each previous check) or sus-
tain 1d4 points of subdual damage every 5 minutes. Those
wearing heavy clothing or armor have a —4 penalty to their
saves.
Boiling water deals 1d6 points of scalding damage, unless
the character is fully immersed, in which case it deals 10d6
points of damage per round of exposure.

COLD DANGERS

Prolonged exposure to cold temperatures and harsh weather can
wear down a character who isn’t protected against the climate.
Hypothermia, frostbite, and exhaustion can quickly kill in bad

weather. The best defense against cold and exposure is getting
under cover and keeping warm.
Cold and exposure deal subdual damage to the victim. This sub-
dual damage cannot be recovered until the character gets out of the
cold and warms up again. Once she is rendered unconscious
through the accumulation of subdual damage, the cold and exposure
begin to deal normal damage at the same rate.

FIRE!

Characters exposed to burning oil, bonfires, or the attacks
of a fire vampire might find their clothes, hair, or equip-
ment on fire.

Characters at risk of catching fire are allowed a Reflex
saving throw (DC 15) to avoid this fate. If a character’s
clothes or hair catch fire, he takes 1d6 points of damage
immediately. In each subsequent round, the burning
character must make another Reflex saving throw. Failure
means he takes another 1d6 points of damage that
round. Success means that the fire has gone out. (That

is, once he succeeds at his saving throw, he’s no longer
on fire.)

A character on fire may automatically extinguish the
flames by jumping into enough water to douse himself. If
no body of water is at hand, rolling on the ground or
smothering the fire permits the character another save
with a +4 bonus.

Those unlucky enough to have their clothes or equip-
ment catch fire must make Reflex saving throws for each
item (DC 15). Inflammable items that fail sustain the
same amount of damage as the character.




Light Wind: A gentle breeze, having little or no game effect.
Moderate Wind: A steady wind with a 50% chance of extinguishing small
unprotected flames.
Strong Wind: These gusts automatically extinguish unprotected flames,
impose a -2 penalty to ranged attacks, and apply a -2 penalty to Listen checks.
Severe Wind: In addition to automatically extinguishing any unprotected
Unprotected characters in cold flames, winds of this magnitude cause protected flames (such as those in
weather (below 40° F) must make lanterns) to dance wildly, conferring a 50% chance of extinguishing these
Fortitude saving throws (DC 15, +1 lights. Ranged weapon attacks and Listen checks are at a —4 penalty.
for each previous check) or sustain Windstorm: Powerful enough to bring down branches, if not whole trees,
1d6 points of subdual damage each windstorms automatically extinguish unprotected flames and have a 75%
hour. A character who has the Wilder- chance of blowing out protected flames (such as those in lanterns).
ness Lore skill may receive a +2 circum- Ranged weapon attacks are impossible. Listen checks are at a -8 penalty
stance bonus on this saving throw and due to the howling of the wind.
may be able to apply this bonus to other Huvrricane: All flames are extinguished, and ranged attacks are impos-
characters as well. sible. Listen checks are impossible—all characters can hear is the roaring
In conditions of extreme cold or exposure of the wind. Hurricanes often fell trees.
(below Q° F), unprotected characters must Tornado: All flames are extinguished, and all Listen checks and
make Fortitude saves once per 10 minutes, ranged attacks are impossible. Instead of being blown away (see
taking 1d6 points of subdual damage on each Table 5-16: Wind Effects), characters in close proximity to a tor-
failed save. A character who has the Wilderness nado who fail their Fortitude saves are sucked toward it. Those
Lore skill may receive a +2 competence bonus who come in contact with the actual funnel cloud are picked up
on this saving throw and may be able to apply and whirled around for 1d10 rounds, taking 6d6 points of
this bonus to other characters as well. Characters damage per round before being violently expelled (falling
wearing winter clothing only need to check once damage may then apply). While a tornado’s rotational speed
per hour for cold and exposure damage. can be as great as 300 mph, the funnel itself moves forward at
A character who sustains any subdual damage an average of 30 mph. Tornadoes uproot trees, destroy build-
from cold or exposure suffers from frostbite or ings, and generally raise hell.
hypothermia. (Treat the character as fatigued; see the Blown Away: Creatures on the ground are knocked down
Character Condition Summary sidebar, page 91.) and rolled 1d4x10 feet, sustaining 1d4 points of subdual
These penalties end when the character recovers the damage per 10 feet. Flying creatures are blown back 2d6x10
subdual damage she took from the cold and exposure. feet and sustain 2d6 points of subdual damage due to bat-
tering and buffering.
Knocked Down: Creatures are knocked to the ground

WEATHER HAZARDS by the force of the wind. Flying creatures are blown back

Aside from heat and cold, the weather itself can present 1d6x10 feet.

dangers and obstacles to characters. Checked: Creatures are unable to move forward
Winds: Winds can create a stinging spray of sand or against the force of the wind. Flying creatures are

dust, fan a large fire, keel over a small boat, and blow gases blown back 1d6x5 feet.

or vapors away. If powerful enough, they can even knock Precipitation: Most precipitation comes in the

characters down (see Table 5-16: Wind Effects), interfere form of rain, but in cold conditions, it can manifest

with ranged attacks, or impose penalties on some skill checks. as snow, sleet, or hail. Precipitation of any kind fol-

TABLE 5-16:
Wind Effects

Wind Wind Creature Wind Effect Fort Save
Force Speed Ranged Attacks Size* on Creatures DC
Light 0-10 mph = Any None -
Moderate 11-20 mph - Any None -
Strong 21-30 mph -2 Tiny or smaller Knocked down 10
Small or larger None
Severe 31-50 mph —4 Tiny Blown away 15
Small Knocked down
Medium-size Checked
Large or larger None
Windstorm  51-74 mph Impossible Small or smaller Blown away 18
Medium-size Knocked down
Large or Huge Checked
Gargantuan or Colossal None
Hurricane 75-174 mph Impossible Medium-size or smaller Blown away 20
Large Knocked down
Huge Checked
Gargantuan or Colossal None
Tornado 175-300 mph Impossible Large or smaller Blown away 30
Huge Knocked down
Gargantuan or Colossal Checked

*Flying or airborne creatures are treated as one size class smaller than their actual size, so an airborne Huge shantak
is treated as Large for purposes of wind effects.




lowed by a cold snap—in which the temperature dips from above freezing to at

least 30° F or below—may produce ice. (See Ice, page 89.)

Rain: Rain reduces visibility ranges by half, resulting in a —4 penalty to Spot
and Search checks. It has the same effect on flames, ranged weapon attacks, and

Listen checks as severe wind (see above).

Snow: While falling, snow reduces visibility as rain (—4 penalty to ranged

weapon attacks, Spot checks, and Search checks). Once on the ground, it re-
duces movement by half. Snow has the same effect on flames as moderate

wind (see above).

Sleet: Essentially frozen rain, sleet has the same effect as rain while
falling (except that its chance to extinguish protected flames is 75%)) and

the same effect as snow once on the ground.

Hail: Hail does not reduce visibility, but the sound of falling hail
makes Listen checks more difficult (-4 penalty). Sometimes (5%
chance) hail can become large enough to deal 1 point of damage (per
storm) to anything in the open. Once on the ground, hail has the same

effect on movement as snow.

Storms: The combined effects of wind and precipitation (or dust)
that accompany all storms reduce visibility ranges by half, imposing
a -8 penalty to all Spot, Search, and Listen checks. Storms make

ranged weapon attacks impossible.

Storms automatically extinguish unprotected flames. They
cause protected flames, such as those in lanterns, to dance wildly,

with a 50% chance to extinguish those lights.

See Table 5-16: Wind Effects for possible consequences to
creatures caught outside without shelter during such a storm.

Storms are divided into the following three types:

Duststorm: These desert storms differ from other storms in
that they have no precipitation. Instead, a duststorm blows
fine grains of sand that obscure vision, smother unprotected
flames, and can even choke protected flames (50% chance).
Most duststorms are accompanied by severe winds (see

above) and leave behind a deposit of 1d6 inches of sand.
However, there is a 10% chance of a greater duststorm
accompanied by windstorm-magnitude winds (see above
and Table 5-16: Wind Effects). These greater duststorms

deal 1d3 points of subdual damage
each round on anyone caught out in
the open without shelter. They also
pose a choking hazard. (See The
Drowning Rule sidebar, page 85. A
character with a scarf or similar protec-
tion across his mouth and nose does not
begin to choke until after a number of
rounds equal to ten times his Constitu-
tion score.) Greater duststorms leave be-
hind 2d3-1 feet of fine sand in their wake.
Snowstorm: In addition to the wind and
precipitation common to other storms,
snowstorms leave behind 1d6 inches of snow
on the ground.
Thunderstorm: In addition to wind and pre-
cipitation (usually rain, but sometimes also hail),
thunderstorms are accompanied by lightning that
can pose a hazard to characters without proper
shelter. As a rule of thumb, assume one bolt per
minute for a I-hour period at the center of the
storm. Each bolt causes electricity damage equal to
1d10 eight-sided dice. One-in-ten thunderstorms are
accompanied by a tornado (see below).
Powerful Storms: Very high winds and torrential
precipitation reduce visibility to zero, making Spot,
Search, and Listen checks impossible. Unprotected
flames are automatically extinguished, and even pro-
tected flames have a 75% chance of being doused. Crea-
tures caught in the area can make a Fortitude saving throw

VARIANT: OPPORTUNITY ATTACKS

The standard rules for Call of Cthulhu assume that com-
batants are actively avoiding attacks. A player doesn’t have
to declare anything special for his character to defend him-
self. Sometimes, however, a combatant in a melee lets his
guard down, and he’s not on the defensive as usual. In
these cases, combatants near him can take advantage of
his lapse in defense to attack him for free. These free
attacks are called attacks of opportunity (also known as
“opportunity attacks” or “op attacks”).

Threatened Areas: Each combatant threatens a 5-foot
area around himself (the area into which he can make
melee attacks). If you're within 5 feet of an opponent,
you're in his threatened area, and some of your actions
might provoke opportunity attacks. Likewise, any oppo-
nent within 5 feet of you is in your threatened area. A flat-
footed character doesn’t threaten the area around him.

Provoking an Opportunity Attack: Three types of actions
can provoke opportunity attacks while you're in a threatened
area: moving more than 5 feet, taking an action that distracts
you from defending yourself, and certain unarmed attacks.

Moving within a Threatened Area: When you enter a
threatened area, you must immediately stop moving; if
you don’t, you provoke an opportunity attack. However, if
you start your movement within a threatened area, you can
move up to 5 feet without provoking one.

Taking an Action that Distracts You: Some actions them-
selves provoke opportunity attacks because they require
you to divert attention from the fight at hand. Common
examples include casting a spell and holstering (or sheath-
ing) a weapon. Firing a gun does not incur an opportunity

attack. For more detail, see Table 84 in the DUNGEONS &
DrAGONSs Player’s Handbook.

Unarmed Attacks: Certain unarmed attacks draw oppor-
tunity attacks. If you attempt to disarm, grapple, trip, or
bum’s rush your opponent, he can respond with an oppor-
tunity attack. Touch attacks and regular unarmed strikes
don’t provoke op attacks.

Casting on the Defensive: You can cast a spell from a
threatened area without drawing an opportunity attack by
making a Concentration check (DC 15). If the check fails,
the spell and the action are lost, and the subject threaten-
ing you can make an opportunity attack.

Withdrawing from Combat: You can withdraw from
combat with an opponent by leaving his threatened area.
You can doing this either by moving 5 feet (perhaps with
your 5-foot step) or by withdrawing as a full-round action.
If you take this second option, you can move up to double
your speed.

Making an Opportunity Attack: An opportunity attack is
a single melee attack, and you can only make one per
round. You do not have to make an opportunity attack if
you don’t want to do so. If you make an opportunity attack,
you do so at your normal attack bonus—even if you have
already attacked that round.

Feats: At the Gamemaster's discretion, you may also
want to add the following feats from the Dunceons &
DRAGONS Player’s Handbook for use with this variant:
Combat Reflexes, Improved Trip, Improved Bull Rush
(which becomes “Improved Bum’s Rush”), and Improved
Unarmed Strike. Additionally, you may want to use the
D&D version of Mobility.




Creatures within 5 feet have one-half concealment (attacks by or against them
have a 20% miss chance).
Flash Floods: Runoff from heavy rains forces creatures in the path of a flash
flood to make Fortitude saves (DC 15). Large or smaller creatures that fail the
save are swept away by the rushing water, taking 1d6 points of subdual damage
per round (1d3 points on a successful Swim check). Huge creatures that fail
are knocked down and face potential drowning (see The Drowning Rule
sidebar, page 85). Gargantuan and Colossal creatures also make this Forti-
tude save, but they only drown if the waters rise above their heads.

(DC 20) or face the effects described
below. Powerful storms are divided
into the following four types:

Windstorm: While accompanied
by little or no precipitation, wind-
storms can cause considerable damage
simply through the force of their
wind. See Table 5-16: Wind Effects and
the description on page 87.

Blizzard: The combination of high
winds, heavy snow (typically 1d3 feet),
and bitter cold (see Cold Dangers, page 86)
make blizzards deadly to all who are unpre-
pared for them.

Hurricane: In addition to very high winds
and heavy rain, hurricanes are accompanied
by flash floods (see below). Most investigative
activity is impossible under such conditions.

Tornado: One in ten thunderstorms are ac-
companied by a tornado.

Fog: Whether it consists of low-lying clouds or
mist rising from the ground, fog obscures all
sight beyond 5 feet.

OTHER DANGERS

Use the following guidelines for other dangers a character can face.

ACID

Corrosive acids deals 1d6 points of damage per round of exposure
except in the case of total immersion (such as submersion in a vat
of acid). Total immersion deals 10d6 points of damage per round.

An attack with acid, whether from a hurled vial or a creature’s
spittle (such as the goo spewed from a dhole), counts as a round
of exposure.

The fumes from most acids are also inhalant poisons. Char-
acters close enough to inhale them must make a Fortitude save
(DC 13) or take 1 point of temporary Constitution damage.
All such characters must also attempt a second save 1 minute
later or take another 1d4 points of temporary Constitution

damage.
: fven creatures immune to acid’s caustic
I t t | t
properties might still drown in it if
totally immersed (see the Drown-
ing Rule sidebar, page 85).

ICE
Characters walking
on ice must make
Balance checks
(D& 150 to
avoid slipping
and falling.
Over long dis-
tances, a char-
acter must make
a check each
minute. Char-
acters 1n pro-
longed contact
with ice may
run the risk of
cold damage (see
above).

VARIANT: DESPERATE SITUATIONS

From time to time, characters may be in immediate peril
because they all lack a specific trained-only skill. For exam-
ple, if the only pilot on a plummeting zeppelin has just
fallen overboard, and none of the investigators in the cock-
pit have the Pilot skill, everyone may die.

With this variant rule, if the characters are in a desper-
ate situation, the Gamemaster may allow an untrained
attempt at what would normally be a trained-only skill; in
this case, someone could make a simple Dexterity check to
attempt a crash landing. The DC for such desperate tasks
should be set at whatever the Gamemaster thinks appro-
priate, remembering that what's Very Easy (DC 0) for a

trained pilot should be at least Tough (DC 15) or Chal-
lenging (DC 20) to an untrained amateur (see Table 2-2:
Difficulty Class Examples, page 19).

Even with this variant, the Gamemaster may rule that
some trained-only skills really are impossible for amateurs,
however well motivated. For example, the Gamemaster in
the previous example could decide that none of the inves-
tigators can figure out the controls. Sometimes this is
essential to the plot; for instance, the GM might be encour-
aging the desperate players to look for some other way out
of their dilemma, such as trying that summon byakhee spell
they have just learned.




LACK OF AIR/HIGH ALTITUDE
Characters in conditions of low oxygen, such as on top of a mountain, must roll
a Fortitude saving throw each hour (DC 15, +1 for each previous check), taking
1d6 points of subdual damage each time they fail.

A character who sustains any subdual damage from lack of oxygen is auto-
matically fatigued (see the Character Condition Summary sidebar, page 91).

These penalties end when the character recovers the subdual damage he took

from low oxygen.

Altitude Sickness: Long-term oxygen deprivation due to high altitude
affects mental and physical ability scores. Each 6-hour period a character
spends over 20,000 feet, he must make a Fortitude save or take 1 point of

temporary damage to all ability scores.

SMOKE

Characters breathing heavy smoke must make Fortitude saving throws
(DC 15, +1 for each previous check) each round or spend that round
choking and coughing. Characters who choke for 2 consecutive

rounds take 1d6 points of subdual damage.

Smoke obscures vision, giving one-half concealment (20% miss

chance) to characters within it.

FALLING OBJECTS

Just as characters take damage when they fall more than 10 feet,
they take damage when hit by falling objects. Objects that fall
onto characters deal damage based on their weight and the dis-

tance they have fallen.

TABLE 5-17: an object weighs, it
Damage from deals 1d6 points of
Falling Objects damage, provided it
Object Weight  Falling Distance  falls at least 10 feet.
200-101 Ib. 20 ft. Distance also comes
100-51 Ib. 30 ft. into play, adding
50-31 Ib. 40 ft. an additional 1d6
30-11 Ib. 50 ft. points of damage
10-6 Ib. 60 ft. for every 10-foot

5-1 Ib. 70 ft. increment it falls

beyond the first
(to a maximum of 20d6 points of damage).

Objects smaller than 200 pounds also deal
damage when dropped, but they must fall farther
to deal the same damage. Use Table 5-17: Damage
from Falling Objects to see how far an object of
a given weight must drop to deal 1d6 points of
damage.

Example: A dirigible drops a 400-pound
crate overboard. The crate deals 2d6 points of
damage to anything it strikes by virtue of its
weight alone. If the ship were 100 feet in the
air at the time, the falling crate would deal an
additional 9d6 points of damage, for a total
of 11d6 points of damage.

For each additional increment an object
falls, it deals an additional 1d6é points of
damage. For example, since a 30-pound

For each 200 pounds

metal sphere must fall 50 feet to deal

damage (1d6 points of damage), such

a sphere that fell 150 feet would deal

3d6 points of damage. Objects weigh-

ing less than 1 pound do not deal

damage to those they land upon, no
matter how far they have fallen.

WEATHER

Player characters have a tendency to ignore
the weather, but sometimes it can play an
important role in an adventure. Rain can
wash away tracks, while a thunderstorm can
force the characters to seek shelter. If you
need this level of detail, roll once per day on
Table 5-18: Random Weather to determine the
weather for that day.
Calm: Wind speeds are light (0 to 10 mph). |
Cold: Between 0° and 40° Fahrenheit during
the day, 10-20 degrees colder at night. |
Cold Snap: Lowers temperature by —10° F. |
Downpour: Treat as rain (see Precipitation, |
below) but conceals as fog. Creates flash floods (see |
Weather Hazards, page 87). A downpour lasts 2d4 |
hours. |
Heat Wave: Raises temperature by +10° F. |
Hot: Between 85°-110° Fahrenheit during the day, |
10-20 degrees colder at night. ‘
Moderate: Between 40°-60° Fahrenheit during the ‘
|

day, 10-20 degrees colder at night.

Powerful Storm: (Windstorm/Blizzard/Hurricane/

Tornado): Wind speeds are over 50 mph (see Table 5-16:
Wind Effects). In addition, blizzards are accompanied by
heavy snow (1-3 feet), and hurricanes are accompanied by

downpours (see above). Windstorms last 1d6 hours. Bliz-
zards last 1d3 days. Hurricanes can last up to a week, but
their major impact on characters will come in a 24- to 48-
hour period when the center of the storm moves through
their area. Tornadoes are very short-lived (1d6x10 minutes),
typically forming as part of a thunderstorm system (see Storm,
below, and Weather Hazards, page 87).
Precipitation: Roll d% to determine whether the precipitation
is fog (01-30), rain/snow (31-90), or sleet/hail (91-00). Snow and
sleet occur only when the temperature is 30 Fahrenheit or below.
Most precipitation lasts 2d4 hours. By contrast, hail lasts only 1d20
minutes but usually accompanies 1d4 hours of rain. See Weather
Hazards, page 87.
Storm: (Duststorm/Snowstorm/Thunderstorm): Wind speeds are
severe (30 to 50 mph) and visibility cut by half—see Weather Hazards,
page 87. Storms last 2d4-1 hours.

SUFFOCATION

Characters in conditions where there is no air at all can
hold their breath for 2 rounds per point of Constitution.
After this, each character must make a Constitution
check (DC 10) to continue holding her breath. The save
must be repeated each round (with a +1 to the DC for
each previous success).

When the character finally fails her Constitution
check, she begins to suffocate. In the first round, she
falls unconscious (0 hp). The following round, she

—
————

drops to —1 hit points and is dying. In the third round,
she suffocates.

Slow Suffocation: A character can breathe easily for 6
hours in a 10-foot-by-10-foot-10-foot sealed area. After
that time, the character takes 1d6 points of subdual
damage every 15 minutes. Each additional character, or
every significant fire source, reduces this time by half.
Thus, two people can last for 3 hours, after which they
each take 1d6 points per 15 minutes. If there’s a fire
nearby, the good air runs out in only 2 hours.




TABLE 5-18:
Random Weather

d% Weather Cold Climate Temperate Climate* Desert
01-70 Normal weather Cold, calm Normal for season** Hot, calm
71-80 Abnormal weather Heat wave (01-30) or Heat wave (01-50) or Hot, windy
cold snap (31-100) cold snap (51-100)
81-90 Inclement weather Precipitation Precipitation Hot, windy
(snow) (normal for season)
91-99 Storm Snowstorm Thunderstorm, snowstorm{  Duststorm
100 Powerful storm Blizzard Windstorm, blizzard{,
hurricane, tornado Downpour

*Temperate includes forest, hills, marsh, mountains, plains, and warm aquatic.
**Winter is cold, summer is warm, spring and autumn are moderate. Warm or marshy regions are always slightly

warmer in winter.

TOnly in wintertime; otherwise, treat as thunderstorm (01-75) or windstorm (76-00).
{1Only in wintertime; otherwise, treat as hurricane (01-50) or tornado (51-00)

Warm: Between 60°-85° Fahrenheit
during the day, 10-20 degrees colder at night.

Windy: Wind speeds are moderate to strong (10-30 mph) (See
Weather Hazards, page 87.)

CHARACTER CONDITION SUMMARY

If more than one of these conditions affects a character,
apply them all. If certain effects can’t combine, apply the
most severe effect.

Blinded: The character cannot see at all, and thus
everything has full concealment to him. He has a 50%
chance to miss in combat, loses his positive Dexterity
bonus to Armor Class (if any), and grants a +2 bonus on
attack rolls to enemies that attack him, just as if all his
enemies were invisible. He moves at half speed and suf-
fers a —4 penalty on most Strength- and Dexterity-based
skills. He cannot make Spot checks or perform any other
activity (such as reading) that requires vision.

Cowering: The character is frozen in fear, loses his
Dexterity bonus to Armor Class (if any), and can take no
actions. Foes gain a +2 bonus to hit cowering characters.

Deafened: A deafened character cannot hear, suffers a
—4 penalty to initiative checks, and has a 20% chance of
spell failure when casting spells with verbal components.
He cannot make Listen checks.

Disabled: You can only take one move action or attack
action each round. If you perform any strenuous activity
(see Disabled, page 69), you take 1 point of damage.

Entangled: An entangled character suffers a —2 penalty
to attack rolls and a —4 penalty to effective Dexterity. If
the bonds are anchored to an immobile object, the
entangled character cannot move. Otherwise, he can
move at half speed, but can’t run or charge. An entangled
character who attempts to cast a spell must make a Con-
centration check (DC 15) or lose the spell.

Exhausted: Characters who are exhausted move at half
normal speed and suffer an effective penalty of —6 to
Strength and Dexterity. A fatigued character becomes
exhausted by doing something else that would normally
cause fatigue. After 1 hour of “complete rest” (see Heal-
ing, page 69), exhausted characters become fatigued.

Fatigued: Characters who are fatigued cannot run or
charge and suffer an effective penalty of -2 to Strength
and Dexterity. A fatigued character becomes exhausted
by doing something else that would normally cause
fatigue. After 8 hours of “complete rest,” fatigued char-
acters are no longer fatigued.

Flat-Footed: A character who has not yet acted during
a combat is flat-footed, not yet reacting normally to the
situation. A flat-footed character loses his Dexterity
bonus to Armor Class (if any).

Grappled: The character is engaged in wrestling or some

other form of hand-to-hand struggle with one or more
attackers. A grappled character cannot move, cast a spell,
fire a ranged weapon, or undertake any action more com-
plicated than making a barehanded attack, attacking with a
Tiny or Small weapon (such as a knife), or attempting to
break free from the opponent. In addition, grappled charac-
ters do not threaten any area and lose any Dexterity bonuses
to Armor Class against opponents they aren't grappling.

Helpless: Bound, sleeping, paralyzed, or unconscious
characters are helpless. Enemies can make advantageous
attacks against helpless characters, or even deliver a usu-
ally lethal coup de grace. A melee attack against a help-
less character is at a +4 bonus on the attack roll
(equivalent to attacking a prone target). A ranged attack
gets no special bonus. A helpless defender can’t use any
Dexterity bonus to Armor Class. In fact, his Dexterity
score is treated as if it were 0 and his Dexterity modifier
to Armor Class were 5.

Incapacitated: Characters who are incapacitated are
treated as helpless.

Nauseated: Nauseated characters are unable to attack,
cast spells, concentrate on spells, or do anything else
requiring attention. The only action such a character can
take is a single move action per turn.

Paralyzed: A paralyzed character stands rigid and help-
less, unable to move or act physically. He has effective
Strength and Dexterity scores of 0 but may take purely
mental actions.

Prone: The character is on the ground. He suffers a —4
penalty on melee attack rolls, but can use firearms with-
out penalty. Opponents receive +4 bonuses on melee
attack against him but —4 penalties on ranged attacks.
Standing up from prone is a move action.

Staggered: The character has subdual damage equal to
current hit points. Staggered characters can only take
one move action or attack action each round. You cease
being staggered when your hit points exceed your sub-
dual damage.

Stunned: A stunned creature can take no actions and
loses any Dexterity bonus to his AC. Each attacker gains
a +2 bonus on attack rolls against the stunned creature.
In addition, stunned characters immediately drop any-
thing they are holding.

Unconscious: Knocked out and helpless (see above).
Unconsciousness can result from having current hit
points between -1 and -9, or from subdual damage in
excess of current hit points.
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_ |EQUIPMENT

We devised two weapons to fight |’
it: a large and specially fitted [
Crookes tube operated by power-
ful storage batteries and provided
with peculiar screens and reflec-
tors, in case it proved intangible
and opposable only by vigorously
destructive ether radiations, and
a pair of military flame-throwers
of the sort used in the world-war,
in case it proved partly material
and susceptible of mechanical
destruction—for like the supersti-
tious Exeter rustics, we were pre-
pared to burn the thing’s heart
out if heart existed to burn.

—H.P. Lovecraft,

“The Shunned House” 0
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| attack roll. For instance, a commando knife (range increment 10 feet) can be
| thrown at a target less than 10 feet away at no penalty, but would suffer a -2
penalty against a target 12 fect away, and a —6 penalty against a target 30 feet
away. Thrown weapons, including throwing knives and grenades, have a maxi-
mum range of five range increments.
. Improvised Thrown Weapons: Sometimes more unusual objects get thrown
during the course of an adventure, such as a book, a vase, a stone idol, the dead
| investigator hanging limp in a gug’s claws, or whatever else comes readily to
b hand. Because these objects are not designed for throwing, they are un-
 wieldy. Characters who use improvised thrown weapons suffer a —4 penal-
 ty on their attack rolls (just as they would for any other weapon they were
 not proficient with). The range increment of an improvised weapon is 10
L feet. Its size and damage it deals must be adjudicated by the GM.

Weight: This gives the weapon’s weight in pounds.

Type: Melee weapons are classified according to the three types of
damage they deal: bludgeoning, piercing, and slashing. Some monsters
may be partially or wholly immune to attacks with certain types of
weapons. If a weapon is of two types, a creature would have to be
immune to both types of damage to ignore damage dealt by that
\\/Cap()n.

are often improvised on the spot,
whether they’re shovels, chairs,
kitchen knives, or baseball bats. Table
6-1: Melee Weapons provides game
mechanics for some common examples.

WEAPON QUALITIES

The following important factors are listed
for melee weapons: 1

Tiny, Small, Medium-size, and Large
Weapons: The size of a weapon compared to
your size determines whether the weapon is
light, one-handed, two-handed, or too large to
use. Investigators are Medium-size, but
Mythos monsters wielding weapons come in all :
shapes and sizes. =

Light: If the weapon'’s size category is smaller FE REARMS
than you are (such as a human using a cleaver), %
then the weapon is light. You can use a light
weapon in one hand; you get no'special bonus when
using it two-handed. Light weapons areveasier to use

Most investigators don’t get killed because their weapons fail
them. Instead, they die horribly because they try to use their
weapons for nearly impossible tasks—such as killing Mythos
in your off hand, and you can usc them while grap- creatures. Theoretically, the game rules allow mundane
pling. For human investigators, unarmed strikes are weapons to kill deadly Mythos monsters such as chthonians,
always considered light. but that’s only likely if the critter stands up in broad daylight
under optimum conditions and lets the investigators open
up with a fusillade of heavy weapons fire. Most Mythos
critters, even relatively fragile ones such as human cultists
or deep ones, won’t be so obliging as to give the investiga-
tors a clear shot.

Weapons, no matter how destructive, are unlikely to
solve all the investigators’ Mythos problems. Consider-
ing the legal ramifications of using firearms, weapons

can get the surviving investigators locked up by the

local authorities. If they’re not careful, the investiga-

tors become indistinguishable from bloodthirsty
cultists. At that point, the law fails to distinguish be-
tween the two groups.

When guns are drawn, characters die. Nonethe-
less, their presence does occasionally save the lives
of characters in horror roleplaying games. Fantasy

games have spells and magic items, while science-

fiction games have laser guns and cyber-en-

One-Handed: 1f the weapon’s size category is the
same as yours (such as a human using a machete), then
the weapon is one-handed. You can use a one-handed
melee weapon two-handed so that you can apply one
and one-half times your Strength bonus to damage. (This
rule doesn’t apply to Strength penalties, just Strength
bonuses). This type of weapon can be thrown one-handed;
you add your Strength-bonus to damage if you do so.

Two-Handed:"1f the weapon’s size category is one step
larger than your own (such as a human using a fire axe), then
the weapon'is two-handed. To use a two-handed melee weapon
effectively you must use both hands. When you deal damage
with it, you add one and one-half times your Strength bonus to
damage (as long as it’s a bonus, not a penalty).

Too Large'to Use: 1f the weapon’s size category is two or more
steps larger than your own (such as a particularly clever rat-thing
trying to pick up a crowbar), it’s too large to use. Some objects are
just too big or unwieldy to be used as improvised weapons.

Weapon Proficiency: A character without the Weapon Proficien- hanced body parts. Investigators in Call of

¢y (melee weapons) feat suffers a —4 penalty to all attacks with melee Cthulhu have guns. W lnlc}ntclhggr}cc and clev-
Weapors. erness are an investigator’s best friends, some-
times a troubled hero is comforted by the se-
curity of a trusty shotgun.
If firearms don’t play a large role in your
campaign, or if a given player just doesn’t

Damage: The Damage column indicates the damage you deal with
a weapon when you score a hit.

Critical: The entry in this column notes the chance for a critical hit,
the extra damage the weapon does on a critical hit, or both. When you

! P score a critical hit, roll the damage with all modifiers either two times or SRS ’It]lmt | muchl allmut plckmlg QnE f‘“”’

@ three times (as indicated by its critical multiplier) and add all the rolls to- you L only nced the game mechdnics from

B octher Table 6-3: Generic Firearms (page 95).
~ gether. -

Those wanting more information should
proceed to the Expanded Firearms
Rules, page 95.

x2: Roll damage twice on a critical hit.

x3: Roll damage three times on a critical hit.

19-20/x2: The weapon scores a threat (a possible critical hit) on a natural
19 or 20 (instead of just on a 20). You roll damage twice on a critical hit.

18-20/x2: The weapon scores a threat on a natural 18, 19, or 20 (instead of

® just on a 20). You roll damage twice on a critical hit.

Unless noted otherwise, a weapon’s threat range is 20 (it only scores a possi-
ble critical hit when a natural 20 is rolled on 1d20).

Range Increment: Any weapon with a range increment can be used as a
ranged weapon. A ranged attack at less than this increment is not penalized for
range. However, each full range increment adds a cumulative 2 penalty to the




TABLE 6-1:
Melee Weapons

Range
Weapon Damage Critical  Increment  Weight Type
Tiny Weapons
Brass knuckles 1d3 x2 — 0.5b.  Bludgeoning
Knife, steak 1d3 2D, — 0.5Ib.  Piercing MJGDERN
Razor, straight 1d3 X2 — 0.51b.  Slashing ' }0
Stiletto/Switchblade ~ 1d3 19-20/x2 — 0.75 Ib. Piercing ARM R
Knife, commando 1d4 19-20/x2 10 1Ib. Piercing Amar e et
Knife, hunting 1d4 19-20/x2 10 251b.  Piercing evailable 10 Mvthos trocs.
Knife, combat 1d4 19-20/x2 10 251b.  Slashing e S Y
¢ y modern
Small Weapons Zras (after the 1960s). To be
Sap 1d6 subdual ~ x2 — 3 b Bludgeoning homestemamitintires didrlt
Pocketknife 1d3 X2 — 0.51b.  Piercing desiﬂn, A e e e
or scalpel Skt against deep one
Cleaver 1d4 19-20/x2 5 11b.  Piercing e
Butcher knife 1d4 19-20/x2 5 1 1b. Piercing iy i M
Folding shovel 1d4 x2 — 2.51b.  Bludgeoning i D }d f e
: . plicity and game balance,
or entrenching tool and slashing Table 6-4: Generic. Armor
Gun butt, pistol 1d4 x2 5 2 Ib. Bludgeoning Hestrilics Fode levels of nro-
Knife, kukri 1d4 18-20/x2 10 3lb.  Slashing testion for naranoid rmsm.
Hatchet 1d6 x3 10 3.51b.  Slashing ouin - gl
or tomahawk ° ’
Nunchaku* 1d6 X2 — 2 |b. Bludgeoning
Medium-Size Weapons T} ! :
Croquet mallet 1d4 X2 — 251b.  Bludgeoning ARMOR CHECK
Nightstick 1d4 X2 — 1.51b.  Bludgeoning ) ) PENALTY
or billy club An mvestigator wearing
Fencing foil 1d4 18-20/x2  — 2.51b.  Piercing armor suffers an armor
Bayonet, hand-held 1d4 19-20/x2 — 2.5Ib.  Piercing Cll?Ck penalty to tl}C follow
Crowbar, tire iron, 1d6 ) = 3 Ib. Bludgeoning  skills: Balance, Climb, Es-
or fireplace poker cape Arust, Hide, Move Si-
Pick or pickaxe 1d6 x4 — 6 Ib. Piercing lently, Jump, and Tumbl;.
Machete 1d6 19-20/x2  — 2.51b.  Slashing In addition, the investiga-
Rapier 1d6 18-20/x2  — 3lb.  Piercing tor suffers the same armor
Saber, cavalry 1d6 18-20/x2 — 3 Ib. Slashing check penalty to atrtack
Large Weapons rolls.
Bat, baseball 1d6 X2 — 3 Ib. Bludgeoning
or cricket
Bayonet, 1d6 19-20/x2  — 11.51b. Piercing and BULLEY
fixed to rifle slashing RESISTANT
Gun butt, rifle 1d6 x2 — 9 |b. Bludgeoning
or shotgun Bull VES‘I-S
Shovel or spade 1d6 X2 — 4 |b. Bludgeoning o C{ FeHStgnt lv(ejsts tdmt
Axe, wood or fire 1d8 x3 — 6 Ib. Slashing Can [ contsmes il

clothing come in a variety of
grades. Some are made of
simple ballistic cloth and are designed to stop handgun rounds of .38

* Requires Martial Arts feat to use.

TABLE 6-2: Special and 9x19mm caliber and less. This vest covers the front and
Melee Weapon Prices back of the torso and some may cover the sides. The armor bonus is +4.
Weapon 1920s 2000s High velocity rifle rounds (including the .22 long rifle round), larger
Pocket knife $0.79 $16.95 caliber handguns (such as the .357 Magnum), arrows, and knives tend
Swiss army knife $1.98 $39.95 to punch through this type of vest by working through the cloth’s
Rapier $12.50 $79.00 weave. Against these kinds of attacks, this vest is of only limited pro-
Fencing foil $6.00 $149.99 tection; reduce the armor bonus to +1.
Saber $30.00  $200.00 Reinforced vests are also available. These are much like the standard
Bayonet $3.75 $99.99 type above but include bullet resistant Kevlar plates in the front and
Combat knife $3.48 $36.88 back. These plates are designed to withstand hits from rifles of
Commando knife $4.25 $19.99 7.62x51mm or less. The armor bonus is +5; against larger caliber
Kukri knife $6.00 $24.95 weapons, this limited protection is only +1.
Stiletto $2.00 $24.99 Bullet resistant vests provide only a +1 armor bonus against a crea-
Machete w/scabbard ~ $1.00  $13.95  ture’s claw attacks.
Brass knuckles $1.00 $6.95

Billy club/police club ~ $0.85 $19.95

Nunchakis ~ $19.95 FLAK ARMOR

* Requires Martial Arts feat to use. Modern military flak vests are designed to protect the entire torso
from grenade and shell fragments and bullets of up to 7.62x51mm cal-
iber. Vests in good condition should be able to withstand direct bullet
hits and protect the wearer from significant harm. Due to their thick-




TABLE 6-3:
Generic Firearms

Range
Weapon Damage Critical Capacity  Increment  Rate of Fire
Handgun (9mm) 1d10 S 9 20 ft. Multifire
Rifle (.30-06 bolt-action) 2d10 x3 4 200 ft. Standard
Shotgun (12-gauge pump-action) 3d6/2d6/1d6* <3 5 50 ft. Standard
Submachine Gun (9x19mm selective fire) 1d10 X3 30 25 ft. Autofire
All firearms on this table do piercing damage.
*Damage is by range increment. Shotguns do no damage beyond the third increment
TABLE 6-4- In almost every case, caliber refers to the diam-
Generic Armor eter of the bullet that 15 fir(;d down tl_]c barre!. This
Armor Armor Check 1S typically measured in either fractions of inches
Brnor 2000s Cost ~ Bonus  Penalty or in millimeters. For example, a very common
Bllet Fesistant vest $299.95 4 3 and popular handgun cartridge is the 45 ACP
B iorced vest $439.95 +5 2 round; the “.45” means that the bullet is .45 inches
Elakvest $2.000.00 5 3 (almost half an inch) in ~diameter at its w1dgst
Flak armor (body armor) $4.000.00 +7 4 point. Another example is the 7.62x54mm rifle
e cartridge, the standard Russian and Soviet rifle
round of both world wars; “7.62” means that the
ness and weight, they are not easily concealed bullet is 7.62 millimeters across at its widest point. A caliber that
and are worn over c]othing, The armor bonus iS measured iﬂ millimeters also often includes a fO”OW—Up
to Armor Class is +6. Even heavier and offering number that refers to the overall cartridge length. In the previ-
more coverage, flak armor, also known as body ous example involving the 7.62x54mm round, the “54” refers to
armor, provides a +7 armor bonus to Armor the total length of the cartridge in millimeters.
Class. Shotgun caliber is measured differently. Using the archaic

measurement of gauge, this is a description of the weapon’s
bore size: the lower the gauge, the larger the caliber. In other

EXPANDED FIREARMS words, a 12-gauge shotgun fires a greater mass of pellets

R than one that’s 20-gauge. Shotgun barrels lack rifling and
ULES

are designed to fire various numbers and sizes of pellets.
They may also fire individual slugs that are capable of

Table 6-3: Generic Firearms presents a few weapons doing considerable damage.
characters in Call of Cthulhu can use right away. Some The .357 Magnum and .44 Magnum caliber revolvers
players, however, prefer additional detail about their are special in one important respect. Most .357 Magnum
gear. If you want more elaborate statistics for your char- revolvers can safely load and shoot both .357 Magnum
acter’s firearm, a history for every gun, or just a wider rounds and .38 Special rounds. Similarly, most .44
array of options, then this section is for you. Make sure Magnum revolvers can safely load and fire both .44
you check with your Gamemaster before choosing any- Magnum rounds and .44 Special rounds.
thing exotic—she’ll decide whether your investigator needs A weapon’s caliber affects many important ele-
to “check his guns at the door.” ments in its performance. This includes but is not
While the role of firearms in this game is a question each limited to range, accuracy, reliability, and damage.
group answers in different ways, this information should be A poorly designed cartridge might, for instance,
useful to anyone running a d20-based campaign in modern-day make an otherwise decent weapon prone to jams.

Earth—even without the Cthulhu Mythos.

ACTION
SPECIFIC F‘REARMS, This describes the mechanism that the weapon
The arms described in the tables that follow are divided into four uses to chamber and fire a cartridge. The type
categories: pistols, rifles (including automatic rifles, shotguns, and of action greatly affects the weapon’s rate of
submachine guns. Within each table, weapons are listed in chrono- fire, reliability, and ease of maintenance.
logical order by year. The tables provide a sampling of weapons com- Automatic: When the trigger is pulled,
monly available in the 20th century. the weapon fires a stream of bullets until

the shooter releases the trigger, the
weapon malfunctions, or the weapon runs

MODEL/DESIGNATION out of ammunition. Machine guns are,
This is the name or designation of the weapon. It often includes the by definition, fully automatic, though
name of the manufacturer. The letter “M” appears in many weapon many are also selective fire (see below).
names/designations and almost always stands for “model.” For example, Bolt: Bolt-action arms first appeared
the Winchester M1897 shotgun is also known as the Winchester Model in the latter half of the 19th century.
1897 shotgun. Reliable and easy to maintain, they

were the standard military long arm

CALIBER(S)

This is the caliber of ammunition the weapon uses. Many weapons of the

same model are available in different calibers. However, with a very few ex-
ceptions, a specimen chambered for one caliber cannot use ammunition of a
different caliber.




design for most countries in both world wars and remain popular as sniper and
sporting arms. A bolt-action rifle requires the shooter to manipulate the bolt in
order to eject any spent casing that is in the chamber. The same maneuver also
either moves a fresh cartridge from the magazine into the chamber or opens the
breach so the shooter can manually reload. In most designs, this means the
shooter (1) lifts the bolt handle up, (2) pulls the bolt to the rear to eject the
casing, (3) pushes the bolt forward to chamber a new round, and (4) pushes Military assault rifles are, by def-
the bolt handle back down to lock the bolt in place. inition, selective fire. Many machine
Lever: Lever-action arms require the shooter to manipulate a lever or guns and submachine guns are selec-
handle that is typically mounted on the underside of the weapon. By work- tive fire as well. Selective fire small
ing the lever, any spent cartridge casing in the chamber is ejected and a arms began to enter widespread use in
fresh round is mancuvered from the magazine into the chamber. Lever- the closing years of World War II and
action weapons made their debut in the 1860s and are often associated are now the standard infantry arm for
with the taming of the American West. They remained popular sporting virtually every army in the world.
arms throughout the 20th century. Semi: Semiautomatic fircarms are de-
Pump: Also known as slide-action, pump-action weapons are most signs that use either recoil forces or gas
commonly associated with sporting and riot shotguns. A wide range pressure to automatically move the bolt
of pump-action rifles, particularly light .22 caliber target and within the weapon in order to load and fire.
“varmint rifles,” have also been manufactured. The design first ap- They discharge one round for each pull of the
peared in the late 19th century. By pulling back and pushing for- trigger. The mechanism is fairly complex when
ward the slide in one smooth motion, the action ejects any spent compared to earlier designs. It wasn’t untl
cartridge casing and loads a new round from the magazine. shortly before World War II that truly reliable
Revolving: First appearing in the mid-19th century, revolv- semiautomatic designs appeared. They have
ing-action weapons are typically associated with handguns proved popular in both military and sporting use.
(“revolvers”) that first appeared in the 1840s. Though both re- Semiautomatic arms are neither machine guns nor
volving rifles and shotguns have been manufactured, the assault rifles.
design proved far more successful with handguns. Repeating For semiautomatic pistols, there are two basic
weapons (arms that can fire multiple times without reload- sub-types. Single-action designs are those that re-
ing) appeared in various forms prior to the 1840s, but it was quire the weapon to first have a round chambered
Samuel Colt’s revolver design that proved to be the first and the hammer to be cocked before it will fire.
noteworthy, reliable, mass-produced repeating weapon. Once it discharges its first round, the weapon cocks
Revolvers were common in military use unul around itself for the follow-up shots. Double-action designs
World War I. They remained a popular law enforcement are those that do not have to be cocked to fire. Once a
and civilian weapon throughout the 20th century and round is chambered, the weapon will cock itself as the
continued to see at least limited military use in some trigger is pulled. The trigger pull for this first shot will
areas for the entire 20th century. be heavy (as with a single-action revolver). The weapon
Revolving arms come in two basic sub-types. Single- self-cocks with each subsequent shot. Of course, the
action revolvers require the shooter to cock the shooter can manually cock a double-action pistol so that
hammer in order to turn the cylinder and expose a its first shot is smooth and accurate.
fresh cartridge for firing. Double-action revolvers In the Action column of the handgun table, “semi/S”
can be fired like single-action revolvers. However, refers to a single-action semiautomatic pistol while “semi/D”
by simply pulling the trigger, the mechanism auto- refers to a double-action semiautomatic pistol. Semiautomat-
matically turns the cylinder and fires a shot. The ic rifles and shotguns are almost always single-action.
trigger pull is heavy when the weapon has not first
been cocked and this tends to diminish its accura-

cy. A less common variant is the hammerless ., ) CAP (CAPACITY)
double-action revolver. This version cannot be This is the number of cartridges the weapon normally holds.
manually cocked so the trigger pull is always Some models are available with different magazine sizes.

heavy. Though this might be viewed as a disad-
vantage from the standpoint of accuracy, it
also means that the revolver is less susceptible
to an accidental discharge.

In the Action column of firearms tables,
“rev/S” refers to a single-action revolving
weapon. The term “rev/D” refers to a
double-action revolving weapon.

Selective: Selective fire weapons,
such as most submachine guns, are
those that have a selector switch. The
switch typically has three settings.
One functions as a safety. A second
permits it to fire as a semiautomatic
weapon. The third permits it to fire
on fully automatic.

LOADING

This is the way in which the weapon is loaded. Several common op-

tions follow.

Belt: Designed for use with machine guns, an ammunition belt is

made of metal or fabric links that hold cartridges. As the belt is fed
through the weapon, the rounds are fired. The spent casings are eject-
ed and the belt exits the opposite side of the weapon. Some metal link
belts are designed to remain intact as they exit the weapon. Others are

“disintegrating link belts” that eject the individual links from the

weapon. Unlike fabric belts, metal link belts of any type are reusable. Be-

cause belts contain large quantities of ammunition, they are ideal for use
with fully automatic weapons.

Break: Break-open designs have the barrel mounted on a hinge. By
pressing a small catch or lever, the weapon can be “broken open” to
expose the barrel(s) or cylinder. In most modern designs, cartridge casings

are automatically cjected when this occurs. The weapon may then be quick-

ly reloaded. Most single- and double-barrel shotguns use this loading
method. It is also common in revolvers, particularly older (19th century)
Smith & Wesson and Webley models. Some break-open revolver designs have
speed-loaders available for them that permit the entire cylinder to be reloaded
at once.



RANGE

This is the weapon’s range increment. Any attack at less than this distance is not

penalized for range, so a handgun (range increment 20 feet) can be fired at ene-

mies up to 19 feet away with no penalty. However, each full range increment

causes a cumulative -2 penalty to the attack roll; the same handgun, fired at

someone 40 feet away, would suffer a -4 penalty.

Clip: Also known as “charger”
and “stripper clip,” a clip is a small

piece of metal used to hold car- RATE
tridges. Typically, a small spring in the This is the weapon’s rate of fire. In this version of Call of Cthulbu, every
clip provides sufficient pressure to firearm is classified as either standard, multifire, or autofire. Rate of fire
prevent rounds from simply falling governs how many attacks you can make each round with a firearm and
out. Clips are commonly used in bolt- what penalties or bonuses apply (see Firearm Attacks, page 80).

action military rifles and carbines but
have also been used in some semiauto-

matic pistols, and even lever-action and e ] COUNTRY
semiautomatic rifles. This is the country where the weapon was first manufactured. Many

In most cases, using a clip involves simply flrearms_ are manufactu.red in numerous countries, sometimes illegal-
nserting it into the breach and pushing the ly or without proper licensing.

rounds with the thumb from the clip into the
weapon’s internal magazine. The clip is then
tossed aside or is knocked away when the
breach is closed. In a few cases, the clip must be
physically inserted into the weapon and is re-

YEAR
This is the year in which the weapon was first manufactured. Military
arms are typically unavailable to civilians in any meaningful number

; e ; in the first years of their manufacture. This is particularly the case
quired to remain in it for it to work. The best : e : )

. . v for weapons that are introduced during times of war. In later years,
known example is the M1 Garand rifle of World o : % Pl
War 11 most military weapons become available on the legitimate civilian
) market in quantity when they are declared obsolete. The excep-
tions to this are selective fire and automatic weapons, which are
illegal in most countries. Of course, the black market in almost
any country might have most any type of weapon available,
o sometimes at astonishingly low prices. In the 1990s in some
manually like side-loaded weapons (see below). In the . .
. e parts of Africa, for example, fully automatic AK-47 assault
firearms tables, the only weapons that require clips to : (s
- rifles could be acquired for a mere seventy dollars or so. The
be used with them are the M1 Garand, the Colt M1917 o " ] .
: reason lies in the flood of arms sent into Africa by the Soviet
revolver, and the Smith & Wesson M1917 revolver. All : :
o : : : bloc during the Cold War. This does not mean that such
three are described in detail separate from this section. : : .
e . arms are reasonably available to investigators, nor that the
Drum: A drum is simply an enlarged magazine that . . .
S ; ! i weapon purchased will be in good condition. It can be
holds as little as a few dozen or as much as one hundred . . 3
. . i . R very dangerous dealing with the black market, especially
or more cartridges (fifty to seventy-five are typical sizes). i >
: in a foreign country whose culture, language, and laws
Drums are usually heavy and cumbersome and most tend e :
are unfamiliar to those secking weapons.
to rattle when they are moved around. Drums are usually
used with submachine guns and light machine guns. One of
the best known weapons that uses a drum is the Thompson NOTES
submachine gun (or “tommy gun”).

Mag: This refers to the detachable box magazine. Made of
metal or plastic, a2 magazine contains a spring that pushes its
cartridges into the weapon as the action works. First introduced
in the late 19th century, magazines are commonly used in mili-

tary, law enforcement, and sporting firearms of virtually every ‘ IGHL] E
type. Magazines can be of small capacity (five rounds or so), but H N M e B D
are more typically found in sizes ranging from ten to thirty rounds HREA Ms

or more. Military issue magazines are rarely seen in capacities much

The term “clip” is often erroneously used to de-
scribe a detachable box magazine (see “Mag”
below). Clip-loaded weapons that do not require
the clip to be in the weapon can usually be loaded

Some weapons include lettered footnotes (a, b, ¢,
and so on) that refer to additional information lo-
cated at the bottom of that table.

exceeding forty rounds. In the 1980s and 1990s, some larger capaci- The arms described here are expanded de-
ty magazines became available for civilian use. Their sizes sometimes scriptions of some of those found on Table
rivals drums. More of a technical curiosity, these outsize magazines 6-5: Specific Firearms. In particular, these
gained a reputation for being unreliable and prone to jam. are weapons of historical or criminal im-

Side: Side-loading weapons are those designed to have rounds loaded portance or the kinds of firearms com-
through a receiver or side-gate or into the breach. Cartridges are loaded monly seen in movies and history docu-
by hand, one by one. This is a slow process. Though many military arms mentarics. They are divided into four
used this method in the 19th century, it was obsolete by the 20th centu- categories: pistols, rifles, shotguns, and
ry. Many civilian arms continue to use this method. Notably, pump-action submachine guns. Within these cate-
shotguns are commonly side-loading, being loaded through a receiver on gories, they are given in chronological
the underside of the weapon. order.

Swing: Swing-out designs involve revolvers only. By pressing a catch or
button on the revolver, the cylinder can be made to swing on a hinge away
from the weapon’s frame. The rounds in the cylinder can then be manually
cjected by pushing an ejector rod, permitting the cylinder to be reloaded.
Many swing-out revolvers, particularly those postdating World War II, are de-
signed to allow the use of a speed-loader that can reload the entire cylinder in
one efficient maneuver.




TABLE 6-5:
Specific Firearms

Pistols Caliber Damage Crit  Action Capacity Loading Range Rate Country (Year)
Remington Double Derringer 2 A1 RF Short 1d8 X3 n/a 2 break 5 Multifire  USA (1866)
Colt Single Action Army Revolver 2 .45 Colt Long,  2d8 X3 rev/S 6 side 20 Standard  USA (1873)
40 or 41 Colt  1d10 X3
Colt M1877 “Lightning” Revolver @ .38 Colt 1d10 X3 rey/D 6 side 20 Multifire  USA (1877)
Colt M1877 “Thunderer” Revolver 2 .41 Colt 1d10 x3  rev/D 6 side 20 Multifire  USA (1877)
Webley Mark | Revolver 2 455 Webley 2d8 x3  rev/S,or 6 break 20 Standard UK (1887)
rev/D Multifire
Mauser M1896 “Broomhandle” 2¢  7.62x25mm, 1d10 X3 semi/S 10 magorclip 20 Multifire  Germany (1896)
9x19mm
9mm Mauser ~ 1d10 x3
P03 Luger Pistol b ¢ 9x19mm 1d10  x3  semi/S 8 mag 20 Multifire  Germany (1908)
Colt M1911 Pistol 2 45 ACP 2d8 X3 semi/S 7 mag 20 Multifire  USA (1911)
Colt M1917 Revolver 2 45 ACP 2d8 x3  rev/D 6 cliporside 20  Multifire  USA (1917)
Smith & Wesson M1917 Revolver 2 .45 ACP 2d8 X3  rev/D 6 cliporside 20 Multifire ~ USA (1917)
Astra M1921 b 9x23mm, 1d10 x3  semi/S 8 mag 20 Multifire  Spain (1921)
9mm Steyr, 9x19mm
(and others) 1d10 X3
Walther PPK 2 .32 ACP 1d8 X3 semi/D 7 mag 20 Multifire  Germany (1931)
.380 ACP 1d10 X3
Browning GP35 High-Power Pistol 2 ¢ 9x19mm 1d10 X3 semi/S 13 mag 20 Multifire  Belgium (1935)
Walther P38 Pistol 2 9x19mm 1d10 x3  semi/D 8 mag 20 Multifire  Germany (1938)
Colt Python Revolver 357 Magnum  2d6 X3 rev/D 6 swing 20 Multifire  USA (1955)
Ruger Blackhawk Revolver b .357 Magnum,  2d6 x3  rey/S 6 side 20 Standard  USA (1955)
.44 Magnum, or  2d8
45 Colt Long ~ 2d8
Heckler & Kock P9 Pistol b 9x19mm 1d10 X3 semi/S 9 mag 20 Multifire  Germany (1970)
SIG-Sauer P225 @ 9x19mm 1d10 X3 semi/D 8 mag 20 Multifire  Switzerland (1985)
Beretta M92 2 9x19mm 1d10 x3  semi/D 15 mag 20 Multifire  Italy (1976)
Ruger Redhawk Revolver .44 Magnum 2d8 X3 rev/D 6 side 20 Multifire  USA (1979)
IMI Desert Eagle Pistol 2 357 Magnum  2d6 X3 semi/S 9(357) mag 20 Multifire Israel (1982)
41 Mag, W6 3 8 (41)
44 Mag, 2d8 x3 7 (.44)
or .50 AE 2d10 X3 7 (.50
Glock Model 17 b 9x19mm 1d10  x3  semi/D 17 mag 20 Multifire  USA (1983)
Colt Delta Elite 2 10mm Auto 1d10 X3 semi/S 8 mag 20 Multifire  USA (1987)
2 This design has an exposed hammer.
b This is a hammerless design.
¢ Some variants of this weapon could accommodate a detachable shoulder stock.
Rifles Caliber Damage Crit  Action Capacity Loading Range Rate Country (Year)
Mosin-Nagant M1891 Rifle 7.62x54mm 210 X3 bolt 5 clip 200  Standard  Russia (1891)
Mannlicher-Carcano M1891 Carbine 2 6.5%52.5mm 2d8 x3 bolt 6 clip 175 Standard ltaly (1891)

Winchester M1894 Sporting Rifle 32-40,.25-35  2d6 x3  lever 4or8 side 200  Standard  USA (1894)
.30-30, .38-55  2d10 X3

Lee-Enfield Mark | Rifle 2 .303 British 2d10 3 bolt 6 mag 175 Standard UK (1896)
Mauser M1898 Rifle 2 7.92x57Tmm 2d10 X3 bolt 5 clip 200  Standard  Germany (1898)
Springfield M1903 2 7.92x57mm 2d10 x3 bolt 5 clip 175 Standard ~ USA (1903)
Lee-Enfield Mark 111 2 .303 British 2d10 X3 bolt 10 mag 200  Standard UK (1907)
M1 Garand Rifle @ .30-06 2d10 x3  semi 8 clip 200 Multifire  USA (1936)
Springfield M1903A4 Sniper Rifle .30-06 2d10 X3 bolt 5 clip 200  Standard  USA (1942)
Lee-Enfield No. 5 Mark | .303 British 2d10 X3 bolt 10 mag 175 Standard UK (1944)
Jungle Carbine 2 b
Ruger Mini-14 Rifle 5.56x45 mm 2d6 x3  semi 510,20 mag 200 Multifire  USA (1973)
or 30
M21 Sniper Rifle b 7.62x51mm 2d10 x3 semi 20 mag 200  Multifire  USA (1975)
Barett Light Fifty M82A1 b ¢ 12.7x99mm 2d12 x4  semi 1 mag 200 Multifire  USA (1983)
FR-F2 Sniper Rifle ¢ 7.62x51mm 2d10 x3 bolt 10 mag 200  Standard  France (1934)
Ruger M77 Mark II Police Rifle © 7.62x5Tmmor 2d10 3 bolt 4 side 200  Standard  USA (1939)

5.56x45mm 2d6 x3
# Most or all specimens of this weapon could accommodate a detachable bayonet.
b A flash suppressor is a standard accessory on most or all examples of this weapon.
¢ Some or all specimens are equipped with a bipod.

continued on page 99




Automatic Rifles Caliber Damage Crit Action Cap  Loading Range Rate Country (Year)

M1918 Browning Automatic Rifle®  .30-06 2d10 x3  select 20 mag 200  Autofire  USA (1918)
Kalashnikoy AK-47 2 b 7.62x39mm 2d6 x3  select 30 mag 150  Autofire USSR (1947)

FN FALabe 7.62x51mm 2d10 x3  select 20 mag 200 Autofire  Belgium (1953)
M-14 Rifle 3 b 7.62x51mm 2d10 X3 select 20 mag 200 Autifire USA (1957)
Heckler & Koch G3 a b 7.62x51mm 2d6 x3  select 20 mag 200  Autofire  W.Germany (1959)
Colt M-16A1 2 b 5.56x45mm 2d6 x3  select 200r30 mag 200  Autofire  USA (1966)

Galil Assault Rifleabde 5.56x45mm 2d6 X3 select 350r50 mag 200  Autofire lIsrael (1973)

Steyr Sturmgewehr 77 AUG b ¢ f 5.56x45mm 2d6 X3 select 300rd42  mag 200  Autofire  Austria (1977)
Enfield L85AT IndividualWeapon b <cf  5.56x45mm 2d6 x3  select 30 mag 200  Autofire UK (1985)

& This weapon can accommodate a detachable bayonet.

o A flash suppressor is a standard accessory on most or all examples of this weapon.

d Most or all specimens of this weapon have folding stocks.

¢ Most or all specimens of this weapon are equipped with bipods.

fThe standard AUG has a 1.4 power telescopic sight. The standard L85A1 has a 4.0 power telescopic sight.

Submachine Guns Caliber Damage Crit Action Cap  Loading Range Rate Country (Year)

Thompson M1921 45 ACP 2d8 x3  select 20,30, mag 30 Autofire  USA (1921)
or50  ordrum

Sten Mark | b ¢ 9x19mm 1d10 X3 select 32 mag 25 Autofire UK (1941)

M3 “Grease Gun” b 45 ACP 2d8 x3 auto 30 mag 30 Autofire  USA (1942)

Uzi b 9x19mm 1d10 x3  select 25,32,  mag 25 Autofire  Israel (1952)
or 40

Sterling L2A1 2 b 9x19mm 1d10 X3  select 34 mag 30 Autofire UK (1953)

vz61 Skorpion b 32 ACP 1d8 x3  select 100r20 mag 20 Autofire  Czech (1961)

Heckler & Koch MP5 b 9x19mm 1d10 x3  select 150r30 mag 25 Autofire  W.Germany

4 This weapon can accommodate a detachable bayonet.
b Some or all versions of this weapon have folding stocks.
< This weapon has a flash suppressor.

Shotguns Caliber Damage* Action  Cap  Loading Range Rate Country (Year)
Winchester M1897 @ 12g or 16g pump 5 side 50  Standard  USA (1897)
Winchester M1897 Trench 2 ¢ 12g pump 5 side 50  Standard  USA (1917)
Winchester M1897 Riot Shotgun@  10g or 12g lever 4 side 50  Standard  USA (1897)
Browning Auto-5 Shotgun b 12g or 16g semi 4 side 50 Multifire  Belgium (1900)
Winchester M1912 b 12g, 16g, 20g, 28g pump 5 side 50  Standard  USA (1912)

Ithaca Model 37 b 12g, 16g, 20g pump 4 side 50  Standard  USA (1937)
Winchester Model 24 Shotgun bd  12g, 16g, or 20g n/a 2 break 50  Multifire  USA (1939)
Browning Auto-5 Light 12g, 16g, or 20g semi 5 side 50  Multifire  Belgium (1948)
Remington Model 11A Shotgun b 12g, 16g, or 20g semi 5 side 50  Multifire  USA (1905)
Remington Model 11R ® 12g semi 5 side 50 Multifire ~ USA (1921)
Winchester Model 1400 b 12g, 16g, or 20g semi 2 side 50 Multifire  USA (1964)

Franchi SPAS-12 12g semi/pump 7 mag 50  Multifire  ltaly (1979)
Mossberg M590 < 12g pump 6 side 50  Standard  USA (1987)

Beretta Model 686 Onyx b ¢ 12g, 20g, or 28g n/a 2 break 50 Multifire  Italy (1989)

Baretta M3P 12g semi 5 box 50  Multifire Italy

2 This design has an exposed hammer.

b This is a hammerless design. ! Wy

¢ This weapon can accommodate a detachable knife-type bayonet. YL manufacturqs tetl 2hal astonishing array
d A double-barreled shotgun in a side-by-side configuration. of calibers and designs. They can have any-
¢ A double-barreled shotgun in an over-and-under configuration. where from one to four barrels (or more) and
#See Table 6-8 on page 107 for shotgun damage. at the end of the 20th century are commonly

seen in calibers ranging from .22 long rifle
up to .38 Special (or greater).

PISTOLS COLT SINGLE ACTION ARMY
REMINGTON DOUBLE DERRINGER (M95) REYOLSH (M%)

« >
The Model 95 Derringer is the classic double-barrel derringer design. ]%m known as the Pfaccmaker and
Introduced by Remington in 1866, over 150,000 were made before pro- Frontier Six-Shooter,” this venerable
duction concluded in 1935. The standard model is in .41 rimfire short cal- C‘Oh‘ design is perhaps the hand.gun
iber and has a pair of three-inch-long over-and-under barrels. Loading re- most associated W‘I_th the Old West. A
quires the shooter to unlock the barrels and tip them up on a hinge in order supremely successful weapon, ltl was
to extract spent casings and reload the weapon. The barrels cannot be fired a.d()pth by the U.S. Army i
simultaneously. When the first shot is fired, the firing pin automatically joyed substantial sales on the civilian
switches to the next barrel, permitting both barrels to be fired in quick suc-
cession. Its diminutive size permits easy concealment, but also makes it highly
inaccurate beyond a very short range (a few yards).

Derringers are a common type of small firearm that are generally intended
for self-defense. Often they are viewed as a weapon of last resort. Though the
Model 95 is available in one caliber only, derringers have been produced by nu-




market. During its production run from 1872 to 1940, well over 350,000 were
manufactured in a sizable number of variants. Those produced after 1898 were
designed for smokeless ammunition. Production resumed in 1955 and contin-
ues to this day.
Though most commonly thought of as a powerful six-shot revolver cham-
bering the .45 Colt, it has been available in a host of calibers from .22 rimfire
to .476 Eley. The standard calibers have been .45 Colt, .44-40, .38-40, .32-20, manufactured as the Mark 1 for the
and .41 Colt. Standard barrel lengths were 4 3/4-inch, 5 1/2-inch, and 7 1/2- very powerful .455 Webley round, it
inch, but some were made with barrels as short as 2 1/2 inches or as long as went through many design modifica-
16 inches. Some of the long barrel designs could accommodate a detachable tions over the years, which included
shoulder stock. The majority were blued, but nickel-plated specimens are alternate calibers.
fairly common. The basic Webley is a six-shot break-
As a military weapon and in particular as a cavalry arm, the Peace- open revolver and was available in both
maker had distinct disadvantages that led to it being supplanted by single-action and (more commonly)
other designs. Reloading requires the shooter to open a hinged side- double-action versions. It saw service in
gate and extract the spent cartridge casings individually. This 1s assist- both world wars as well as the Anglo-Boer
ed by an integral ejector rod, but is still a cumbersome exercise when War of 1899-1902. Webleys were commonly
one is also occupied with maneuvering a horse. Being single-action, equipped with a lanyard tied to a ring on the
it must be manually cocked before it will fire. Though obsolete for bottom of the grip that helped prevent the
military and law enforcement use, it remains one of the most shooter from losing or accidentally dropping it.
famous and popular handguns in history. The Webley’s initial caliber was .455 Webley
Perhaps Colt’s most respected post-World War II revolver round. Along with 45 Colt and .45 ACP, this
design is the Python. Introduced in 1955, it is a six-shot, double- was one of the most powerful calibers of its day,
action, .357 Magnum revolver available with bluing, nickel plat- providing great stopping power. However, such a
ing, and matte stainless steel finish. Barrel lengths are 2.5 inches, heavy caliber requires a large and robust weapon
3 inches, 4 inches, 6 inches, and 8 inches. A rare version is and this was a factor that contributed to its ulti-
chambered for .38 Special only. While sales for the venerable mate retirement from military service. Though a .38
Peacemaker have declined drastically in recent years, the more caliber variant later appeared, this change was not
modern Python still sells very well. enough to keep it in the British Army inventory.
Most Webleys for game purposes are identical
COLT MODEL 1877 “LIGHTNING” AND except in caliber. Barrel lengths are typically either 4 or
“THUNDERER” REVOLVERS 6 inches though shorter barrel specimens were pro-
The Colt Model 1877 revolver was made in two basic duced. The Webley is remarkable in that it remained in
models that are identical except for caliber. The “Light- service long after most other major powers had long since
ning” was made in .38 Colt, while the “Thunderer” fired discarded revolvers from front line military use. In the
the slightly more powerful .41 Colt round. British service, the Webley was supplanted by the superb
Introduced in 1877, over 165,000 were manufactured Browning High Power.
before production ended in 1909. Like the more famous
Peacemaker, it is commonly associated with the Ameri- MAUSER M1896 PISTOL
can West. Each was produced in a number of sub- Best known as the “Broomhandle Mauser,” the M1896 is
models with barrel lengths ranging from as little as 1 1/2 one of the most distinctive handguns ever produced and re-
inches to as much as 10 inches. Standard lengths were 2 mains a popular item with shooters and collectors over a cen-
1/2-inch, 3 1/2-inch, 4 1/2-inch, and 6-inch. The ma- tury after it was introduced. The nickname is, of course, due
jority were blued, but many had nickel plating. to its unusual narrow grip, which does not house a magazine.
The Model 1877 is Colt’s first double-action Whereas most semiautomatic handguns incorporate the maga-
design. Unfortunately, the new double-action mech- zine into the handle of the weapon, the M 1896 has its magazine
anism was rather delicate. The mechanisms in many located forward of the trigger guard.
specimens, particularly those that have suffered Designed and manufactured in Germany, mass production began
heavy use or abuse, become defective over time. in October of 1896 with the weapon being chambered for the pow-
These will still fire, but only as single-action erful 7.63mm Mauser (7.63x25mm) round. Early models were loaded
weapons (such as the Peacemaker). It has a six- via a stripper clip, but later specimens used a detachable box magazine.
round capacity and is loaded via a side gate. Military sales were disappointing, but it was placed into quantity pro-
Despite its technical flaw, the Model 1877 duction during World War I in a 9x19mm variant. This version is some-
was a popular item and enjoyed brisk sales. times termed the M1916 and is distinguished by a large “9” engraved on
One famous owner was outlaw John the handle. Many Broomhandle Mausers were slotted for detachable
Wesley Hardin, who owned a Lightning shoulder stocks. Such stocks were often hollow designs that doubled as
with a 2 1/2-inch barrel. Other than its holsters. Perhaps the most unusual variant is the selective fire version that
double-action mechanism, the M1877 is a was produced in both Germany and Spain. Used in conjunction with a
well-made, quality design. shoulder stock, it was a machine pistol that was essentially a poor man’s sub-
machine gun. One example of this is the Model 712, which could accommo-
WEBLEY REVOLVER date both ten-round and twenty-round detachable box magazines.
For decades, the Webley revolver was The Broomhandle Mauser was manufactured in several countries (in-
the standard British sidearm. It first cluding Norway, Spain, and China) and is occasionally encountered in the
entered service in 1887. Initially hands of insurgents and guerrillas to this day. Most specimens were made in
7.63mm Mauser, 9mm Mauser, and 9x19mm (a.k.a. 9mm Parabellum), but
one Chinese variant was in .45 ACP.
Though it is a distinctive and attractive weapon, the Broomhandle Mauser
suffers from a few drawbacks that limited its sales. One is that it is expensive to
manufacture. The other is that it is clumsy to handle and lacks the natural point-
ing qualities of weapons such as the P08 Luger. Despite this, it found early use in



TABLE 6-6:

Handgun/Submachine Gun Damage

Caliber Also Known As

.22 Short

22 Long

22 LR .22 Long Rifle

.25 ACP 6.35x15mm SR

.30 Carbine 7.62x33mm

32 ACP 7.65x17mm SR, 7.65 Browning

32 S&W

357 Magnum

.380 ACP 9%17mm, 9mm Short,
9mm Browning, 9mm Kurz

.38 Colt

38 S&W 9x20mmR

.38 Special 9x29mm R

.38 Super Auto

.38 Webley

40 S&W

41 Colt

41 Magnum

41 RF Short .41 Rimfire Short

44 Magnum

44 S&W

.44 Special

45 Colt Long

A5 S&W

455 Webley

455 Webley Auto

A5 ACP 11.43%x23mm

.50 AE .50 Magnum, .50 Action Express

7.62x25mm 7.62mm Type P, 7.62mm Tokarey,
7.63x25mm, 7.63mm Mauser

7.65x20mm 7.65mm French Long

7.65x22mm 7.65mm Parabellum,

8mm Nambu

7.65mm Luger

8mm M1904,

8mm Nambu Auto Pistol,
8mm Japanese

9x18mm 9mm Makarov, 9mm Ultra
9x19mm 9mm Parabellum, 9mm Luger
9x23mm 9mm Largo,

9mm Browning Long

9mm Glisenti
9mm Mauser

9mm Steyr
10mm Auto

9mm Bergmann Bayard,
9mm Bayard
9mm Swedish M1907

9mm Neuhausen,
9mm Mauser Auto Pistol

Damage Critical

P08 LUGER PISTOL
Perhaps the best-known and most dis-
tinctive German pistol apart from the
Broomhandle Mauser, the Luger has

1d4 X2 ; L
1d4 ) long been associated with the German
1d6 <3 military in both world wars. Less
1d6 7 known is the fact that the ecarliest
2d6 <3 Lugers were not German but Swiss
1d8 %3 and were first produced in that coun-
1d8 %3 try in 1900. World War I gave the
2d6 3 Luger fame when it was one of sever-
al standard pistols employed by the
1410 <3 Kaiser’s forces. It also saw service in
1d10 <3 World War II, when it was one of sev-
1410 3 eral weapons that supplemented the
1d10 %3 standard Walther P38. \
1d10 <3 The Luger is a pleasant design with
1d10 <3 natural pointing qualities that make it
1410 «3 easy to aim and shoot. The original
1d10 3 Swiss versions were manufactured in
2d6 <3 7.65x22mm (a.k.a. 7.65mm Parabel-
1d8 x3 lum) and had a grip safety. German
2d8 %3 models were first manufactured in
2d6 %3 1908. They were chambered for
2d6 <3 9x19mm and lacked a grip safety
2d8 %3 (though they have a standard manual
2d6 <3 safety). They remained Germany’s
2d8 %3 standard sidearm until the adoption of
2d6 %3 the Walther P38 in 1938 and continued
2d8 3 in production when it became evident
2d10 <3 that the German Army’s appetite for
sidearms could not be satisfied by the
1d10 %3 P38. Another 400,000 Lugers were
1d8 3 manufactured between 1938 and 1943.
Two major flaws prevented the
1d8 %3 Luger’s widespread adoption and con-
tinued use in the post-World War II
years. The first is that it is compara-
1d8 %3 tively expensive to manufacture. Its
1d10 3 successor could be manufactured more
1410 3 quickly and cheaply. The second is that
under harsh battlefield conditions, the
Luger is susceptible to jams if mud,
1d10 3 sand, or grit gets into the action.
1d10 <3 Lugers remain a common and popu-
1410 3 lar pistol in civilian hands. Good speci-
mens are highly sought after by collec-
1d10 %3 tors and many made it into the United
1d10 3 States after both World Wars, being
1d10 23 brought in by veterans. Ultimately,

over two and a half million P08 Lugers

the hands of British officers in Africa who purchased
M1896s in England to use as personal (and unofficial)
sidearms. The most notable user was a young Winston
Churchill who employed his M1896 in a vicious close
quarters engagement against Dervishes near Omdurman
in the Sudan. His use of this pistol instead of his sabre
very likely saved his life.

were produced.

The standard P08 Luger was a 9x19mm semiautomat-
ic pistol with a 4-inch barrel that was loaded via an eight-
shot detachable box magazine. A distinctive long-barrel
variant known as the “Artillery Luger” (a.k.a. Model
1914 and M1917) was first produced in 1914. It had a 7.5-
inch barrel and was slotted for a detachable shoulder

EXPANDED FIREARMS DAMAGE

As a rough guideline for firearms not detailed in this chap-
ter, firearm damage can be estimated by the caliber of the
weapon. Any reliable reference book on firearms can pro-
vide information on most of the weapon’s other stats,
including caliber, capacity, action, and loading. Adjudicat-
ing range is a little more difficult, but when in doubt, the
GM can use the standard ranges on the Generic Firearms
table or the range increment for a similar weapon—not an

entirely realistic method, but a direct one.

Firearm damage is given below, grouped by caliber and
according to gun type (handgun, rifle, and so on). Within
a given table, metric calibers (usually expressed in mil-
limeters, as in 9mm) appear last. All firearm calibers do
piercing damage. In each case, the damage given assumes
the ammunition is conventional sporting or military issue;
damage would be modified for special ammunition types
(see page 109).




stock. In addition to the standard eight-round magazine, it could use a 32-round
snail drum (the drum, first introduced in 1917, was intended to be used with the
shoulder stock attached). Another long-barrel version was the “Navy Luger,”
which had a 6-inch barrel. Like the Artillery model, it could use a detachable
shoulder stock.

COLY M1911 AND M1911A1 PISTOLS pace with demand. With over one mil-
Designed by John Moses Browning, the Colt M1911 was an extremely long- lion troops to train and equip, the mil-
lived and highly popular pistol design that faithfully served the United itary was forced to accept alternatives.
States military from its adoption in 1911 to its replacement by the Beretta The Colt M1917 and Smith &
M9 (Beretta Model 92F) in the 1980s. It had all the qualities of a success- Wesson M1917 revolvers were an
ful military handgun. It was easy to manufacture, simple to maintain, answer to this problem. They were sub-
robust, and supremely reliable. Its .45 ACP round had stopping power stantially the same in most respects and
superior to any other caliber employed as a military standard round for game purposes are identical. Each is a
with the possible exception of Britain’s .455 Webley. Loading is via a double-action, six-shot revolver cham-
seven-shot detachable box magazine. bered for the .45 ACP round. The Colt
The Model 1911 version was also

was available in time
for World War I, but
demand outstripped
production and other
weapons were called
on to supplement it
(see the Colt M1917 model that permit-
for an example). It ted the weapon to
went through a num- load standard .45

ber of minor refine- Colt rounds; this
ments and a new was intended to en-
model, the M1911A1, hance civilian sales.
was adopted in 1926. One design fea-
The primary im- ture that is unusual
proverﬁwnt xxfas the Dgiptia it I Mauser M1896 for these weapons
addition of a grip exists. In order to

safety to supplement _ shorten the time re-

the manual safety. quired to load

During World War them, each was de-
I, the Colt M1911 was signed to be loaded
one of the weapons with a three-round
employed by Medal “half-moon” clip.
of Honor recipient Luger PO8 Glock Model 17 The clip was loaded
Sergeant Alvin York. into the cylinder

When he was rushed and remained there.
by several German The cylinder was
soldiers, he was able to drop them all with his then rotated to permit a second clip to be inserted so all six
pistol without suffering any injury to himself, chambers were loaded. Once the weapon was fired, the clips
single-handedly killing 25 and taking over 80 were manually extracted which also removed the spent casings
prisoners. In the 1941 Gary Cooper film from the weapon (the Smith & Wesson cylinders for a .45 Colt
Sergeant York, his character was depicted using version do not require these clips).
a captured P08 Luger in this famous incident, On the surface, this seems to be an agreeable arrangement. Un-
but he actually used a Colt M1911. fortunately, the design requires the clips to be used. If the cham-
Millions of M1911s have been manufactured bers are loaded with individual cartridges without the clips in place,
around the world and remain in military serv- the weapon will fire as normal. However, extracting the spent cas-
ice in many countries to this day. It has also ings from the chambers is virtually impossible except by prying
seen service as a law enforcement weapon them loose with a penknife or similar tool. Such a time-consuming
and is very popular among civilian shooters. process is not ideal in a combat situation, so the gun’s owner must be
careful not to idly discard the clips after loading.
COLY M1917 REVOLVER AND Of course, a well-supplied military force would be expected to have
SMITH & WESSON M1917 ample supplies of clips available for these revolvers. However, one pur-
REVOLVER chased in used condition at a gun store might lack clips. Since the mer-
During World War I, the United States chant might not know the clips were required, the shooter might be in for
found itself in need of vast quantities of an unpleasant surprise if she needed to quickly reload the weapon after its
war materiel. Though the superb Colt first load of six shots had been expended.
M1911 pistol was the standard side-
arm, manufacturing could not keep ASTRA M1921 PISTOL
This Spanish-manufactured semiautomatic pistol is perhaps the most notewor-
thy handgun to come out of Iberia in the first half of the 20th century. Based on
the Campo-Giro M1913-16 pistol, the M1921 is a strong improvement. It is
unique for one very important reason: It is capable of chambering and firing most
major forms of 9mm pistol ammunition (9mm Largo, 9x19mm [9Imm Parabel-
lum], 9mm Steyr, and 9mm Browning Long) as well as .38 Super Auto. However,

produced in .455
Webley for the
British in 1915 and
1916. Smith & Wes-
son produced extra
cylinders for its

Smith & Wesson

Webley Mark |
M1917 Revolver

Revolver




First appearing in 1976, it has since been updated and several variants have ap-
peared. The most notable is the Model 92F that won the U.S. Army competition
for a replacement for the superb Colt M1911A1. The Model 92F differs from
the original model in comparatively minor details that have little or no effect on
gameplay. In the U.S. military, the M92F is called the M9. It has largely re-
placed the M1911A1, though stocks of this older pistol are still in the inven-

just because it is capable of doing tory. With the adoption of the M9, the United States became the last NATO

this does not mean it is ideal. Most member to adopt a 9x19mm weapon as its standard service pistol.

sources suggest that it is only prudent The Model 92 comes in one other noteworthy variant. This is the Model

to chamber the 9mm Largo round; 93R, a selective-fire version of the Model 92. It is not fully automatic but

well-worn or defective M1921s might can fire both as a semiautomatic and in a three-round burst. A small,

have malfunctions with other calibers. hinged foregrip and a detachable folding stock are standard and a twenty-
Adopted by the Spanish Army in round magazine is available. This machine-pistol version is most popu-

1921, it remained their standard sidearm lar in Italian service and with special forces in some countries.

into the late 1940s. The M1921 was also

sold commercially under the designation GLOCK MODEL 17 PISTOL

Astra Model 400. Adopted by the Austrian Army in 1983, the Glock Model 17 has since

earned fairly substantial military and law-enforcement sales around

FN BROWNING HIGH-POWER PISTOL the world. Some sources have stated that by the year 2000, nearly half
(A.K.A. HP3S AND GP35) of the law enforcement agencies in the U.S. employed this pistol. It
It has been commonly stated that the Brown- 1s a simple and reliable double-action 9x19mm weapon that lacks a
ing High-Power is the finest semiautomatic manual safety. Design features prevent it from being accidentally
pistol ever made. It was the last of John Brown- discharged unless the trigger is properly operated. Its magazine ca-
ing’s designs and was modified and improved pacity 1s 17, hence the term “Model 17.” Many of its components
after his death in 1926 before being placed into are made of tough plastics, but the bulk of its internal structure
production in Belgium in 1935. Its lineage with (the barrel, the action, and so on) is made of steel. The standard
another John Browning design, the venerable Colt version has a 4.49-inch-long barrel.
M1911, is clear, and like its predecessor it is a reli- Its extensive use of plastic caused a storm of media coverage
able and easy-to-maintain single-action weapon. when many woefully misinformed individuals made wild

Chambered for the popular 9x19mm round, some speculations that it would get by airport metal detectors.
specimens were able to accommodate detachable This was completely inaccurate; all versions of the Model 17
shoulder stocks. Perhaps the most noteworthy fea- contain more than enough steel to be detected.
ture is that it has a thirteen-round magazine capacity. The Model 17 has spawned several variants. The Model
This was at a time when most pistols in the same clas- 18 is a selective-fire version that employs 17-, 19-, and
sification could contain only eight to ten rounds. More 33-round magazines. In order to prevent criminal con-
recently, twenty-round magazines were made for it. versions of Model 17s into machine pistols, the pri-
When loaded, the magazine actually protrudes a cen- mary components of the two weapons are not inter-
timeter or so below the pistol’s grip since it is too long to changeable.
fit completely within the weapon.

The Browning High-Power saw extensive service in World

War IT on both sides. When German forces overran Belgium, RIFLES
production of the High-Power continued. At around the same

time, it entered British service and supplemented the aging WINCHESTER MODEL 1894
Webley revolver. Since the war, it had become one of the most RIFLE AND CARBINE
common military handguns in the world and is the standard side- Well over four million M1894 rifles and carbines
arm in the British Army. Production has taken place in many have been produced since November of 1894,
countries, including Canada and Argentina. Most recently, a vari- making it one of the most successful and popu-
ant was introduced in .40 S&W caliber with the intent to attract law lar sporting rifles ever made. Production of
enforcement sales. The High-Power remains one of history’s most such vast numbers are usually restricted to mil-
successful handguns and is very popular in civilian circles. itary arms, but the M1894 is one of a handful

of exceptions.
WALTHER P38 PISTOL Not surprisingly, the designer of the
The P38 was supposed to be Germany’s standard sidearm in World M1894 was none other than John M.
War IL It was an effective design that was easy and inexpensive to Browning, one of the world’s most success-
manufacture. Military requirements far outstripped Walther’s pro- ful firearms designers. Some of his other
duction capacity and soon many other pistols, including the P08 accomplishments are the Colt M1911, the
Luger, the Browning High-Power, and the M35 Radom, were pressed Browning High-Power, the Browning
into service as supplemental arms. machine guns, and the Browning Auto-
The P38 was manufactured in huge numbers and ontinues in produc- 5 shotgun.

tion to this day. It is a reliable 9x19mm pistol that is easy to shoot and The M1894 was designed for use
maintain. Since its introduction in 1938 and its service in World War I1, the with smokeless cartridges, which were
P38 has been made available in .22 long rifle and 7.65x22mm calibers and, a brand new development at the time.
most recently, a short-barrel 9mm variant has been manufactured. The Unfortunately, the smokeless car-
latter is designated P38K. tridges it was intended for were not

BERETTA MODEL 92 PISTOL

The Beretta Model 92 is essentially an improved version of the highly respect-
ed Beretta M1951. It is a modern 9x19mm semiautomatic pistol that uses a
fifteen-round detachable box-magazine (the M1951 uses an eight-round mag-
azine). Like any good military design, it is reliable and easy to maintain.

Y



- TABLE 6-7:
Rifle/Automatic Rifle Damage

Physically, the M1894 is a classic
exposed-hammer, lever-action
design. It is rugged, dependable, and

Caliber Also Known As Damage Critical A :
222 222 Remington 2d6 3 accurate, well suited for hunting and
243 943 \Vinchester 2d6 3 target shooting. The sporting rifle is
25-20 2d6 3 available with full-length, eight-shot
25_36 26-36 Marlin 2d6 3 tubular magazines (where the tube
270 T 2d10 3 runs the entire length of the barrel)
300 H&H Mag. 300 H&H Magnum 2d12 X3 e el -eaguh, Woupsberiaibalac
30-06 762%63mm. .30 M2. .30 US magazines. A light-weight version
30 M1906, 30-06 Springfield 2410 x3 A nase L o) shoniomely e oo
30-30 30-30 Winchester 2d10  x3 miagazine. The carbine version has 2
30-40 3040 Krag 2d10 3 capacity of either six rounds (full-
303 British 303 Enfield,7.62x56mm R 2d10 3 length magazine) or four xounds
3220 2d6 <3 (half-length). It is available in the
358 358 Winchester 2d12 <3 aforementioned calibers plus .32
3840 2d8 <3 Winchester Special in 1902, .44
38-55 38-55 Ballard, .38-55 Winchester  2d10 3 ¢ omnlaiad e
38-72 2d12 <3 ter in 1979. The design is best known
40-60 2d10 <3 in caliber .30-30. Barrel lengths for
405 405 Winchester 2d12 3 the rifle are 26 inches, except for the
44 Rem. Mag. .44 Remington Magnum 2d12 x3 !1ght—we1ght Al t}hat has a 22-
444 444 Marlin 2d12 <3 inch barrel. {\1] carbines have 20-
4440 44-40 WCF, 44-40 Winchester ~ 2d10  x3 inch barrels. Except for a single-shor
45-60 d 2d12 3 design in .30-40 Krag, the M1894
45-70 2d12 3 was the first Winchester rifle to use
45-75 2d12 <3 smokeless ammunition. :
.50-70 .50-70 Government 2d12 X3 One of the rgmarkable tlnpgs
50-90 2d12 <3 about the M1894 is that production
50-95 2d12 3 of the nfle'versmn actually ceased
5.56x45mm 5.56mm NATO, 223 Remington ~ 2d6 X3 T, Tll‘f e et
6.5%50.5mm SR 6.5mm Japanese Arisaka 2d8 %3 G, iy e A e
I T & SvaR 1Ealiah 2d8 3 the .25-35 version of the carbine
6.5%53mm 6.5rvim Greel 2d8 3 was discontinued in 1936. The
6.5x54mm R 6.5mm Dutch, 6.5mm Romanian ~ 2d8 x3 M1894 also has the distinction of
6.5x55mm 6.5mm Mauser, 6.5mm Swedish, being the first Winchester SPOrng
6.5mm Krag v 2d8 3 arm to have more than one million
6.5X58mm 6.5mm Portuguese 2d8 X3 produced. Following the Winches-
757 mm e S N ERET 2d10 <3 ter tradition, presentation models
7.35x52mm 7.35mm ltalian Carcano 2d10 x3 have been provided to important
s Arrm 7 Srtn French 2d10 3 historical figures. The 1,000,000th
TEGC e o iee 2d10 3 specimen was presented to Presi-
7.6239mm 7.62mm M1943 dent Calvin Coolidge in 1927, the
7.62mm Soviet M43 2d6 3 1,500,000th went to President
7.62x45mm 7.62mm Czech M52 26 3 T
7.62x51mm 7.62mm NATO, .308 Winchester ~ 2d10 X3 200 A00thes paciime s s Ble st
7.62x54mm 7.62x54mm R, 7.62mm Russian ~ 2d10 3 focasidens ¥ i Alsisoiiatne
7.65%53.5mm 7.65mm Mauser 2d10 X3 in 1953. Without a doubt, the
7.7x58mm RL 7.7mm Japanese Arisaka 2d10 x3 M R = tl_]c'. TR succefo‘ll licv?r(i
7.7x58mm SR 7.7mm Japanese Type 92 2d10 X3 f‘f‘g&? 550’{“% AERICVEINHO RS
7.92x33mm 7.92mm Kurz, 7.92mm Short 2d6 x3 i,
7.92x57mm 7.92mm Mauser, 8mm Mauser, The 1927 edition of the Sears,
857 mm 2d10 3 Rocbuck Catalogue listed the Mi1894
7.92x57mm M88  7.92mm M88 Mauser 2410 x3 HOSIned G odr e e
7.92x57mm R 7.92mm Dutch 2d10 3 M1894 rifle in the same caliber was
gy 8x50.5mm R (L) 2d10 <3 listed at $31.98. Prices in the 1900
8mm Steyr 8x50.5mm R (S) 2d10 <3 edition of the same catalogue were
8x56mm 8mm Hungarian Mannlicher 2d10 x3 even berter: §14.75 in .calfbe.rs ey
8x58mm R 8mm Danish Krag 2d10 <3 and .30-30 and $12.52 in calibers .38-
12.7x99mm 50 M2, .50 BMG, 55 and .32-40.
.50 Browning Machine Gun 2d12 x4
12.7x108mm 50 Soviet Machine Gun 212 x4 MODEW&%QE%ELE
14.5mm Soviet 2d12 x4

The Model 1895 was yet another
Winchester triumph. During its pro-

yet available when manufacture began, so the first speci-
mens were chambered for the older but still popular .32-
40 and .38-55 blackpowder cartridges. The first Model
1894s chambered for smokeless cartridges appeared in
1895 in .25-35 and .30-30.

duction run from 1896 through 1931, over 425,000 were
made. It saw substantial civilian sales and was also man-
ufactured for the military market.

Physically, it is a robust lever-action rifle with a blued
barrel. It is a departure from previous Winchester designs




MANNLICHER-CARCANO RIFLE
Italy’s standard service rifle of both world wars was the Mannlicher-Carcano. A
fairly standard bolt-action design, its first model, the M 1891, was introduced in
March of 1892. Its caliber is 6.5x52mm, a somewhat smaller round than ones
employed by most other major powers aside from Sweden and Japan. The
M1891 carbine was adopted in 1893 and sports a permanently attached fold-
in that ammunition is loaded into a ing bayonet (the original could take a detachable knife-bayonet).
nondetachable box magazine rather Mussolini’s invasion of Ethiopia in 1935 revealed that the 6.5x52mm
than into a tubular magazine under round lacked suitable stopping power so a new round, the 7.35x51mm, was
the barrel. Since tubular magazines developed. It was employed in the Mannlicher-Carcano M1938 rifle and
are more susceptible to damage in was supposed to completely replace the earlier version in Italian service.
harsh conditions, the M1895 was able Both the M1891 and the M 1938 were employed in World War II. Due to
to attract military contracts it might not the stress of war, the 6.5x52mm version remained the standard and the
otherwise have seen. [talians went so far as to cease use of the newer cartridge and to rebar-
Standard calibers are .30-03, .30-06, rel the newer weapon for the older round. A small number of
.30-40, .303 British, .35 Winchester, .38- Mannlicher-Carcanos were produced in 7.92x57mm for the Germans,
72, .40-72, .405 Winchester, and but there are indications that the design cannot handle this more pow-
7.62x54mm. It was designed for the then- erful cartridge. Like most of the major bolt-action rifles of both
new smokeless ammunition. Military ver- world wars, substantial quantities of surplus M1891s are on the civil-
sions in .30-40 and .303 British could ac- ian market.
commodate a knife bayonet with an 8-inch Physically, the Mannlicher-Carcano is very much like the
long blade. These versions had a six-round German Mauser, a rifle with which it shares some design features.
magazine capacity. Some of those in .30-40 Its internal six-round magazine can be loaded with either a strip-
caliber saw service in U.S. hands in the Span- per clip or by hand, one cartridge at a time. The original M 1891
ish-American War. Another military version has an overall length of 50.8 inches while its intended successor,
was produced in 1915 and 1916 for Imperial the M1938, is only 40.2 inches.
Russia. Chambered for 7.62x54mm, it could Sadly, the Mannlicher-Carcano has one distinction it could
accept the standard Mosin-Nagant stripper clip, do without. It was the weapon Lee Harvey Oswald used to
allowing the magazine to be completely loaded assassinate President John F. Kennedy in Dallas, Texas, on
very quickly. The initial batch of Russian M1895s November 22, 1963.
could accept a bayonet with an 8-inch blade, but
most took a 16-inch sword bayonet. Nearly 300,000 LEE-ENFIELD RIFLE
were made, and some were stll in Soviet service Whereas the Mauser bolt-action military rifle is common-
during World War II. ly called the most accurate weapon in its class, its British
Barrel lengths for this design varied greatly, with contemporary, the Lee-Enfield, is often called the best
some being custom made. They were as long as 36 overall battle rifle. The Lee-Enfield is a direct descen-
inches, and a carbine with a 22-inch barrel was also pro- dant of the Lee-Metford rifle that was chambered for a
duced. The magazine capacity varied depending on the blackpowder .303 cartridge. The primary difference
calibcr. The .30-40 and .303 versions COUld take SixX rounds. bctwcen the ()lder weapon and the fiI'St mode] Lee-En-
The Russian version took five rounds. field was the adoption of the smokeless .303 British
Perhaps the most famous individual specimen of the Win- cartridge and more efficient rifling to take advantage
chester M 1895 was one owned by President Theodore Roo- of this round.
sevelt in .405 caliber. He took this weapon on his famous The Lee-Enfield Mark I rifle was introduced in
hunting trip to Africa in 1909. It is the focus of one scene in November of 1895. It went on to be produced in
the 1975 film The Wind and the Lion. The 1900 edition of the numerous variants and underwent constant im-
Sears, Roebuck Catalogne lists the M1895 in caliber .30-40 at provement throughout its production run. As
$17.84. the primary long arm employed by the British in
both world wars, it saw service wherever
MOSIN-NAGANT M1891 RIFLE British or Commonwealth forces operated and
The Mosin-Nagant M 1891 rifle was adopted in 1891 and is cham- was manufactured in the millions.
bered for the long-lived 7.62x54mm round. In its very long pro- Physically, the Lee-Enfield is a robust and
duction run under both the Czar’s government and that of the attractive design that differs from most other
Soviet Union, tens of millions were produced and hundreds of military bolt-action rifles by using a ten-shot
thousands were produced on license in the United States. The latter detachable box-magazine. Five-round strip-
specimens were intended for export to Imperial Russia during World per clips were also available that could be
War 1. used to load the weapon as long as a mag-
The basic M 1891 is a five-shot bolt-action rifle that can accommo- azine was inserted. Without a magazine, it
date a bayonet. It is a very rugged and highly reliable design that is par- can load and fire only individual car-
ticularly well-suited to cold climates. Its sights are not quite as refined as tridges. For game purposes, most Lee-
the German Mauser and the U.S. Springfield M 1903, but it is nevertheless Enficlds are identical except in compar-
a reasonably accurate weapon. A variety of shortened versions and car- atively minor details such as overall
bines appeared prior to World War II, but one of the most common vari- length. Carbine versions were pro-
ants is the M1944. This version includes a permanently attached folding duced for cavalry use. The Mark I
bayonet and has an overall weight of 8.9 pounds. By comparison, the origi- carbine, for example, was introduced
nal M 1891 weighed 10.63 pounds with bayonet. The M 1944 remained in pro-
duction after World War II and was even manufactured alongside the semiau-
tomatic SKS carbine and the AK-47 assault rifle. It was widely exported and
was manufactured in some Soviet client states. Many M1891s, M1944s, and
their variants are on the civilian market. Finnish-made Mosin-Nagants are
noted for their superior quality.




in August of 1900 and, like the rifle, could employ a bayonet (military carbines
often lack bayonet mounts).

Several notable variants on the basic Lee-Enfield design exist. One is the No.
4 Sniper’s Rifle that was introduced during World War II and included a tele-
scopic sight. A descendant of this is the L42A1 Rifle, a Lee-Enfield sniper rifle
chambered for 7.62x51mm caliber. This weapon was the standard British
sniper rifle during much of the Cold War. A third important variant is the
very distinctive Lee-Enfield No. 5 Mark 1 jungle carbine. It was introduced
in September of 1944 and was intended to be a lighter weapon for use in the

sions. A not commonly known fact
1s that the Springfield M1903 rifle
that was used by the United States in
both world wars is a Mauser cham-

Pacific Theatre. It weighed 7.14 pounds and was 39.37 inches long. By com-
parison, the No. 4 Mark I rifle was 9.06 pounds and 44.43 inches long. The
jungle carbine possesses a flash suppressor, making it very easy to recog-
nize. Some argued that this weapon should supplant all previous Lee-En-
fields in the British inventory, but it suffered from one flaw. A technical
problem with the sights caused them to lose their accuracy after only a
day or two of use. This problem was not overcome and with the advent
of the assault rifle, the fate of the jungle carbine was sealed.

Military surplus Lee-Enfields are very common on the civilian

market and are popu-
lar sporting weapons.
They are obsolete for
military use though
are probably still
used in a secondary
capacity in some de-
veloping countries
and former British
possessions.

MAUSER RIFLE
Mauser has produced
numerous designs
over the years, but
there is one that had
tremendous impact
on how armies were
equipped and fought
wars. In Germany, it
achieved its zenith as
the Model 1898, but
the design actually
predates this model
by several years.

The Model 1898 re-
placed the less-suc-

cessful Model 1888, which suffered from techni-
cal flaws. Physically, the M 1898 and its innumer-
able variants are five-shot, bolt-action weapons.
Loading is via a stripper clip, but individual
rounds can be loaded without the clip.

The Mauser rifle design is almost without
question the most significant bolt-action mil-
itary rifle in history. The M1898 equipped
the Kaiser’s forces in World War I and a
variant, the shorter Model 98K, was the
standard German rifle of World War I1. It
has appeared in a vast number of variants
and was widely exported and manufac-
tured. Millions were ultimately pro-
duced and have appeared in the inven-
tories of armies on virtually every con-
tinent. In addition to variations in cal-
iber, Mausers have appeared in long
rifle, short rifle, and carbine ver-

Mauser Rifle

M1 Garand Rifle

i : M-16A2
L85A1

FN FAL

fore vulnerable.

edly in service with some developing countries.

semiautomatic weapon known as the M-21.

bered for the .30-06 cartridge. The
Mauser is reliable and has deadly accu-
racy. In combination with a telescopic
sight, it is an excellent hunting and snip-
ing weapon. Military-surplus specimens
became available in vast quantities and
remain very popular with hunters, recre-
ational shooters, and collectors.

M1 GARAND
RIFLE

First issued in
1936, the Ml
Garand rifle is
the first success-
ful military semi-
automatic rifle. It
is a .30-06 weap-
on that is fed
via an eight-shot
stripper clip. In
contrast with most
clip-fed arms, the
M1 requires the
clip in order to
function. The clip
must be fully in-
serted in the
weapon, where it
remains until the
last shot is dis-
charged. At this
time, the clip is
automatically
ejected, emitting

an audible “ping” sound. During World War II, some Axis sol-
diers learned to listen for this ping. When they heard it, they
knew their opponent was holding an empty rifle and was there-

The Garand is a very reliable and accurate rifle that served the
United States in World War II, the Korean War, and the first years
of the Vietnam War. It is fairly heavy (9.5 pounds) but very durable.
Garands were widely exported to U.S. allies and some are undoubt-

When secking a replacement for the Garand, the Army didn’t have
to go far. Its successor, the M-14, is little more than a modernized
Garand. The main differences are that it uses a twenty-round detachable
box-magazine and is a selective-fire weapon. A bipod was issued with
some in order to permit their use as squad automatic weapons (to replace
the venerable BAR). Semiautomatic M-14s have been manufactured for
the civilian market, with the M1A being one popular civilian variant.
Both the Garand and the M-14 were developed into sniper rifles. Two of
the sniper versions of the Garand are the M1C and M1D, both of which fea-
tured telescopic sights and flash suppressors. The M-14 sniper version is a

AK-47 RIFLE

The Kalashnikov AK-47 is one of the most common and successful military
long arms ever produced. Introduced in 1947, it was inspired by German as-
sault rifle designs that appeared in the last few years of World War II. It is



The M-16 introduced the 5.56x45mm cartridge, a much lighter round than the

7.62x51mm round it supplanted. The 5.56x45mm round is essentially a very

high-powered .22 caliber cartridge. It lacks the stopping power of its predeces-

sor but is quite accurate out to 300 meters or so. Because it is light and com-

pact, more cartridges can be carried by the soldier in the field. The disadvan-

tage is that the bullet is easily deflected off its intended flight path by very

chambered for the fairly low pow- light obstructions, such as leaves and grass, that would otherwise not pose
ered 7.62x39mm cartridge. The much of a problem for a heavier round.

light recoil of this round when com- The M-16 itself has been the source of much controversy. Among its ad-

pared to traditional high-powered vantages are that it is very light and pleasant to carry and is accurate. Irs dis-

cartridges such as the 7.62x54mm and advantages include poor reliability under harsh battlefield conditions, com-

.30-06 makes the AK-47 easy to con- plexity, and inferior stopping power. Many of its supporters insist the M-

trol when on full automatic. The draw- 16 works perfectly when kept clean. Its detractors point out that when a

back is that the accuracy and range suf- soldier hurls himself into a sand dune or muddy hole, the enemy is un-

fers and the cartridge has less stopping likely to give him the opportunity to field-strip his rifle so that it will

power. properly function.

The AK-47 is a rugged and supremely Two main versions of the M-16 exist. The M-16A1 superseded the
reliable weapon. It is easy to manufacture M-14 in the Vietnam War. It is a selective-fire rifle that uses twenty-
and maintain and a modernized version, the and thirty-round magazines. The lower-size magazine was common-
AKM, appeared in 1957. It also spawned a ly used in Vietnam; the larger one is the standard today. The M-16A2
light machine gun version known as the RPK. is an improved rifle that uses the same magazines and is also selec-
As a light machine gun, it is hampered by the tive fire. However, instead of being fully automatic, it employs a
inability to quickly change its barrel. The RPK three-round-burst option. This 1s supposcd to impose fire disci-
can use the standard thirty-shot AK-47 maga- pline on troops in the field but has, not surprisingly, been the
zine as well as a forty-round magazine and a source of some controversy.
seventy-five-round drum (similarly, the drum When set on full automatic, the M-16A1 is reasonably easy
and larger magazine will work in a standard AK- to control. Its unusually high cyclic rate (rate of fire) means
47). The basic AK-47 action has also been em- that it will very quickly consume an entire magazine’s load of
ployed in the SVD sniper rifle, which is chambered ammunition.
for the powerful 7.62x54mm cartridge. Semiautomatic versions of the M-16, commonly called the

As a short- to medium-range weapon, the AK-47 AR-15, are popular on the civilian market. Semiautomatic
is extremely effective. It was produced in such mas- and selective-fire versions of the M-16 are widely used in
sive numbers during the Cold War that potential suc- law enforcement.
cessors developed in the Soviet Union/Russia cannot
find significant buyers. In the 1970s, the AK-74 was in-

troduced into Soviet service. It uses many of its prede- SHOTGUNS

cessor’s components and is chambered for the new

5.45x39mm cartridge. WINCHESTER M1897 SHOTGUN
One of the most successful shotgun designs of the first
FN FAL RIFLE half of the 20th century is the rugged Winchester
The FAL is one of the world’s most successful military Model 1897. Physically, it is a pump-action shotgun
rifles to emerge since the end of World War II. Developed with an exposed hammer and a five-round tubular
from the FN M1949, the FAL first appeared in 1950 and magazine. It was manufactured in a multitude of
carned its first large sales in 1953. subtypes but is available in 12-gauge and 16-gauge
Simple to manufacture and maintain, the FAL is a reliable only. Sales commenced in November of 1897 and
weapon that fires the powerful 7.62x51mm cartridge. It is avail- production concluded in 1957 after just over one
able in selective fire and semiautomatic versions and is loaded with million had been manufactured.
a twenty-round detachable box-magazine. A flash suppressor is The basic model is a classic sporting weapon
standard, and some have been equipped with bipods to permit them with a barrel length of 26, 28, 30, or 32 inches
to be employed as automatic rifles. (16-gauge specimens were not made with a 32-
The FAL continues to enjoy widespread use throughout the inch barrel). It is Winchester’s first shotgun
world and was Britain’s standard service rifle (as the semiautomatic available in 16-gauge and was a modern
L1A1 Rifle) in the Falkland Islands conflict. It has since been re- design using the still-new smokeless powder.
placed by the Enfield IW in British service. Semiautomatic FALSs have Sales surpassed all competitors in the same

been sold on the civilian market in the
United States and are popular with

sporting shooters. TABLE 6-8:
Shotgun Damage

M-16 RIFLE Buckshot Birdshot Slug

At the time it was developed, the  Caliber Damage* Damage* Damage Critical
United States military was happy  10-gauge 3d8/2d8/1d8  3d4/2d4/1d4  2d10 x3
with its current service rifle, the ex-  12-gauge 3d6/2d6/1d6  3d3/2d3/1d3 2d10 x4
cellent M-14. Experience in Vietnam  16-gauge 3d6/2d6/1d6  2d3/2d3/1d3  2d10 x3
and (it is said) political wheeling and ~ 20-gauge 2d6/1d6/1d4  2d3/1d3/1d2 2d8 x3
dealing managed to gain government  28-gauge 2d4/1d4/1d3  2d2/1d2/1 2d6 3
contracts for the M-16. It wentonto 410 (.410-gauge) 1d8/1d3/1d2  1d4/1/1 1d10 x3

serve the United States in the final  *Buckshot and birdshot deal the greatest damage at close range. The first
years of the Vietnam War and will  value given is for the first range increment. The second is for the second
continue in service for the foresee-  range increment, and the third is for ranges beyond that out to the

able future. maximum range.




class and large numbers remain in use some five decades after production ceased.
The 1927 edition of the Sears, Roebuck Catalogue listed the standard M1897 in
12-gauge at $36.95.

Two subtypes (both in 12-gauge) are especially noteworthy. A riot gun was
introduced in March of 1898 and was manufactured until 1935. It has a 20-inch
barrel and was a very popular law enforcement weapon. More notable is the
trench gun. Designed for military use, it is much the same as the riot version point are the riot and trench ver-
except that it has a ventilated barrel jacket and a bayonet mount that could sions. Both of these were available in
accommodate the standard Springfield M1903 bayonet. It entered military 12-gauge only and sported 20-inch-
use during World War I and became available for sale to the public in 1920. long barrels. The trench version also

It is interesting to note that use of the M1897 trench gun during the had a ventilated barrel jacket and bay-
Great War was enough of an annoyance to the Germans that they offi- onet mount for a standard Springfield
cially protested its use to the Swiss who were monitoring the actions of ~ M1903 rifle bayonet. The riot gun en-
all belligerents on the Western Front. Despite this, the trench gun re- joyed a very long production run
mained in U.S. service. The United States is virtually alone in making (1918-1963), but the trench version is
extensive use of shotguns in their armed services. At the end of the comparatively rare. It was first manufac-
20th century, the Mossberg M590 was in both U.S. Army and Marine tured in 1918 but was made on special
Corps service and, like the M1897, has a ventilated barrel jacket and order only after that (the successful Win-
bayonet mount. chester M1897 trench gun received the bulk

of military sales). The 1927 Sears, Roebuck
BROWNING AUTO-5 SHOTGUN Catalogue priced a standard M1912 in either
The Auto-5 is a recoil-operated semiautomatic shotgun that is 12- or 16-gauge at $42.95.
one of the most common weapons of its type. In addition to the Winchester has a long tradition of presenting
Belgian-made version, it was also manufactured under license weapons to important figures in history. The
in Japan and the United States. The basic Auto-5 is a 12- or 1,000,000th M1912 was presented on August 30,
16-gauge four-shot weapon. The Auto-5 Light shotgun, 1943 to Lieutenant General Henry “Hap” Arnold,
which first appeared in 1948, is available in 12-, 16-, and 20- commander of the United States Army Air Force
gauge and has a five-round capacity. Though primarily a during World War IL. In 1973, the 2,000,000th spec-
sporting weapon, the Auto-5 has seen some military use, imen was presented to former Texas governor and
most notably in British hands in Malaya against Commu- Treasury Secretary John B. Connally.
nist guerrillas. Some of these were short-barrel versions
modified (sawed-off) by their operators in the field. A
12-gauge Magnum version was introduced in 1958 for SUBMACH]NE GUNS
the sporting market.

The Remington version of the Auto-5 is the Model 11A. THOMPSON SUBMACHINE GUN (TOMMY GUN)
Manufactured from 1905 to 1949, it was like the Auto-5 Not the first submachine gun, but certainly the most
Light in that it has a five-shot capacity and is available in famous, Col. Thompson’s gun was conceived as a per-
12-, 16-, and 20- gauge versions. The Model 11R is Rem- sonal lightweight machine gun for use in World War I but
ington’s riot gun version. This version has a 20-inch went into production too late to see use in the conflict. Al-
barrel and is available in 12-gauge only. It was produced though preceded by earlier designs such as the Italian 9mm
from 1921 to 1948. Villar-Perosa (1915) and the German Bergmann MP18

The 1927 Sears, Roebuck Catalogne listed the (1918), the “tommy gun” was the first to see significant civil-
Browning Auto-5 in 12-gauge at $56.95 and the ian use, beginning with public demonstration of a (1,500-
16-gauge model at $68.95. The same edition listed rounds-per-minute) prototype before an amazed crowd in
the 12-gauge Remington Model 11A as low as August 1920 at a match factory. With a 10-inch barrel and
$52.50. The Auto-5 Light shotgun is still being weighing under eleven pounds, it was easily portable, accepting
manufactured. both a twenty-round magazine and a fifty-round drum.

Initially sales were slow, with only a few police departments
WINCHESTER M1912 SHOTGUN adopting the weapon; then the Coast Guard decided to use them
As popular as the Winchester M1897 was, the  on patrol boats in the fight against rum-runners. Marines assigned
Model 1912 enjoyed far greater success. Be- to “ride shotgun” to protect mail trucks were so impressed with the
tween January of 1912 and 1980, over two Thompson SMG that they took them along for the 1927 “police
million were manufactured. It is a pump- action” in Nicaragua. This in turn gave rise to a request by the U.S.
action, hammerless shotgun with a five- Navy for the development of a sturdier, heavier unit with a slower rate
round tubular magazine and was manu- of fire (about 600 rounds per minute), the M1928, for use on Navy

factured in a host of variants. Bore sizes gunboats.
were 12-, 16-, 20-, and 28-gauge. Avail- The weapon’s true claim to fame, or infamy, came with its adoption
able barrel lengths were 26-, 28-, 30-, by gangsters and bank robbers throughout the Prohibition Era and
and 32-inch for 12-gauge, and a similar ~ Great Depression. Although prior to the National Firearms Act of 1934
range in lengths was available for the tommy guns could be purchased via mail order or at hardware and sport-
other bore sizes. More specialized ing good stores for only $225, on the black market they went for $1,000 to
skeet guns, tournament guns, and the $2,000. With its ability to sweep a room, riddle a car with bullets, and gen-
like were produced, but the most erally release a hail of bullets at a target, the “chopper” or “Chicago type-
noteworthy from the game stand- writer” was ideal for any number of criminal activities. Obsolete by World
War II, it nevertheless was mass-produced in a simplified variant known as
the M1 and saw much use in the carly part of the war before being replaced
by the M3 “Grease Gun” in 1943-44. By the postwar era, the Thompson was
relegated to collectors, a relic of bygone days compared with newer smaller,

lighter submachine guns such as the Uzi.




TABLE 6-9; AMMUNITION OPTIONS

Firearm Prices In addition to standard (solid slug) ammuni-
Pistols 1920s 2000s tion, a fairly wide variety of specialized am-
Single-action .45 revolver $30.00 $300.00 munition types have been developed over the
.45 ACP semiautomatic $40.00 $575.00 years. Two of the most common are hollow
9mm Parabellum semiauto $30.00 $600.00 point and armor piercing.
.32 ACP semiautomatic $15.00 $240.00
.38 Special revolver $25.00 $300.00 HOLLOW-POINT AMMUNITION
.357 Magnum revolver — $425.00 Also known as dum-dum rounds, hollow-
44 Magnum revolver — $475.00 point ammunition does more damage to unar-
A4 Magnum semiautomatic — $850.00 mored targets, but has less penetration against
Rifles armor. It is commonly available in .22 long
Bolt-action, military $50.00 $200.00 rifle, .38 Special, and 9x19mm. Though it is
Bolt-action, civilian $39.95 $150.00 widely employed by U.S. law enforLement
Lever-action, civilian $27.95 $250.00 due to its increased stopping power, it has been
Semiauto, military — $980.00 banned by the Geneva Convention for mili-
Semiauto, civilian $51.20 $400.00 tary use. The .22 long rifle hollow-point round
Shotguns is popular for varmint hunting. Hollow points
Semiautomatic, civilian $55.00 $300.00 are more expensive than standard rounds (see
Semiautomatic, paramilitary — $895.00 Table 6-10), but still affordable.
Double-barrel, civilian $40.00 $220.00 Against unarmored targets (creatures
Pump-action, civilian $45.00 $400.00 whose Armor Class does not include an armor
Pump-action, military $60.00 $400.00 or natural armor bonus), hollow-point ammu-
Lever-action, civilian $50.00 $300.00 nition inueases the critical by one step (for
Submachine Guns example, from x3 to x4). Against armored tar-
Thompson M1921 .45 ACP $225.00 $3,000.00+*  gets (such creatures whose Armor Class does
9mm Parabellum — $2,500.00+* includcs an armor or natural armor bonus),
Assault and Automatic Rifles damage is halved and the critical is reduced by
Browning Automatic Rifle M1918 $180.00 $800.00%+  one step (for example, from X3 to x2).
7.62x39mm Soviet (AK-47) == $1,000.00%+
7.62x51Tmm NATO (FN FAL.) — $1,200.00%+ ARMOR-PIERCING AMMUNITION
5.56x45mm NATO (M-16) - $2,000.00 Armor-piercing ammunition has a greater
chance of penetrating armor and solid objects
TABLE 6-10: (vehicle doors, walls, body armor, and so on)
Ammunition Prices but tends to do less damage to flesh. It often
1920s 2000s simply bores a neat hole completely through
12 gauge shells, 00 buckshot (25) $0.92 $27.00 the body rather than tumbling around and
12 gauge shells, slug (25) $0.92 $27.00 breaking up. Armor-piercing ammunition is
22 Tong rifle (100) $0.48 $3.70 widely cmployed by military forces and is
22 LR hollow point (100) $0.96 $5.80 sometimes seen in law enforcement hands. It
3006 gov't (100) $7.63 $36.50 is now illegal in the United States for civilian
32 ACP (100) $5.26 $3.95 use. Before it was made illegal in the 1990s, it
357 Magnum (50) - $18.25 was rather expensive compared to standard
357 Magnum hollow point (50) — $21.50 SR T
38 Special (100) $5.95 $48.95 Against armored targets, an armor-piercing
38 Special hollow point (100) = $53.95 round reduces the armor bonus by three points
5.56mm (50) = $23.90 (for exa_mple, from +4 to +1). However,
7.62mm NATO (100) o $78.80 damage is reduced whether or not the target is
9mm Parabellum (50) $6.95 R S P e =2 BRna o dhttdum g
9mm Parabellum hollow point (50) = $13.95 rolled and a one-step reduction in the critical
44 Magnum (100) — $67.95 multiplier (for example, from X3 to x2).
.45 ACP (100) $8.60 $36.50
45 ACP hollow point (100) $41.50

30-30 (100) $9.00 $54.50 FIREARM ACCESSORIES

A number of items of interest to firearms
users exist.

FIREARM AND AMMUNITION PRICES

These price lists cover broad types of weapons rather than specific ex-
amples, since many fall into similar price ranges. Some firearms are listed
directly, usually because they are the only llkC]V option for a given time
period or becausc their pricing is unusual. In all cases, the GM deter-
mines the actual price of any weapon an investigator wishes to purchase.
Weapons or accessories marked with an asterisk (*) on the price lists are not
legally available in that time period without a class 111 federal weapons col-
lector license. Furthermore, limited numbers make them highly subject to
availability.

BAYONETS

Most military rifles and some carbines,
shotguns, and even submachine guns
have a bayonet mount that permits at-
tachment of a bayonet. Though con-
sidered obsolete on the modern battle-




field, most major powers retain this feature in their rifles as it is of use in certain spe-
cific (and comparatively rare) tactical situations.
Bayonets are available in a wide range of types. In World War I, many bayo-
nets were long and some of these were termed “sword bayonets.” Though they
were not really swords, their great length made them a distinctive feature on
any soldier’s rifle. More common are knife bayonets. They are about the size
of a modern survival or hunting knife and are practical tools in addition to portability of a rifle or shotgun.
being weapons. The least practical bayonet is the so-called pike bayonet. It When extended, a folding stock per-
is a sharp metal rod (sometimes with flanges) that is intended to stab rather mits the weapon to be fired as
than slash a target. (See Table 6-1: Melee Weapons, page 94, for bayonet normal. When folded (usually either
damage.) underneath or to the side of the
weapon), shooting is usually less accu-
BIPODS rate: Apply a -2 circumstance penalty to
Bipods are hinged metal attachments for rifles and machine guns that the attack roll. Telescoping stocks are
arc usually fixed to the barrel or forward part of the weapon. When de- those that collapse like a telescope to
ployed, they permit the weapon to be braced for steady, aimed fire. reduce the overall length of the firearm.
They can be folded and unfolded in a single round. Such accoutrements are not illegal in the
Weapons that lack bipods can benefit from clip-on bipods made of United States. They are, however, affected
metal or sturdy plastic, widely available at affordable prices ($15 to by the Violent Crime Control and Law En-
$20). These are “universal,” meaning they can be attached to most forcement Act of 1994.
any rifle. The majority are designed to not cause wear and tear to
the exterior of the weapon. Clip-on bipods cannot be folded be- LASER GUNSIGHT
neath the weapon but are easily attached and detached (a full- Available after 1975, this attachment projects a
round action). thin beam that shows the shooter if the weapon
Use of a bipod (or bracing a rifle or machine gun on a steady 1s accurately pointed at the target. This device
object such as a log) provides the shooter with a +2 circum- adds a +4 equipment bonus on the shot. A Spot
stance bonus on the attack roll. Bracing requires the shooter to check (DC 15) allows the target or someone near
take 1 full round of preparation before gaining the circum- him to notice the red dot; if successful this negates
stance bonus. the attack bonus and instead imposes a -2 circum-
stance penalty to the shot if the target is not flat-
FLASH SUPPRESSORS footed. These devices do not work in rain, fog,
Flash suppressors are standard attachments for most assault smoke, snow, or similar conditions.
rifles. They’re metal prongs or conelike attachments that
reduce the muzzle flash of a weapon when it’s fired. They SILENCERS (SOUND SUPPRESSORS)
are usually not permanently affixed and can be unscrewed Currently illegal for civilian use in the United States, si-
from the barrel. Flash suppressors are legal in the United lencers are attachments for firearms that reduce the noise
States. However, they are usually not found on handguns, emitted when a weapon is fired. They are ineffective for
sporting rifles, or shotguns. The normal Spot DC to see revolvers due to the lack of a proper seal between the
a muzzle flash is 10 (0 at night). The Spot DC to see a cylinder and the barrel. They work comparatively well
flash-suppressed weapon is 20 (10 at night). with semiautomatic and bolt-action weapons but are not
suitable for shotguns. If used with an automatic weapon,
FOLDING AND TELESCOPING STOCKS they are quickly worn out when fired on full auto. For a
Folding stocks are hinged attachments to firearms weapon to employ a silencer, a gunsmith must create threads
that replace the customary solid wood, plastic, or in the muzzle of the barrel so the silencer can be screwed on.
metal stock. They are designed to enhance the (This requires a Craft [gunsmith] check, DC 10.)
Silencers do not eliminate the sound of a shot, but they do
suppress it fairly well. The sound of a “silenced” weapon fired

TABLE 6-11: in a room has been described by many as like
Weapon Accessory Prices dropping a hardbound book onto a wooden or
1920s 2000s concrete floor.

40 round cartridge bandoleer $1.79 $19.95 The normal Listen DC to hear gunfire is —10.
40 round cartridge belt & holster $1.79 $64.95 In other words, the noise is so loud that anyone
Magazine pouch $2.25 $9.95 within range will hear it unless they suffer at least
Handgun magazine, 8 round $.50 $15.00 a—10 penalty to their Listen checks (for example,
Handgun magazine, 15 round _ $50.00 if it was behind a closed door in a room 50 feet
Rifle stripper clip $0.20 $1.00 away). By contrast, the Listen DC to hear a si-
Rifle magazine, 20 round $1.00 $30.00 lenced weapon is 5. It makes a distinct thump, but
Rifle magazine, 30 round === $60.00 may be masked by background noise or distance.
Speed-loader (revolver) — $9.95

Sound suppresser (pistol) T $300.00% TELESCOPIC SIGHTS
Detachable bipod _ $11.95 Co{nmon.ly used by hunters, telescopic sights are
Laser gunsight = $124.95 available in a wide array of powers ranging from
%6 telescopic sight (optical) $8.50 $69.88 |c§s than X2 to greater tl}an x9. A X9 power scope
%6 telescopic/night vision sight == $3,229.95 will make a target that is 900 yards away appear
Pistol holster w/flap $1.00 $5.00 as though it is only IOQ ya.rds away.

Shoulder holster $1.25 $29.95 To work, a telescopic sight must be properly
Rifle sling $1.50 $6.95 mounted and aligned. For most, this requires the
Rifle case, hard $5.79 $34.95 assistance of a qualified professional (who makes
Rifle case, soft $1.48 $14.95 a Craft [gunsmith] check against DC 10). Treating

Multigun cleaning kit, w/oil $5.34 $49.88 a scope-equipped rifle roughly could result in its




effect, automatic weapons were mostly restricted to government agencies, law en-

forcement, the military, some private security agencies and companies, a com-

parative handful of dedicated collectors and hobbyists, and, of course, the crim-
inal element.

Another important element in this act made it illegal to remove or obliter-

ate serial numbers and other identifying marks from firearms. Weapons so

misalignment, negating any benefit modified became illegal to possess and are considered contraband by law en-
it might provide. Telescopic sights forcement. Even if the owner is not prosecuted, the weapon is confiscated
are, in general, not robust and are without any recompense.
susceptible to damage if mistreated. A third element in this legislation made it illegal to possess a rifle or
A properly aligned telescopic sight shotgun with a barrel length of less than 18 inches. Prior to 1934, there was
reduces range penalties to -1 per range a rather brisk business in such weapons, primarily for use as varmint guns
increment, rather than -2. and home and personal defense arms. They also became associated with
Military scopes often have other fea- the criminal element, which led to their inclusion in this legislation. It is
tures. Some are night sights, intensifying not illegal to alter the barrel length of a weapon; it is simply illegal to
ambient light and allowing the shooter to reduce the barrel length to less than 18 inches.
see targets otherwise shrouded in darkness. Silencers were also covered by this act. They were made illegal
Infrared scopes work by detecting heat emit- though they can be employed by the clandestine services in the gov-
ted by bodies, engines, and the like and are in- ernment in the performance of their duties. As with contraband
tended for use at night (although some weapons, law enforcement is obligated to confiscate silencers
Mythos beings, such as mi-go, may not emit (a.k.a. sound suppressors) they learn of even if the owners are not
such heat). Such specialized scopes are legal in prosecuted.

the U.S. for civilian use but are very expensive.

They allow for visual targeting in the dark almost

as if it were day, suffering only a -2 circumstance SHOTGUN PLUGS

penalty. On August 3, 1937, a Presidential Proclamation was issued that
set restrictions on the hunting of fowl. The fear was that
modern repeating firearms in the hands of hunters would

FI‘REARMS/ AND eventually result in the depletion of waterfowl and other
e ; birds commonly hunted in North America.
T]HE LAW The Proclamation set a few specific restrictions. First,
' only shotguns were permitted for hunting, and these could
not have a bore size greater than 10-gauge. Second, repeat-
ing shotguns (those that were pump-action, lever-action,
bolt-action, or semiautomatic) could not have a maga-
zine capacity exceeding three, including the round that
is in the chamber. The use of metal or wood plugs was
authorized. Such plugs could be inserted into the mag-
azine of a repeating shotgun to limit its capacity to
two shots. After 1937, plugs are commonly included
with the purchase of a new repeating shotgun. They
are easily installed and removed, requiring no spe-
cialized expertise for the task.

Federal regulation of firearms manufacture, sale, and
ownership has been slow in developing in the United
States. The first significant nationwide legislation did
not appear until after World War L. The reluctance of
lawmakers to place limitations on ownership of arms has
been affected by numerous elements, not the least of
which is the Second Amendment to the U.S. Constitution,
guaranteeing the citizens’ rights “to keep and bear arms.”
Opposed to this has been the desire to protect the public
against ever-improving weapons in the hands of criminals,
lunatics, and terrorists (or, in the 1890s and 1920s, “anar-
chists”). Within the game, these laws have the effect of making
it harder for both the player characters and evil cultists to get
their hands on guns at short notice (say, to replace ones lost in GUN CONTROL ACT OF 1968
S ] o ) or O 2 AP - . . .
?Ogr:;g;g%l:: tﬁ?g&iﬁﬂi;ﬁgﬁé‘;ﬂ” gone bad, or o prepare 'Iihc purpose of thls:' ac:t, the first e
control legislation since before World War II,
was to assist law enforcement in combating

MA“-ING FIREARMS crime and violence while not placing undue
; EREEWE . L restrictions on the rights of the law-abiding
In May of 1927, federal legislation went into effect that rr}a'de it llle.- citizen to own or carry a firearm. The legis-
gal to mail handguns and other concealable firearms. Military offi- lation was nevertheless very controversial at
cers (in connection with their duties), federal law enforcement agents, thelkine Thaaet - severaltclementathas
postal employees, personnel guarding federal property, and legitimate affected the average citizen either directly
firearms manufacturers and dealers were exempted from this but still or indirectly. °
had to comply with regulations established by the Postmaster General. The first is that it became illegal for li-
Violators were subject to a fine of up to one thousand dollars and/or up

! . ] £ bi censed firearms dealers, manufacturers,
to two years imprisonment. Other types of firearms were not subject to importers, and collectors to sell or pro-
this legislation.

vide any rifle or shotgun to anyone less
than eighteen years of age. It also

NATIONAL FIREARMS ACT OF 1934 s e o
i . ALY . . guns to anyone under the age of
This landmark piece of legislation went into effect in July of 1934 and was twenty-one (prior to World War 11,
perhaps the first major federal law to significantly regulate access to firearms
to the civilian population of the United States. The intent was to curb so-
called “gangster” weapons that had become notorious at the time. The act ef-
fectively banned automatic weapons, although special licenses could (and still

y ban P gh sp ,
can) be acquired to own them. The controls over these licenses are so great that
the effort 1s not worthwhile for the average citizen. After this legislation took




there was a thriving business in marketing small caliber rifles to teenage boys;
such rifles were mexpcnslvc and very common) The law specifically applled to
licensed dealers and the like—it was not illegal under this act for a parent or
friend to provide a firearm to a minor.

In addition to reaffirming the restrictions on ownership of short-barrel (less
than 18 inches) rifles and shotguns, the act made it illegal to provide arms to

several classes of people: fugitives from justice, those who are under indict- VIOLENT CRIME

ment by a court, people who have received a prison sentence of one year or CONTROL AND LAw
more, users of controlled substances, and anyone who has been adjudicat-

ed as being mentally defective. In short, anyone who is a felon or has been ENFORCEMENT ACT
declared mentally incompetent cannot legally own or carry a firearm in OF 1994

the United States.

Finally, the act required licensed dealers to have buyers of firearms fill
out a standard registration form when making the purchase. Private cit-
izens who are selling personal weapons are not required to do this. On
the surface, the registration form seemed to be a good idea, but in
practice there were few checks on it. Its effectiveness was largely issues. Most of the controversy was con-
negated by the fact that it assumed that the buyer would not lic on e S eo R S TR e T
the form. Since there was no background check or waiting period in 110101 hrGhoh 10103 eovered “assanlt
conjunction with it, a criminal could simply lie about her back- weapons” e capacity ammunition
ground and still make the purchase. feeding devices. i

Section 110102 effectively banned “semiau-

THE BRADY HANDGUN CONTROL ACT at;)gﬁtéfv::ssault weapons.” These were defined

Popularly known as “the Brady Bill,” this legislation was ap- * Any version of the AK-47, AR-15 (M-16),
proved on November 30, 1993 and went into effect on Febru- UZI, Galil, Beretta AR-70, FN FAL, and Steyr
ary 28, 1994. Also known as the Brady Handgun Violence AUG, as well as revolving shotguns such as the
Protection Act, it was named for James Brady, who was shot Striker 12 and Street Sweeper.
in the head by John Hinckley during Hinckley’s attempted * Any semiautomatic rifle that accepts a detach-
assassination of President Ronald Reagan in 1981. This con- able magazine and has any two or more of the fol-
troversial law established a federal five- day waiting period lowing features: a folding or telescoping stock, a
for the purchase of handguns. It did not override waiting protruding pistol grip, a bayonet mount, a flash
periods already in place at the state or county level in suppressor (or a barrel threaded to accept one), or a
many areas unless those waiting periods were less than grenade launcher.
five days (as of the date the act took effect, the majority * Any semiautomatic pistol capable of accepting a de-
of U.S. states had no waiting periods). tachable magazine and with two or more of the fol-
The act also provided for the establishment of a na- lowing features: a magazine that attaches to the exteri-
tional instant background check system. This was to or of the pistol grip; a threaded barrel allowing the at-
allow licensed dealers to telephone a hotline with the tachment of a barrel extender, flash suppressor, forward
particulars of a buyer in order to determine whether hand grip, or silencer; a barrel shroud or jacket that per-
she was legally allowed to make the purchase. If the mits the shooter to grip the barrel without being burned;
sale is declined, the buyer is usually told why and can an unloaded weight of fifty or more ounces; or a semiau-
probably walk out without fear of arrest. The Brady tomatic version of an automatic weapon.
Act was intended as a stopgap measure until the na- * Any semiautomatic shotgun with two or more of the fol-
tional instant criminal background check system lowing features: a folding or telescoping stock, a protruding
could be put in place. It included measures to pistol grip, a fixed magazine capacity exceeding five, or the
remedy erroncous denials of firearms purchases; ability to accept a detachable magazine.
such denials are uncommon, but can occur for
any of several reasons. One example is if the Weapons meeting the above definition that were manufactured
system misidentifies the buyer as a felon or before this legislation was enacted are not affected by it.
fugitive with a similar name, date of birth, and Section 110103 effectively banned large-capacity ammunition-
physical dCSU'iPtion feeding devices. These were defined as any magazine, belt, drum,
Two main reasons why supporters argued feed strip (stripper clip), or similar device manufactured after the date

in favor of a waiting period exist. Flmt it of enactment that holds more than ten rounds of ammunition.
might discourage impulse purchases of

firearms, allowing a “cooling-off period”

for those who might otherwise buy a gun EXPLGS]VES
and commit a crime in a fit of anger. . ‘ '
Second, and more important, it would
prevent criminals and the mentally in-
competent from acquiring firearms
through legitimate dealers.

Prior to its enactment, this very con-
troversial law was commonly referred
to as “the Crime Bill.” It is a lengthy
piece of legislation covering numerous

crime, public safety, and law enforcement

When guns aren’t enough, explosives are the last resort of desperate in-

vestigators. Not surprisingly, most heroes fail to employ them correctly,
sacrificing many of their comrades and associates as a result. See the De-
molitions Skill (page 27) for information on using explosives.

DYNAMITE

This 1s perhaps one of the most common and straightforward of explosives, in-
vented by Alfred Nobel in 1867 by combining nitroglycerin with a stabilizer
and a fuse or detonator. One stick does 4d6 points of damage. Extra sticks det-
onated together increase the damage by +1d6 and the radius by a foot. If thrown,
dynamite has a range increment of 10 feet. If the ranged touch attack roll is not



Some suggested equipment packs follow. These are mostly general so as to
apply to any time period or setting. Look them over and customize them as
needed. The prices here are provided as guidelines; if the outcome of your cam-

paign really depends on the price of a pair of sunglasses or cell phone, you’ll

need to do further research on your own.

successful, roll 1d20 to determine

how many feet off the mark the stick ; BREAKING AND ENTERING GEAR
lands in a random direction from the Sometimes you just have to go where you’re not wanted. Whether it’s to
target. rescue a hostage, spy on a cult, or just see what's in the restricted room
of the museum, you need a bag of gear that’ll do the job. Investigators
who want to do a little breaking and entering might need any of the fol-
FRAGMENTAT'ON lowing: dark clothing, gloves, watch, flashlight (doubles as a club),
GRENADES crowl')ar (ditto), lockpick set (if you know.how to use it), tape (for
‘ keeping doors unlocked), bolt cutters, wire cutters, glass cutters,
notepad and pen (for silent communication), multipurpose tool,
folded duffel bag (for stuff you steal), camera, tape recorder, first-aid
kit, splint kit (for those sprained ankles), cell phone (set to vibrate,
not ring!), and business cards for a lawyer and a bail bondsman if

the attempt fails.

The most common sort of military grenade,

this is a small explosive meant to be thrown.

It explodes, spraying metal shrapnel in all di-
rections. When thrown, it has a range incre-
ment of 10 feet. If the ranged touch attack roll
is not successful, roll 1d20 to determine how
many feet off the mark the grenade lands in a

random direction from the target. Throwing a SHADOWING AND SURVEILLANCE GEAR
grenade requires the Weapon Proficiency On a stakeout? Following somebody who’s up to no good? A
(thrown weapons) feat; otherwise, the character few items thrown in a casual backpack or satchel can help. An
has a4 penalty to the attack roll. investigator’s gear for this type of adventure might include

small binoculars or opera glasses, extra shirts and hats (for a

quick change of appearance), chalk (to mark a target for your
C allies), watch, book or newspaper (to look innocent), pocket
Plastic explosive is not meant to be thrown or used flashlight and/or lighter, handcuffs, duct tape (to keep some-
in combat, but instead used to destroy stationary one’s mouth shut), camera (to record who the suspect

objects. It is detonated with a fused timer or some- meets), notepad and pen, and small change for bus/taxi.
thing more complex.

OUTDOORS GEAR
PIPE BOMBS Cultists often prefer remote, outdoor locations for
This homemade device is crude and counts as a scratch-  their foul ceremonies. If you’re heading into the woods
built device for purposes of the Demolitions skill (sce for a rcasgnably short trip, pack well and' prepare for
page 27). A Demolitions check (DC 25) is required to emergencies. You may need sturdy clothing, first-aid
make one; if the roll is failed, the pipe bomb goes off. If kit, splint kit gloves, hat, bQOIS, compass, map,
thrown, a pipe bomb has a range increment of 10 feet. If the W'&ICI}, flashlight, extra .batterles, canteen, ?VhlSt]Cy
ranged touch attack roll is not successful, roll 1d20 to deter- folc'img camp shovel, lighter, matches, trail food,
mine how many feet off the mark the bomb lands in a twine, sleeping bag, tent, notepad and pen, hatch-
random direction from the target. Throwing a pipe bomb re- et, and binoculars.

quires the Weapon Proficiency (thrown weapons) feat; other-
wise, the character has a —4 penalty to the attack roll.

DANGER PACK

There’s no doubt, is there? Someone’s going to

. hurt you, unless you hurt them first. Well, if

TABLE, 6-12: you’re not going to call the police like a normal
EXP|°5|V35 human being then you might at least be ready
Price Price Blast for the pain. Consider this equipment: a

Explosives 1920s 2000s Radius Damage fighting knife (hunting, commando, stiletto,
Dynamite (one stick) $1.00 $5.00 10 ft. 4d6 preferably a couple stashed here and there),
Fragmentation grenade  $8.00 $75.00 20 ft. 3d6 pocket knife (for when you get disarmed
C-4 (plastic explosive) = $250.00 15 ft. 6d6 and tied up), brass knuckles, leather gloves
Pipe bomb n/a n/a 15 ft. 3d6 (protect those hands!), flashlight, hand-

gun and spare ammunition, handcuffs,
handcuff key (several hidden all over

]‘NVESJ’IGATIVE GEAR your body), duct tape, and whistle.

Some investigators travel light, with no more than a camera or notebook,
while others fill the trunks of their cars with firearms (then flee the scene,
thereby arming the cultists). A happy balance between preparation and
moderation is essential.

Maintaining this balance isn’t easy. The dedicated investigator might have
to break into a dark warehouse one night and chase cultists through a swamp
the next. One solution is to prepare a few bags or backpacks with gear, each
sorted by use—even though this may mean redundant possessions. This runs
the risk of overkill, but more than one investigator has lived to see the dawn be-
cause he had a lighter, a pair of binoculars, or a crowbar at just the right moment.




" CLOTHING

Clothes make the investigator. When it comes to interact-
ing with strangers, the clothes the investigators wear affect
their interactions. It is slightly more difficult to gain access
to the Miskatonic University restricted book collection if
the investigators are wearing beer-stained sweats. Similarly,
it isn’t easy trying to get information from a bartender in a
biker bar if you're wearing a suit and tie. Investigations
sometimes require a quick change of clothes.

Men’s Clothing 1920's 2000’s
Man'’s topcoat $14.00 —
Union suit $1.50 —
Man's shirt $1.00 o
Tailored silk dress suit $75.00+  $800.00+
Worsted wool dress suit $29.50 —
Cashmere dress suit $18.50 —
Corduroy Norfolk suit $9.95 —
Dog fur overcoat $37.50 —
Chesterfield overcoat $19.95 —
Leather work shoes $4.95 —
Lace bottom breeches $4.95 —
Broadcloth dress shirt $1.95 —
Shaker sweater $7.69 -
Felt fedora $8.95 —
Wool golf cap $1.95 -
Seal skin fur cap $16.95 —
Silk four-in-hand tie $3.69 —
Bat wing bow tie $0.55 —
Cuff links $0.40 —
Wool pinstripe suit — $279.95+
Rayon blend 2-piece suit — $149.95
Baggy jogging suit — $59.95
Leather bomber jacket — $249.95
Good trench coat - $299.95
Oversized twill shirt — $24.95
Souble pleated pants - $39.95
Jeans — $49.95
Leather docksider shoes — $49.95
Cross-trainer shoes — $109.95
Silk tie — $33.95
Thermal underwear — $12.95
Nylon swim trunks — $14.95
Women's Clothing
Quality women'’s dress $15.00 —
Woman’s wool coat $14.00 -
Woman's frock $5.00 -
Chic designer dress $90.00 —
Silk crepe frock $16.50 —
Satin charmeuse $10.95 -
French Repp dress $10.95 —
Worsted wool sweater $9.48 —
Cotton crepe negligee $6.98 —
Spike heel Parisian shoes $4.45 —
Leather one-strap slippers $3.69 —
Snug velour hat $4.44 —
Satin turban-style hat $3.69 —
Rayon elastic corset $4.95 —
Embroidered costume slip $1.98 —
Silk hose (3 pair) $2.25 —
Velour coat w/ fur trim $39.75 —
Brown fox fur coat $198.00 —
Silk handbag $4.98 —
Dress hair comb $0.77 —
Designer's dress, worn once — $399.00
Fine silk side-drape dress — $389.95
Acrylic 2-piece dress — $169.95
Woven rayon coat dress — $89.95
Dacron pleat-front pants — $39.95

Stone-washed jeans — $49.95
Leather motorcycle jacket — $289.95
Wool-blend swing coat - $149.95
Button Polo sweater — $39.95
Fashion print challis shirt — $44.95
Fashion pumps — $89.95
Fashion boots — $159.95
Good hiking boots — $249.95
Silk chemise nightgown == $109.95
Matte black hoop earrings — $15.95
Gucci shoulder bag — $249.95
Spandex bicycle shorts — $29.95

COMMUNICATIONS

Need to call the cops? Need to have some documents
shipped to you? Need to warn the target of an impend-
ing assassination? Well, that’s what communications are
all about. Communications technology has changed
more dramatically than perhaps any other area of tech
over the last century. With the advent of computers, not
only can individuals communicate cheaply, quickly, and
globally, they can also perform research, transfer money,
and conduct daily business with people they’ll never
meet in person.

Dialing a phone or calling someone on a walkie-talkie
1s a move action. After that, it’s a free action to talk.

Telegraph 1920s 2000s
12 words $0.25 $34.90
Per additional word $0.02 $0.89
International, per word $1.25 $0.89
Postage
To 1 ounce $0.03 $0.34
To 2 ounces $0.05 $0.55
Per additional ounce $0.01 $0.22
International (1 oz.) — $0.60-0.80
Per additional ounce — $0.25

Telephone
Desk phone (bridging style) $15.75 —
Telegraph outfit $4.25 -
Local telephone service (monthly) — — $18.00
Cordless phone — $89.95
Car phone — $299.95
Long-distance call — $0.17
International call — $0.40
Printer/photocopier/scanner — $449.95
Digital answering machine — $99.95
Caller ID system — $59.95
Fax machine — $199.95
Beeper/pager — $89.95
Beeper pager service (monthly) — $6.00

Computers

Cray super computer — $1,000,000.00+

Minicomputer —  $200,000.00
Server computer — $5,000.00
Cheap PC system - $999.95
Cheap laptop — $1,199.95
Good PC system — $2,499.95
Good laptop — $2,399.95
Palmtop PC — $499.95
Internet service (monthly) — $20.00
T-1 line (monthly) — $999.95
56K modem — $139.95
8-inchx12-inch flat bed scanner — $249.95
Portable storage disk drive — $149.95
Portable storage disk (100M) - $9.95
CD writer — $599.95
Quick Cam (color) — $219.95



Radio and Electronics Mini satellite disk, 2 receivers — $459.95

Console radio receiver $49.95 — Monthly DB service — $50.00
CB radio w/ police scanner - $299.95 DVD playback — $595.95
Three-band walkie-talkie — $139.95 4-head VCR — $139.95
Tactical radio headset — $19.95 Photography
Multiband radio scanner — $179.95 Box camera $2.29 —
Radar scanner — $169.95 Film, 24 exposures $0.38 —
Print Media Folding pocket camera $16.15 —
Newspaper $0.05 $0.50 Film, 6 exposures $0.50 —
News magazine $0.50 $3.95 Developer kit $4.95 —
News clipping service $2.75/  $175.00/ 144 8x10 photo paper $5.00 -
month month Photo lab equipment $15.00 —
Writing VHS-C stabilized camcorder — $549.95
Good fountain pen $3.00 $29.95 35mm SLR camera -— $499.95
Fine rolling ball-point pen — $14.99 Basic 35mm zoom lens — $259.95
Self-filling fountain pen — $1.25 35mm film, 36 exposures — $8.95
Rolling ball-point pen — $1.45 Digital camera w/ software - $359.95
Manual typewriter $40.00 — Basic Polaroid instamatic — $49.95
Electric typewriter — $119.99 Polaroid film, 12 exposures — $12.95
Pencil $0.01 $0.06 Pocket one-use camera — $14.95
Writing tablet $0.20 $0.86 Photo enlarger — $399.95
90mm scope, 1 eyepiece, case — $599.95
Tripod, 3 eyepieces, adapter — $289.95

ENTERTAINMENT
Entertainment does not merely encompass items that the LODGING AND Dl N]‘NG

investigators would want to have for an evening of off-
duty relaxation. Various types of photographic, video, ~Gamemasters are encouraged to ensure that investigators
and audio recording equipment are also included, as is  realize there are other costs to adventures besides that

the ever-popular Ouija board. case of dynamite they need, or the ticket on the tramp
steamer to Dar-es-Salaam. In civilized areas, they’ll need
Entertainment 1920s 2000s to keep up with their expenses. Do they have enough
Mah Jong board $1.80 $12.99 money to buy some bathtub gin to lubricate a witness?
Deck of playing cards $0.75 $4.00 Or enough money for a hotel to hide out in?
Ouija board $0.95 $16.99
Baseball bat $1.50 $14.95 Lodging 1920’s 2000’s
Movie tickets $0.15 $8.50 Squalid flophouse per night $0.20 —
Nickelodeon $0.05 - Fleabag hotel per night $0.75 —
Video arcade game — $0.50 Econo-motel per night — $29.95
Virtual reality arcade (5 min.) - $5.00 Comfortable hotel per night $4.50 $89.95
Professional sports ticket $1.00 $55.00 Per week (w/room service) $24.00 $400.00
Popular novel (hardback) $1.50 $20.00 Good hotel per night $7.00 $159.00+
Concert hall/ballet, Deluxe hotel per night $9.00  $490.00+
Public seating $4.00 $75.00 Rent
Popular novel (hardback) $1.50 $20.00 House (per year) $1000.00 $16,000.00
Music Flat (per week) $12.50 $200.00
5-string banjo, used $9.95 $500.00 Apartment (per week) $10.00 $240.00
Violin $35.00 $200.00 Food
Ukulele, used $8.00 $50.00 Deluxe meal on train $1.50 $18.00
Brass saxophone, used $63.45 $800.00 Good meal in restaurant
Plated cavalry trumpet $7.00 $250.00 Breakfast $0.45 $8.95
Electric guitar — $699.95 Lunch $0.65 $10.95
Professional 5-piece drum kit — $2,999.95 Dinner $1.00 $24.95
Cabinet phonograph $45.00 - Speakeasy Prices
Phonograph records $0.39 — Rotgut gin (shot) $0.10 -
200-watt music system - $459.95 Cocktail (glass) $0.25 —
Stereo CD player — $109.95 Wine (glass) $0.75 —
CcD — $11.95 Beer (glass) $0.20 —
Cassette/CD boom box — $89.95 Whiskey (glass) $0.25 —
Aiwa personal CD — $79.95 Excellent cigar $0.20 $9.00
CD writer — $169.99 Cigarettes (per pack) $0.10 $3.00
Movies and Television Soft drink (12 oz.) $0.05 $0.55
Movie camera $89.00 -
Movie projector $54.00 —
Digital video camcorder o $899.95 f : (B |
Digital video projector — $3,599.95 MEDI‘CAL EQU]PMENT
35-inch stereo PiP television - $1,299.95 No matter how careful investigators are, no matter how
27-inch stereo PiP television = $499.95 well they plan, or how accurately they can shoot, if they
20-inch color television — $199.95 keep taking on the Cthulhu Mythos, they’re going to get

hurt. Mental and psychic injuries are dealt with by psy-




choanalysis and psychiatric medications, but most every-
thing else is the province of the medical doctor. With the
advent of sulfa drugs and penicillin, infections are more
easily treatable, thus making traumatic injuries more sur-
vivable. Certainly, wounds and maladies considered fatal
in 1920 are now easily treatable. While the recovery rate
is a function of the Heal check, some attempts are im-
possible without proper tools. After all, surgery to
remove a bullet is rather difficult without some kind of
sharp instrument. In most cases, having the appropriate
equipment grants a +2 circumstance bonus on Heal
checks (see page 31).

Medical Equipment 1920s 2000s
Complete first-aid kit $2.57 $24.95
Basic doctor’s diagnostic kit $10.45 $69.95
Surgical gloves (per 100) $0.75 $13.99
Wheelchair $40.00 $697.00
Metal crutches $1.69 $44.95
Folding pole stretcher $3.25 $149.95
Forceps $3.59 $3.99
Scalpel set $1.39 —

Surgery kit — $64.95
Alcohol (half gallon) $0.20 $3.17
Hypodermic syringes $12.50 —

Disposable 3cc syringe — $10.96
Atomizer $1.39 —

Gauze bandages (10 yards) $0.39 $0.36
Adhesive badges (per 100) — $4.95
Clinical thermometer $1.39 —

Digital thermometer - $9.99
Electronic thermometer — $34.95
Instant cold packs (per 12) — $12.95
Disposable respirator — $24.95
EMT kit = $299.95
Foam pad splint — $19.95
Stretch gauze bandage — $3.95
Emergency burn kit — $124.95
Aluminized blanket — $8.95
Portable oxygen unit — $289.95
Bandage kit w/tape and scissors =~ — $100.00
Spinal injury transport gear — $300.00
Splint kit — $300.00
Anti-shock trousers — $300.00
Cardiac monitor/defibrillator — $3,995.95
Rescue gear/vehicular — $2,000.00
250x microscope $11.98 $269.95
Centrifuge — $429.95
Bunsen burner — $15.95

Whether they’re mounting expeditions into uncharted
territory or chasing down leads to a world-girding con-
spiracy, investigators are always traveling. Sometimes
they’re packing suitcases and passports; other times
they’re lugging eighty-pound backpacks. In either case,
the last thing they want to do is go camping in their street
clothes, or throw their gear in a plastic trash bag before
hopping a flight to London.

Clothing 1920s 2000s
Rain slicker and hood $5.00 $34.95
Hiking/riding suit $12.00 $109.95
Hunter’s coat $5.00 $129.95
Pocket/safari vest — $89.95
Poncho $2.89 40.95

Parka

Field jacket, outdoors
Good hiking boots
Combat boots

Jungle boots

Leather gloves
Windbreaker

Equipment

2-quart canteen

Thermal canteen

Water bag (1 gallon)
Water bag (5 gallon)
Insulated tank (5 gallon)
1-quart vacuum thermos
Thermoelectric cooler
Portable chemical toilet
Folding bathtub

SPF-64 sunscreen

Insect repellent
Haversack
Rucksack/backpack
Camo makeup
Camouflage netting (10x10)
Folding camp shovel
Camp stove

Cooking kit

Mess kit

C-rations

Meal Ready to Eat (MRE)
Shelter

2-person tent

4-person tent

8-person tent

25-person tent
16-ft.x20-ft. tarpaulin
24-ft.x36-ft. tarpaulin
Poly/cotton sleeping bag
Polar sleeping bag
Nylon air mattress
Folding camp cot
Thermal blanket
Ground cloth

Cotton blanket

Survival blanket

Bedroll

lllumination

Kerosene lantern
Kerosene (1 gallon)
Gasoline table lamp
(lasts 1215 hours)
Flashlight battery
Flashlight, 3 cell

Mag light, 4 cell

Mag light, mini

Cap light w/battery
Hand-held emergency flare
Wax candles (per 12)
6-watt florescent lamp
Carbide spelunker lamp
Carbide battery (2 Ib., 10 hours)
Search light

Navigation

Jeweled compass

GPS receiver

Map (waterproof)

Map case

Atlas

Climbing
One-half-inch-thick hemp rope,
per 50 ft.

$1.98
$5.45

$1.09
$5.85
$8.48
$1.29
$0.55

$11.25
$24.85
$55.45
$95.00
$15.00
$39.95

$5.95
$1.79
$1.79
$0.89
$3.25
$2.79

$2.00
$0.40

$6.59
$0.30
$3.10

$4.59
$0.27
$0.35

$2.59
$0.27
$5.95
$2.45
$1.90

$1.29
$1.55

$1.80

$149.95
$99.88
$249.95
$100.99
$119.99
$22.88
$29.95

$14.95
$10.95
$24.95
$10.95
$11.95
$24.00
$139.95
$79.95
$8.95
$10.95
$29.95
$69.95
$4.95
$49.95
$14.95
$69.95
$19.95
$14.95

$5.00

$249.95
$379.95
$500.00
$1,450.00
$20.00
$69.95
$39.95
$749.95
$29.95
$69.95
$45.00
$5.95
$7.95
$19.95
$6.95

$45.95
$2.49

$53.95
$1.46
$18.12
$18.60
$10.38
$21.95
$2.00
$1.99
$34.95

$89.00

$75.00
$395.95
$19.95
$19.95
$24.95+

$8.60




10.5mm-thick dry rope (50 m) — $128.95
Assisted-climbing gear — $1,500.00
Crampons — $127.50
Grappling hook $2.35 $22.95
Travel

Cheap trunk (40 Ib.) $4.00 —
Expensive trunk (55 Ib.) $13.95 —
Handle bag (8 Ib.) $7.45 —
Suitcase (15 Ib.) $9.95 —
Wardrobe (95 Ib.) $41.95 —
Nylon book bag (15 o0z.) — $59.95
Carry-on upright (5 Ib.) — $74.95
Canvas duffel bag (5 Ib.) — $39.95
Attaché case (3 Ib.) — $149.95
Large EZ cart (6 Ib.) — $129.95
Hanging bag (6 Ib.) — $69.95
26-inch Samsonite hardside (7 |b.) —$94.95

Men'’s toilet set (10 pieces) $9.98 $25.00
Straight razor $0.35 $8.95
Women's toilet set (15 pieces) $22.95 $48.00
Dictionary English/Foreign $0.89 $9.95
Phrasebook $0.89 $9.95

SPY TECH

Gathering information is the heart of any Call of Cthulhu
adventure. One of the great advantages modern investi-
gators have over their 1920s’ counterparts is access to the
fruits of the Cold War: half a century of technological ad-
vancement centered on eavesdropping on what the other
guy is talking about and seeing what he’s doing. These
are invaluable tools for any investigator who wants to
keep her surveillance of the target a secret.

Spy Tech 1920s 2000s
6x binoculars $28.00 $89.00
Stabilizer 7x50 binoculars — $269.95
Passive night vision scope — $249.95+
Passive night vision goggles — $799.95+
x100 telephoto lens — $399.95
Minox miniature camera — $149.95
50 exposure cassette — $20.00
Parabolic microphone — $159.95+
Laser microphone — $25,000.00
Concealable microphone — $90.00—
$1,000.00
Radio signal transmitter — $100.00
IR signal transmitter — $600.00
Camouflaged tape recorder — $299.95
Telephone tap detector — $299.95
Radio transmission detector — $499.95
Lockpicking tools $30.00 $79.95
Lockpick “gun” — $129.00
Handheld metal scanner — $249.95
Metal detector — $229.95
Geiger counter — $269.95
Motion detector for T room — $39.95
Wireless perimeter alarm — $229.95
Fireproof safe — $389.95
Heavy-duty document shredder — $199.95
Telephonic voice modulator — $69.95
Disguise kit $4.98 $59.95

TOOLS
Car broken down? Boat need repairs? Radio kaput?
Often, the requisite skills mean nothing without the

proper tool for the job. Most of these tools add a +2 cir-
cumstance bonus on applicable skills.

Tool 1920s 2000s
48-piece watchmaker’s kit $14.38 —

Mechanical tools (20 tools) $12.90 $39.99
Mechanic's tool chest (812 pieces) — $2,199.95
Folding multipurpose tool — $69.95
25-ft. ladder $3.20 $169.95
Shovel $1.00 $17.99
Crowbar $2.25 $16.88
Handaxe $1.59 $27.99
Handsaw $2.80 $11.99
Hacksaw $0.85 $17.09
Glasscutter $0.80 $7.95
Wire cutters, insulated $1.35 $8.95
Bolt cutters, insulated $3.60 $35.69
Hand drill (plus bits) $5.98 $21.99
6-volt cordless drill — $33.95
Dremel tool w/bits — $29.95
Gasoline chainsaw — $274.95
Electric chainsaw — $169.95
2 1/2 HP circular saw — $67.95
18v cordless reciprocating saw kit —— $296.95
7/8-inch rotary hammer — $229.95
Digital AC/DC multimeter — $19.95
Gasoline blowtorch $4.45 -

Oxy-acetylene blowtorch — $149.78
Welder's goggles $2.00 $16.57
Welder's kit — $3,100.00
Carpenter tool set $50.00 —

Blacksmith tool set $80.00 —

Triple beam balance — $99.95
12-speed drill press — $279.95
1,500-watt electric generator — $459.95
1/2-inch steel link chair per foot $0.65 $1.99
Fire extinguisher $10.95 $32.95
Scientific calculator — $19.95

MISCELLANEOUS GEAR
More than a few of the most useful items in the investi-
gator’s arsenal are not easily pigeonholed. Some, such as
artificial light sources, are obvious in their utility. Others,
such as chronometers or umbrellas, are the kinds of
things you realize you need right about the time you re-
alize you don’t have them.

Miscellaneous Gear 1920s 2000s
Cheap wrist watch $5.95 $29.95
Expensive wrist watch $25.00 $199.95+
Pocket watch $15.00 $39.00
Gold pocket watch $32.50 $149.95+
Wind-up alarm clock $3.00 $17.00
Battery alarm clock — $16.99
Plated cross, 10 inches high $2.00 $40.00
Holy bible $4.00 $27.98
Unabridged dictionary $6.75 $19.95
10-volume encyclopedia $49.00 $380.00
Cheap signet ring $4.00 $39.95
Straitjacket $9.50 $350.00
Handcuffs $2.00 $29.95
Padlock w/2 keys $0.95 $7.49

College tuition (semester)
Cigarette lighter,

$480.00+ $6,000.00+

non disposable $0.35 $19.95
Umbrella $1.79 $34.95
Gas mask w/case $13.00 $109.95
Sunglasses w/case $1.25 $39.95
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walk unseen and foul in
~ lonely places where the Words
have been spoken and the Rites
howled through their Seasons.
The wind gibbers with Their

. voices, and the earth mutters with

their consciousness. They bend the

forest and crush the cty, yet may

not forest or city behold the hand
that smites.

— from the Necronomicon

1 “The Dunwich Horror”
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R’lyeh Text. Unfortunately, it is writ-
ten in Chinese, having been tran-

| scribed directly from ancient scrolls, and he

cannot read it. It is important to him to know
what it says, but he does not want to simply
find a translator, as he feels the need to keep
his possession of it a secret. The cult of
Cthulhu seems to be watching his every

d, he finds some books and

| attempts to learn the language himself. This
| takes a fair amount of time (represented by
|| Kristof going up a level and spending skill

points toward the language), lm[ fin:

can attempt to d ipher the lmok It
tough going, however, for the di akd 18 old
and the concepts are str

IEcomplex. He has some strange imidu

attempts to pore through the text
nightmares, strange voices, and even a time

when the itself goes missing. Kristof

! later finds it in a locked cabinet he is sure he
| had not opened since before the time he §
. found the book.

Although his sanity has been shaken by

these experiences and the occult knowledge
 gleaned from the text disturbs him, he sets 4
| upon his ultimate goal: learning the spell
| contained within its pages. This requires
i more research. Kristof’s friends begin to
{ worry about the amount of time he spends

alone in his apartment. When he is finished,
1e knows the proper incantations, LI\PII&

gestures, and mindset for his new rituals. He

(& J



it up doesn’t count, but the GM can rule that for some artifacts, this is sufficient.) 5
Initial Contact always results in potential Sanity loss. This could be from the hor-
rible presence of the alien thing, or it could occur from flipping through the pages

of the book and seeing ghastly illustrations or a few disturbing phrases.

can cast spells that can call forth and
bind a winged supernatural creature ¥
he has never seen before, and he’s
learned an incantation that allows him 1
to see into the future. He can now use
these powers whenever he dares try, but
the experience is certain to be dangerous 1
to his psyche—if not his actual well-being.

EXAMINATION PERIOD
L Make a study check. (This is 1d20 + the character’s level + Intelligence modi-
fier + number of previous study checks made with item). For example, a 4th-
level character has an Intelligence modifier of +1. On her first study check,
she rolls 1d20 and adds +5. If she fails, she gets to make another check after
b the next Examination Petiod (and after a Strange Event occurs), adding +6.

The DC for the checkis set by the artifact. Success means that the char-
L acter finishes studying after that Examination Period, and has success-
b fully figured out the artifact or read the tome in question. Failure means

. - ARTIFACTS AND | ti}:{;u;}rczt.range Event happens and another Examination Period is

TOMEs . If more than a week passes in the course of this Examination Period,

L and the character makes no progress during that time (because she’s
Artifacts left over from the time of the Grear TR doing things other than studying or examining), she must make a DC
Old Ones are stll buried within the ecarth. B 5 Intelligence check to continue where she left off. Failure means

Madmen have soribed anclent tomes Gilled with 9P the Examination Period must start all over again.
arcane lore and forbidden knowledge. Alien mi-
go carry strange and uncanny devices as they ¥
explore our world. Characters can come across all
sorts of artifacts in their investigations. An artifact
is any physical object of power or importance rele-
vant to the Cthulhu Mythos.
Artifacts often present charac-
ters with potential power or
knowledge, but always carry
great risks to one’s sanity.

The most frequently encoun-
tered artifacts are tomes, occult
books that contain written secret
knowledge, spells, and mind-shat-
tering revelations. They often hold
the only keys to staving off the
horrors of the Cthulhu Mythos.
However, they also have a reputa-
tion for being dangerous to read,
and with good reason. Many
characters have lost their grip on
sanity by pouring through myste-

STRANGE EVENTS

When a Strange Event is called for, use Table 7-1 to determine

the details. Strange Events occur at dramatic moments during

the Examination Period. The character

should never know when

they’re going to happen.

These events may be real, or

they may be the result of the

artifact’s disturbing nature

affecting the user’s sanity.

Of course, the effects don’t

| have to be completely

random. The GM may wish

to choose or adapt a partic-

ular Strange Event when

introducing a chosen arti-
fact into her campaign.
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rious tomes to glean more infor- Tl E CTHULHU
mation on the Mythos. (/ FAIL N 4 N‘YTHOS
Artifacts include weapons NS /T As stated above, tomes are
usable against supernatural crea- TRk the most common artifacts.
tures and seemingly impossible /~ sveanae M Mythos tomes might look 4
devices that allow characters to (  euenmT ]

like old leather-bound vol- '%
b umes, typeset books with
metal clasps, handwritten
notebooks with loose
scrap paper inserted, an-
cient stone tablets carved
¥ with runes, or anything in
} between. Each one contains
a wealth of Mythos knowl-
edge and secrets of magic,

‘ : e s but also a fair bit of nonsen-
HANDLING ARTIFACTS sical raving and seemingly meaningless

accomplish strange and danger-
ous tasks—such as traveling
through time, communicating
with the dead, or viewing faraway
places. Like tomes, artifacts carry
risks to use, and it is invariably dif-
ficult to figure out how to make
them function.

Handling a character’s encounter with an artifact requires several steps. The sketches, diagrams, and equations.
process includes an Initial Contact, a variable number of Examination Periods, They are filled with marginalia, cen-
and a variable number of Strange Events. The Initial Contact and Examination sored sections blacked out by -out-

Periods are always initiated by a character. Strange Events are not.

INITIAL CONTACT
The process begins with a moment of Initial Contact. This occurs when a character
first examines an artifact in any amount of detail. (Usually just seeing it or picking



TABLE 7-1:
Strange Events

01-10  You realize that the artifact includes some gruesome materials (skin,
bones, and so on). Sanity loss 0/1.

11-15 You begin to notice suspicious strangers that lurk around you or where
the artifact is kept. They disappear mysteriously before you can
confront or follow them. Sanity loss 0/1.

16-22  You black out for 1d6 hours, and cannot be revived by any means
during that time.

23-28 A dream provides the clue you need to continue using the artifact.
Sanity loss 0/1.

29-34  The artifact is found somewhere you did not leave it. Sanity loss 0/1d4.

35-40 Exposure to the artifact makes you ill for 24 hours (-2 to all attack
rolls, checks, and saves).

41-43 You hear strange, unnerving sounds around the artifact. Sanity loss
0/1d4.

44-50 You have disturbing dreams about the artifact. Sanity loss 0/1d4.

51-54 Images in or on the artifact begin to resemble you (or your name) in
some way. Sanity loss 0/1d4.

55-58  You are compelled to treat the artifact as a living thing (Will save, DC
15, to resist) by speaking to it, caring for it, and so forth.

59-65 Henceforth, you are compelled to become angry if anyone other than
you touches the artifact (Will save, DC 15, to resist).

66-70  The artifact makes you feel weak while you handle it. (Each day, make a
Fort save against DC 15 to resist, or take 2 points of temporary
Strength damage.)

71-73 You see ghastly visions when touching the artifact. Sanity loss 1/1d6.

74-77  The artifact visibly responds to your touch by becoming warm, firm, or
otherwise “pleased.” Sanity loss 1/1d6.

78-80  The artifact visibly responds to your touch by becoming cold or
otherwise “displeased.” Sanity loss 1/1d6.

81-83 You catch a glimpse of the artifact moving under its own power and
volition. Sanity loss 1/1d6.

8490  You see words on a page, tiny cracks in the surface, or some other
portion of the artifact writhe or move. Sanity loss 1/1d6.

91-94  You are compelled to drip your own blood onto the artifact (Will save,
DC 15, to resist); take 1d4+1 points of temporary Con damage. Sanity
loss 1/1d6.

95-00  You realize the contents or parts of the artifact conceal something

entirely new (a second artifact, a palimpsest, and so on).

raged scholars, and cryptic cyphers and codes. The
authors were almost assuredly mad. Reading what
they have written offers a glimpse into their
fevered brains and may detail the same knowl-
edge that drove them insane in the first place.

Each copy of each book is unique, filled with
notes written by previous owners, extra or
missing sections, or altered text. Thus, each
copy of each book might have different spells
and slightly different information—this is up
to the GM to decide.

The Examination Period for a book
involves, not surprisingly, reading it. Read-
ing a Mythos tome isn’t like picking up a
novel, or even a complicated textbook.
Tomes aren’t organized, they’re rarely
straightforward, and they’re often filled
with ideas and concepts quite alien to
most readers. The authors were not

information that’s not there.

writing is often disjointed, fre-
netic, redundant, and at times,
nonsensical. Books may have
errors, omissions, and strange
editorial changes introduced by
translators or transcribers.

If a tome is not written in a
character’s native language, the
investigator must make Speak
Other Language checks for the
language the tome has been writ-
ten in. The investigator makes a
skill check at the end of each
week of the Examination Period.
For each failed check, the inves-
tigator must spend an additional
week translating before retrying
the skill.

Unless otherwise noted, the
Speak Other Language check to
study a tome is DC 15.

USING BOOKS T0
LEARN SPELLS
Once you have read a book,
learning to cast a spell within it
requires an additional 1d3 weeks
of study. Once this time is spent,
you know the spell and can cast
it whenever you wish, suffering
whatever harmful effects it may
have on you each time. The GM
assigns spells to each tome to
suit her particular campaign.
As a variant rule, a character

who has finished the Examination Period for a tome may be
able to cast one of the spells in it once, but without knowing
precisely what it does—or the sacrifice the spell exacts.

USING BOOKS AS REFERENCE

Once a character has read one of these eldritch tomes, it is still
useful to keep around. If a character spends at least 1d4 hours
poring over a book she has already read, she may make a single
Cthulhu Mythos check to learn a specific bit of information relat-
ing to the book’s subject matter. Add a bonus on this roll equal to
the number of ranks the book originally added to the reader’s
Cthulhu Mythos skill. No Sanity loss is incurred for this referencing.
The GM has final say in which spells and what information can be
found in a tome. Even an infinite amount of research cannot find

BOOK LISTING

Much of this information is commonly known among bibliophiles, histo-
rians, and the book trade. Although other versions and translations of these
writings almost certainly exist, these lists only include those that have been
substantially documented. Many other lesser volumes are certainly still
unknown, as are incidental notebooks, diaries, and letters, all of which could
be presented in a similar fashion (containing spells, adding Cthulhu Mythos
ranks, and so on). The number of copies listed reflects only those specimens
known to be held in public or private collections. Additional copies certainly
may be discovered.

necessarily skilled communicators; if
they were, truths may be hidden
behind allegories and allusions. The



Necronomicon. In English, trans. by Dr. John Dee, 1586. An accurate but
expurgated version of the Greek translation. Never printed, this version
appears in bound manuscript form only. Three nearly complete copies are

known to exist. Examination Period: 1d12+1 weeks (DC 22). Contains 2d6

spells. Sanity Loss: 1d10 initial and 2d10 upon completion. Cthulhu Mythos:
+2 ranks.

Dimensions given are traditional, The Sussex Manuscript. In English, trans. by Baron Frederic, 1597. A mud-
since exact sizes often vary from dled, incomplete translation of the Latin Necronomicon, printed in Sussex,
copy to copy. Folios vary between England, in an octavo edition. Properly known as the Cultus Maleficarum.
12.5%20 inches and 10x15 inches; Examination Period: 1d8 weeks (DC 20). Contains 1d6 spells. Sanity Loss:
quartos range between 10x12.5 inches 1d3 initial and 1d6 upon completion. Cthulbu Mythos: +1 rank.
and 7.5%10 inches; octavos vary be-
tween 6.25x10 inches and 5x7.5 inches. NAMELESS CULTS (Three Versions)

Three books (the Necronomicon, Unausprechlichen Kulten. In German, by Friedrich Wilhelm von
Nameless Cults, and the Book of Eibon) Junzt, 1839. A German-printed quarto, this volume has long been re-
are shown in multple versions. These ferred to as “the Black Book.” Six copies are held by major libraries in
three sets come first, followed by the rest Europe and America. Examination Period: 2d10 weeks (DC 24). Con-
of the Mythos books alphabetized in sin- tains 4d6 spells. Sanity Loss: 1d8 initial and 2d8 upon completion.
gle-entry form. Cthulhu Mythos: +3 ranks.

Each entry consists of the title, followed by Nameless Cults. In English, trans. unknown, published 1845.
the actual language of the edition, author or An unauthorized translation published by Bridewell of England
translator, and date of completion or publica- in a fine octavo edition. Complete but flawed. At least twenty
tion. Many of these dates are conjectural. copies are known to be in public and private collections. Ex-
Descriptive notes then follow, ending amination Period: 1d12+1 weeks (DC 22). Contains 3d6
with game informa- Z spells, but 75% do not
tion. Each book is work. Sanity Loss: 1d8
listed with the time initial and 2d8 upon
and language re- completion.  Cthulhu
quired to read it Mythos: +2 ranks.

(during the Exami- Nameless Cults. In Eng-
nation Period), the lish, trans. unknown, pub-
number of spells lished 1909. A heavily
found within it, the | expurgated and
amount of Sanity error-laden
lost upon initial edition pub-
contact, the amount lished by Gol-
of Sanity lost upon den  Goblin
reading it, and the Press of New
number of Cthulhu York. Numer-
Mythos ranks ous copies of
gained by reading this cheap octa-
it. Sanity losses can- 5 vo are believed
not be avoided. They extant. Exam-
are mandatory. ination Period: 1d10 weeks

Spells should be chosen based on appro- (DC 20). Contains no spells. Sanity Loss:
priateness, with occasional, seemingly random ™ 1d8 initial and 2d8 upon completion.
inclusion as well. Again, the exact spells in each Cthulhu Mythos: +1 rank.
tome are the purview of the GM.

THE BOOK OF EIBON (Three Versions)

THE NECRONOMICON (Five Versions) Liber Ivonis. In Latin, trans. Caius Phillipus
Al Azif. In Arabic, by Abd al-Azrad, c. A.D. 730. Original form Faber, 9th century AD. Although the original
is unknown, but numerous manuscript versions were long circu- is said to have been written by Eibon, wizard
lated among medieval scholars. As early as the 12th century, this ver- of Hyperborea, no earlier versions than the
sion was referred to as lost. Examination Period: 2d10 weeks (DC Latin have been verified. Never printed, six
25). Contains 4d6 spells. Sanity Loss: 1d10 initial and 2d10 upon com- bound manuscript versions are presently
pletion. Cthulbu Mythos: +3 ranks. held in library collections. Examination
Necronomicon. In Greek, trans. by Theodoras Philetas, A.D. 950. Period: 1d12+1 weeks (DC 22). Contains
Early handwritten copies are unknown. In 1501, mass printing in Italy 3d6 spells. Sanity Loss: 1d4 initial and
in a folio-size edition led to religious suppression. Last known copy was 2d4 upon completion. Cthulhu Mythos:
burned in Salem, 1692. Examination Period: 2d10 weeks (DC 25). Con- +2 ranks.
tains 3d6 spells. Sanity Loss: 1d10 initial and 2d10 upon completion. Livre D’lvon. In French, trans. Gas-
Cthulhu Mythos: +2 ranks. pard du Nord, ¢. 13th century. Bound,
Necronomicon. In Latin, trans. by Olaus Wormius, A.D. 1228. First circu- handwritten manuscript of which
lated in manuscript form, then printed in Germany (late 15th century) as a thirteen specimens, both partial and

black-letter folio. A second, nearly identical edition was published in Spain in
the early 17th century. One copy of the former edition and four copies of the
latter are known to exist. Examination Period: 2d10 weeks (DC 24). Contains
3d6 spells. Sanity Loss: 1d10 initial and 2d10 upon completion. Cthulbu Mythos:
+2 ranks.




complete, are known to exist. Examination Period: 2d10 weeks (DC 24). Con-
tains 3d6 spells. Sanity Loss: 1d4 initial and 2d4 upon completion. Cthulbu
Mythos: +2 ranks.
Book of Eibon. In English, trans. unknown, c. 15th century. A flawed trans-
lation. Fighteen copies, all handwritten, are known to exist. Examination
Period: 1d12 weeks (DC 22). Contains 2d6 spells. Sanity Loss: 1d4 initial and
2d4 upon completion. Cthulbu Mythos: +2 ranks. carried out of North Africa by the
explorer Windrop. The original
Azathoth and Others. In English, written by Edward Derby, 1919. A col- printing consisted of slightly less
lection of the Arkham-born poet’s carly works. Published in Boston in a than 1,000 copies privately financed
slim volume, 3.5x5.5 inches, bound in black. Some 1,400 copies were and distributed as a humble sixteenmo
printed and sold. Examination Period: 1 day (DC 20). Contains no spells. (4.5%5.75 inches). Examination Period:
Sanity Loss: 1 initial and 1d4 upon completion. Cthulbu Mythos: +1 1d6 weeks (DC 23). Contains 1d6 spells.
rank. Sanity Loss: 1d6 initial and 1d10 upon
Celaeno Fragments. In English, by Dr. Laban Shrewsbury, 1915. A completion. Cthulbu Mythos: +2 ranks.
handwritten manuscript of which only a single copy is known to exist, The King in Yellow. In English, trans.
deposited at Miskatonic Library shortly before the author’s mysteri- unknown, ¢. 1895. The original is in
ous disappearance. Examination Period: 1 week (DC 23). Contains French, but that edition was scized and de-
2d6 spells. Sanity Loss: 1d4 initial and 1d8 upon completion. stroyed by the French government just after
Cthulbu Mythos: +2 ranks. publication. The edition in English is a thin
Cthaat Aquadingen. In English, author and translator black octavo volume with a large Yellow Sign
unknown, c. 14th century. First versions were in early Latin, but embossed on the front cover. The Sign costs an
have been lost. The single bound manuscript is held by the British mnvestigator 0/1d6 Sanity points to see the first
Museum, although other copies, some bound in human skin, are time. (This does not count as Initial Contact.)
rumored to exist. Examination Period: 1d10+1 weeks (DC 23). Within is an ambiguous, dreamlike play that
Contains 3d6 spells. Sanity Loss: 1d8 initial and 2d8 upon com- opens readers to madness. Examination Period: 1
pletion. Cthulhu Mythos: +2 ranks. week (DC 22). Contains no spells. Sanity Loss:
Cthulbu in the Necronomicon. In English, written by Dr. 1d3 initial and 1d6+1 upon completion. Cthulhu
Laban Shrewsbury, 1915. Handwritten notes apparently Mythos: +1 rank.
toward an intended book. Deposited at the Miskatonic Uni- Massa Di Requiem Per Shuggay. In Italian, by
versity Library in 1915 shortly before the doctor’s disap- Benvento Chieti Bordighera, 1768. An opera score
pearance. Examination Period: 1d8 weeks (DC 22). and libretto never published and believed to have
Contains 1d6 spells. Sanity Loss: 1d3 initial and 1d6 upon been performed only once. Knowledgeable musi-
completion. Cthulhu Mythos: +1 rank. cians have pronounced portions of it to be
Cultes des Ghoules. In French, by Francois-Honore unplayable. Copies are held by the British Museum,
Balfour, Comte d’Erlette, c. 1702. Published in France the Bibliotheque Nationale in France, and presumably
in early 1703 in a quarto edition, it was immediately the Vatican’s Z-collection. Examination Period: 1 week
denounced by the Church. At least fourteen copies (DC 23). Contains one spell (call Azathoth). Sanity Loss:
are known to exist, the last surfacing in 1906. Exam- 1d3 initial and 1d6 upon completion. Cthulbu Mythos:
ination Period: 1d8+1 weeks (DC 22). Contains 1d8 +1 rank.
spells. Sanity Loss: 1d4 initial and 1d10 upon com- Monsters and their Kynde. In English, author unknown,
pletion. Cthulbu Mythos: +2 ranks. c. 16th century. Only a single copy of this handwritten
De Vermiis Mysteriis. In Latin, by Ludwig book is believed to exist. Bound in leather, it was stolen
Prinn, 1542. Published in folio size in Cologne, from the British Museum in 1898. Other copies have long
Germany, the same year it was written. Sup- been rumored to be in private hands. Examination Period:
pressed by the Church, only fifteen copies are 1d10+1 weeks (DC 22). Contains 1d10 spells. Sanity Loss: 1d4
known to have survived until today. Examina- initial and 1d8 upon completion. Cthulhu Mythos: +1 rank.
tion Period: 1d10+1 weeks (DC 24). Contains People of the Monolith. In English, written by Justin Geoffrey,
2d6 spells. Sanity Loss: 1d6 initial and 2d6 1926. A volume of poetry, 4x6.75 inches, bound in dark red. An
upon completion. Cthulhu Mythos: +2 ranks. edition of 1,200 copies was printed shortly before the author was
Eltdown Shards. In English, by Rev. confined to a madhouse. Examination Period: 1 week (DC 20).
Arthur Brooke Winters-Hall, 1912. Ques- Contains no spells. Sanity Loss: 1 initial and 1d3 upon completion.
tionable translation of mysterious hiero- Cthulhbu Mythos: +1 rank.
glyphs found on clay fragments discovered Ponape Scripture. In English, by Captain Abner Ezckiel Hoag,
in England. Approximately 350 copies of 1734. Published posthumously in the late 18th century as a primi-
this thick brochure were printed at the tive American sexto-decimo, 4x6.75 inches. The printed version is
author’s expense. Examination Period: believed inferior to the original manuscript, copies of which pur-
1d8 weeks (DC 22). Contains 1d4 spells. portedly still exist. Examination Period: 1d6 weeks (DC 21). Contains
Sanity Loss: 1d4 initial and 1d8 upon 1d6 spells. Sanity Loss: 1d3 initial and 1d6 upon completion. Cthulbu
completion. Cthulbu Mythos: +1 rank. Mythos: +1 rank.

G’harne Fragments. In English, by Pnakotic Manuscripts. In English, author and trans. unknown, c. 15th
Sir Amery Wendy-Smith, 1919 century. Known only in five bound manuscripts held by major libraries in
(1931). A scholarly study and trans- Europe and America. The author claims the writings to be of prehistoric or
lation of carvings found on shards possibly prehuman origin. Examination Period: 2d8 weeks (DC 23). Con-

tains 1d4 spells. Sanity Loss: 1d4 initial and 1d8 upon completion. Cthulhu
Mythos: +2 ranks.

Revelations of Glaaki. In English, by various authors, early 19th century.
Although handwritten versions of eleven and twelve volumes are rumored to
exist, the only verified edition is the nine-volume edition published in Eng-

land in 1865 as a folio. Copies of this edition are held by many major libraries,




Deep One Breather. Organic in nature, this device is really a set of actual gills
that grafts on to a human or other air-breather, allowing the subject to breathe
underwater for up to 24 hours (at which time the artifact is exhausted, and will
not function again for 48 hours). Because it insinuates itself into the actual
lungs of the possessor, it deals 1d4 points of damage when it is removed. The
study time reflects the lengthy process of grafting it to human flesh.
and more are believed to exist in Weight: 3 lb.; Study Time: 1d6 days.
private collections. Examination Elder Thing Crystal. These shining white crystals contain power. The
Period: 3d6 weeks (DC 24). Con- crystal’s energy can be drawn upon to power spells, so that the caster does
tains 2d6 spells. Sanity Loss: 1d6 ini- not suffer any ability score damage from the spell (Sanity loss still occurs).
tial and 2d6 upon completion. Each crystal can account for up to 5d10 points of ability score damage be-
Cthulhu Mythos: +3 ranks. fore its power is exhausted (keep a running total).
R’lyeb Text. In Chinese, author un- Weight: Negligible; Study Time: 3d8 days.
known, c. 300 BC. Existence of original Glass from Leng. This magical round lens allows the possessor to see
clay tablets is disputed, though accurate in it random visions of other places. Focused concentration is all that is
copies are rumored to be found on ancient required, although no mortal can ever control the exact location
scrolls. Known by reputation only. Eng- viewed. Creatures viewed can also see the viewer through the win-
lish and German translations are rumored dowlike glass. Smart owners learn to inscribe a pentagram around
to have been smuggled out of Asia. Exami- themselves to keep creatures that are looking back through the glass
nation Period: 3d8 weeks (DC 23). Contains from acting against them.
2d6 spells. Sanity Loss: 1d8 initial and 2d8 Sanity loss for looking through the glass depends on the scene
upon completion. Cthulbu Mythos: +3 ranks. viewed. Sorcerers who have used this artifact gaze through it for as
Seven Cryptical Books of Hsan. In Chinese, long as they dare, hoping to learn some (random) secret or truth.
written by Hsan the Greater, ¢. 2nd century Weight: 10 1b.; Study Time: 1d8 days.
AD. Long a rumor in the Occidental world, this Jar of Powder of Ibn-Gazi. This fine white powder renders
tome is said to be contained on seven separate invisible things visible. It is used by blowing it through a pipe
scrolls, each covering a different topic. A transla- or throwing a handful of it at a target. The invisible objects,
tion titled Seven Cryptical Books of Earth is said to creatures, or magical energies remain visible for 2 rounds.
have been smuggled out of the country, but never Weight: 2 1b.; Study Time: 1d4 days.
verified. Examination Period: 2d10+1 weeks (DC Jar of the Baneful Dust of Hermes Trismegistus. A
22). Contains 2d6 spells. Sanity Loss: 1d4 initial and handful (one application) of this gold-colored dust, thrown
1d8 upon completion. Cthulbu Mythos: +1 rank. at a creature of nonterrestrial origin, deals 2d6 points of
True Magick. In English, written by Theophilus damage. Using the powder requires a ranged touch artack,
Wenn, ¢. 17th century. Long known only by rumor, with a range of no more than 15 feet. The term “nonter-
the book is said to be a bound manuscript. Examination restrial origin” excludes humans, deep ones, ghouls, ser-
Period: 2d6 weeks (DC 22). Contains 1d8+1 spells. vants of Glaaki, sand dwellers, serpent people, and
Sanity Loss: 1d4 initial and 1d8 upon completion. chthonians, but not flying polyps, elder things, mi-go,
Cthulhu Mythos: +1 rank. star-spawn of Cthulhu, or shoggoths. The damage ig-
Thaumaturgical Prodigies in the New-England Canaan. nores damage reduction.
In English, by Rev. Ward Phillips, c. 1788. Published in two The pain dealt to the creature is horrible and
editions, the second in Boston in 1801. Both editions identi- hideous. Those viewing the victim must risk 0/1d3
cal, although the latter is far more common. Primitive Amer- Sanity loss. A spell exists to create more of the dust
ican octavo in imitation black letter. Commonly found in (listed under enchant item); it costs 5 points of tem-
major libraries and historical societies throughout New Eng- porary Constitution damage to cast.
land. Typically used for occult reference. Examination Period: Weight: 2 Ib.; Study Time: 1d4 days.
1d4 weeks (DC 21). Contains no spells. Sanity Loss: 1d3 initial Lamp of Al-Hazred. A curiously engraved
and 1d6 upon completion. Cthulhu Mythos: +2 ranks. oil lamp made of gold, this artifact is said to
Zanthu Tablets. In English, by Prof. Harold Hadley Copeland, have been used by al-Hazred himself. When
1916. A brochure subtitled “A Conjectural Translation,” of which burned, it gives off fumes so that those who
400 copies were printed. Translates carvings found on stone tablets inhale them gain strange visions of creatures
drawn up from the Pacific Ocean in a fishermen’s net. The author or locations important to the Outer Gods or
imputes the carvings to trace to the lost continent of Mu. Examina- the Great Old Ones. Anyone within 30 feet
tion Period: 1d4 weeks (DC 22). Contains 1d6 spells. Sanity Loss: 1d3 of the burning lamp must make a Fortitude
initial and 1d6 upon completion. Cthulhu Mythos: +1 rank. saving throw (DC 16) or fall into a vision-
filled stupor for 3d10 minutes. Sanity loss
from these visions is at least 1d4, al-

ARTIFACTS though far greater losses are incurred

Characters may encounter all sorts of strange devices during their inves- depending on what was seen in the vi-
tigations. Once an artifact’s function has been determined, it can be used sion. (Seeing Great Cthulhu himself,
as described, although many carry great dangers. A time interval is pro- for example, costs much more than
vided at the end of each description, indicating how long an item must be 1d4 Sanity.)

studied and experimented with before its powers are known to the user, Weight: 3 1b.; Study Time: 1d4 days.

although its effects may be inadvertently felt or triggered before that time.

Carafe of Space Mead. Even a tiny draught of this fine, golden liquid al-
lows the drinker to survive in the vacuum of space in a physical and mental
stupor. (The stupor does not take effect until you are actually in space.) Those
hoping to ride byakhee to other planets, for example, will want a heady dose of
space mead.

Weight: 1 1b.; Study Time: 1d4 days.




Lightning Gun. To a human, this device looks a little something like a 30s-
era camera with a great number of protrusions, buttons, and knobs. It fires
great bolts of lightning, dealing 1d6 points of electricity damage per charge
expended. The weapon fires this electricity in a line 5 feet wide and 300 feet
long. Any targets along this line can attempt a Reflex saving throw (DC 20)
for half damage. The gun has a pack of 32 charges. (A Yithian or mi-go using

this weapon may carry additional packs.) A skilled user can choose to use Weight: 10 Ib., 50 Ib. with sensory
one charge, multiple charges, or all remaining charges at once. It is a full- apparatus; Study Time: 1d4 weeks.

round action to load a new charge pack, if one is available. A 5% chance Mi-Go Electric Weapon. This
per charge above four used at once exists that the weapon burns out and warty ovoid device is made of some
will not function. It is rumored that there are also light- unidentifiable black metal covered

ning weapons that deal a fixed amount of dam-
age, and others that harm only flesh.

Weight: 10 lb.; Study Time: 1d4
weeks.

Mi-Go Brain Cylinder. This
shiny cylinder is about 1 foot
high and 8 inches in diame-
ter. It has three sockets set
in a triangle on its curved
surface. The cylinder con-
tains fluids that can sus-
tain a brain placed within
it, as well as complicated
alien circuitry that can detect elec-
trical pulses in the brain and
interpret them. In this way, the brain
can send neural impulses that can direct effectively paralyzing him for 1d4
machines connected to the cylinder. S rounds. The user must make a ranged

Devices that can be attached via the sockets - S > touch attack in order to hit a target. The
include a tall rig with twin lenses mounted on \ ~ secondary effects only affect natural creatures
front, a box with vacuum tubes and a sound- (humans and animals).

with bizarre circuitry that almost ap-
pears to be laid out in an arcane
pattern. When clutched in just
the right way, the electrical re-
sistance of the weapon
changes. The device then emits
a bluish bolt of sparks up to
20 feet long that deals 1d10
points of damage. The target
must also make two Fortitude
saving throws. The first (DC 12)
determines whether the charac-
ter’s nervous system is overloaded,
resulting in death. The second (DC
20) determines whether the charac-
ter’s muscles are thrown into spasm,

ing board, and a small box with a metal disc on top. These In order to make this weapon usable by humans, the
allow the brain within to see, hear, and speak. The mi-go circuitry must be jury-rigged into a new pattern. This
have done their best to approximate human senses, but in requires a Repair check (DC 25). Even then, the device
fact, the visual images are grainy and low resolution, the has a 40% chance of failure (so that nothing happens
sound flat, and the speech utterly monotone. that round) when used by a human.
Mi-go have the ability and know-how to remove a Weight: 1 1b.; Study Time: 3d8 days.
brain from a human in such a way that it continues Mi-Go Living Armor. Constructed by alien biotech-
to live on within a cylinder. Humans do not. Even nology, this slimy green web of chitinous, fungal segments
after a proper procedure, bodies without a brain fits on a host and confers a +6 natural armor bonus to
die in 1d10 rounds. Each week a brain spends Armor Class. Each week it is worn by a human, the amount
within the cylinder, the subject must make a of protection it provides degrades by 1 point. (Humans do
Sanity check or lose not secrete the proper nutrient solutions to keep the armor

alive.) Furthermore, each time it is removed
from a human, it tears hair and skin with
it, dealing 1 point of damage.

Weight: 8 1b.; Study Time: 3d8 days.

Mi-Go Mist Projector. This device
looks like a cluster of twisted metal
tubes. When used correctly, it projects a
cone of icy mist in a thick, white cloud
10 feet long and 10 feet wide at the end.
The mist is so cold that anyone within
it takes 2d6 points of cold damage (Re-
flex save, DC 19, for half damage). The
mist dissipates immediately.

Weight: 6 1b.; Study Time: 1d8 days.
Plutonian Drug Pellets. These small
capsules send the user’s mind back in time
to a spot designated by the creator. The mind
remains in the past for 1d20 hours, although it
" appears as if only moments pass in the present.
" The mind in the past can move about as if affected
by a wandering soul spell. Once the mind returns to the

present, the user must sleep for a period equal to the amount of time spent
in the past (a rather inconvenient restriction if the Hounds of Tindalos are
after you).

Weight: Negligible; Study Time: 1d4 days.

~ . 1d3 Sanity points.




needles paralyze the creature (Fortitude save, DC 20). Each
round thereafter, the machine erases up to a year’s worth of
memories or permanently drains one point of Intelligence at the
user’s option. These memories and thoughts are stored within
the machine. This process can also be reversed, feeding the
stored memories into the original creature or into another crea-
, ture entirely. The device does not transfer skill ranks or the
ability to cast spells.
Weight: 1 1b.; Study Time: 10d10 weeks.
Yithian Temporal Communicator. This bizarre-looking,
intricately etched brass device is topped with a red jewel.
N\ The jewel is attuned to a particular Yithian. When the
I-foot-high device is activated, the gem glows, and after
1d4 minutes, contact is established. A hologram is pro-
jected, so it seems as if the Yithian appears next to the
device. The Yithian can see into the time and space oc-
cupied by the machine and can communicate with
anyone nearby. This device has no maximum range,
in terms of either space or time. It is fairly simple to
use, as it was designed to be given to non-Yithians.

10 Ib; Study Time: 1d4 days.

CASTING SPELLS

Shaggai Nerve Whip. This alien
device taps into the mental power of
the user. It projects a chattering line
of pallid light up to 20 feet long,
striking foes as a ranged touch at-
tack. Those struck must make a
Fortitude save (DC 10 + user’s
Charisma bonus) or collapse
in agony, Unable to take any
actions and considered
helpless for 1d6 rounds. A
single use of this device
deals 1 point of tempo-
rary Charisma damage to the user.

Weight: 1 by Study Time: 2d8
days.

Shining Trapezohedron. A
nearly black, red-striated polyhe-
dron with many irregular flat sur-

Weight

faces, this artifact is found within a metal box. Although magic is a dangerous pursuit to attempt, characters
Looking within the crystalline form grants one can learn to tap into the powers of the Cthulhu Mythos by
visions of other worlds or times (purely at the casting spells. Whether you look at it as the scholarly applica-
GM’s discretion). If the box is closed at night, a tion of ancient lore or deciphering and harnessing “true sci-

hideous avatar of Nyarlathotep appears in 2d6
rounds and consumes those around it,
then leaves within 1d10 days. The
avatar can only exist in com-
plete darkness.

Weight: 1 Ib. (includ-
ing box); Examination
Period: 1d2 days.

Ultraviolet Projector.
This device reveals the
presence of coexistent crea-
tures, such as the Terrors from
Beyond (sce page 187). Activat-
ing the device requires a Craft
(electronics) or Knowledge (elec-
tronics) check against DC 25.

The first time the projector is
used, it affects an area about the size
of a room. The second time, its field af-
fects an area the size of a house or small
building. By the third time, the projector has
attuned to its environment and the people within
it. Anyone who leaves this area of effect can be at-
tacked by Terrors from Beyond as long as the machine is
operational. Once attuned, the ultraviolet projector cannot
be shut off—only destroyed. It has a hardness of 5 and 5 hit points, al-
though theoretically, it could be encased in something larger and more
defensible.

Weight: 6 1b.; Study Time: 1d3 days.

Yithian Stasis Cube. This cube-shaped device can come in many sizes,

ence,” spellcasting works the same way.

WHATY IS A SPELL?

casting characters learn to cast
spells by reading special books.
No special preparation is needed
once a spell 1s known, but harnessing
9 the energies required usually costs
both Sanity and damage to one or
more ability scores. To use a spell,
the character casts it using a few

special words, specific gestures, a
specific item, or any combination of
the three.

L

CASTING A SPELL

Casting a spell can be a straightforward
process, as when Kristof casts find gate to
locate an invisible portal that leads back
home, or it can be complicated, as when
Claire is attempting to aim an insect plague
by ear at a group of mi-go who have hidden
themselves in a darkness spell, all while
avoiding the attacks of the mi-go’s domi-
nated human servants.

even in other shapes. Once it is activated, time within the cube slows to a CHOOSING A SPELL
crawl (a ratio of about 1 second for every thousand years outside). Stasis First choose which spell to cast,
cubes are usually used to store valuable objects, but can also be used as a assuming your character knows more
sort of one-way time travel trip. The Yithians in the far future have im- than one..

proved their technology to the point where their cubes slow time down to 1
second per million years.

Weight: Varies (often around 30 Ib.); Study Time: 1d4 days.

Yithian Tabula Rasa Device. This small, slim, rectangular copper box is
covered with tiny indentations. From one side of the box, five flexible metal
tubes extend, ending in inch-long metal needles. These needles are made to be
mserted into the head of a living creature; this process takes 5 rounds. The




To cast a spell, you must be able to speak (if the spell has a verbal component),
gesture (if it has a somatic component), and manipulate the material components
or focus (if any). Additionally, you must concentrate to cast a spell—and it’s
hard to concentrate in the heat of battle. (See below for details.) No limit exists
on how many times you can cast a spell you know, except for its cost in Sanity
and ability score damage.
Some spells require a willing tar-
get. A subject compelled by a mind-

CASTING TIME affecting spell such as dominate
You can cast a spell with a casting time of 1 action as an attack action. person is not considered willing.

A spell that takes 1 full round to cast requires a full-round action. It Effect: Some spells, such as sum-
comes into effect at the beginning of your initiative count 1 round after moning spells, create or summon things
you started casting the spell. You then act normally after the spell is com- rather than affecting things that are
plete. A spell that takes 1 minute to cast comes into effect on your ini- already present. You must designate the
tiative count 1 minute later (and for each of those 10 rounds, you are location where these things are to appear,
casting the spell as a full-round action). either by seeing it or defining it (such as

“The insect plague will appear 20 feet into
RANGE the area of darkness that the mi-go are

hiding in.”). Range determines how far away
an effect can appear, but if the effect is mobile
(a summoned entity, for instance), it can move
regardless of the spell’s range.
Spread: Some effects, notably clouds and
fogs, spread out from a point of origin to a dis-
tance described in the spell. The effect can extend
around corners and into areas you can’t sce.
Figure distance by actual distance traveled, taking
into account the number of turns the spell effect
takes. You must designate the point of origin for
such an effect, but need not have line of effect to all
portions of the effect (see below). Example: obscur-
ing mist.
Area: Some spells affect an area. You select where
the spell starts, but otherwise you don’t control which
creatures or objects the spell affects. Sometimes a spell
describes a specially defined area, but usually an area
falls into one of the categories below.
Burst: As with an effect, you select the spell’s point of
origin. The spell bursts out from this point, affecting what-
ever it catches in its area. A burst spell has a radius that
indicates how far from the point of origin the spell’s effect
extends.

AIMING A SPELL Creatures: Some spells affect creatures directly (like a tar-
geted spell), but they affect creatures in an arca of some kind
rather than individual creatures you select. Some spells

summon creatures. You can only summon a nonflying creature
on a level surface (not in the air).
Many spells affect “living creatures,” which means all creatures
other than undead. For instance, if you cast pipes of madness in the
midst of people and zombies, the spell ignores the zombies and
affects the people. If there is a maximum number of creatures that
can be affected by the spell, creatures that can never be affected
(such as undead in the case of a spell that affects living creatures) do
not count toward the maximum.
Objects: Some spells affect objects within an area you select (as
above, but affecting objects instead of creatures).
Other: A spell can have a unique area, as defined in its description.
Line of Effect: A line of effect is a straight, unblocked path that 