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Keeper Advice for d20

Call of Cthulhu d20 is deadly. So much so that characters may be tempted to avoid important plot points. While the Keeper should not direct the PC’s actions, remind the players that they are not going to have much fun if PCs always avoid action. One of the points of assuming that the PCs are at an average level is that the PCs should find most encounters with cultists quite easy—they should easily survive cultist attacks, and should even excel. As a keeper, do not be dismayed when the cultists are mowed down like weeds before a scythe. When the sorcerers and high priests come into the picture, the usual death toll will resume.

I suggest letting players keep experience points earned from one character over to the next character. This allows players to feel confident about entering into potentially dangerous situations, and makes it easier for you to maintain the same level of danger throughout the adventure. Otherwise, you may be forced to scale back later challenges in the game to give PCs a sporting chance.

If the players are not receiving sufficient experience points to advance because of incomplete story goals, feel free to make up new story goals, or even award additional experience just for showing up (as Mark Twain wrote once, “90% of life is simply showing up.”). This in particular, applies to players coming over from D&D. Such players may be use to rapid advancement in the other game. If you suspect that this will be the case, one suggestion is to reduce the strength of NPCs in the New York City and London chapters, and start the PCs at level 1, rapidly advancing them to level 5 by the end of the London chapter. This provides a feeling of rapid achievement that may lead to longer term adoption of the game.

Players new to Call of Cthulhu frequently do not always remember to use basic skills such as Research or Gather Information. For at least the first few sessions do not hesitate to remind players that their PCs have such abilities. In particular, feel free to suggest that players stake out a location for a few days, and fast forward through those few days, if necessary. (Read pg. 218 in the Call of Cthulhu d20 rulebook for some very good advice on how to advance the story—the section on Montages is particularly relevant when it comes to stakeouts)

Masks of Nyarlathotep House Rules and Background (Sample Player Handout)

Introduction

“Masks of Nyarlathotep” is a classic Call of Cthulhu campaign set to start on January 14th, 1925. I have converted it from the classic Chaosium game to the current d20 incarnation. As a classic campaign, it features cultists galore, global travel, lots of horror, and plenty of pulpy goodness. This document will help you create your characters, link them together, and provide guidelines.

Character Creation

Abilities and Hit Points

Roll as per the Call of Cthulhu d20 manual.

Level

Your characters will start at 4th level, with all the attendant benefits, with 6001xp. This means you get 3 levels worth of additional skill points, an extra feat, 3 additional dice worth of hit points, better saves, and one extra point to add to any of your ability scores. Starting savings and income are unchanged.

What fourth level means

A fourth level character is a significant person in the community. If he’s a police officer, for instance, he’s not a straight cop, but a police detective. If he’s a teacher, he’s a tenured professor at a major university. If he’s a millionaire playboy, he’s still at least well traveled, and might have a secret life nobody else knows about. If she’s a reporter, she has been named one of the next in line for the Pulitzer prize.

Skills

The following language skills may come into play:

o
Chinese (Chinese in real life has multiple sub-languages, but for the purposes of this game, learning Mandarin Chinese will get you by anywhere in China, Hong Kong or San Francisco’s China town even though trying that in real life would probably get you nowhere)

o
Arabic

o
Swahili

o
Kikuyu

o
Nandi

o
Egyptian (as in the hieroglyphics)

o
French

o
Italian

o
Greek

o
Latin

Note that unlike D&D, Call of Cthulhu allows for multiple ranks to be placed in languages. (Deciphering a Mythos tome in a foreign language requires a DC 15 language check!)

Skill caps as detailed in the Call of Cthulhu d20 rulebook are in play. (That means maximum skill ranks of 7/3.5 for starting characters)

Please note that knowledge skills can be very important in Call of Cthulhu. Please do not ignore them in favor of the “named” skills.

Due to the time period, Computer Use as a skill is useless in this campaign.

If you wish to pick Spellcraft as a skill, you must have an adequate background to support it! An occult scholar or a fortune teller would be adequate, but listening to your grandmother’s tale of the Ju-ju would not.

Feats

Because Opportunity attacks are in play, the following feats (From the D&D Players Handbook) are in play:

o
Combat reflexes

o
Improved Trip

o
Improved Bum’s rush (named “Improved Bull Rush” in the D&D Players Handbook)

o
Improved Unarmed Strike

Note that we will use the rules for Mobility from the D&D Players Handbook, rather than the ones from the Call of Cthulhu book.

Due to the time period, the feat Gearhead is disallowed. The substitute follows:

Bookworm

You know your way around a library through extensive study of a subject.

Benefit: You get a +2 aptitude bonus on Research and any one Knowledge skill (this knowledge skill must be designated as one of your core skills)

Balancing the Party

Try to have at least one of each of the following archetypes:

o
The learned one

o
The scoundrel

o
The brawler

o
The smooth-talker

There will be sufficient opportunity for each of these roles to shine.

Background

The game starts in New York City on January 15th, 1925. As the game will involve global travel, I strongly encourage that you create characters that are more or less cosmopolitan in outlook—a beat cop, for instance, is going to have a hard time traveling and maintaining his income, for instance, but a professor can easily take a year off on sabbatical.

Your characters must know each other at the start of the game. How they have gotten to know each other I leave to you—it may be something as mundane as a regular poker night, or it may be something as sophisticated as being members of the local Rosicrucian chapter, if your characters share common skills/knowledge.

The players should jointly create one character to act as the link between individual PCs. This person should stay behind and act as a holding pen for information, as well as being the person who will bring in new members of the investigation and provide remote support. (It would be good for the in-character session write-ups to be directed towards this character) When traveling abroad, you may wish to entrust valuables or important evidence to him or her, but take note—that important book you want cannot be both safe in New York and handy in the deep Sahara desert!

This is my way of ensuring that if a Total Party Kill occurs, there will still be some way to continue the campaign, provided the time limit has not run out.

Time Limit

Unlike most other campaigns I run, this game has a strict in-game time limit. The time limit is 1 year, and strict records will be kept, so don’t expect to be able to backtrack and run all over the place without paying the consequences! Yes, it is possible to “win” the campaign, and it is also possible to “lose” it.

About the game

Unlike D&D, Call of Cthulhu demands a different playing style. Your knowledge of botany will almost certainly be more important than your base attack bonus (though there will be plenty of combat action to suit those John Woo fans!). When sending a party to investigate, it is often wise to send one or two scouts, rather than the entire group. When splitting the party, I will alternate between groups using the inter-cutting technique, so I will usually try to have the two groups doing something different, as opposed to having one group wait for say, the scouts to return.

Combat

Attacks of opportunity will be in play. Hence, all feats that involve attacks of opportunity will use the rules from the D&D player’s handbook. Detailed firearms rules will also be in play. Please note the massive damage rules are different in Call of Cthulhu than in D&D!

The following variants from page 81 of the Call of Cthulhu rulebook will be used: Reloading Firearms, Firearm Malfunctions. Speed-loaders for revolvers are not available in the 1920s.

Note that a man with a gun does threaten a 5-foot radius around him, but any AoO he makes must be a melee attack (pistol whip)

The 1920s

In the 1920s intercontinental travel meant traveling by ship. There were no airlines, and few aircraft could make it across the North Atlantic. There were no intercontinental phone lines: telegrams were used for quick communications. Land travel of any distance depended on railroads—the interstate freeway system was still years from being dreamed of, let alone built.

Travel could not be paid for by personal checks or credit cards—cash truly was king, though bank letters of credit could occasionally be used to replenish funds. While gun control was lax in the United States, other countries had strict arms laws, and in many places trying to get firearms in could result in arrest, detention or deportation.

Experience Awards

I shall be awarding experience via the “story award” method. In addition, there will be two sets of role-playing awards: the player voted role-playing awards, and the GM awarded one. Together, these will total to 50xp times your character level per session. The usual session write-up rules also apply: you will get 50xp times your character level by writing up the session. All in all, expect your characters to “level up” between 3-6 sessions.

At the start of the game, if your character is sufficiently well developed, a one time experience point bonus of 500xp will be awarded to your character.

Character Death

I expect deaths to be somewhat infrequent occurrences. While I will try to keep characters alive (as encroaching insanity is much more attractive to me than sudden death), I will not go out of my way to do so. If your character dies, the replacement character will come in at your deceased character’s level minus one, or level 4, whichever is higher. You may roll replacement characters, but refrain from developing a background—your PC might die say, in Cairo, and it might be better to bring in an Egyptian animal handler as your next PC than to import another American. I want to avoid a world in which American or British accountants and Forensics experts are commonly found in China or Kenya.

 Behind the Curtain: Converting to d20

Converting a classic scenario to d20 means I had to make several decisions up front.

1.
What is the starting level of the PCs? In Call of Cthulhu, there are no levels, but a typical new PC in Call of Cthulhu corresponds to a 3rd or 4th level character in d20.

2.
How are experience points provided? Call of Cthulhu does not use an experience point system, but d20 does. The quick and dirty method on page 226 of the d20 Call of Cthulhu book gives reasonable results, but many players find it more rewarding if their actions determine whether their characters advance.

3.
What levels do you expect the players to be at each stage of the adventure? Unlike Call of Cthulhu PCs, d20 characters go through discreet jumps in power levels. However, nasty situations in the campaign could end up in wiping out the PCs. In such a case, we suggest that new characters start at the appropriate level for the location (Another variation would be to allow the players to carry over the experience point total for one PC to his or her replacement). In this book, we assume the following levels at each of the following locations:

a.
New York City: 4th level

b.
London: 4th level

c.
Cairo: 5th level

d.
Kenya: 5th level

e.
Australia: 6th level

f.
Shanghai: 7th level

Assigning Difficulty Ratings to Tasks

It is important to bear in mind the likely skill levels of a PC when setting Difficulty Checks (DC)  for task completion. A typical 4th level character has a skill rank of +7 in a Core Skill. If that character also had an 18 in the appropriate attribute, her maximum skill rating would be +11. Assuming that a Skill Emphasis feat was selected, that would be +14. (An appropriate “aptitude”-based feat could also be selected, boosting the theoretical maximum to +16) That means that assuming a suitably optimized PC, a DC 20 task still has at least a 25% chance of failure. When considering a typical PC with an average attribute of 12, that probability increases to 60% (skill rating of +8, no emphasis or aptitude feats). DC 35 or higher tasks are impossible without a lot of luck, circumstantial bonuses, or other Keeper-provided aid. One thing to bear in mind when assigning Difficulty Checks is that PCs are supposed to succeed, especially ones that have maxed out their skills/attributes for the task at hand.

New York City

Story Goals in this Chapter

1.
Finding the clues in room 410 at the start of the game. (100xp times the character level per clue)

2.
Identifying the cult of the bloody tongue

3.
Discovering the details of the Carlyle expedition

a.
Getting an interview with Erica Carlyle

b.
Finding Jack Brady’s police records

c.
Talking to Olivia de Bernadesta

d.
Finding Huston’s records at the Medical Affairs Board

3.
Retrieve tomes in Carlyle mansion

4.
Persuading Jonah Kensington to do one of the following:

a.
part with London notes

b.
finance expedition

c.
provide Mickey Mahoney/James Barrington as contacts

6.
Discovering the secrets of the Ju-ju house

7.
Surviving any attacks in the Ju-ju house

Cultists of the Bloody Tongue

Male 1st level; HD 1d6; hp 8; Init +1; Spd 30ft; AC 11; Atk +2 melee or +2 ranged; SV Fort +4, Ref +1, Will +0; Str 12, Dex 13, Con 15, Int 6, Wis 10, Cha 4; SAN 0.

Skills: Climb +5, Cthulhu Mythos +2, Hide +5, Jump +5, Listen +4, Move Silently +5, Spot +2, Wilderness Lore +2.

Feats: Track, Weapon Proficiency (Melee Weapons)

Pranga damage: 1d6/x3

Cultists in Room 410

The door to room 410 is average. Break DC 15, Open Lock DC 20.

Cultist One, Member of the Bloody Tongue

Male 3rd level HD 3d6+6; hp 27; Init +0; Spd 30 ft; AC 10; Atk +6 melee or +3 ranged; SV Fort +5, Ref +1, Will +1; Str 16, Dex 10, Con 15, Int 8, Wis 10, Cha 6; SAN 0.

Skills: Cthulhu Mythos +1, Climb +8, Diplomacy +1, Hide +6, Jump +9, Listen +6, Move Silently +6, Search +2, Sleight of Hand +1, Speak Other Language (English) +2, Spot +6, Swim +4.

Feats: Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons),  Toughness.

Cultist Two, Member of the Bloody Tongue

Male 2nd level HD 2d6+2; hp 11; Init +1 (Dex); Spd 30 ft; AC 11; Atk +5 melee or +4 ranged; SV Fort +4, Ref +1, Will -1; Str 12, Dex 13, Con 12, Int 7, Wis 8, Cha 7; SAN 0.

Skills: Cthulhu Mythos +1, Climb +6, Diplomacy +0, Hide +6, Jump +5, Listen +3, Move Silently +6, Search +0, Sleight of Hand +5, Speak Other Language (Swahili) +1, Spot +3, Swim +4.

Feats: Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons).

Cultist Three, Member of the Bloody Tongue

Male 2nd level HD 2d6+2; hp 12; Init +3 (Dex); Spd 30 ft; AC 13; Atk +4 melee or +5 ranged; SV Fort +4, Ref +3, Will +0; Str 15,Dex 16, Con 13, Int 10, Wis 10, Cha 4; SAN 0.

Skills: Cthulhu Mythos +1, Climb +7, Hide +7, Jump +6, Listen +5, Move Silently +7, Search +0, Sleight of Hand +8, Speak Other Language (English) +2, Spot +4, Swim +6, Wilderness Lore +6.

Feats: Weapon Proficiency (Melee Weapons), Track.

Average Bloody Tongue Member

Male 1st level HD 1d6+2; hp 8; Init +1 (Dex); Spd 30 ft; AC 11; Atk +3 melee or +2 ranged; SV Fort +4, Ref +1, Will +0; Str 12,Dex 13,Con 15,Int 6, Wis 10, Cha 4; SAN 0.

Skills: Climb +4, Cthulhu Mythos +1, Hide +5, Jump +4, Knowledge (occult) –1, Listen +3, Move Silently +4, Speak Other Language (English) +2, Wilderness Lore +2.

Feats: Weapon Proficiency (Melee Weapons), Track.

Developments

1.
Photo of the Dark Mistress:

a.
To identify the background as being the Whangpoo River, Gather Information DC 13 (to find someone familiar with China)

b.
To identify the yacht: Research DC 18

c.
To find the owner (once Yacht is known), Research DC 22 in the British office of vessels registry. (This can only be successful in London)

2.
Symbol on forehead.

a.
To identify the mark as the rune of Egyptian cult : Knowledge (History) DC 20, or Research DC 15

b.
To identify that the cult is the Bloody Tongue, Research DC 17

c.
To identify that the Bloody Tongue is centered in Kenya, Research DC 13, if the cult has been identified, Research DC 19 if not.

      3.  Spotting the license plate as the cultists pull away, Spot DC 24 (darkness)

New York Police Department

Lt. Martin Poole

Male 4th level HD 4d6+4; hp 18; Init -1 (Dex); Spd 30 ft; AC 9; Atk +4 melee or +3 ranged; SV Fort +5, Ref +0, Will +0; Str 12,Dex 9,Con 13,Int 10, Wis 8, Cha 9; SAN 55.

Skills: Diplomacy +6, Drive +6, Intimidate +4, Knowledge (law) +7, Knowledge (psychology) +3, Listen +6, Research +3, Search +5, Sense Motive +4

Feats: Weapon Proficiency (Pistol) Weapon Proficiency (Melee Weapons), Weapon Focus(Pistol)

Development

Getting victim information out of Martin Poole, Diplomacy DC 15, +4 familiarity bonus for being another law enforcement agent.

Erica Carlyle

Erica Carlyle

Female 7th level HD 7d6+7; hp 36; Init 0; Spd 30 ft; AC 10; Atk +2 melee or +3 ranged; SV Fort +3, Ref +5, Will +6; Str 8,Dex 11,Con 12,Int 17, Wis 13, Cha 16; SAN 65.

Skills: Appraise +7, Diplomacy +13, Drive +7, Intimidate +8, Knowledge (accounting) +13, Knowledge (business) +13, Knowledge (law) +7, Knowledge (linguistics) +10, Knowledge (psychology) +7, Ride +10, Sense Motive +11, Speak Other Language (French) +9, Speak Other Language (German) +10, Speak Other Language (Italian) +12, Swim +6.

Feats: Wealthy (x2), Weapon Proficiency (revolver), Weapon Proficiency (rapier)

Joe Corey

Male 7th level HD 7d6+14; hp 46; Init +2 (Dex); Spd 30 ft; AC 12; Atk +9/+4 melee or +9/+4 ranged; SV Fort +7, Ref +4, Will +1; Str 17, Dex 14,Con 15,Int 12, Wis 8, Cha 9; SAN 50.

Skills: Diplomacy +4, Drive +12, Hide +12, Intimidate +8, Jump +13, Listen +9, Open Lock +7, Repair +11, Sense Motive +9, Spot +9.

Feats: Weapon Proficiency(Pistol), Martial Artist, Toughness, Weapon Focus(Pistol)

Bradley Grey

Male 5th level HD 5d6-5; hp 21; Init 0; Spd 30 ft; AC 10; Atk +1 melee or +2 ranged; SV Fort +0, Ref +4, Will +3; Str 9, Dex 10, Con 18, Int 17, Wis 9, Cha 14; SAN 45.

Skills: Craft (Sailing) +9, Diplomacy +13, Drive +6, Intimidate +10, Knowledge (law) +14, Knowledge (psychology) +9, Ride +2, Sense Motive +6, Speak Other Language (French) +11, Speak Other Language (Latin) +5.

Feats: Wealth, Skill Emphasis (diplomacy), Skill Emphasis: Knowledge (law)

Development

Discovering Erica’s relationship with Bradley Grey, Research DC 15.

Meeting Erica will be a diplomacy DC 20 check. A –2 aversion penalty if Erica’s brother was brought up.

Persuading Erica to part with Roger’s manuscripts: DC 25 diplomacy check.

To find the Poe book: Search DC 30

To open the lock: Open Locks DC 40

Books

The Pnakotic Manuscripts

English. Examination period: 2d8 weeks (DC 23), Sanity loss 1d4 initial, 1d8 completion, Cthulhu Mythos +2, Spell: Locate Object

Selections De Livre D’ivon

French. Examination period 2d10 weeks (DC 24), Sanity loss 1d4 initial, 2d4 completion, Cthulhu Mythos +2, Spells: Contact Deity (Nodens), Eibon’s Wheel of Mist.

Contact Diety (Nodens): Noden will send an image of a Nightgaunt as an avatar to speak with the caster, if successful. This spell can only be successfully cast from a remote, unpeopled place such as the edge of a seacliff.

People of the Monolith

English. Examination period 1 week (DC 20), Sanity loss 1 initial, 1d3 completion, Cthulhu Mythos +1, no spells

Life as a God

English. Examination period 1 week (DC 20), Sanity loss 1 initial, 1d3 completion, Cthulhu Mythos +1, no spells

Jonah Kensington

Jonah Kensington

Male 4th level HD 4d6+4; hp 21; Init –2 (Dex); Spd 30 ft; AC 8; Atk +2 melee or +0 ranged; SV Fort +5, Ref +1, Will +4; Str 10, Dex 6, Con 12, Int 15, Wis 10, Cha 13; SAN 75.

Skills: Craft (photography) +3, Diplomacy +5, Drive +2, Knowledge (accounting) +9, Knowledge (anthropology) +9, Knowledge (history) +10, Knowledge (occult) +9, Knowledge (psychology) +9, Research +9, Sense Motive +7, Speak Other Language (French) +9, Speak Other Language (Greek) +6, Speak Other Language (Latin) +4.

Feats: Skill Emphasis (History), Wealth,  Lightning Reflexes

Developments

Persuading Jonah to provide the Jackson Elias’s notes is a DC 15 diplomacy check, DC 25 if PC is an author/reporter.

Persuading Jonah to fund the PCs is a Diplomacy check, DC 12 if none of the characters have the Wealth feat, DC 18 if at least one of the characters appear wealthy.

Miriam Atwright

Persuading her to do the research, Diplomacy, DC 12

Asking to use her library, Diplomacy, DC 8

Her library gives +5 to identify the cult of the bloody tongue. (Research, DC 15)

Professor Anthony Dimsdale Cowles

Male 4th level HD 4d6+8; hp 23; Init 0; Spd 30 ft; AC 10; Atk +2 melee or +2 ranged; SV Fort +5, Ref +1, Will +6; Str 10, Dex 11, Con 12, Int 17, Wis 14, Cha 12; SAN 78.

Skills: Cthulhu Mythos +1, Diplomacy +7, Drive +5, Knowledge (anthropology) +14, Knowledge (archaeology) +8, Knowledge (History) +5, Knowledge (Law) +4, Knowledge (Natural History) +6, Knowledge (Occult) +4, Knowledge (Polynesian Cultures) +6, Knowledge (Psychology) +7, Listen +10, Research +14, Ride +5, Sense Motive +6, Speak Other Language (Greek) +7, Speak Other Language (Latin) +4, Speak Other Language (Pidgin English) +4, Spot +6, Swim +4.

Feats: Wealth, Skill Emphasis: Knowledge (anthropology), Skill Emphasis: Research

Miss Ewa Seaward Cowles

Female 1st level HD 1d6+2; hp 8; Init +2 (Dex); Spd 30 ft; AC 12; Atk +1 melee or +2 ranged; SV Fort +4, Ref +2, Will +4; Str 13, Dex 15, Con 14, Int 16, Wis 14, Cha 18; SAN 80.

Skills: Climb +5, Craft (Photography) +5, Diplomacy +8, Drive +5, Heal +4, Jump +5, Knowledge (Anthropology) +7, Knowledge (Archaeology) +4, Knowledge (Astronomy) +4, Knowledge (Polynesian Cultures) +10, Listen +8, Research +6, Ride +6, Sense Motive +3, Speak Other Language (Pidgin English) +4, Spot +8.

Feats: Skill Emphasis: Knowledge (Polynesian Cultures), Alertness.

Carlyle Expedition Principals

o
Roger Vane Worthington Carlyle. Research DC 10

o
Dr. Robert Ellington Huston, research DC 15

o
Medical records in board, research DC 20

o
Persuading Adrian Ferris for access to files, Diplomacy, DC 35, DC 17 for a New York State physician

o
Understanding “the more Huston grew to know Carlyle, the less Huston was willing to put on paper”, Int check, DC 12

o
Sir Aubrey Penhew, Research DC 12.

o
History of Penhew family, DC 15

o
Hypatia Masters, Research DC 10


Affair with CCNY Catholic Marxist, Raoul, Research DC 15


Finding Oliva De Benardesta, Gather Information DC 20

o
Talking to Olivia De Benardesta, DC 17 diplomacy check provides pregnancy information

o
Jack Brady

o
Police record, DC 14

o
Relationship with Carlyle, DC 17

o
Jack “Brass Brady” nickname, DC 18

Ju-ju house

A note about the Ju-ju house

The map is not d20 compliant. For Call of Cthulhu d20, quadruple all the dimensions provided on the map so PCs have room to maneuver.

To identify the display window art pieces as genuine would take Knowledge (Anthropology) or Knowledge (Archaeology) DC 12.

The depths of the Ju-ju house

Identifying the carvings in the stone slab: Knowledge(Anthropology) DC 18, or Speak Other Language(Kikuyu) DC 5.

Door with deadbolt lock: Open lock DC 25. Hardness 5, Hp 20, Break DC 23. To recognize the symbols carved into the door: Cthulhu Mythos DC 10

Pulley to lift the stone in the center of the room: Strength check DC 20 using the pulley, DC 35 without using the pulley.

Silas M’Kwane

Male 3rd level HD 3d6+9; hp 27; Init +0; Spd 30 ft; AC 10; Atk -1 melee or +1 ranged; SV Fort +6, Ref +1, Will +4; Str 6, Dex 10, Con 17, Int 15, Wis 13, Cha 9; SAN 0.

Skills: Cthulhu Mythos +9, Climb +3,  Diplomacy +6,  Escape Artist +8, Hide +6, Jump +4, Knowledge (Archaeology) +4, Knowledge (Occult) +8, Listen +7, Move Silently +6, Research +6, Ride +6, Sense Motive +2, Speak Other Language (English) +7, Spot +7, Swim +4.

Feats: Weapon Proficiency (Melee Weapons), Skill Emphasis: Escape Artist, Skill Emphasis: Knowledge (Occult)

The Chakota

Large Aberration

Hit Dice: 3d8+39 (52 hp)

Init: -4 (Dex)

Speed: 15 ft

AC: 6 (-4 Dex, -2 size, +2 natural armor)

Attacks: 1d8 Bites +2 melee

Damage: Bite: 1d3

Face/Reach: 5’ by 5’/5’

Special Attacks: Clamp, Sanity loss

Special Qualities: Damage reduction 20/+2

Saves: Fort +16 Ref –4 Will +16

Abilities: Str 36 Dex 3 Con 36 Int N/A Wis 36 Cha N/A

Skills: None

Feats: None

CR 5

Sanity Loss: 1/1d8 and see below

Clamp: A successful bite clamps down on the victim, automatically grappling the victim with no attacks of opportunity. The victim may make an Escape Artist or Strength check to leave the grapple with the DC being 10 + the number of sets of clamped teeth.

Sanity Loss: A victim who sees the face of a person known to him or her on the Chakota loses 3/3d8 SAN. A victim of a Chakota’s bite loses 1d10 SAN (no Sanity check). 

Mukunga

6th level male; HD 6d6+30; hp 51; Init +1 (Dex); Spd 30 ft; AC 11; Atk +7 melee or +4 ranged; SV Fort +10, Ref +3, Will +8; Str 16, Dex 13, Con 20, Int 13, Wis 17, Cha 17; SAN 0.

Skills: Concentration +9, Cthulhu Mythos +5, Climb +9, Diplomacy +7, Hide +8, Jump +9, Knowledge (Natural History) +4, Knowledge (Occult) +7, Listen +9, Move Silently +7, Perform (Sing) +9, Sleight of Hand +6, Speak Other Language (English) +3, Speak Other Language (Kikuyu) +5, Speak Other Language (Swahili) +6, Spellcraft +6, Spot +9, Wilderness Lore +4.

Feats: Track, Weapon Proficiency(Melee Weapons), Weapon Focus(Melee Weapons)

Spells: Bind Byakhee, Contact Nyarlathotep, Black Binding, Dread Clutch of Nyogtha, Dread Curse of Azathoth, Mindblast, Power Drain, Shrivelling, Summon/Bind Hunting Horror

Zombies (6)

(Call of Cthulhu d20 Pg. 158) Medium-size undead HD 2d12+3 Hp 22, 17, 11, 10, 20, 24 Init –1 Spd 30’ AC 11 Atks Slam +2 melee (damage 1d6+strength modifier) Face 5’/5’/5’ SQ DR 5/+1, darkvision 60’, undead Fort +9 Ref –1 Will +3 Stats see page 25 of Masks book Listen +5 Spot +4 Toughness CR 1 Sanity Loss 1/1d6

Typical Bloody Tongue Cultists

Male 1st level. 

	
	1
	2
	3
	4
	5
	6
	7
	8

	HD
	1d6+2
	1d6+1
	1d6+1
	1d6+3
	1d6
	1d6+1
	1d6+2
	1d6+4

	Hp
	8
	7
	7
	9
	6
	7
	8
	10

	Init
	+3
	+2
	+1
	0
	0
	0
	-1
	-1

	AC
	13
	12
	11
	10
	10
	10
	9
	9

	Melee Atk
	+2
	+2
	+3
	+3
	+3
	+2
	0
	+1

	Ranged Atk
	+4
	+3
	+2
	+2
	+1
	+1
	0
	0

	Fort
	+4
	+3
	+3
	+4
	+2
	+3
	+4
	+5

	Ref
	+3
	+2
	+1
	0
	0
	0
	-1
	-1

	Will
	0
	0
	0
	+2
	+1
	0
	+1
	-1

	Str
	12
	10
	14
	14
	15
	11
	9
	11

	Dex
	17
	15
	13
	11
	10
	10
	9
	8

	Con
	15
	13
	12
	17
	11
	12
	14
	18

	Int
	13
	8
	14
	10
	10
	15
	10
	11

	Wis
	10
	10
	11
	15
	12
	11
	13
	9

	Cha
	10
	9
	6
	4
	9
	13
	12
	6

	Weapon
	Pranga
	Pranga
	Pranga
	.22 Revolver
	Pranga
	Pranga
	Pranga
	Pranga

	Feats
	Weapon Proficiency (Melee Weapons), Track
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Skill Emphasis: Wilderness Lore
	Weapon Proficiency (Revolver), Weapon Focus (Revolver)
	Weapon Proficiency (Melee Weapons), Alertness
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Track
	Weapon Proficiency (Melee Weapons), Track


Base Skills: Hide +4, Jump +4, Knowledge (Occult) +1, Listen +4, Move Silently +4, Speak Other Language (English) +3*, Speak Other Language (Kikuyu) +4, Speak Other Language (Nandi) +4, Wilderness Lore +4. * For the American, use Speak Other Language (Swahili) instead.

Items in Mukunga’s Alcove

High priest’s robe: Knowledge (zoology) DC 10 identifies East African feathers

Mask of Hayama: Knowledge (botany) DC 15 identifies wood not of this Earth, Knowledge (archeology) DC 17, Congo origin

Burnished Copper Bowl: Cthulhu Mythos DC 10, identifies sending of dreams associated with bowls

Carved Scepter: Swahili DC 18, identifies runes as “Nyame, Thy Power Mine”. This artifact allows the caster to cast “Power of Nyambe” without any material components.

Headband of Grey Metal: Cthulhu Mythos DC 10 to identify.

Africa’s Dark Sects

English. Examination period: 2d8 weeks (DC 20), Sanity loss 1d4 initial, 1d8 completion, Cthulhu Mythos +2, Spell: Black Binding

London

Story Goals for this Chapter

1.
Discover the link between Gavigan and the Carlyle Expedition

2.
Finding the Secret Room in the Penhew Foundation

3.
Surviving any attacks by the Brotherhood of the Black Pharaoh

4.
Solving the mystery of Miles Shipley

5.
Surviving any attack by Ssathasaa

6.
Solving the mystery of the Derbyshire Monster

7.
Surviving any attack by the Werewolf

8.
Tracing the slaughter in Soho to the Shop of Tewfik al-Sayed

9.
Surviving any attack by the Thing in the Fog

10.
Getting to Gavigan’s Misr Manor

11.
Finding secret rooms in Gavigan’s manor

12.
Discovering the secret of the Ivory Wind

13.
Discovering the Sex or Death ritual of the Brotherhood

14.
Gathering enough evidence for Gavigan to be convicted

Brotherhood of the Black Pharaoh (London)

Male 2nd level; HD 2d6+2; hp 11; Init –1 (Dex); Spd 30 ft; AC 9; Atk +2 melee or +1 ranged; SV Fort +4, Ref -1, Will -2; Str 10, Dex 9, Con 12, Int 8, Wis 7, Cha 5; SAN 0.

Skills: Climb +2, Cthulhu Mythos +1, Drive +1, Hide +5, Intimidate +1, Listen +3, Move Silently +5, Pick Pocket +3, Search +3, Speak Other Language (English) +1, Spot +3.

Feats: Weapon Proficiency (Melee Weapons), Stealthy.

Mickey Mahoney

Impressing Mahoney is a DC 14 diplomacy check, reduced to a DC 10 if the PCs tell him that they know of him through Jackson Elias.

Involving Mahoney in order to hire or contact any NPC specialists provides a +4 circumstance bonus.

Mickey Mahoney

Male 1st level; HD 1d6+1; hp 7; Init 0; Spd 30 ft; AC 10; Atk +0 melee or +0 ranged; SV Fort +3, Ref +0, Will +1; Str 11, Dex 10, Con 13, Int 14, Wis 9, Cha 14; SAN 55.

Skills: Bluff +3, Diplomacy +6, Drive +4, Gather Information +6, Knowledge (Accounting) +6, Knowledge (History) +4, Knowledge (Libel Law) +9, Knowledge (Local) +6, Knowledge (Occult) +3, Knowledge (Psychology) +6, Repair +6, Sense Motive +3.

Feats: Weapon Proficiency (Rifle), Skill Emphasis: Knowledge (Libel Law)

The Penhew Foundation

Instead of the psychology roll to notice Gavigan’s face twitch, use an opposed sense motive roll versus Gavigan’s bluff.

Researching Gavigan: Research DC 12 to know that Gavigan is independently wealthy.

The Penhew Foundation Building

Exterior doors are made out of iron. Hardness 10, Hp 60, Break DC 28. The padlocks are almost amazing (Open Lock DC 35).

Upon entering or leaving the building, a spot check DC 12 will notice the suspicious-looking men lounging about.

The Main Floor

When using the library, a Research DC 18 check will uncover the fact that there was a mysterious, sorcery-wielding ruler early in the history of Egypt.

To find the hidden panel in the center closet of Gavigan’s office, PCs must make a Spot check DC 30, or a search check DC 25.

In the storage room, to reveal the circle that is less dusty and more worn, a Spot check DC 30, Search check DC 25, or Wilderness Lore DC 15 (assuming the PC has the track) skill may be used.

To find the hidden eyes, PCs need a Search roll DC 18, once the circle has been detected.

Moving the mummy case is a Strength check, DC 30.

The Secret Room

To figure out the disguised connections, use a Repair check DC 10, or Operate Heavy Machinery DC 15.

Artwork: To identify the Egyptian or proto-Sumerian pieces, Knowledge (Archaeology) DC 14. To identify that it is Mythos art, Cthulhu Mythos DC 12.

Bluestone Cthulhu: Identifying Cthulhu, Cthulhu Mythos DC 10, or Knowledge (Occult) DC 15. The statue provides a “Power of Nyambe” effect (as per the spell) to the investigator who touches it for 24 hours, at no cost to Con.

Bookcase: Book of Dyzan, English. Examination Period: 2d6 Weeks (DC 22). Spells: Summon/Bind Dark Young, Summon/Bind Byakhee, Summon/Bind Dimensional Shambler, Contact Cthulhu. Sanity Loss: 1d3 initial, 1d6 upon completion. Cthulhu Mythos +2 ranks.

Small Ornate Chest: To recognize the spell components in there, a Spellcraft DC 10 roll must be made.

Each scroll takes 1d20 days to read. (DC 15 for the appropriate language skill), SAN damage is taken on completion: 1/1d6.

Send Dreams (d20 Conversion)

Components: V, S, F, M

Cost: 1 Con damage, plus 1 Wis damage/2 minutes and 2 sanity points

Casting Time: 10 minutes

Range: 20 miles

Target: 1 sleeping creature

Duration: 2 minutes per 1 Wis damage

Saving Throw: Special (see text)

You send dreams to the target (who must be asleep and within 20 miles of you). This spell lasts 2 minutes per 1 point of Wisdom damage sacrificed, (The points must be spent at the start of the spell) up to a maximum of 5 points or 10 minutes.

You then make opposing Charisma checks against the target, with a +1 bonus per point of Wisdom sacrificed, again, up to a maximum of +5. You may not send visions of any creatures that you have not personally seen, transmit orders, wishes, or otherwise compel the target. All Sanity losses from visions are one-tenth of normal (rounded up).

Focus: A special bowl made out of “the copper from above,” an alien metal. The bowl is etched with runes, filled with specified herbs, and a dram of blood from the caster. The herbs are set on fire, and the caster concentrates on the dreams to send as the smoke rises.

A Serpent in Soho

The House in Holbein Mews

Front and Rear entrances are Strong wooden doors: Hardness 5, Hp 18, Break DC 21.

Interior entrances are merely good: Hardness 5, Hp 15, Break DC 23. Locks are merely average: Open Lock DC 25. The Skylight frame’s lock has an Open Lock DC of 20, but a circumstance penalty of –10 apply due to the chain.

As the PCs walk out, for them to notice that the house smelled like the reptile house at the zoo: Wisdom check DC 15

The painting in the closet

Looking at the painting will requires a Will save at DC 10, plus one point for every minute the painting is studied. The PC is required to make the save every minute (10 rounds).

The Basement

The door seam revealing the secret room: Spot DC 20.

Ssathasaa (aka Bertha Shipley of Soho)

(Call of Cthulhu pg. 179) Medium-sized Humanoid 5th level HD 2d8+4d6; hp 30; Init +3 (Dex); Spd 30 ft, swim 15 ft; AC 18; Atk Bite +4 melee; Dmg Bite 1d4+1+ poison; Face 5’/5’/5’; SA Poison; SQ Darkvision 60 ft, low-light vision, spells; SV Fort +4, Ref +4, Will +16; Str 13 (4), Dex 17 (5), Con 11 (8), Int 19 (9), Wis 35 (9), Cha 13 (6), CR 5.

Skills: Bluff +9, Craft (Knit) +2, Concentration +6, Cthulhu Mythos +4, Diplomacy +4, Hide +9, Jump +7, Knowledge (Natural History) +8, Knowledge (Occult) +9, Move Silently +9, Sleight of Hand +7, Speak Other Language (Arabic) +3, Speak Other Language (English) +8, Spellcraft +8, Swim +7, Wilderness Lore +6.

Feats: Track, Weapon Focus (Bite), Weapon Proficiency (Melee Weapons).

Spells: Call Diety (Azathoth), Call Diety (Hastur), Call Diety (Yog-Sothoth), Contact Diety (Yig)*, Consume Likeness, Deflect Harm, Dust of Sulieman*, Mesmerize*, Mindblast, Power Drain, Voorish Sign.

To spot Ssathasaa’s shadow is a DC 25 Spot check.

Contact Diety (Yig)

(See pg. 135 of the Call of Cthulhu d20 book)

Yig appears in the form of an Oriental dragon, if successful. Yig is benevolent towards humanity except during the Autumn, when he must be placated through drum-beats, corn offerings and other rituals.

Dust of Sulieman

Components: V, M

Cost: None/1 point Wis damage (see text)

Casting Time: 10 minutes/1 action (see text)

Range: Touch or Ranged Touch

Target: One summoned creature

Duration: Instantaneous

Saving Throw: Fort half

This spell creates a gray-green powder which has the ability to harm unnatural beings from other planes. When sprinkled over an other-plane being (treat as a touch attack or a ranged touch attack with a range increment of 5 ft, to a maximum of 15 ft), it causes 1D20 points of damage per dose. Only beings for which a Summon/Bind spell exist may be harmed by this dust. It takes 10 minutes to prepare each dose of the spell (which does not cost anything), but an incantation must be spoken while sprinkling the dust, which takes 1 action and costs 1 point of Wisdom damage.

Material Component: Dust from an Egyptian mummy of at least 2000 years (Each mummy will suffice for 3 doses of the magic dust). Frankincense, sulfur, and saltpeter.

Mesmerize

Components: V, S

Cost: 1 Wis damage and 1d6 Sanity

Casting Time: 1 action

Range: Medium (100 ft + 10 ft/level)

Target: One creature (see text)

Duration: 1 round/level

Saving Throw: Will negates

This spell can be used on serpent folk, deep ones, and any other beings with human blood in its veins or which have inter-bred with humans. The target must be within the line of sight of the caster, whose eyes glow while the spell operates.

If the target fails its Will save, the target’s Strength, Dexterity, and Constitution-based skills suffer a –4 penalty for the duration of the spell. The target also loses his or her next action. For subsequent rounds, the caster may command the target to perform any actions, even self-destructive ones. Each new command, however, allows the target a new saving throw, and self-destructive commands allow the target a +4 resistance bonus to his or her save.

Miles Shipley

Male 1st level HD 1d6+2; hp 8; Init +2 (Dex); Spd 30 ft; AC 12; Atk +1 melee or +2 ranged; SV Fort +4, Ref +2, Will +2; Str 13, Dex 15, Con 14, Int 13, Wis 10, Cha 6, SAN 0.

Skills: Cthulhu Mythos +3, Craft (Paint) +8, Craft (Pen and Ink) +5, Craft (Sketch) +8, Knowledge (Anatomy) +5, Knowledge (Occult) +5, Speak Other Language (Serpent Tongue) +3.

Feats: Skill Emphasis: Craft (Paint), Skill Emphasis: Paint.

The Derbyshire Monster

Lesser-Edale

Getting information from the locals: Gather Information DC 12, or Diplomacy DC 14. +2 circumstance modifier for more than $10 of drinks bought.

Interviewing families of victims: Diplomacy DC 20. The sense motive check for Parkins having been unhinged by the loss of his daughter would be DC 12.

Checking up the birth records of the Vanes in the village registry: Research DC 15

Castle Vane

The Main Hall

Strong Wooden door to Wine Cellar: Hardness 5, Hp 20, Break DC 23.

Locked iron door in wine cellar and torture chamber:  Hardness 10, Hp 60, Break DC 28, Open Lock DC 25.

Iron bars in cells: Hardness 8, Hp 5, Break DC 18 (weakened)

The Vicar of Lesser-Edale

To persuade the Vicar to tell the PCs about the journal he is translating: Diplomacy DC 20

Statistics

Hubert Tumwell

Male 1st level HD 1d6+1; hp 7; Init 0; Spd 30 ft; AC 10; Atk +2 melee or +1 ranged; SV Fort +3, Ref +0, Will -2; Str 12, Dex 10, Con 13, Int 8, Wis 6, Cha 8, SAN 75.

Skills: Diplomacy +3, Drive +4, Heal +2, Knowledge (law) +1, Knowledge (police practices) +2, Ride (Bicycle) +3, Search +2, Spot +2.

Feats: Weapon Proficiency (Rifle), Weapon Proficiency (Shotgun).

Reverend Jeremy Stratton

Male 1st level HD 1d6; hp 6; Init –2 (Dex); Spd 30 ft; AC 8; Atk –2 melee or –2 ranged; SV Fort +2, Ref +0, Will –1; Str 7, Dex 7, Con 10, Int 14, Wis 8, Cha 9, SAN 50.

Skills: Diplomacy +3, Heal +6, Knowledge (accounting) +3, Knowledge (History) +6, Knowledge (How Things Were at Cambridge) +6, Knowledge (Law) +3, Knowledge (Medicine) +3, Knowledge (Religion) +9, Knowledge (Psychology) +5, Perform (Sing, Preach Sermon) +3, Research +6, Sense Motive +3, Speak Other Language (Greek) +2, Speak Other Langauge (Latin) +3.

Feats: Skill Emphasis: Knowledge (Religion), Skill Emphasis: Heal.

Average Townfolk (level 1)

	
	1
	2
	3
	4
	5
	6
	7
	8

	HD
	1d6
	1d6-1
	1d6-1
	1d6+1
	1d6+2
	1d6+1
	1d6+1
	1d6+4

	Hp
	6
	5
	5
	7
	11
	7
	7
	10

	Init
	+3
	+2
	+1
	+1
	0
	0
	-1
	-1

	AC
	13
	12
	11
	11
	10
	10
	9
	9

	Melee Atk
	+2
	-1
	-1
	+3
	+2
	+0
	+1
	+3

	Ranged Atk
	+4
	+2
	+1
	+2
	+1
	+0
	-1
	+0

	Fort
	+2
	+1
	+1
	+3
	+4
	+5
	+3
	+8

	Ref
	+3
	+2
	+3
	+1
	0
	0
	+1
	-1

	Will
	+1
	0
	+1
	+3
	+1
	+2
	+1
	0

	Str
	12
	9
	8
	14
	13
	10
	13
	15

	Dex
	16
	15
	13
	12
	11
	10
	8
	8

	Con
	10
	8
	9
	12
	15
	12
	12
	18

	Int
	14
	9
	11
	12
	9
	10
	14
	7

	Wis
	12
	6
	12
	17
	13
	10
	12
	11

	Cha
	13
	12
	13
	9
	7
	11
	10
	13

	Weapon
	Shotgun
	Torch
	Torch
	Torch
	Torch
	Torch
	Torch
	Torch

	Feats
	Weapon Proficiency (Shotgun), Track
	Weapon Proficiency (Melee Weapons), Nimble
	Dodge, Mobility
	Weapon Proficiency (Melee Weapons), Animal Affinity
	Sharp Eyed, Toughness
	Great Fortitude, Run
	Weapon Proficiency (Melee weapons), Track
	Great Fortitude, Athletic


Skills (ranks only): Climb +3, Diplomacy +2, Heal +2, Hide +2, Jump +2, Listen +2, Knowledge (Natural History) +2, Move Silently +3, Operate Heavy Machinery +3, Perform (Sing) +1, Ride +3, Sense Motive +1, Spot +3, Swim +2, Wilderness Lore +1.

Lawrence Arthur Ponsonby Vane

Male 3rd level HD 3d6+6; hp 21; Init +2; Spd 30 ft; AC 12; Atk +1 melee or +3 ranged; SV Fort +6, Ref +3, Will +3; Str 10, Dex 16, Con 16, Int 16, Wis 10, Cha 10, SAN 55.

Skills: Diplomacy +6, Drive +9, Listen +6, Knowledge (Accounting) +8, Knowledge (Family History) +9, Knowledge (History) +5, Knowledge (Law) +7, Knowledge (Psychology) +4, Ride +7, Sense Motive +5, Speak Other Language (French) +9, Speak Other Language (Greek) +6, Spot +6, Wilderness Lore +6.

Feats: Wealth, Weapon Finesse (Rapier), Weapon Proficiency (Shotgun)

Sir Arthur Gordon Fitzhugh Vane

Male 1st level HD 1d6-1; hp 5; Init 0; Spd 30 ft; AC 10; Atk -1 melee or +1 ranged; SV Fort +1, Ref +0, Will +0; Str 6, Dex 10, Con 8, Int 15, Wis 7, Cha 12, SAN 35.

Skills: Diplomacy +5, Knowledge (Accounting) +6, Knowledge (History) +5, Knowledge (Law) +6, Knowledge (Natural History) +5, Knowledge (Occult) +5, Knowledge (Psychology) +5, Listen +2, Research +6, Sense Motive +2, Spot +2.

Feats: Wealth (x2).

Eloise Gwendolak Eldreda Vane

(See pg. 195 of Call of Cthulhu Book) Medium-size Shapechanger HD 3d8+6; hp 25; Init –1 as human, +5 as wolf or hybrid; Spd 30 ft (human form), 45 ft (man-wolf form), 60 ft (wolf form); AC 9 (human form), 13 (wolf or hybrid), Atk –3 melee or –1 ranged as human, or Bite +3 melee as wolf; Damage 1d6+1 as wolf; Special Attacks: chance to trip foe on successful bite; Special Qualities: shapeshift, damage reduction 15/silver as wolf or hybrid; SV Fort +0, Ref +1, Will +2 as human, Fort +6, Ref +3, +4 as wolf or hybrid; Str 5, Dex 9, Con 6, Int 12, Wis 10, Cha 13 as human, Str 13, Dex 13, Con 14, Int 8, Wis 10, Cha 17, SAN 20. CR 5.

Skills: Heal +4, Knowledge (Natural History) +5, Knowledge (Psychology) +5, Listen +8/+12, Move Silently +3/+9, Perform (Song) +5, Research +5, Ride +3, Search +5/+9, Sense Motive +4, Spot +8/+12, Wilderness Lore +4/+8.

Feats: Wealth, Toughness

In wolf or hybrid form: Blind Fight, Improved Initiative, Scent.

Slaughter in Soho

Inspector Barrington

A Charisma check DC 18 will impress Barrington that the PCs are responsible people worthy of his help. Allow up to a +4 or –4 circumstance bonus or penalty to modify the PC’s actions/words.

The Blue Pyramid

Front and Back Doors: Hardness 5, Hp 15, Break DC 18. Open Lock DC 20.

Abdul Nawisha

Male 3rd level HD 3d6+9; hp 22; Init 0; Spd 30 ft; AC 10; Atk +6 melee or +3 ranged; SV Fort +6, Ref +1, Will +0; Str 14, Dex 10, Con 16, Int 15, Wis 8, Cha 6, SAN 0.

Skills: Cthulhu Mythos +1, Diplomacy +4, Drive +6, Hide +5, Knowledge (Accounting) +8, Knowledge (Gambling) +6, Listen +4, Move Silently +6, Sense Motive +4, Repair +3, Sleight of Hand +6, Speak Other Language (English) +7, Speak Other Language (French) +5.

Feats: Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons), Wealth

Bouncers and Pals at the Blue Pyramid (all level 1)

	
	1
	2
	3
	4
	5
	6

	HD
	1d6+2
	1d6+2
	1d6
	1d6+1
	1d6
	1d6+2

	Hp
	8
	8
	6
	10
	6
	8

	Init
	+5
	+2
	+2
	+3
	-1
	+2

	AC
	11
	12
	12
	13
	9
	12

	Melee Atk
	+1
	+3
	+2
	+4
	+3
	+2

	Ranged Atk
	+2
	+3
	+3
	+4
	+0
	+3

	Fort
	+4
	+4
	+2
	+3
	+2
	+4

	Ref
	+1
	+2
	+2
	+3
	-1
	+2

	Will
	+2
	-3
	+0
	-1
	-1
	-2

	Str
	10
	15
	13
	16
	14
	12

	Dex
	12
	14
	15
	16
	9
	14

	Con
	15
	14
	10
	12
	11
	15

	Int
	5
	9
	8
	12
	11
	6

	Wis
	15
	5
	10
	9
	9
	7

	Cha
	6
	3
	7
	9
	10
	10

	Weapon
	Blackjack
	Blackjack
	Blackjack
	Blackjack
	Blackjack
	Blackjack

	Feats
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Melee Weapons), Martial Artist
	Weapon Proficiency (Melee Weapons), Dodge
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)


Skills (Base): Climb +4, Hide +4, Jump +4, Listen +4, Move Silently +4, Spot +4.

Yalesha

Female 1st level HD 1d6; hp 9; Init +3 (Dex); Spd 30 ft; AC 13; Atk -1 melee or +3 ranged; SV Fort +2, Ref +3, Will +2; Str 9, Dex 17, Con 10, Int 10, Wis 11, Cha 15, SAN 73.

Skills: Diplomacy +6, Perform (Belly Dance, Flirt, Sing) +9, Speak Other Language (English) +4.

Feats: Skill Emphasis: Perform, Toughness.

The Shop of Tewfik al-Sayed

Front and Back Doors: Hardness 7, Hp 20, Break DC 23. Open Lock DC 25.

The Flat

Locked roll-top desk: Hardness 3, Hp 10, Break DC 15, Open Lock DC 20. To find the large hidden drawer: Search DC 20, or to know its existence, Spot DC 30. To cut it out, Hardness 5, Hp 20, Break DC 23.

Items

The Robe, Scullcap, and Metal Ankh. To identify the metal Ankh as being made out of alien metal: Craft (metallurgy) DC 15.

The Scroll: Speak Other Language (Egyptian Hieroglyphics) DC 15, Knowledge(Archaeology) DC 18. The scroll takes 1d20 days to read. SAN damage is taken on completion: 1/1d6.

The Two Scepters: discussed later.

The Sandstone Vials: To identify them as being unknown to science: Knowledge (Chemistry): DC 12, Knowledge (Physics): DC 12.

The Mirror of Gal

Weight: 10 pounds, Study Time: 1d6 days

To use this as a scrying device, the caster pays 2 Wisdom damage, and 1 SAN.

To use as a weapon, the caster pays 1d4 Sanity points, and the target is affected by the spell “Cause Fear”, Saving throw DC 10. For additional damage, the caster may spend an points of wisdom. Each point of wisdom raises the difficulty of the saving throw by +2, and causes 1d6 hit points of damage if the saving throw fails, in addition to the fear effect. If the target fails the saving throw, regardless of any damage he takes, he also loses 1d4 SAN.

Other Leads

The Thing in the Fog

Large Outsider

HD: N/A

Init: +4 (Dex)

Spd: Fly 45 ft (perfect)

AC: N/A

Attacks: 6 tentacles +6 melee

Damage: (See text)

Face/Reach: 10 ft. by 10 ft./0ft.

Special Attacks: Choke

Special Qualities: Incorporeal, vulnerable to light

Saves: Fort +10 Ref +4 Will +7

Abilities: Str 30, Dex 18, Con 30, Int 1, Wis 25, Cha –

Skills: Wilderness Lore +10, Spot +7

Feats: Track

CR 4

Sanity Loss: 1/1d10 if seen, 1d8 on successful attack

Choke: Each tentacle does one point of damage on initial hit. Each round after that, the tentacle increases its damage by one point (i.e., on the second round, it does two points of damage). There is no saving throw.

The Limehouse Docks

Talking to the residents about the warehouse: Gather Information DC 20, Diplomacy DC 25. +4 circumstance bonus for a $15 (10 pound) bribe.

Punji Chabout

Male 3rd level HD 3d6+9; hp 23; Init +1 (Dex); Spd 30 ft; AC 11; Atk +4 melee or +4 ranged; SV Fort +5, Ref +2, Will +0; Str 10, Dex 13, Con 16, Int 14, Wis 8, Cha 12, SAN 60.

Skills: Bluff +10, Cthulhu Mythos +1, Diplomacy +5, Hide +7, Intimidate +7, Innuendo +3, Knowledge (Accounting) +4, Knowledge (Crime) +6, Knowledge (Law) +3, Listen +5, Move Silently +7, Open Locks +5, Sleight of Hand +7, Speak Other Language (English) +6, Spot +5.

Feats: Skill Emphasis: Bluff, Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)

Lascars at Punji’s Warehouse (all level 1)

	
	1
	2
	3
	4
	5
	6
	7
	8

	HD
	1d6+1
	1d6+1
	1d6
	1d6+1
	1d6
	1d6+3
	1d6
	1d6+2

	Hp
	7
	7
	6
	7
	9
	9
	9
	8

	Init
	+7
	+2
	+1
	+5
	0
	0
	0
	+3

	AC
	13
	12
	11
	11
	10
	10
	10
	9

	Melee Atk
	0
	+4
	+1
	+2
	+2
	+1
	+0
	+1

	Ranged Atk
	+4
	+3
	+2
	+2
	+1
	+1
	+1
	+0

	Fort
	+3
	+3
	+2
	+3
	+2
	+7
	+2
	+4

	Ref
	+3
	+2
	+1
	+1
	0
	0
	0
	-1

	Will
	+1
	0
	-1
	0
	-2
	+1
	-2
	-1

	Str
	8
	15
	10
	12
	13
	11
	9
	10

	Dex
	16
	14
	13
	13
	11
	11
	10
	9

	Con
	12
	13
	11
	12
	11
	16
	10
	15

	Int
	6
	8
	9
	5
	7
	5
	9
	12

	Wis
	12
	10
	8
	10
	6
	13
	7
	8

	Cha
	6
	4
	3
	7
	8
	3
	6
	5

	Weapon
	Knife
	Knife
	Knife
	Knife
	Knife
	Knife
	Knife
	Knife

	Feats
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Dodge
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Great Fortitude
	Weapon Proficiency (Melee weapons), Toughness
	Weapon Proficiency (Melee Weapons), Improved Initiative


Skills (Base): Climb +4, Hide +4, Jump +4, Listen +4, Move Silently +4, Speak Other Language (English) +2, Spot +4.

The Ivory Wind

To determine that the Ivory wind is of Chinese registry: Research DC 12, Gather Information DC 18. To determine its home port: Research DC 15, Gather Information DC 20.

Lars Torvak

Male 4th level HD 4d6+4; hp 20; Init 0; Spd 30 ft; AC 10; Atk +7 melee or +3 ranged; SV Fort +5, Ref +1, Will +1; Str 16, Dex 10, Con 13, Int 12, Wis 7, Cha 10, SAN 6.

Skills: Bluff +2, Craft (Navigate) +7, Craft (Pilot Ship) +7, Craft (Pilot Small Boat) +7, Craft (Sailing) +7, Diplomacy +2, Intimidate +9, Knowledge (Accounting) +4, Sense Motive +3, Speak Other Language(Arabic) +3, Speak Other Language (Chinese) +3, Speak Other Language (English) +6, Speak Other Language (French) +6, Speak Other Language (Pidgin English) +2, Swim +10.

Feats: Weapon Proficiency (Rifle), Iron Will, Persuasive

When Torvak is drunk, give him a –4 insobriety penalty to all skill checks (including sense motive)

Getting Torvak to open crates: use an opposed sense motive check against either the PC intimidate or diplomacy skill.

Sailors of the Ivory Wind (level 1)

	
	1
	2
	3
	4
	5
	6
	7
	8

	HD
	1d6+1
	1d6-1
	1d6
	1d6
	1d6-2
	1d6-1
	1d6+2
	1d6

	Hp
	7
	5
	6
	6
	7
	8
	8
	6

	Init
	+6
	+1
	+1
	+5
	+1
	0
	0
	+4

	AC
	12
	11
	11
	11
	11
	10
	10
	10

	Melee Atk
	0
	+1
	+1
	+2
	0
	0
	+2
	+1

	Ranged Atk
	+3
	+2
	+2
	+2
	+2
	+1
	+1
	+1

	Fort
	+1
	+1
	+2
	+2
	0
	+1
	+2
	+2

	Ref
	+4
	-1
	+1
	+1
	+1
	0
	+2
	0

	Will
	-4
	-1
	-4
	-3
	0
	+1
	0
	-1

	Str
	9
	10
	11
	13
	9
	8
	12
	10

	Dex
	15
	13
	13
	12
	12
	11
	10
	10

	Con
	12
	9
	10
	11
	7
	9
	15
	11

	Int
	7
	13
	8
	8
	6
	10
	9
	11

	Wis
	3
	8
	4
	5
	10
	10
	10
	9

	Cha
	14
	11
	9
	9
	10
	7
	8
	12

	Weapon
	Knife
	Knife
	Knife
	Knife
	Knife
	Knife
	Knife
	Knife

	Feats
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Melee Weapons), Skill Emphasis: Operate Heavy Machinery
	Run, Endurance
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Thrown Weapons), Toughness
	Toughness, Point Blank Shot
	Weapon Proficiency (Melee weapons), Weapon Proficiency (Thrown Weapons)
	Weapon Proficiency (Melee Weapons), Improved Initiative


Skills (base only): Climb +4, Hide +3, Jump +4, Listen +4, Move Silently +3, Operate Heavy Machinery +3, Speak Other Language (Chinese) +2, Speak Other Language (Pidgin English) +1, Spot +4, Swim +3.

The Investigations of Jackson Elias

A gather information check DC 12 provides this information.

Rites of the Brotherhood

To make the connection between Misr and Egypt, Speak Other Language (Arabic) check DC 8.

Entrance to the Estate

Gate: Hardness 10, Hp 80, Break DC 30

To note that the bridge can be opened: Knowledge (Architecture): DC 12, Spot DC 20.

The Manor House

To find the two bricks in the fireplace: Search DC 22. To find the secret doors proper, Search DC 30.

Prying open the doors: Strength check DC 22.

The cells

Door of iron: Hardness 10, Hp 100, Break DC 40.

To identify the items as being related to the Black Pharaoh, Knowledge (Archaeology): DC 25.

Spell ingredients: Things in the Fog: Knowledge (Occult) DC 25, or Knowledge (Zoology): DC 15 to know it’s not of any known insect. 

Quicken Fog-Spawn. (Frisian) The scroll takes 1d20 days to read, and the Sanity cost is 1/1d6. Finding the scroll is a Search DC 23.

To confirm that the diseased-looking plants in the pots are unknown to science: Knowledge (Botany) DC 15.

Statistics

Note: Lesser Gods statistics are not provided. If you do not have the web-enhancment detailing Shantaks, use the Servitors of the Outer Gods statistics as a replacement for Shantaks. Deity statistics are generally not provided for d20 Call of Cthulhu.

Edward Gavigan

Male 8th level HD 8d6+24; hp 58; Init +3; Spd 30 ft; AC 13; Atk +5 melee or +7 ranged; SV Fort +9, Ref +5, Will +12; Str 13, Dex 16, Con 17, Int 18, Wis 23, Cha 14, SAN 0.

Skills: Bluff +12, Concentration +13, Cthulhu Mythos +8, Diplomacy +10, Drive +10, Hide +5, Intimidate +10, Knowledge (Accounting) +6, Knowledge (Anthropology) +5, Knowledge (Archaeology) +9, Knowledge (Astronomy) +7, Knowledge (Egyptology) +15, Knowledge (Law) +9, Knowledge (Occult) +10, Knowledge (Psychology) +5, Listen +10, Move Silently +5, Ride +9, Sense Motive +12, Speak Other Language (Arabic) +11, Speak Other Language (Egyptian Hieroglyphics) +10, Speak Other Language (French) +9, Speak Other Language (Greek) +7, Speak Other Language (Hindi) +5, Speak Other Language (Latin) +8, Speak Other Language (Pidgin English) +5, Speak Other Language (Swahili) +5, Spellcraft +14, Spot +7.

Feats: Skill Emphasis: Knowledge (Egyptology), Persuasive, Weapon Proficiency (Shotgun), Wealth

Spells: Call Diety (Azathoth), Call Diety (Yog-Sothoth), Cloud Memory, Contact Creature (Chthonian), Contact Creature (Ghoul), Contact Diety (Nodens), Contact Diety (Nyarlathotep), Contact Creature (Sand Dweller), Dread Curse of Azathoth, Eibon’s Wheel of Mist, Elder Sign, Enchant Item (Knife), Enchant Item (Whistle), Mind Blast, Powder of Ibn-Ghazi*, Power Drain, Quicken Fog-spawn, Send Dreams, Shrivelling, Steal Life, Summon/Bind Byakhee, Summon/Bind Dimensional Shambler, Summon/Bind Hunting Horror, Summon/Bind Servitor of the Outer Gods, Voorish Sign.

Powder of Ibn-Ghazi

Components: V, M

Cost: 1 Int Damage and 1 Sanity point

Casting Time: 10 minutes

Range: Touch

Targets: 1 creature or item

Duration: 3 rounds

Saving Throw: None

This spell creates a magic powder, which when blown through a tube or thrown on the target, makes visible magically invisible things. The preparation of the powder does damage Int and Sanity damage, but using the powder does not, though seeing the revealed item or thing may do so.

Material Components: Any 3 special ingredients specified by the GM.

Tewfik Al-Sayed

Male 6th level HD 6d6+6; hp 31; Init +4; Spd 30 ft; AC 14; Atk +5 melee or +9 ranged; SV Fort +6, Ref +6, Will +7; Str 8, Dex 18, Con 13, Int 13, Wis 20, Cha 10, SAN 0.

Skills: Bluff +4, Climb +7, Concentration +6, Cthulhu Mythos +6, Diplomacy +3, Hide +12, Jump +7, Knowledge (Accounting) +5, Knowledge (Cult History) +3, Knowledge (Occult) +4, Listen +10, Move Silently +10, Speak Other Language (English) +6, Speak Other Language (Egyptian Hieroglyphics) +4, Spellcraft +6, Spot +9.

Feats: Wealth (x2), Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)

Spells: Body Warping of Gorgoroth, Contact Diety (Nyarlathotep), Mindblast, Power Drain, Steal Life, Summon/Bind Servitor of the Outer Gods, Voorish Sign.

The Two Scepters

Weight 1lb each, Study Time, 5d10 weeks.

Crossing the scepters in front of the body is a move-equivalent action. Somatic components can be modified such that the scepters can be effective. They may be applied in 3 ways:

Power: the scepters may be used to power a spell, up to 1d20 ability points. Note that any sanity damage still applies.

Absorption: The scepters may be used to absorb 1d10 damage from any spell or spell-effect.

Bigger than Average Cultists of the Brotherhood (level 2)

	
	1
	2
	3
	4
	5
	6
	7
	8

	HD
	2d6+2
	2d6+2
	2d6
	2d6+2
	2d6-2
	2d6-2
	2d6-2
	2d6

	Hp
	12
	14
	11
	13
	5
	6
	13
	8

	Init
	+1
	+5
	+1
	+1
	+5
	+1
	0
	0

	AC
	11
	11
	11
	11
	11
	11
	10
	10

	Melee Atk
	+4
	+3
	+1
	+3
	+3
	+3
	+2
	+3

	Ranged Atk
	+3
	+3
	+3
	+3
	+3
	+3
	+3
	+2

	Fort
	+4
	+4
	+3
	+4
	+2
	+2
	+2
	+3

	Ref
	+1
	+1
	+1
	+1
	+1
	+1
	+1
	0

	Will
	-1
	-1
	+2
	0
	-1
	0
	-2
	-2

	Str
	14
	13
	9
	13
	12
	12
	11
	13

	Dex
	13
	13
	13
	13
	12
	12
	12
	11

	Con
	12
	12
	11
	13
	9
	8
	9
	10

	Int
	17
	14
	14
	11
	10
	11
	9
	12

	Wis
	8
	9
	10
	10
	9
	6
	7
	3

	Cha
	6
	7
	4
	5
	9
	10
	3
	4

	Weapon
	Cult Club
	Cult Club
	Cult Club
	Cult Club
	Cult Club
	Cult Club
	Cult Club
	Cult Club

	Feats
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Dodge
	Weapon Proficiency (Melee Weapons), Iron Will
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Iron Will, Weapon Proficiency (Melee Weapons),
	Weapon Proficiency (Melee weapons), Toughness
	Weapon Proficiency (Melee Weapons), Iron Will


Skills (base only): Climb +5, Cthulhu Mythos +1, Diplomacy +3, Hide +5, Listen +5, Move Silently +5, Open Locks +2.

Servitor of the Outer Gods (6)

(See Call of Cthulhu rule book page 180) Large Outsider; HD 5d8+15; hp 42, 36, 46, 30, 26, 33; Init +3, Spd 30ft fly 90ft (poor); AC 20; Atk 6 tentacles +8 melee; Dmg Tentacle 1d8+3; Face 5ft/5ft Reach 10ft; SA Awful fluting; SQ Blindsight, DR 20/+2 fast healing 3, immunities spells; SV Fort +7, Ref +7, Will +7; Str 16, Dex 17, Con 17, Int 19, Wis 17, Cha 14; Concentration +9, Cthulhu Mythos +12, Hide +5, Listen +11, Performance (ululation) +10, Search +12, Spellcraft +12, Spot +11; Feats Power Attack, Weapon Focus (tentacle); CR 6; Sanity Loss 1/1d10.

Shantaks (6)

(See Call of Cthulhu Web Enhancement at http://www.wizards.com/default.asp?x=cthulhu/article/cx20020617we ) Huge Magical Beast (Lesser Servitor Race) HD 8d10+40; hp 84, 91, 103, 95, 92, 90; Init +5 ; Spd 30ft, fly 180ft(average); AC 16 (+1 Dex, -2 size, +7 natural); Atk Bite +14 melee, 2 wing buffets +9 melee, tail slap +9 melee; Dmg Bite 2d6+8, wing buffet 1d6+4, tail slap 1d6+12; Face/Reach 10ft by 15ft/15ft; SQ DR 20/+1, dimensional travel, immune to vacumn, low-light vision, dark vision 60ft; SV Fort +11, Ref +7, Will +2; Str 26, Dex 13, Con 20, Int 4, Wis 11, Cha 10; Listen +5, Spot +2, Wilderness Lore +5; Improved Initiative, Power Attack; CR 5; Sanity Loss 0/1d6.

The Police

James Barrington

Male 5th level HD 5d6+5; hp 26; Init -1; Spd 30 ft; AC 9; Atk +2 melee or +1 ranged; SV Fort +5, Ref +3, Will +1; Str 10, Dex 9, Con 12, Int 15, Wis 10, Cha 11, SAN 85.

Skills: Bluff +8, Diplomacy +8, Drive +3, Heal +5, Knowledge (Forensic Medicine) +4, Knowledge (History) +5, Knowledge (Law) +6, Knowledge (Pharmacy) +3, Listen +8, Move Silently +4, Search +10, Sense Motive +8, Spot +8, Wilderness Lore +8.

Feats: Track, Weapon Proficiency (Pistol), Weapon Proficiency (Melee Weapons)

Steadfast Constables (level 2)

	
	1
	2
	3
	4
	5
	6
	7
	8

	HD
	2d6+4
	2d6+8
	2d6+6
	2d6+4
	2d6+2
	2d6+4
	2d6+2
	2d6+8

	Hp
	16
	20
	18
	15
	10
	13
	12
	15

	Init
	+2
	+6
	+2
	+1
	+1
	+1
	+1
	+1

	AC
	12
	12
	12
	11
	11
	11
	11
	11

	Melee Atk
	+6
	+4
	+5
	+5
	+3
	+4
	+4
	+6

	Ranged Atk
	+4
	+4
	+4
	+3
	+3
	+3
	+3
	+3

	Fort
	+5
	+7
	+6
	+5
	+4
	+5
	+4
	+7

	Ref
	+2
	+2
	+2
	+1
	+1
	+1
	+1
	+1

	Will
	0
	+1
	+1
	+2
	+2
	+1
	+1
	+4

	Str
	16
	15
	17
	16
	13
	13
	14
	18

	Dex
	14
	14
	14
	13
	13
	13
	13
	12

	Con
	14
	18
	17
	15
	13
	14
	12
	18

	Int
	11
	12
	14
	13
	11
	12
	14
	16

	Wis
	10
	12
	13
	15
	11
	12
	12
	18

	Cha
	10
	11
	12
	13
	14
	13
	12
	17

	Sanity
	50
	60
	65
	75
	55
	60
	60
	90

	Weapon
	Nightstick, Shotgun
	Nightstick, Shotgun
	Nightstick, Shotgun
	Nightstick, Shotgun
	Nightstick, Shotgun
	Nightstick, Shotgun
	Nightstick, Shotgun
	Nightstick, Shotgun

	Feats
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Martial Artist
	Weapon Proficiency (Melee Weapons), Iron Will
	Weapon Focus (Melee Weapons), Weapon Proficiency (Melee Weapons),
	Weapon Proficiency (Melee weapons), Toughness
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Shotgun)


Skills (base only): Climb +5, Drive +2, Diplomacy +4, Heal +4, Hide +2, Intimidate +4, Jump +4, Knowledge (Law) +1, Listen +5, Move Silently +3, Sense Motive +3, Spot +5.

Cairo

Story Goals for Cairo

1.
Surviving an attack from Hakim and his brothers

2.
Getting Ma’muhd adopted/protecting Ma’muhd

3.
Getting Faraz Najir to talk

4.
Talking to Ali Kafour

5.
Getting Warren Besart’s Statement

6.
Discovering the link between Omar Shakti and Sir Aubrey Penhew

7.
Surviving any attack by Omar Shakti and his cultists

8.
Surviving any attacks by Neris

9.
Deciphering the Black Rites of Luveh-Keraph

10.
Getting Vanheuvelen to return the scrolls to Neris

11.
Discovering the secrets of the Clive Expedition

12.
Entering the tunnels below the pyramids

13.
Foiling the resurrection of Nitocris

14.
Finding Nyarlathotep’s Sanctum

Guides

Hakim and his 3 Brother Thugs (level 1)

	
	Harkim
	2
	3
	4

	HD
	1d6
	1d6
	1d6-1
	1d6-2

	Hp
	6
	9
	5
	7

	Init
	0
	0
	+4
	0

	AC
	10
	10
	10
	10

	Melee Atk
	+2
	+1
	+1
	+2

	Ranged Atk
	+1
	+1
	+1
	+1

	Fort
	+2
	+2
	+1
	0

	Ref
	0
	0
	0
	0

	Will
	-1
	-1
	+0
	0

	Str
	12
	11
	10
	12

	Dex
	11
	11
	10
	10

	Con
	10
	11
	9
	7

	Int
	12
	12
	8
	9

	Wis
	9
	8
	11
	10

	Cha
	14
	8
	9
	11

	Weapon
	Switchblade
	Garrote
	Switchblade
	Garrote

	Feats
	Weapon Proficiency (Melee Weapons), Trustworthy
	Weapon Proficiency (Garrote), Toughness
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Garrote), Toughness


Skills (base): Climb +4, Craft (Armed Assault) +3, Diplomacy +3, Hide +4, Jump +4, Move Silently +4, Speak Other Language (English) +3 (Harkim only), Spot +4.

Ma’muhd

Male 1st level HD 1d6+2; hp 8; Init +2; Spd 30 ft; AC 12; Atk -1 melee or +2 ranged; SV Fort +4, Ref +4, Will +1; Str 8, Dex 15, Con 14, Int 16, Wis 12, Cha 13, SAN 90.

Skills: Climb +6, Diplomacy +5, Listen +5, Move Silently +9, Sense Motive +3, Speak Other Language (English) +3, Spot +5.

Feats: Skill Emphasis: Climb, Skill Emphasis: Move Silently.

Brotherhood of the Black Pharaoh

Average Brother

Male 1st level; HD 1d6+2; hp 8;  Init 0; Spd 30 ft; AC 10; Atk +2 melee or +1 ranged; SV Fort +4, Ref 0, Will 0; Str 12, Dex 10, Con 14, Int 11, Wis 10, Cha 6, SAN 0.

Skills: Cthulhu Mythos +1, Hide +7, Knowledge (Archaeology) +1, Knowledge (Astronomy) +1, Knowledge (Law) +2, Knowledge (Occult) +4, Listen +4, Move Silently +4, Sleight of Hand +3, Speak Other Language (English) +2, Spot +4.

Feats: Skill Emphasis: Hide, Weapon Proficiency (Melee Weapons)

Sidebar: Using Social Skills in a Foreign Land

Here are some guidelines for trying to use bluff, diplomacy, intimidate or sense motive in a language you barely know. First, attempt a DC 12 check for spoken conversation. (Note that characters with a +2 to the appropriate Speak Other Languages skill will automatically succeed by taking 10 (though stressful situations would preclude this)--cruel keepers might wish to keep this fact from the players if they do not already understand this) If the check succeeds, use the skill as normal. If the check fails, apply a -4 penalty to the skill check to reflect a possible misunderstanding. If an interpreter is used, then the interpreter may substitute his Speak Other Languages skill as appropriate, but any Charisma bonus the character has for the social skill will be lost.

Small Problems

During the hot season (defined as May through September), characters may only run for half their constitution score before needing to make constitution checks to continue. To reflect the higher temperatures in Egypt, the constitute check has to be made against DC 12.

Information from Faraz Najir

To find the Street of Jackals: Gather Information DC 15 (note the use of language rules above), Research DC 20.

To find out the Faraz survived the fire: Diplomacy DC 15, Gather Information DC 18. If the players think to ask for help from the authorities, provide a +4 bonus to the appropriate rolls.

The diplomacy check to make Najir talk is DC 35. Each pound note adds a +1 circumstance bonus to the diplomacy check.

Najir's Mythos artifact against Hunting Horrors: a Hunting Horror must make a will save (DC 30) before it can attack the wearer each round. To spot this artifact beneath his djellaba: Spot DC 28. (DC 25 if the character has Knowledge (Anthropology) as a core skill, reflect her knowledge of Arabian dress)

Faraz Najir

Male 2nd level; HD 2d6+6; hp 14;  Init -1; Spd 30 ft; AC 9; Atk -1 melee or 0 ranged; SV Fort +6, Ref -1, Will +4; Str 7, Dex 9, Con 16, Int 14, Wis 13, Cha 4, SAN 11.

Skills: Cthulhu Mythos +2, Diplomacy +4, Hide +4, Knowledge (Accounting) +7, Knowledge (Archaeology) +5, Knowledge (Egyptian History) +7,Knowledge (Law) +3, Knowledge (Occult) +5, Listen +6, Sense Motive +7, Speak Other Language (English) +4, Speak Other Language (French) +4, Spot +7.

Feats: Wealth, Skill Emphasis: Diplomacy

Omar Shakti

Visiting Omar Shakti

To note that the workers are quieter and more sullen: Knowledge (Psychology) DC 10, Sense Motive DC 15. To see an inverted ankh on a worker, Spot DC 30.

Investigating Shakti

Safe: Hardness 10, hp 50, Break DC 30. Open Locks DC 30.

Omar Shakti

Male 10th level; HD 10d6+70; hp 107;  Init +3; Spd 30 ft; AC 13; Atk +9/+4 melee or +11/+6 ranged; SV Fort +14, Ref +6, Will +14; Str 13, Dex 17, Con 25, Int 20, Wis 33, Cha 16, SAN 0.

Skills: Concentration +14, Cthulhu Mythos +9, Diplomacy +12, Hide +7, Intimidate +10, Knowledge (Accounting) +8, Knowledge (Archaeology) +12, Knowledge (History) +10, Knowledge (Law) +9, Knowledge (Linguistics) +12, Knowledge (Occult) +14, Knowledge (Pharmacy) +15, Knowledge (Psychology) +12, Listen +15, Move Silently +16, Speak Other Language (Aramaic) +8, Sense Motive +15, Speak Other Language (Chinese) +8, Speak Other Language (Greek) +10, Speak Other Language (Coptic) +8, Speak Other Language (Demotic Egyptian) +10, Speak Other Language (Egyptian hieroglyphs) +10, Speak Other Language (English) +10, Speak Other Language (French) +10, Speak Other Language (Hebrew) +10, Speak Other Language (Hindi) +10, Speak Other Language (Swahili) +6, Spellcraft +15, Spot +15.

Spells: All in the Call of Cthulhu book, plus the new spells in this volume.

Hetep, Cat Form

Transformation into Cat-Demon is a full-round action, causing 2/1d6+1 Sanity damage to any witnesses.

Tiny Outsider (Animal); HD ½ d8; hp 3; Init +2 (Dex); Spd 30 ft; AC 15 (+2 size, +3 Dex);  Atk 2 claws +4 melee, bite –1 melee; Dmg Claw 1d2-4, bite 1d3-4, Face 2 ½ ft by 2 ½ ft; Reach 0 ft; SA Tongue Attack; SQ Transform; SV Fort +2, Ref +5, Will +6; Str 3, Dex 16, Con 10, Int 15, Wis 22, Cha 13; Skills Balance +11, Climb +5, Hide +18, Jump +5, Listen +9, Move Silently +10, Speak Other Language (Arabic) +5, Speak Other Language (Coptic) +5, Speak Other Language (Demotic Egyptian) +5, Speak Other Language (English) +5, Spot +9 Wilderness Lore +8; Feats Weapon Finesse (claw, bite), Track; CR 2.

Tongue Attack: Reach 5 ft. Touch attack initiates a grapple. Victim may make an Escape Artist check, DC 13 to escape. (Note, the usual strength vs. strength check does not apply) The tongue is AC 10, and has 5 hit points. Hetep will usually transform to demon form and perform a Coup De Grace (automatic critical) on the victim the next round.

Hetep, Cat Demon Form

Medium Outsider (Animal); HD 3d8+15; hp 30; Init +4 (Dex); Spd 30 ft; AC 16 (+2 natural armor, +4 Dex);  Atk 2 claws +6 melee, bite +1 melee; Dmg Claw 1d4+5, bite 1d6+5, Face 5 ft by 5 ft; Reach 5 ft; SA Tongue Attack; SQ Transform; SV Fort +7, Ref +6, Will +7; Str 21, Dex 18, Con 20, Int 15, Wis 25, Cha 10; Balance +11, Climb +10, Hide +17, Jump +10, Listen +10, Move Silently +9, Speak Other Language (Arabic) +5, Speak Other Language (Coptic) +5, Speak Other Language (Demotic Egyptian) +5, Speak Other Language (English) +5, Spot +10 Wilderness Lore +9; Feats Weapon Finesse (claw, bite); CR 5.

Tongue Attack: Reach 5 ft. Touch attack initiates a grapple. Victim may make an Escape Artist check, DC 13 to escape. (Note, the usual strength vs. strength check does not apply) The tongue is AC 10, and has 5 hit points. Hetep will usually transform to demon form and perform a Coup De Grace (automatic critical) on the victim the next round.

More Despicable Cultists (level 2)

	
	1
	2
	3
	4
	5
	6
	7

	HD
	2d6-2
	2d6-4
	2d6-2
	2d6
	2d6
	2d6
	2d6+8

	Hp
	10
	7
	10
	15
	12
	11
	19

	Init
	+1
	0
	+4
	+1
	+1
	+5
	0

	AC
	11
	10
	10
	11
	11
	11
	10

	Melee Atk
	+2
	+3
	+2
	+2
	+2
	+2
	+3

	Ranged Atk
	+3
	+2
	+2
	+3
	+3
	+3
	+2

	Fort
	+3
	+3
	+2
	+3
	+3
	+3
	+7

	Ref
	+1
	0
	0
	+1
	+1
	+1
	0

	Will
	-4
	-2
	-2
	-1
	0
	0
	-1

	Str
	11
	12
	11
	10
	9
	10
	12

	Dex
	12
	10
	10
	13
	13
	12
	11

	Con
	9
	7
	9
	10
	11
	10
	18

	Int
	10
	12
	11
	13
	13
	13
	11

	Wis
	4
	7
	7
	8
	10
	11
	9

	Cha
	7
	8
	9
	8
	6
	9
	6

	Weapon
	Cult Club
	Short Sword
	Knife
	Short Sword
	Cult Club
	Short Sword
	Knife

	Feats
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Great Fortitude
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons, Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons, Improved Initiative
	Weapon Proficiency (Melee weapons), Toughness


Skills (Base only): Cthulhu Mythos +2, Hide +3, Listen +4, Move Silently +3, Spot +4.

Warren Besart

To find Besart:

   Gather Information DC 20

      With plausible explanation: +4 diplomatic bonus

When talking to Abou, the Sense Motive check to detect his lying is DC 15.

To identify Besart, Spot DC 20, or Knowledge (Anthropology) DC 12.

To identify his hashish: Knowledge (Pharmacy) DC 8, Knowledge (Natural History) DC 15, Wilderness Lore DC 10, or Knowledge (Botany) DC 12.

Warren Besart

Male 2nd level; HD 2d6-2; hp 8; Init -2; Spd 30 ft; AC 8; Atk -3 melee or -1 ranged; SV Fort +2, Ref 0, Will +3; Str 4, Dex 7, Con 8, Int 13, Wis 10, Cha 6, SAN 5.

Skills: Cthulhu Mythos +2, Diplomacy +2, Drive +2, Knowledge (Accounting) +4, Knowledge (Archaeology) +5, Knowledge (Hashish) +6, Knowledge (Law) +4, Knowledge (Psychology) +4, Sense Motive +4, Speak Other Language (Arabic) +5, Speak Other Language (English) +5.

Feats: Lightning Reflexes, Toughness

Nigel Wassif

Information from The Cairo Bulletin

To find the “best item”, Research DC 10.

To reveal the background calendar page in the “Miss Masters Prepares for a Camera Safari in Kenya”, Spot DC 22.

A Diplomacy check DC 15 will let Wassif pay the equivalent of $5 per news story.

Nigel Wassif

Male 3rd level; HD 3d6+3; hp 14; Init 0; Spd 30ft; AC 10; Atk +1 melee or +1 ranged; SV Fort +4, Ref +1, Will +5; Str 11, Dex 11, Con 13, Int 15, Wis 15, Cha 13, SAN 75.

Skills: Craft (Gossip) +11, Craft (Polo) +8, Craft (Tennis) +5, Diplomacy +6, Drive +4, Knowledge (Accounting) +5, Knowledge (Archaeology) +3, Knowledge (History) +4, Knowledge (Law) +3, Knowledge (Psychology) +5, Research +5, Ride +5, Sense Motive +8, Speak Other Language (Arabic) +7, Speak Other Language (French) +6, Spot +5.

Feats: Wealth (x2), Skill Emphasis: Craft (Gossip)

Dr. Ali Kafour

Vault Walls: Hardness 8, hp 540, Break DC 50. Vault Doors: Hardness 10, hp 200, Break DC 40. Open Locks DC 45.

Personal safe: Hardness 10, hp 60, Break DC 30. Open Locks DC 35.

Seal of Isis (page 147 in Call of Cthulhu rule book) cast over the entire collection.

Getting access to Dr. Kafour’s collection: Diplomacy Check DC 25. Apply modifiers as necessary.

Dr. Ali Kafour

Male 6th level; HD 6d6+12; hp 35; Init +1; Spd 30ft; AC 11; Atk +1 melee or +4 ranged; SV Fort +6, Ref +3, Will +7; Str 7, Dex 13, Con 14, Int 18, Wis 16, Cha 15, SAN 70.

Skills: Concentration +10, Cthulhu Mythos +3, Diplomacy +12, Drive +3, Gather Information +8, Knowledge (Anthropology) +7, Knowledge (Archaeology) +15, Knowledge (Astronomy) +5, Knowledge (Egyptian History) +15, Knowledge (Geology) +5, Knowledge (Law concerning Antiquities) +10, Knowledge (Occult) +9, Move Silently +5, Research +14, Sense Motive +11, Speak Other language (Coptic) +5, Speak Other Language (Demotic Egyptian) +7, Speak Other Language (Egyptian Greek) +6, Speak Other Language (English) +8, Speak Other Language (French) +10, Speak Other Language (Hebrew) +7, Speak Other Language (Latin) +5,  Spellcraft +10, Spot +8.

Feats: Wealth, Skill Emphasis: Knowledge (Archaeology), Skill Emphasis: Knowledge (Egyptian History), Skill Empahasis: Research

Spells: Chant of Thoth, Seal of Isis, Voice of Ra.

The Black Cat

To find Vanheuvelen, Gather Information DC 16.

Getting Vanheuvelen to talk: Diplomacy DC 8 (+3 bonus if the PCs offer to buy him drinks and dinner), Intimidate DC 12.

Vanheuvelen’s scrolls (in Dutch): Examination period 2d6 days, Sanity cost 1/1d4. Cthulhu Mythos +1 rank. Spells: Contact Bast, Summon/Bind Cat, Summon/Bind Crocodile.

The Black Rites of Luveh-Keraph

Egyptian Hieroglyphics. Examination Period: 2d10 weeks, Sanity Cost 1d6/2d6, Cthulhu Mythos +2 ranks. Spells: Contact Deity (Bast), Summon/Bind Cat, Contact Deity (Nyarlathotep, “Faceless sphinx form”), Contact (Nyarlathotep, “Black Pharaoh”), Contact Ghoul, Contact Sebek, Summon/Bind Crocodile.

A Plague of Cats

Spot cats: Spot DC 15

The Temple of Bast

To find the temple: Search DC 25, Wilderness Lore DC 18. With Vanheuvelen’s directions, +2 knowledge bonus. Animal Empathy DC 10 to get the idea of following a cat. Following a cat provides a +4 competence bonus. With Vanheuvelen’s presence, provide the PCs with a +6 foreknowledge bonus.

To identify the statue as being that of Bast: Knowledge (Archaeology) DC 13, Knowledge (Anthropology) DC 16. To find the drawer between the feet, Search DC 18, Spot DC 23.

Resolutions

Persuading Vanheuvelen to return the scrolls is a Diplomacy check, DC 25. Subtract 1 from the difficulty each time he’s been attacked by a cat of some sort. Provide the PCs with a +2 knowledge bonus if they explain to Vanheuvelen the story behind Neris and Bast.

Janwillem Vanheuvelen

Male 2nd level; HD 4d6; hp 12; Init +1; Spd 30ft; AC 11; Atk +2 melee or +3 ranged; SV Fort +2, Ref +4, Will +4; Str 11, Dex 12, Con 11, Int 14, Wis 12, Cha 12, SAN 51.

Skills: Diplomacy +6, Knowledge (Anthropology) +5, Knowledge (Archaeology) +6, Knowledge (Egyptology) +5, Knowledge (History) +3, Listen +5, Ride (Camel) +5, Research +4, Speak Other Language (Arabic) +3, Speak Other Language (Egyptian Hieroglyphs) +4, Speak Other Language (English) +5, Speak Other Language (German) +7.

Feats: Great Fortitude, Endurance

Cats

Tiny Animal; HD ½ d8; hp 2; Init +2 (Dex); Spd 30 ft; AC 22 (+2 size, +10 Dex);  Atk 2 claws +10 melee, bite +5 melee; Dmg Claw 1d2-4, bite 1d3-4, Face 2 ½ ft by 2 ½ ft; Reach 0 ft; SV Fort +2, Ref +10, Will +1; Str 3, Dex 31, Con 10, Int 12, Wis 13, Cha 7; Skills Balance +20, Climb +5, Hide +27, Listen +4, Move Silently +19, Spot +4; Feats Weapon Finesse (claw, bite), Track; CR ½.

Neris

(See pg. 201 for Leopard/Panther feats) Medium-size Shapechanger HD 6d8+12 as human, 6d8+36 in panther or hybrid form; Init +4 as human (+4 dex), +10 as panther or hybrid (+6 dex, +4 Improved Initiative); Spd 30ft (human), 40ft (hybrid), or 50ft (panther); AC 14 (human or hybrid, +4 dex), 17 (panther, +6 dex, +1 natural); Atk +6 melee (human), or +10 melee (panther or hybrid), +9 ranged (humkan only); Dmg Unarmed attack 1d3+1 subdual (human form), bite 1d6+5 (panther or hybrid form only), claw 1d3+5 (panther or hybrid form only); Face 5ft by 5ft; Reach 5ft; SA Pounce, improved grab, rake 1d3+1; SQ Scent, DR 15/silver, Cat Empathy; SV Fort +7 Ref +9 Will +9 (human form), or Fort +13 Ref +11 Will +11 (hybrid or panther); Str 12, Dex 19, Con 14, Int 16, Wis 19, Cha 18 as human, or Str 20, Dex 23, Con 22, Int 12, Wis 19, Cha 22 as hybrid or panther; Skills Animal Empathy +13/+15, Balance +13/+17, Diplomacy +13/NA, Hide +13/+17, Intimidate +9/+11, Listen +11/+15, Move Silently +6/+14, Speak Other Language (Arabic) +8, Speak Other Language (English) +5, Spot +13/+17, Wilderness Lore +8/+12, Feats Track, Run, Blind-Fight (as panther or hybrid only), Martial Artist, Power Attack CR 10, Sanity Loss 0/1d4.

The Clive Expedition

Locating the Clive Expedition: Gather Information DC 18. Vanheuvelen provides a +5 knowledge bonus to such gather information checks.

Noticing that the works have the same sullen stares and silences as the ones at the Shakti plantation: Sense Motive DC 12.

Persuading Winfield that they should be allowed to talk to anyone at the site is a DC 25 diplomacy check. A valid excuse will allow up to a +10 bonus.

Expedition Personalities

Dr. Henry Clive

Male 4th level; HD 4d6+4; Hp 20; Init +1; Spd 30ft; AC 11; Atk +2 melee or +3 ranged; SV Fort +6, Ref +2, Will +8; Str 10, Dex 12, Con 15, Int 16, Wis 19, Cha 13, SAN 0.

Skills: Concentration +8, Cthulhu Mythos +4, Diplomacy +5, Heal +9, Knowledge (Anthropology) +7, Knowledge (Archaeology) +10, Knowledge (Astronomy) +5, Knowledge (Egyptology) +13, Knowledge (History) +6, Knowledge (Law) +4, Knowledge (Occult) +7, Knowledge (Psychology) +4, Research +8, Sense Motive +5, Speak Other Language (Arabic) +8, Speak Other Language (Demotic Egyptian) +10, Spellcraft +8, Spot +10.

Feats: Wealth, Skill Emphasis: Knowledge (Egyptology), Combat Casting

Spells: Call Deity (Azathoth), Call Deity (Cthugha), Contact Ghoul, Contact Deity (Nyarlathotep), Contact Sand Dweller, Contact Deity (Yig), Enchant pipes, Mindblast, Shrivelling, Summon/Bind Hunting Horror, Summon Servitor of the Outer Gods.

Martin Winfield

Male 3rd level; HD 3d6+3; Hp 16; Init +2; Spd 30ft; AC 12; Atk +4 melee or +5 ranged; SV Fort +4, Ref +3, Will +2; Str 13, Dex 15, Con 12, Int 15, Wis 12, Cha 14, SAN 0.

Skills: Bluff +7, Concentration +4, Cthulhu Mythos +3, Drive +7, Innuendo +4, Intimidate +7, Knowledge (Archaeology) +5, Knowledge (Egyptology) +7, Knowledge (Occult) +3, Ride +7, Speak Other Language (Arabic) +8, Speak Other Language (Egyptian Hieroglyphs) +4, Speak Other Language (French) +6, Speak Other Language (German) +3, Spellcraft +6, Tumble +5.

Feats: Weapon Proficiency (Melee Weapons), Weapon Proficiency (Shotgun), Wealth

Spells: Contact Ghoul, Dominate Person, Dred Clutch of Nyogtha, Enchant Pipes, Summon Byakhee.

Agatha Broadmoor

Female 1st level; HD 1d6-1; Hp 5; Init –1; Spd 30ft; AC 9; Atk –4 melee or –1 ranged; SV Fort +1, Ref –1, Will +5; Str 4, Dex 9, Con 8, Int 13, Wis 16, Cha 9, SAN 35.

Skills: Craft (Psychic Arts) +5, Knowledge (Archaeology) +2, Knowledge (Astronomy) +4, Knowledge (Egyptology) +3, Knowledge (Occult) +2, Speak Other Language (Arabic) +3, Speak Other Language (Egyptian Hieroglyphs) +2, Speak Other Language (French) +3.

Feats: Sensitive, Wealth

James Gardner

Male 3rd level; HD 3d6+3; Hp 20; Init 0; Spd 30ft; AC 10; Atk +2 melee or +1 ranged; SV Fort +4, Ref +3, Will +1; Str 12, Dex 10, Con 13, Int 15, Wis 7, Cha 11, SAN 40.

Skills: Bluff +4, Cthulhu Mythos +1, Diplomacy +6,  Intimidate +3, Knowledge (Anthropology) +11, Knowledge (Archaeology) +4, Knowledge (Egyptology) +5, Knowledge (History) +3, Knowledge (Occult) +3, Research +7, Sense Motive +2, Speak Other Language (Arabic) +5, Speak Other Language (Aramaic) +5, Speak Other Language (Assyrian) +3, Speak Other Language (Egyptian Hieroglyphs) +3.

Feats: Wealth, Skill Emphasis: Knowledge (Anthropology), Iron Will

Johannes Sprech

Male 4th level; HD 4d6+12; Hp 30; Init +3; Spd 30ft; AC 13; Atk +4 melee or +6 ranged; SV Fort +7, Ref +4, Will +4; Str 13, Dex 16, Con 16, Int 16, Wis 17, Cha 10, SAN 50.

Skills: Bluff +2, Cthulhu Mythos +1, Diplomacy +3, Drive +5, Hide +4, Intimidate +4, Jump +8, Knowledge (Archaeology) +9, Knowledge (Astronomy) +4, Knowledge (Codes and Ciphers) +7, Knowledge (History) +4, Knowledge (Linguistics) +6, Knowledge (Occult) +10, Listen +5, Move Silently +7, Pilot +4, Ride +5, Sense Motive +4, Speak Other Language (Arabic) +10, Speak Other Language (Egyptian Hieroglyphs) +10, Speak Other Language (English) +6, Speak Other Language (French) +4, Spot +7, Swim +7, Wilderness Lore +4.

Feats: Weapon Proficiency (Pistol), Weapon Proficiency (Thrown Weapon Proficiency), Track

Cultist Guards (1st level)

	
	1
	2
	3
	4
	5
	6

	HD
	1d6
	1d6
	1d6
	1d6-1
	1d6-2
	1d6-5

	Hp
	9
	6
	9
	5
	7
	5

	Init
	+1
	+1
	+1
	+1
	0
	+4

	AC
	11
	11
	11
	11
	10
	10

	Melee Atk
	+2
	+2
	+3
	+2
	+2
	+3

	Ranged Atk
	+2
	+2
	+2
	+2
	+1
	+1

	Fort
	+2
	+2
	+2
	+1
	0
	+1

	Ref
	+1
	+1
	+1
	+1
	0
	0

	Will
	-1
	0
	0
	-2
	-2
	-2

	Str
	12
	13
	14
	13
	13
	15

	Dex
	13
	13
	12
	12
	10
	10

	Con
	10
	11
	10
	9
	7
	9

	Int
	13
	13
	13
	10
	12
	11

	Wis
	8
	10
	11
	4
	7
	7

	Cha
	8
	6
	9
	7
	8
	9

	Weapon
	Cult Club
	Short Sword
	Garrote
	Short Sword
	Cult Club
	Short Sword

	Feats
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Dodge
	Weapon Proficiency (Garrote), Toughness
	Weapon Proficiency (Melee Weapons), Iron Will
	Weapon Proficiency (Melee Weapons, Toughness
	Weapon Proficiency (Melee Weapons, Improved Initiative


Skills (Base): Craft (Yield to Temptation) +4, Cthulhu Mythos +1, Hide +4, Listen +3, Move Silently +4, Speak Other Language(English) +2, Spot +3.

The Horrors Below

Finding one of the entrances is a Search Check, DC 15.

Entrance A

Opening the door: Wis damage 4, Int damage 4, Con damage 4. Deciphering the glyphs is a Speak Other Language (Demotic Egyptian) DC 12, or Speak Other Language (Egyptian Hieroglyphs) DC 18. Determining the right sequence of words is Cthulhu Mythos DC 15.

Entrance B

Trying to climb out without rope or other equipment: Climb DC 28.

Entrance C

Climb DC 28.

Encounters Beneath the Sphinx

(Random encounter table) 5: Provides a slip penalty of –1 to Balance, Climb, Jump, Sleight of Hand, Tumble, and Open Lock skills. Provides a slip bonus of +1 to Escape artist checks.

6: Listen check DC 12

9: Fort save DC 15. Failure causes 1 point subdual damage, and the subject is stunned (pg. 91, Call of Cthulhu d20 book)

10: Spot check DC 8

13: Reflex save, DC 12

14: Spot check DC 15. Picking up the roses, Fort save DC 12, or lose 1d3 hit points from thorns

15: Climb DC 8

16: Reflex save DC 13

17: Spot DC 20, Search DC 14. Reflex save DC 15

Great Chamber of Nyarlathotep

The Leech Pit: Spot DC 15 for the tiny ripples. Balance check to prevent slipping into the pit: DC 10. Pulling off leeches: Heal check DC 12.

Spot for marble steps: DC 18.

The Enormous Hole: Open the gate requires 6 Wis damage, 6 Int damage, 4 Str damage, 4 Con damage.

The Mass Ritual

PCs get a +8 to their hide checks during the ritual.

Foiling the Ressurection of Nitocris

Hitting the mummy’s left knife with Noden’s dagger would be an attack on AC 14. (If the mummy has not been resurrected, a full round action performing a Coup De Grace will automatically succeed)

Spotting Broadmoor’s bonds: Spot DC 13.

All ranged weapons used in the Great Chamber suffer full concealment penalties (50% chance of missing)

Statistics

No statistics are provided for the Black Sphinx, as is usual for Call of Cthulhu d20 deities.

Random Cultists of the Brotherhood (level 1)

	
	1
	2
	3
	4
	5
	6
	7
	8

	HD
	1d6-2
	1d6-2
	1d6-3
	1d6
	1d6
	1d6
	1d6+4
	1d6

	Hp
	7
	7
	6
	6
	6
	6
	10
	9

	Init
	+3
	0
	0
	+5
	+1
	+1
	+4
	+1

	AC
	13
	10
	10
	11
	11
	11
	10
	11

	Melee Atk
	0
	+3
	0
	+2
	0
	+2
	+1
	+3

	Ranged Atk
	+4
	+1
	+1
	+2
	+2
	+2
	+1
	+2

	Fort
	0
	0
	-1
	+2
	+2
	+2
	+2
	+2

	Ref
	+3
	0
	0
	+1
	+1
	+1
	0
	+1

	Will
	+2
	-2
	-2
	-1
	0
	0
	-1
	0

	Str
	9
	15
	8
	12
	9
	10
	11
	14

	Dex
	16
	10
	10
	13
	13
	12
	11
	12

	Con
	7
	7
	5
	10
	11
	10
	18
	10

	Int
	14
	9
	8
	11
	10
	10
	8
	9

	Wis
	14
	7
	7
	8
	10
	11
	9
	10

	Cha
	15
	8
	9
	8
	6
	9
	6
	4

	Weapon
	Knife
	Club
	Short Sword
	Club
	Club, Dagger
	Shortsword
	Knife
	Club

	Feats
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Thrown Weapon s)
	Weapon Proficiency (Melee Weapons), Great Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee weapons), Improved Initiative
	Weapon Proficiency (Melee Weapons), Toughness


Skills (Base): Bluff +1, Cthulhu Mythos +2, Hide +3, Listen +4, Move Silently +3, Speak Other Language (English) +1, Spot +3.

Children of the Sphinx

This is a template that can be added to any character.

Race: Lesser Independent Race

Hit Dice: Increase to d8

Speed: 30 ft

Armor Class: The Child of the Sphinx gains +2 natural armor

Attacks: As normal

Special Attacks: The Child of the Sphinx gains the natural bite attack of the animal it is based on.

Special qualities: Whatever the animal it is based on.

Saves: The Child of the Sphinx’s saves all become good saves.

Ability Scores: +4 to Str, +4 to Con, -2 to Int, -2 to Cha.

Skills: The Child of the Sphinx gains whatever racial bonuses of the animal it is based on.

CR: Base character +2.

Climate/Terrain: Dynastic Egypt, or Beneath the Great Sphinx

Advancement: As base character

Sanity Loss: 0/1d8

Shefira Roash, the Revivified Nitocris

Female 5th level; HD 5d6+10; Hp 36; Init +1; Spd 30ft; AC 11; Atk +3 melee or +3 ranged; SV Fort +6, Ref +4, Will +7; Str 12, Dex 13, Con 15, Int 16, Wis 16, Cha 18, SAN 0.

Skills: Bluff +8, Concentration +8, Craft (Propaganda) +10, Cthulhu Mythos +7, Diplomacy +10, Gather Information +6, Hide +4, Knowledge (Archaeology) +5, Knowledge (Egyptian History) +5, Knowledge (Egyptology) +9, Knowledge (Occult) +10, Knowledge (Pharmacy) +7, Move Silently +8, Sense Motive +9, Spellcraft +9, Speak Other Language (Arabic) +7, Speak other Language (English) +4, Speak Other Language (French) +4, Spot +10.

Possessions: The crown, necklace and girdle provides her with DR 15/--, Circlet of Naja Haji (see below).

Special Attacks: Her nails and daggers are poisoned: Injury DC 17, Initial Damage 3d6 Con, Secondary Damage 3d6 Con. Attacking with her nails or dagger is hence only a touch attack.

Feats: Lightning Reflexes, Trustworthy, Weapon Proficiency (Melee Weapons)

Egyptian Cobra

Use the Small Viper stats from page 200 of the Call of Cthulhu book.

Small Animal; HD 1d8; hp 4; Init +3; Spd 20 ft, climb 20ft, swim 20ft; AC 17; Atk Bite +4 melee; Dmg Bite 1d2-2 plus poison; Face/Reach 5ft by 5ft/5 ft; SA Poison; SQ Scent; SV Fort +2 Ref +5 Will +1; Str 6, Dex 17, Con 11, Int 1, Wis 12, Cha 2; Balance +11, Climb +12, Hide +15, Listen +9, Spot +9; Feats Weapon Finesse (bite), CR ½

Poison: Fort DC 11, Initial and Secondary damage 1d6 temporary Con damage.

Circlet of Naja Haji

Cost of creating an Egyptian cobra: 1 Wis damage, and 1 action. Medium and large Cobras can be created for 2 and 3 Wis damage.

Machinations of the Brotherhood

The Mosque of Ibn Tulun

Asking to speak with the ulama: Diplomacy DC 12. Finding out that they should speak with the nazir: Gather Information DC 10, or Diplomacy DC 18.

Speaking with Zehavi: Diplomacy DC 24, or DC 8 if they mention the Girdle of Nitocris of the Black Pharaoh.

Persuading Zehavi that the PCs are available to help: Diplomacy DC 20.

The Girdle of Nitocris

Iron Door: Hardness 10, Hp 60, DC 28, Open Locks 30.

Tragedy at the Mosque of Tulun

Discovering that Vabreaux has found an odd substance at the scene: Gather Information DC 24, Diplomacy DC 28. Getting an interview with Vabreaux: Diplomacy DC 20, or Bluff DC 15.

Achmed Zehavi

Male 4th level; HD 4d6-12; hp 9; Init +0; Spd 30ft; AC 10; Atk -1 melee or +2 ranged; SV Fort -1, Ref +4, Will +4; Str 5, Dex 10, Con 7, Int 16, Wis 10, Cha 14; SAN 70.

Skills: Cthulhu Mythos +2, Diplomacy +9, Heal +9, Knowledge (Archaeology) +5, Knowledge (Astronomy) +4, Knowledge (History) +7, Knowledge (Koran) +13, Knowledge (Muslim Law) +12, Knowledge (Occult) +4, Speak Other Language (Egyptian Hieroglyphs) +4, Speak Other Language (English) +6, Speak Other Language (French) +7, Spot +7.

Feats: Skill Emphasis: Knowledge (Koran), Skill Emphasis (Muslim Law), Skill Emphasis: Heal

Nessim Efti

Male 4th level; HD 5d6; hp 16; Init –1; Spd 30ft; AC 9; Atk +3 melee or +2 ranged; SV Fort +4, Ref +0, Will +2; Str 10, Dex 8, Con 10, Int 18, Wis 12, Cha 6; SAN 75.

Skills: Cthulhu Mythos +2, Diplomacy +5, Intimidate +5, Knowledge (Archaeology) +5, Knowledge (Astronomy) +5, Knowledge (History) +9, Knowledge (Koran) +13, Knowledge (Medicine) +5, Knowledge (Muslim Law) +13, Spot +8.

Possessions: The Sword of Akmallah, overcomes all DR, regardless of the value.

Five Guardian Ulama (level 1)

	
	1
	2
	3
	4
	5

	HD
	1d6+3
	1d6+3
	1d6
	1d6+1
	1d6+3

	Hp
	9
	12
	6
	7
	9

	Init
	+6
	+1
	0
	0
	-1

	AC
	12
	11
	10
	10
	9

	Melee Atk
	+2
	-3
	+3
	+0
	+1

	Ranged Atk
	+3
	+2
	+1
	+1
	0

	Fort
	+5
	+5
	+2
	+3
	+5

	Ref
	+2
	+1
	+2
	+0
	-1

	Will
	+1
	+1
	+3
	0
	0

	Str
	12
	3
	15
	9
	8

	Dex
	14
	13
	11
	11
	9

	Con
	16
	16
	11
	13
	16

	Int
	10
	15
	9
	14
	13

	Wis
	12
	13
	17
	10
	11

	Cha
	14
	9
	11
	8
	12

	Weapon
	Scimitar
	Scimitar
	Scimitar
	Scimitar
	Scimitar

	Feats
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Lightning Reflexes
	Weapon Proficiency (Melee Weapons), Alertness
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapon s)


Skills (base only): Knowledge (Koran) +4, Knowledge (Muslim Law) +4, Spot +3, Listen +3, Intimidate +4.

Nyiti of El Wasta

Finding Nyiti: Gather Information DC 18

Identifying the rush basket: Knowledge (Occult) DC 15, Knowledge (Arcaeology) DC 18. Identifying the slab of white stone: Knowledge (Archaeology) DC 15, Knowledge (Geology) DC 10. To bring it into the sun, Spot DC 15.

To identify the symbol: Knowledge (Occult) DC 18.

Into the Sanctum

The Bent Pyramid

Bribing the guards: Diplomacy DC 18, with each $10 value of the gift adding a +1 to the PC’s roll.

Finding the secret door: Spot DC 8

Nyarlathotep’s Sanctum

Recognizing the room: Knowledge (Occult) DC 10, or Cthulhu Mythos DC 12. (Only if “Life as a God” has been read)

Reading the raised inscriptions on the Bas-Relief: Cthulhu Mythos DC 10 (in Egyptian Hieroglyphs—language rules apply!)

Use of Craft (Photography) inside the room is a DC 20 task.

To understand the planetary positions chart, the PC must make Knowledge (Astronomy) DC 10, and Knowledge (Occult) DC 12 rolls.

Understanding the arcane symbols bordering the hemispheric map: Cthulhu Mythos DC 10.

Kenya

Story Goals

1.
Surviving the attacks of the Fire Vampires

2.
Identifying the links between Ahja Singh and the shipments to Shanghai, London, Egypt, and Australia

3.
Preventing the fire set by Tandoor Singh

4.
Meeting Johnstone Kenyatta

5.
Dealing with Tandoor Singh

6.
Recovering the Cthaat Aquadingen

7.
Surviving any attacks by the small ghouls

8.
Freeing the area around the game lodge of ghouls

9.
Meeting Old Bundari

10.
Finding Hypatia Masters

11.
Watching the ritual of the Spawn’s birth

12.
Surviving any attack by M’Weru, her body guards, or the Spawn

Mombasa

Spotting Tandoor Singh is a DC 18 spot check. (This is the equivalent of Singh taking 10 on hide)

Ahja Singh

Locked Iron safe: Hardness 10, Hp 65, Break DC 35. Open Lock DC 35

Inside the safe: The ledger is kept in Hindustanic (Hindi). Knowledge (Accounting) DC 13 to decipher the non-Hindi addresses (no language penalties apply)

Four Equal-Opportunity Thugs, Hirelings of Ahja Singh (level 2)

	
	Indian
	African
	Irishman
	Arab

	HD
	2d6+2
	2d6+2
	2d6+4
	2d6+8

	Hp
	13
	13
	16
	20

	Init
	+2
	+5
	+1
	0

	AC
	12
	11
	11
	10

	Melee Atk
	+4
	+5
	+4
	+4

	Ranged Atk
	+4
	+3
	+3
	+2

	Fort
	+4
	+4
	+5
	+6

	Ref
	+2
	+1
	+1
	0

	Will
	+1
	+0
	+0
	0

	Str
	14
	16
	15
	15

	Dex
	14
	13
	12
	11

	Con
	13
	12
	14
	18

	Int
	10
	11
	11
	14

	Wis
	12
	11
	11
	10

	Cha
	9
	12
	10
	13

	Weapon
	Blackjack
	Knife
	Unarmed
	Knife (x2)

	Feats
	Weapon Proficiency (Melee Weapons), Dodge
	Weapon Proficiency (Melee Weapons), Improved Initiative
	Martial Artist, Toughness
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Thrown Weapons)


Skills (base): Diplomacy +3, Hide +4, Listen +4, Move Silently +5, Speak Other Language (Arabic) +2, Speak Other Language (English) +2, Speak Other Language (Hindustani) +2, Speak Other Language (Swahili) +2, Spot +5.

On the Ugandan Railway

Remembering the fire buckets and other fire-fighting devices: Spot DC 18, or Craft (firefighting) DC 8. 

Fire Vampires

(See pg. 166 of the Call of Cthulhu rulebook) Diminutive Abberation (Lesser Servitor Race) (Fire) HD 2d8; hp 14, 11; Init +3; Spd Fly 10ft (perfect); AC 17; Atk Touch +0 melee; Dmg Touch 1d6 fire +1d4 Con absorption; Face/Reach 1 ft by 1ft/0ft; SA Fire touch, spells, steal essence; SQ DR 20/+1, darkvision 60ft, fire subtype, conflagaration, immunities; SV Fort +9, Ref +3, Will +6; Str 1, Dex 16, Con 10, Int 10, Wis 16, Cha 17; Hide +20, Listen +8, Move Silently +8, Search +2, Spot +8; CR 3; Sanity loss 0/1d4

Nairobi

Natalie Smyth-Forbes

Female 2nd level; HD 2d6-2; hp 8; Init 0; Spd 30ft; AC 10; Atk –1 melee or +1 ranged; SV Fort –1, Ref +3, Will +4; Str 6, Dex 11, Con 8, Int 14, Wis 13, Cha 12; SAN 65.

Skills: Craft (Printing) +5, Diplomacy +6, Drive +3, Gather Information +6, Knowledge (Accounting) +7, Knowledge (History) +6, Knowledge (Law) +4, Knowledge (Occult) +6, Ride +5, Search +4, Sense Motive +4, Speak Other Language (Swahili) +4, Spot +6.

Feats: Wealth (x2)

Other Nairobi Contacts

Sam Mariga

Male 3rd level; HD 3d6+6; hp 22; Init +1; Spd 30ft; AC 11; Atk +6 melee or +4 ranged; SV Fort +5, Ref +2, Will +4; Str 16, Dex 13, Con 15, Int 13, Wis 17, Cha 13; SAN 50.

Skills: Climb +9, Cthulhu Mythos +2, Heal +7, Hide +3, Knowledge (Occult) +4, Listen +8, Move Silently +5, Perform (Sing) +6, Sense Motive +6, Speak Other Language (English) +4, Speak Other Language (Luo) +4, Speak Other Language (Swahili) +6,  Swim +6, Wilderness Lore +9.

Feats: Track, Weapon Proficiency (Melee Weapons) Martial Artist

Neville Jermyn

A sense motive DC 12 will suggest that this man is odd.

Identifying the mythos piece in Neville’s home: Knowledge (Occult) DC 18, Cthulhu Mythos DC 15. (This is in addition to a search DC 12)

Male 1st level; HD 1d6-2; hp 7; Init –1; Spd 30ft; AC 9; Atk –1 melee or –1 ranged; SV Fort +0, Ref –1, Will +2; Str 8, Dex 8, Con 6, Int 13, Wis 10, Cha 10; SAN 15.

Skills: Cthulhu Mythos +1, Diplomacy +4, Knowledge (Anthropology) +3, Knowledge (Archaeology) +4, Knowledge (History) +2, Knowledge (Law) +4, Knowledge (Occult) +2, Research +5, Ride +3, Speak Other Language (Swahili) +8.

Feats: Skill Emphasis: Speak Other Language (Swahili), Toughness

Dr. Horace Starret

Male 1st level; HD 1d6+1; hp 7; Init +1; Spd 30ft; AC 11; Atk –2 melee or +1 ranged; SV Fort +3, Ref +1, Will –1; Str 6, Dex 12, Con 12, Int 13, Wis 5, Cha 9; SAN 70.

Diplomacy +3, Drive +2, Heal +4, Knowledge (Anthropology) +2, Knowledge (Chemistry) +4, Knowledge (History) +5, Knowledge (Law) +3, Knowledge (Medicine) +5, Perform (Doctrine and Life) +3, Sense Motive +1, Speak Other Language (Swahili) +5, Spot +1.

Feats: Skill Emphasis: Heal, Skill Emphasis: Perform (Doctrine and Life)

Betram “Nails” Nelson

Male 3rd level; HD 3d6+3; hp 18; Init +1; Spd 30ft; AC 11; Atk +5 melee or +4 ranged; SV Fort +4, Ref +2, Will –2; Str 15, Dex 13, Con 13, Int 11, Wis 6, Cha 7; SAN 30.

Skills: Climb +5, Demolitions +4, Hide +7, Jump +4, Listen +3, Move Silently +6, Speak Other Language (Kikuyu) +1, Speak Other Language (Luo) +2, Speak Other Language (Masai) +1, Speak Other Language (Nandi) +1, Speak Other Language (Swahili) +5, Spot +3, Swim +4.

Tandoor Singh

Use Singh’s Spot to oppose any PC’s attempt to stake out Tandoor Singh’s place.

Snooping at Singh’s

Padlocks at teahouse: Hardness 10, hp 10, Break DC 23. Open Locks 20

The Cellar of Tandoor Singh

Depressions in the floor: Spot DC 15

Stone cabinet padlock: Hardness 10, hp 20, Break DC 28. Open Locks 22

Incense cones: For unburned cones: Spot DC 18. Weight ½ lb.; Study Time 1d6days; Cthulhu Mythos +1 rank; Sanity loss 1d3/1d10.

Cthaat Aquadingen: Hindi. Examination period 1d10+1 weeks (DC 23), Sanity loss 1d8 initial and 2d8 upon completion. Cthulhu Mythos +2 ranks. Spells: Animal Form, Cloak of Fire, Cause Fear, Dismissal, Healing Touch, Shrivelling, Wrack, Strike Blind, Summon/Bind Fire Vampires, Voorish Sign.

Strike Blind

Components: V, S

Cost: 3 Str damage and 1d6 Sanity points

Casting Time: 1 action

Range: Close (100ft + 10ft/level)

Target: One living creature

Duration: Instantaneous

Saving Throw: Fortitude Negates

You channel darkness into the target’s eyes, blinding the target permanently. (See blindness rules on pg. 91 of the Call of Cthulhu rulebook)

Tandoor Singh

Male 3rd level; HD 3d6; hp 10; Init +2; Spd 30ft; AC 12; Atk +0 melee or +3 ranged; SV Fort +3, Ref +5, Will +5; Str 8, Dex 15, Con 10, Int 15, Wis 19, Cha 12; SAN 0.

Skills: Concentration +5, Craft (Chess) +7, Cthulhu Mythos +3, Diplomacy +9, Hide +6, Intimidate +6, Knowledge (Accounting) +4, Knowledge (Pharmacy) +5, Listen +8, Move Silently +5, Sense Motive +5, Speak Other Language (English) +5, Speak Other Language (Hindi) +5, Speak Other Language (Kikuyu) +3, Speak Other Language (Swahili) +5, Speak Other Language (Urdu) +3, Spellcraft +7, Spot +6.

Feats: Weapon Proficiency (Melee Weapons), Wealth, Skill Emphasis: Diplomacy

The Lodge

The Burial ground

Finding it: Wilderness Lore DC 18, Search DC 25.

Climbing into the burrows: Climb DC 15.

Colonel Sir Henry Endicott

Male 2nd level; HD 2d6+2; hp 11; Init –1; Spd 30ft; AC 9; Atk +4 melee or +1 ranged; SV Fort +4, Ref –1, Will –1; Str 14, Dex 9, Con 12, Int 11, Wis 10, Cha 10; SAN 50.

Skills: Diplomacy +5, Disable Device +5, Intimidate +5, Move Silently +4, Perform (Bluster) +5, Perform (Leer) +5, Wilderness Lore +5.

Feats: Weapon Proficiency (Elephant Gun), Track

Silent Joe

Male 1st level; HD 1d6; hp 6; Init +1; Spd 30ft; AC 11; Atk +1 melee or +2 ranged; SV Fort +2, Ref +1, Will +2; Str 10, Dex 13, Con 11, Int 15, Wis 14, Cha 12; SAN 70.

Skills: Craft (Cook and Clean) +5, Diplomacy +5, Drive +5, Hide +5, Knowledge (Chemistry) +3, Knowledge (Nature) +6, Listen +6, Operate Heavy Machinery +5, Repair +5, Speak Other Language (English) +4, Speak Other Language (Nandi) +4, Speak Other Language (Swahili) +3, Wilderness Lore +6.

Feats: Track, Weapon Proficiency (Rifles)

Small Ghouls

(see pg. 169 of the Call of Cthulhu rulebook) Small Undead; HD 1d12; hp 7; Init +1; Spd 30ft; AC 15; Atk 2 claws +3 melee, bite –2 melee; Dmg Claw 1d4+1, bite 1d3; Face 5ft by 5ft; Reach 5ft; SA Improved grab, worry; SQ undead; SV Fort +0, Ref +1, Will +3; Str 15, Dex 13, Con--, Int 10, Wis 10, Cha 13; Climb +4, Concentration +3, Hide +6, Listen +7, Move Silently +6, Search +5, Spot +7; Alertness; CR 2; Sanity 0/1d6.

To understand the presence of infanticide: Knowledge (Anthropology) DC 13, Knowledge (History) DC 16.

Old Bundari

Sense Motive DC 12 allows PCs to realize that their guide is on the edge.

Convincing Okomu that the PCs deserve to speak to Bundari: Diplomacy DC 15.

Identifying warding symbols into the roof and dirt floor: Knowledge (Occult) DC 15. To identify the ones related to the outer gods, Cthulhu Mythos DC 18.

Old Bundari

Male 3rd level; HD 3d6+12; hp 26; Init +1; Spd 30ft; AC 11; Atk –3 melee or +2 ranged; SV Fort +7, Ref +4, Will +8; Str 3, Dex 12, Con 18, Int 13, Wis 25, Cha 14; SAN 50.

Skills: Concentration +8, Cthulhu Mythos +3, Diplomacy +8, Heal +10, Hide +6, Knowledge (Medicine) +5, Knowledge (Occult) +7, Move Silently +4, Psychic Focus +13, Speak Other Language (English) +3, Speak Other Language (Swahili) +5, Spellcraft +5, Spot +10, Wilderness Lore +8.

Feats: Sensitive, Biofeedback Trance, Remote Viewing, Track

Spells: Power of Nyambe, Cast Out Devil, Earthly Serenity, Healing Touch, Journey to the Other Side, Seek the Lost, Speak with Bird/Speak With Snake.

Note: Bundari does not pay sanity costs for any of his magic.

New Spells

Earthly Serenity

Components: V, S

Cost: 2 Wis damage

Casting Time: 1 full round

Range: Close (25ft + 5ft/2 levels)

Targets: One person

Duration: 1 hour

Saving Throw: Will negates (harmless)

This spell deadens the recipient to pain, or eliminates a period of sanity for 1 hour.

Seek The Lost

Components: S

Cost: 1 Str damage

Casting Time: 1 minute

Range: Circle centered on caster, radius Long (400ft + 40ft/ level)

Targets: One object

Duration: 10 minutes

Saving Throw: None

This spell adds +10 to the search check for the caster to find the lost object.

Speak with Bird/Speak with Snake

Components: V, S

Cost: 1 Int damage

Casting time: 1 full round

Range: Personal

Duration: 3 minutes/level

This spell enables the caster to speak with birds or snakes that he/she comes across.

Journey to the Other Side

Components: V, S, M

Cost: 15 Wis damage

Casting time: 1 day

Range: Personal

Duration: 1d6+3 hours

This spell sends the caster’s spirit to another plane, possibly even to the location of a Cthulhu Mythos deity. It costs no sanity to cast, but visiting a Cthulhu Mythos deity may result in large sanity losses from the experience!

Bundari’s Gifts

The Fly Whisk

This has three functions for the wielder:

1.
+3 inherent bonus to Will saves.

2.
+5 inherent bonus to search/spot checks when finding evil.

3.
+3 language bonus to deciphering Mythos tomes (Does not assist in learning spells)

Weight: 1 lb. Study Time: 3d6 days

The Chameleon

PCs must spend 2 hours a day catching flies to feed Who. This can be reduced to 1 hour a day with a DC 15 Wilderness Lore check.

Huge Magical Beast

Hit Dice: 11d8+66 (115hp)

Initiative: +1 (Dex)

Speed: 30ft

AC: 17 (-2 size, +1 Dex, +8 natural)

Attacks: Tongue Lash +12 ranged 40ft, Foot Smash +5 melee

Damage: Tongue lash 1d6+7, Foot smash  2d6+7

Face/Reach: 10 ft by 20ft/10ft

SA: Improved Grab, Swallow

SQ: Disappears when done

Saves: Fort +10, Ref +8, Will +5

Abilities: Str 25, Dex 12, Con 23, Int 3, Wis 14, Cha 7

Skills: Spot +6, Listen +6

CR 8

Improved Grab: A successful tongue lash will deal normal damage and starts a grapple with the target. (See pg. 78 and 91 of the Call of Cthulhu rulebook for the rule son grappling and grappled creatures)

Swallow: The round after Who successfully grabs the target, the target must make a strength vs. strength check or be automatically dragged into Who’s stomach and die. (This is a full round action for Who, so it can only swallow victims every other round)

The Mountain of the Black Wind

Ndovu Village

Gathering gossip is a DC 15 gather information check.  Modify as appropriate depending on how discrete the PCs have been.

The Corrupt Ground

To understand that nothing natural could have done this to the land: Knowledge (Biology) DC 12, Knowledge (Geology) DC 12, Knowledge (Natural History) DC 12.

The Mountain of the Black Wind

Finding the hidden entrance to the cavern: Wilderness Lore DC 15, or Spot DC 25.

Marine Chronometer: Spot DC 25, Search DC 18.

Secret Panel: Search DC 20, Spot DC 28. Finding the panel: Search DC 15, Knowledge (Archaeology) DC 12.

Cell: Hardness 10, hp 70, Break DC 28, Open Lock DC 30.

The Great Temple of Nyarlathotep

Columns: to detect the writing, Spot check DC 12.

Altar stone: Knowledge (Geology) DC 15 to know it is not earthly stone. Touching the stone allows magic points to be used as per Power of Nyambe, but with 300 points in reserve! San cost per touch 0/1d2. Breaking off the stone: Hardness 8, hp 90, Break DC 35. Smart players would use Craft (Masonry) at DC 15 to break off appropriate pieces.

Sacrificial pits: Statistics for rats are to be found on pg. 200 of the Call of Cthulhu rulebook. If an investigator approaches the pit, he must make a reflex save DC 14 or be bitten.

Bone pile:  identifying the skeletons as human: Knowledge (biology) DC 8, Knowledge (natural history) DC 10.

Agents of Evil at the Mountain

M’Weru

Female 7th level; HD 7d6+35; hp 63; Init +3; Spd 30ft; AC 13; Atk +3 melee or +6 ranged; SV Fort +7, Ref +8, Will +9; Str 10, Dex 16, Con 20, Int 17, Wis 19, Cha 18; SAN 0.

Skills: Bluff +14, Concentration +14, Craft (Incite Frenzy) +16, Cthulhu Mythos +7, Diplomacy +14, Hide +10, Intimidate +14, Knowledge (Occult) +7, Move Silently +13, Speak Other Language (English) +7, Speak Other Language (Kikuyu) +12, Speak Other Language (Luo) +7, Speak Other Language (Masai) +7, Speak Other Language (Nandi) +7, Spellcraft +10, Spot +8.

Feats: Skill Emphasis: Craft (Incite Frenzy), Combat Casting, Skill Emphasis: Concentration

Mythos spells: Call Cthuga, Contact Chthonian, Contact Deity (Nyarlathotep), Contact Sand-Dweller, Contact Deity (Yig), Black Binding, Dominate Person, Dread Clutch of Nyogtha, Dread Curse of Azathoth, Enchant Pipes, Fist of Yog-Sothoth, Hands of Colubra, Mindblast, Power Drain, Send Dreams, Shriveling, Summon/Bind Byakhee, Summon Dark Young of Shub-Niggurath, Summon/Bind Hunting Horror, Voorish Sign.

Tribal Spells: Bind Driver Ant Column, Bind Green Mamba, Bind Leopard, Bind Monkey Spider, Bind Rat.

(For the Tribal bind spells, use the Summon/Bind Creature spell on pg. 149 of the Call of Cthulhu rulebook)

M’Weru’s Bodyguards

Male 3rd level; HD 3d6+12; hp 28; Init +3; Spd 30ft; AC 13; Atk +7 melee or +6 ranged; SV Fort +7, Ref +4, Will +2; Str 18, Dex 17, Con 18, Int 8, Wis 13, Cha 10; SAN 0.

Skills: Climb +10, Hide +9, Jump +10, Listen +5, Move Silently +7, Speak Other Language (English) +1, Swim +7, Tumble +8, Wilderness Lore +7.

Feats: Weapon Proficiency (Melee Weapons), Weapon Proficiency (Thrown Weapons), Power Attack.

The Spawn of Nyarlathotep (orange), Monstrous Aspect

Huge Aberration

Hit Dice: 5d10+35 (hp 62)

Initiative: +0

Speed: 20ft

Armor Class: 18 (-2 size, +10 natural)

Attacks: Crimson Tentacle +5 ranged, 7 claws +11 melee, 5 maws +6 melee, Eye ray +6 ranged (10 ft increment, 30ft maximum range)

Damage: Crimson Tentacle 1d10, claws 2d6+10, maws 1d20 +10, Eye ray 1d10

Face/Reach: 10ft by 20ft/10ft

Special Attacks: Bulk Smash

Special Qualities: None

Saves: Fort +10, Ref +3, Will +20

Abilities: Str 30, Dex 10, Con 25, Int 43, Wis 50, Cha 20

Skills: Listen +5, Spot +5

CR: 8

Sanity Loss: 1d6/1d20

Bulk Smash: As a full round action, the Spawn may perform an over-run. Treat this as a Bum’s rush (see pg. 78 of the Call of Cthulhu rules), but any victims must make a Str vs. Str check to avoid being knocked down. If multiple victims are being smashed, they may aid one another (each additional victim adds +2 to the strongest victim’s strength) if they are next to each other. If the victim is knocked down and crushed, he/she suffers 3d6+7 damage. In addition, a Fort save DC 12 must be made, or additional radiation burn damage (2d6) will be taken.

The Spawn (white), taking after mother

Female 4th level; HD 4d6+16; hp 33; Init +2; Spd 30ft; AC 12; Atk +1 melee or +4 ranged; SV Fort +8, Ref +3, Will +24; Str 9, Dex 15, Con 19, Int 43*, Wis 50, Cha 20; SAN 0.

* The enormous Int has no effect on skills, since the spawn is not really human.

Skills: Concentration +15, Craft (Tennis) +5,  Craft (Photography) +9, Diplomacy +8, Drive +9, Knowledge (History) +4, Knowledge (Law) +4, Research +6, Ride +8, Speak Other Language (Egyptian Hieroglyphs) +2, Speak Other Language (French) +5, Speak Other Language (Italian) +4, Speak Other Language (Latin) +4, Speak Other Language (Swahili) +3, Spellcraft +20, Swim +7.

Feats: Weapon Proficiency (Melee Weapons), Combat Casting, Dodge

Australia

Story Goals in Australia

1.
Enlisting the help of Dr. Dodge

2.
Linking the Sand Bat Cult to the assault on MacWhirr’s party

3.
Linking Toddy Randolph with the Sand Bat Cult

4.
Surviving any attacks from Mortimer’s Gang

5.
Sending Buckley’s Ghost to Rest

6.
Surviving any attacks in the Death Camp

7.
Surviving the Koori Ambush

8.
Entering the City beneath the Sands

9.
Surviving any Flying Polyp attacks

10.
Finding a lightning gun

11.
Finding the cavern of the Mimis

12.
Surviving any attacks by the Guardians of the Sand Bats

13.
Restoring memories to the zombified miners

14.
Surviving any attacks in Huston’s HQ

15.
Uncovering Dr. Huston’s secret plans

16.
Successfully preventing Nyarlathotep from being summoned

17.
Freeing Kakakatak

Average Cultist of Sand Bat

Male 1st level; HD 1d6+1; hp 7; Init +1; Spd 30ft; AC 11; Atk +3 melee or +2 ranged; SV Fort +3, Ref +1, Will +0; Str 14, Dex 13, Con 12, Int 8, Wis 10 Cha 8; SAN 0.

Skills: Climb +4, Cthulhu Mythos +2, Hide +5, Jump +4, Listen +5, Move Silently +5, Spot +4.

Feats: Martial Arts, Weapon Proficiency (Pistols)

Weapons: .45 Revolver

Average Acolyte of Sand Bat

Male 3rd level; HD 3d6+3; hp 16; Init +1; Spd 30ft; AC 11; Atk +3 melee or +2 ranged; SV Fort +4, Ref +2, Will +5; Str 14, Dex 13, Con 12, Int 11, Wis 14, Cha 8; SAN 0.

Skills: Climb +5, Concentration +7, Cthulhu Mythos +3, Hide +6, Jump +5, Listen +9, Move Silently +7, Sense Motive +8, Spellcraft +6 Spot +9. 

Feats: Weapon Proficiency (Melee Weapons), Weapon Proficiency (Pistols), Alertness

Spells: Contact Deity (Nyarlathotep), Shrivelling, Voorish Sign

Dr. David Dodge

Male 4th level; HD 4d6+12; hp 30; Init +1; Spd 30ft; AC 11; Atk +5 melee or +3 ranged; SV Fort +7, Ref +2, Will +6; Str 16, Dex 13, Con 17, Int 17, Wis 11, Cha 12; SAN 70.

Skills: Bluff +6, Climb +6, Craft (Navigate) +6, Diplomacy +7, Drive +4, Jump +7, Knowledge (Anthropology) +4, Knowledge (Archaeology) +10, Knowledge (History) +5, Knowledge (Koori Lore) +7, Listen +6, Move Silently +5, Research +7, Sense Motive +4, Speak Other Language (Arabic) +8, Speak Other Language (Greek) +6, Speak Other Language (Pidgin English) +4, Spot +5, Wilderness Lore +7.

Feats: Weapon Proficiency (Pistols), Wealth, Iron Will

Other Stops in Sydney

The Australian Museum: Cthulhu Mythos DC 15 to recall that Nylarthotep has the Haunter of the Dark or the Fly-the-Light form. Ancient stone blocks with odd carvings: Cthulhu Mythos DC 19 to identify as being from R’lyeh.

State Library: Diplomacy Check DC 13 to use the library. Research DC 15 to yield the information about the city beneath the desert.

Darwin

Rumors:

o
Kooris worshipping a bat-god: Gather Information DC 18

o
Someone’s actually seen the bat-god: Gather Information DC 20

o
A white madman leading the bat cult: Gather Information DC 22

o
Buddai: Gather Information DC 15, DC 22 to trace it to Johnny Bigbush

The Randolph Shipping Company

Spot DC 18 to see the crate addressed to the Penhew foundation.

Knocking the crate down to the mud: Bluff DC 13, Dex check DC 14

Door: Hardness 5, hp 10, Break DC 15. Open Locks DC 20.

Randolph’s locked desk: Hardness 5, hp 5, Break DC 12, Open Locks DC 20.

To read the ledger: Knowledge (Accounting) DC 5.

Device of Rods Wheels Mirrors: Weight 10 lbs, Study Time: 1d4 days. Recovering previous memories spent as part of the Great Race: Will save DC 15.

Toddy Randolph

Male 2nd level; HD 2d6+2; hp 12; Init +0; Spd 30ft; AC 10; Atk +3 melee or +2 ranged; SV Fort +4, Ref +0, Will +0; Str 13, Dex 11, Con 12, Int 12, Wis 10, Cha 11; SAN 24.

Skills: Bluff +4, Craft (paperwork) +6, Diplomacy +5, Hide +2, Intimidate +2, Knowledge (Accounting) +4, Listen +1.

Feats: Wealth, Weapon Proficiency (Pistols)

Billy Burraglong

Male 2nd level; HD 2d6+6; hp 14; Init +3; Spd 30ft; AC 13; Atk +4 melee or +5 ranged; SV Fort +3, Ref +3, Will +3; Str 15, Dex 17, Con 16, Int 9, Wis 10, Cha 9; SAN 0.

Skills: Climb +5, Drive +4, Hide +8, Jump +6, Knowledge (Koori Lore) +3, Listen +5, Move Silently +8, Sense Motive +2, Spot +4, Wilderness Lore +5.

Feats: Track, Weapon Proficiency (Thrown Weapons)

Spells: Contact Deity (Nyarlathotep), Power Drain, Shrivelling or Voorish Sign.

Port Hedland

Sense Motive DC 12 shows that McKenzie is telling the truth.

Cuncudgerie

Rumors:

o
Gold bearing reefs: Gather Information DC 12

o
Deadly snakes in deep desert: Gather Information DC 10

o
Big mining disaster far to the East: Gather Information DC 14

o
Crazy American bloke: Gather Information DC 18

o
Things the size of bears: Gather Information DC 18

o
The Slatterys: Gather Information DC 13

o
John Carver: Gather Information DC 20

o
Ghost seen up North: Gather Information DC 15

o
3 huge birds: Gather Information DC 25

o
Mine shaft dug by John Carver: Gather Information DC 28

o
Weird sinister tribe: Gather Information DC 25

o
Squared-off blocks of stone in desert: Gather Information DC 24, Diplomacy DC 16 (possibly aided by some cash) to remember MacWhirr

o
Underground City: DC 30

Researching Bill Buckley

Finding Mad Ginger Muldoon: Gather Information DC 18

Researching Bill Buckley in Newspapers: Research DC 22

Other Gossip: Gather Information DC 20

Mortimer Wycroft

Wondrous Intelligences (English): Examination Period: 1d3 weeks (DC 18), Sanity Loss 0 initial, 1d4 on completion. Cthulhu Mythos +1 rank.

Mortimer Wycroft

Male 2nd level; HD 2d6; hp 8; Init +0; Spd 30ft; AC 10; Atk +2 melee or +2 ranged; SV Fort +3, Ref +0, Will –3; Str 10, Dex 11, Con 10, Int 9, Wis 5, Cha 9; SAN 2.

Skills: Bluff +3, Climb +2, Cthulhu Mythos +1, Drive +3, Hide +2, Jump +2, Listen +3, Operate Heavy Machinery +2, Repair +1, Speak Other Language (Kariera) +2, Speak Other Language (Pidgin English) +3, Spot +3.

Feats: Weapon Proficiency (Shotgun), Alertness

Lynn

Male 3rd level; HD 3d6+3; hp 21; Init +3; Spd 30ft; AC 13; Atk +4 melee or +6 ranged; SV Fort +4, Ref +4, Will +2; Str 13, Dex 16, Con 12, Int 6, Wis 12, Cha 7; SAN 0.

Skills: Climb +5, Cthulhu Mythos +1, Drive +4, Hide +6, Jump +4, Listen +7, Move Silently +6, Speak Other Language (English) +2, Speak Other Language (Pidgin) +3, Wilderness Lore +7.

Feats: Weapon Proficiency (Thrown Weapons), Weapon Proficiency (Melee Weapons), Toughness

Shannon

Male 4th level; HD 4d6+4; hp 24; Init +0; Spd 30ft; AC 10; Atk +5 melee or +3 ranged; SV Fort +5, Ref +1, Will +1; Str 15, Dex 10, Con 12, Int 8, Wis 10, Cha 7; SAN 0.

Skills: Climb +5, Cthulhu Mythos +1, Hide +7, Jump +6, Listen +6, Move Silently +7, Speak Other Language (English) +2, Speak Other Language (Pidgin English) +4, Spot +6, Wilderness Lore +7.

Feats: Track, Weapon Proficiency (Thrown Weapons), Weapon Proficiency (Melee Weapons)

Janice

Male 5th level; HD 5d6; hp 20; Init –2; Spd 30ft; AC 8; Atk +4 melee or +2 ranged; SV Fort +4, Ref –1, Will +0; Str 11, Dex 7, Con 10, Int 9, Wis 9, Cha 5; SAN 0.

Skills: Climb +8, Cthulhu Mythos +1, Hide +5, Jump +6, Listen +6, Move Silently +5, Speak Other Language (English) +3, Speak Other Language (Pidgin English) +5, Spot +5, Wilderness Lore +3.

Feats: Track, Weapon Proficiency (Thrown Weapons), Weapon Proficiency (Melee Weapons)

Buckley’s Ghost

Finding Bill Buckley’s boots: Search DC 25

Vern Slattery

Male 3rd level; HD 3d6+6; hp 18; Init +1; Spd 30ft; AC 11; Atk +4 melee or +4 ranged; SV Fort +5, Ref +2, Will +1; Str 12, Dex 13, Con 15, Int 13, Wis 11, Cha 10; SAN 9.

Skills: Perform(Swear) +6, Move Silently +7, Sense Motive +4, Spot +6.

Feats: Weapon Proficiency (Rifle), Weapon Proficiency (Melee Weapons), Martial Arts

Frank Slattery

Male 2nd level; HD 2d6+2; hp 13; Init +1; Spd 30ft; AC 11; Atk +4 melee or +3 ranged; SV Fort +4, Ref +1, Will +2; Str 14, Dex 13, Con 12, Int 12, Wis 15, Cha 13; SAN 20.

Skills: Perform(Sneer) +6, Repair +5, Move Silently +6, Spot +7, Wilderness Lore +6

Feats: Weapon Proficiency (Rifle), Martial Arts

Jacko Slattery

Male 1st level; HD 1d6+1; hp 7; Init +0; Spd 30ft; AC 10; Atk +4 melee or +1 ranged; SV Fort +3, Ref +0, Will +0; Str 16, Dex 11, Con 12, Int 3, Wis 10, Cha 11; SAN 20.

Skills: Perform (Harmonica) +4.

Feats: Martial Arts, Weapon Proficiency (melee Weapons)

Buckley’s Ghost

Medium-size Undead (Lesser Independent Race)

(see pg. 193 of the Call of Cthulhu rulebook) HD 2d12; Hp 17; Init +0; AC 10 when ethereal, 12 when manifesting; Atk +2 unarmed; Dmg 1d3+1; SA Malevolence, Horrific Appearance; SQ Darkvision, incorporeal, undead, ghost immunities, rejuvenation; SV Fort --, Ref +3, Will +1; Str 12, Dex 10, Con --, Int 12, Wis 13, Cha 14; Skills Craft (Prospecting) +6, Intimidate +5, Wilderness Lore +8, Spot +13, Hide +12, Search +9, Listen +13; Feats Toughness, Skill Emphasis: Wilderness Lore

The Great Sandy Desert

Desert Survival

Foraging is much harder in the deserts: apply a +5 modifier to all Wilderness Lore DCs related to desert survival. It is typical for desert nomads to have the Skill Emphasis: Wilderness Lore feat.

Desert Encounters

Tiger Snake

Small Animal; HD 2d8; hp 14; Init +3; Spd 20ft, climb 20ft; AC 17; Atk Bite +4 melee; Dmg Bite 1d3+poison; SA Poison Fortitude save DC 15; initial and secondary damage 2d6 temporary constitution damage; SQ Scent; SV Fort +2, Ref +5, Will +1; Str 6, Dex 17, Con 11, Int 1, Wis 12, Cha 2; Balance +11, Climb +12, Hide +15, Listen +9, Move Silently +12, Spot +9; Weapon Finesse (bite); CR 1

Death Adder

Small Animal; HD 1d8; hp 7; Init +3; Spd 20ft, climb 20ft; AC 17; Atk Bite +5 melee; Dmg Bite 1d2+poison; SA Poison Fortitude save DC 11; initial and secondary damage 1d6 temporary constitution damage; SQ Scent; SV Fort +2, Ref +5, Will +1; Str 6, Dex 19, Con 11, Int 1, Wis 12, Cha 2; Balance +11, Climb +12, Hide +17, Listen +9, Move Silently +15, Spot +9; Weapon Finesse (bite); CR ½

Bush Fire

Outrunning the flames: Drive DC 15, rolling a 1 breaks an axle, unless the character has such a high drive skill that rolling a 1 succeeds anyway.

Crashing through the flames: Drive DC 25.

The Death Camp

Identifying the mining camp: Knowledge (Geology) DC 10, Wilderness Lore DC 18, or Intelligence check DC 22.

To find the club: Spot DC 20. Identifying the teeth in the club, Knowledge (Natural History) DC 12, Knowledge (Nature) DC 15, Wilderness Lore DC 20.

Turning on the gas engine that powers the elevator: Repair DC 12. To know that the elevator is safe: Repair DC 15.

Knowing that a wall has collapsed: Knowledge (Geology) DC 10.

Finding the Spring: Knowledge (Geology) DC 12, Wilderness Lore DC 15, Spot DC 25.

Finding the tracks: Search DC 12, Spot DC 22. Knowing that the tracks are fresh is Wilderness Lore DC 10. Identifying flying polyp tracks: Cthulhu Mythos DC 23.

Jeremy Grogan

Persuading Jeremy that the PCs are no threat: Diplomacy DC 18, Knowledge (Psychology) DC 20.

Male 4th level; HD 4d6+4; hp 17; Init +1; Spd 30ft; AC 11; Atk +3 melee or +3 ranged; SV Fort +5, Ref +2, Will +2; Str 12, Dex 12, Con 13, Int 12, Wis 12, Cha 11; SAN 0.

Skills: Bluff +4, Cthulhu Mythos +1, Demolitions +5, Diplomacy +2, Heal +5, Hide +8, Knowledge (Dreaming) +3, Knowledge (Geology) +5, Knowledge (Hard Rock Mining Lore ) +7, Listen +8, Move Silently +7, Operate Heavy Machinery +6, Repair +6, Spot +7, Wilderness Lore +4.

Feats: Track, Skill Emphasis: Wilderness Lore, Weapon Proficiency (Rifle)

Magical Dingoes

(See the Dog Entry on pg. 199 of the Call of Cthulhu rules) HD 2d8+4; hp 13, 12, 13, 15, 7, 12, 18; Init +2; Spd 40ft; AC 16; Atk Bite +3 melee; Dmg Bite 1d6+3; Face 5ft by 5ft/Reach 5ft; SQ Scent, DR 20/+2; SV Fort +5, Ref +5, Will +1; Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6; Listen +5, Spot +5, Swim +5, Wilderness Lore +1; CR 1

The Ambush

Boulders: Atk +4 ranged. The target AC is the vehicle driver’s drive check. A successful hit does 2d6 damage to all occupants, half that if a Reflex save DC 15 was made.

Koori Ambushers

	
	1
	2
	3
	4
	5
	6
	7
	8

	Level
	4
	3
	2
	3
	1
	1
	3
	1

	HD
	4d6+8
	3d6+9
	2d6+2
	3d6+3
	1d6
	1d6+2
	3d6+9
	1d6+1

	Hp
	23
	22
	9
	11
	6
	8
	21
	7

	Init
	+8
	+3
	+3
	+2
	+2
	+1
	+1
	+0

	AC
	14
	13
	13
	12
	12
	11
	11
	10

	Melee Atk
	+6
	+5
	+3
	+6
	+1
	+2
	+4
	+1

	Ranged Atk
	+7
	+7 (thrown)
	+6 (thrown)
	+5
	+3
	+2
	+4
	+1

	Fort
	+6
	+6
	+4
	+4
	+2
	+4
	+6
	+3

	Ref
	+5
	+4
	+3
	+3
	+2
	+1
	+2
	0

	Will
	+5
	+0
	+0
	+2
	+3
	-1
	+1
	+2

	Str
	16
	14
	13
	17
	11
	12
	13
	11

	Dex
	18
	17
	16
	15
	14
	13
	12
	11

	Con
	14
	16
	12
	13
	11
	14
	16
	13

	Int
	12
	10
	12
	11
	9
	10
	9
	9

	Wis
	19
	9
	11
	13
	16
	9
	11
	14

	Cha
	12
	12
	15
	13
	8
	7
	8
	14

	Feats
	Weapon Proficiency (Thrown Weapons), Weapon Proficiency (Melee Weapons), Improved Initiative
	Weapon Proficiency (Thrown Weapons), Weapon Proficiency (Melee Weapons), Weapon Focus (Thrown Weapons)
	Weapon Proficiency (Thrown Weapons), Weapon Focus (Thrown Weapons)
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons), Weapon Proficiency (Thrown Weapons)
	Weapon Proficiency (Thrown Weapons), Weapon Focus (Thrown Weapons)
	Weapon Proficiency (Thrown Weapons), Weapon Proficiency (Melee Weapons)
	Weapon Proficiency (Thrown Weapons), Point Blank Shot
	Weapon Proficiency (Thrown Weapons), Weapon Proficiency (Melee Weapons)


Base Skills (level 1): Climb +4, Cthulhu Mythos +2, Hide +4, Listen +4, Speak Other Language (Pidgin English) +2, Move Silently +4, Spot +4, Wilderness Lore +4.

Base Skills (level 2): Climb +5, Cthulhu Mythos +2, Hide +4, Listen +5, Speak Other Language (Pidgin English) +3, Move Silently +5, Spot +5, Wilderness Lore +4.

Base Skills (level 3): Climb +5, Cthulhu Mythos +2, Hide +5, Listen +6, Speak Other Language (Pidgin English) +3, Move Silently +6, Spot +6, Wilderness Lore +5.

Base Skills (level 4): Climb +5, Cthulhu Mythos +2, Hide +6, Listen +7, Speak Other Language (Pidgin English) +3, Move Silently +7, Spot +6, Wilderness Lore +5.

City Beneath The Sands

Driving a truck loaded with dynamite: Drive DC 17, Operate Heavy Machinery DC 22. Jumping out of the truck: 2d6 damage, halved for a successful Reflex save DC 15.

Lightning Gun Stats

Weight 5 pounds, Range increment 50’, Damage 8d6/4d6/1d6 at 50’, 100’, and 150’. Each gun has 1d20+3 charges.

Identifying it as a weapon: Int check DC 18, Repair DC 15. Figuring out how to fire: Cthulhu Mythos DC 10. Failure means the gun fires at the investigator, doing 8d6 damage.

Underground

Finding the typed mimeographed orders: Search DC 14

Cultist A-Squad

	
	1
	2
	3
	4
	5

	Level
	2
	1
	3
	1
	1

	HD
	2d6+4
	1d6
	3d6
	1d6
	1d6+1

	Hp
	12
	6
	12
	6
	7

	Init
	+1
	+1
	+1
	+5
	+1

	AC
	11
	11
	11
	11
	11

	Melee Atk
	+2
	+2
	+5
	+2
	+2

	Ranged Atk
	+2
	+2 
	+4
	+2
	+2

	Fort
	+5
	+2
	+3
	+2
	+3

	Ref
	+1
	+1
	+2
	+1
	+1

	Will
	+5
	-1
	-3
	-1
	+0

	Str
	12
	13
	14
	12
	12

	Dex
	12
	12
	12
	12
	12

	Con
	14
	11
	10
	10
	12

	Int
	13
	9
	11
	10
	9

	Wis
	14
	9
	4
	9
	10

	Cha
	6
	12
	18
	15
	12

	Feats
	Weapon Proficiency (Pistols), Combat Casting
	Weapon Proficiency (Pistols), Weapon Proficiency (Melee Weapons)
	Weapon Proficiency (Lightning gun), Weapon Focus (Lightning gun)
	Weapon Proficiency (Pistols), Weapon Focus (Pistols)
	Weapon Proficiency (Pistols), Weapon Proficiency (Melee Weapons)


Base Skills (#2, #4, #5): Climb +4, Cthulhu Mythos +2, Hide +4, Jump +4, Listen +4, Move Silently +4, Spot +4.

Skills (#1): Climb +6, Concentration +7, Cthulhu Mythos +4, Hide +5, Jump +5, Listen +7, Move Silently +6, Sense Motive +7, Spellcraft +6, Spot +7.

Spells (#1): Contact Deity (Nyarlathotp), Shrivelling, Voorish Sign

Skills (#3): Climb +8, Cthulhu Mythos +3, Hide +7, Jump +8, Listen +2, Move Silently +7, Spot +1.

Cultist B-Squad

	
	1
	2
	3
	4
	5

	Level
	2
	2
	1
	1
	1

	HD
	2d6
	2d6+2
	1d6
	1d6-1
	1d6

	Hp
	10
	9
	6
	8
	6

	Init
	+0
	+0
	+0
	+0
	+0

	AC
	10
	10
	10
	10
	10

	Melee Atk
	+1
	+3
	+1
	+2
	+1

	Ranged Atk
	+1
	+2 
	+1
	+1
	+1

	Fort
	+3
	+4
	+2
	+2
	+2

	Ref
	+0
	+0
	+0
	+1
	+9

	Will
	+4
	+1
	-1
	-1
	+0

	Str
	11
	13
	11
	13
	12

	Dex
	11
	11
	11
	11
	11

	Con
	11
	13
	11
	9
	10

	Int
	12
	9
	11
	10
	9

	Wis
	12
	12
	9
	8
	11

	Cha
	12
	14
	15
	11
	6

	Feats
	Weapon Proficiency (Pistols), Combat Casting
	Weapon Proficiency (Lightning gun), Weapon Focus (Lightning gun)
	Weapon Proficiency (Pistols), Weapon Focus (Pistols)
	Weapon Proficiency (Pistols), Toughness
	Weapon Proficiency (Pistols), Weapon Focus (Pistols)


Base Skills (#2, #3, #4, #5): Climb +4, Cthulhu Mythos +2, Hide +4, Jump +4, Listen +4, Move Silently +4, Spot +4.

Skills (#1): Climb +5, Concentration +5, Cthulhu Mythos +4, Hide +5, Jump +5, Listen +6, Move Silently +5, Sense Motive +6, Spellcraft +6, Spot +6.

Spells (#1): Contact Deity (Nyarlathotp), Shrivelling, Voorish Sign

Cultist C-Squad

	
	1
	2
	3
	4
	5

	Level
	3
	2
	2
	2
	3

	HD
	3d6+6
	2d6+4
	2d6+4
	2d6+6
	3d6+9

	Hp
	20
	13
	16
	18
	18

	Init
	+0
	+0
	+0
	+0
	+0

	AC
	10
	10
	10
	10
	10

	Melee Atk
	+3
	+6
	+4
	+7
	+4

	Ranged Atk
	+1
	+2 
	+2
	+2
	+3

	Fort
	+7
	+5
	+5
	+6
	+6

	Ref
	+1
	+0
	+0
	+0
	+1

	Will
	+3
	+0
	-1
	+0
	+0

	Str
	15
	17
	15
	18
	13

	Dex
	10
	10
	10
	10
	10

	Con
	15
	15
	15
	16
	17

	Int
	11
	9
	10
	11
	8

	Wis
	11
	10
	8
	10
	9

	Cha
	7
	12
	14
	13
	8

	Feats
	Weapon Proficiency (Pistols), Combat Casting, Great Fortitude
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Pistols)
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Lightning gun), Weapon Focus (Lightning gun)


Base Skills (#2, #3, #4): Climb +5, Cthulhu Mythos +2, Hide +5, Jump +5, Listen +5, Move Silently +5, Spot +5.

Skills (#1): Climb +7, Concentration +8, Cthulhu Mythos +4, Hide +6, Jump +8, Listen +6, Move Silently +6, Sense Motive +6, Spellcraft +6, Spot +6.

Spells (#1): Contact Deity (Nyarlathotp), Shrivelling, Voorish Sign

Skills (#5): Climb +7, Cthulhu Mythos +2, Hide +6, Jump +7, Listen +5, Move Silently +6, Spot +5.

Cultist D-Squad

	
	1
	2
	3
	4
	5

	Level
	2
	1
	1
	1
	1

	HD
	2d6
	1d6
	1d6
	1d6
	1d6

	Hp
	8
	6
	6
	6
	6

	Init
	-1
	-1
	-1
	-1
	+3

	AC
	9
	9
	9
	9
	9

	Melee Atk
	+1
	+1
	+2
	+1
	+1

	Ranged Atk
	+0
	+0 
	+0
	+0
	+0

	Fort
	+3
	+2
	+2
	+2
	+2

	Ref
	-1
	-1
	-1
	-1
	-1

	Will
	+3
	+1
	+1
	+0
	+0

	Str
	10
	11
	12
	11
	10

	Dex
	9
	9
	9
	9
	9

	Con
	10
	11
	10
	11
	10

	Int
	11
	11
	10
	10
	10

	Wis
	10
	12
	8
	7
	11

	Cha
	13
	8
	12
	11
	16

	Feats
	Weapon Proficiency (Melee Weapons), Combat Casting
	Weapon Proficiency (Lightning gun), Weapon Focus (Lightning gun)
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Pistols)
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Improved Initiative


Base Skills (#2-5): Climb +4, Cthulhu Mythos +4, Hide +4, Jump +4, Listen +4, Move Silently +4, Spot+4.

Skills (#1): Climb +5, Concentration +5, Cthulhu Mythos +6, Hide +4, Jump +5, Listen +5, Move Silently +4, Spellcraft +5, Spot +5.

Spells (#1): Contact Deity (Nyarlathotp), Shrivelling, Voorish Sign

The Second Entrance

To think of a separate way out for the flying Polyps: Wilderness Lore DC 18

To find it: Spot DC 30, Search DC 25, Wilderness Lore DC 20.

Identifying the flying polyp tracks: Cthulhu Mythos DC 15

Inside the City

Heavy doors: Hardness 8, hp 25, Break DC 21.

Climbing rubble: DC 5 climb check. Hurried motion means no ability to take 10. Failure means 1d3 damage from falls, sprains, and bruises.

The Shaft into Darkness

To swing over the lid: Strength check DC 25. Up to 3 others may assist.

Average Flying Polyps

(See pg. 166 of the Call of Cthulhu rulebook) Huge Aberration (Greater Independent Race) HD 12d8+84; hp 138, 137, 133, 142, 134; Init +1; Spd 30ft fly 45ft (good); AC 17; Atk 2d6 tentacles +17 melee touch attack; Dmg Tentacle 1d6+15; Face 5ft by 5ft/10ft; SA Wind blast, wind storm, wind capture; SQ Incorporeal, blindsight, immunities, damage reduction 20/+2, resist heat/fire (10), resist acid (20); SV Fort +11, Ref +5, Will +11; Str 30, Dex 12, Con 25, Int 14, Wis 17, Cha 10; Listen +28, Spot +28; Alertness, Lightning Reflexes, Power Attack, Whirlwind Attack; CR 13; Sanity Loss 1d3/1d20.

Cavern of the Mimis

To receive a warning against cooperating with the Mimis: Knowledge (Occult) DC 15.

Mimis

Medium-size Humanoid (Independent Race)

Hit Dice: 4d12+6 (20 hp)

Initiative: +5 (Dex)

Spd: 30ft

AC: 15 (+5 Dex)

Attacks: Spear melee +10

Damage: Spear 1d8+7, plus Mind Poison

Face/Reach: 5ft by 5ft/10ft

Special Attacks: Mind Poison

Special Qualities: Damage reduction 10/+2, Darkvision, Wind vulnerability, Passwall

Saves: Fort +4, Ref +5, Will +9

Abilities: Str 25, Dex 20; Con 14, Int 12, Wis 24, Cha 15

Skills: Spot +9, Listen +9.

Feats: Alertness

CR: 4

Sanity Loss: 1/1d3

Mind Poison: On a successful attack with a spear, roll 1d20+7. This is the target for the victim’s fortitude save. A successful save means that the victim falls comatose for 1d6 months. Failure is immediate death.

Wind vulnerability: High winds can snap a Mimi’s scrawny neck. For winds of 15mph, a mimi must make a Fort save DC 8 or die from a snapped neck. Above 15mph, each 5mph adds a +1 to the difficulty of the save.

Passwall: As a move equivalent action, a Mimi may split a wall with his finger, and walk through. He may seal the wall as a free action after stepping through it.

The Purple Dome Temple

Touching the statues: Will save DC 18, or the PC takes 1d3-1 temporary Wis damage (minimum 1).

Guardians of the Sand Bat

Large Abberation (Lesser Servitor Race)

Hit Dice: 4d8+40 (58 hp)

Initiative: +1 (Dex)

Spd 20ft; fly 60ft (good)

AC: 14 (+1 Dex, +3 natural armor)

Attacks: Wing buffet +5 melee

Damage: 1d3+5

Face/Reach: 5ft by 10ft/5ft

Special Attacks: Drain

Special Qualities: None

Saves: Fort +12, Ref +3, Will +4

Abilities: Str 20, Dex 13, Con 30, Int 3, Wis 12, Cha 5.

Skills: Listen +3, Spot +3

Feats: Fly-by attack, Improved Grab

CR 3

Sanity Loss: 0/1d6

Improved Grab: On a successful attack, the guardian may initiate a grapple, which if successful, would lead to a drain attack on the very next round.

Drain: With a successful grapple, the guardian’s wings extrude countless needle-like projections, which drain the victim’s bodily fluids, doing 1d3 points of damage, and doing 1 point of ability damage to the victim’s highest physical stat (Str, Dex, or Con) every round.

Fly-by attack: (See pg. 156 of the Call of Cthulhu rulebook)

Cult Rituals

The goo is poison: The victim must make a fortitude save DC 15 or the poison takes effect. A successful heal check (DC 18) gives the victim a second save.

Huston’s HQ

Finding 3 lightning guns in a crate: Search DC 22

Dynamite and Gasoline: Locker: Hardness 10, hp 10, Break DC 23, Open Lock DC 30

Alan

Male 2nd level; HD 2d6; hp 9; Init +1; Spd 30ft; AC 11; Atk +3 melee or +3 ranged; SV Fort +3, Ref +1, Will +0; Str 12, Dex 13, Con 10, Int 8, Wis 10, Cha 8; SAN 0.

Skills: Climb +6, Cthulhu Mythos +3, Hide +8, Jump +5, Listen +5, Move Silently +8, Spot +4.

Feats: Martial Arts, Stealthy

Zombified Miners

(Call of Cthulhu d20 Pg. 158) Medium-size undead HD 2d12+3; Hp 14, 15, 19, 25, 19, 16, 10, 19, 18, 14; Init –1; Spd 30’; AC 11; Atks Slam +2 melee (damage 1d6+strength modifier) ;Face 5’/5’/5’ ;SQ DR 5/+1, darkvision 60’, undead ;Fort +9 Ref –1 Will +3 Stats see page 25 of Masks book; Listen +5 Spot +4 ;Toughness; CR 1 ;Sanity Loss 1/1d6.

Thomas

Male 3rd level; HD 3d6+3; hp 16; Init +1; Spd 30ft; AC 11; Atk +5 melee or +4 ranged; SV Fort +4, Ref +4, Will +2; Str 14, Dex 12, Con 12, Int 8, Wis 13, Cha 9; SAN 0.

Skills: Climb +7, Cthulhu Mythos +3, Hide +6, Jump +6, Listen +7, Move Silently +6, Spot +5.

Feats: Martial Arts, Weapon Proficiency (Melee Weapons), Dodge

The Middle Floor

Magnetic locks: Unlocking these will take Knowledge (Physics) DC 20 after finding the small rectangular device which Huston keeps in his pocket. To jury rig a strong electric charges to open the locks, use Repair DC 25. A failure runs a 10% chance of zapping the prisoners inside.

The moaning creates a DC 20 listen check for Huston.

The Top Floor

Spotting the revolver: Spot DC 18.

Identifying Huston as being insane: Knowledge (Psychology) DC 12, Sense Motive DC 25.

The mind controller: An opposed int check wipes allows the controller to put mental blocks on the resistance table.

Huston’s manuscript: English (DC 12) Examination period 1day. Initial Sanity Loss 1d3, Final Sanity loss 1d8.

Robert Huston

Male 6th level; HD 6d6+12; hp 35; Init +1; Spd 30ft; AC 11; Atk +3 melee or +4 ranged; SV Fort +9, Ref +6, Will +14; Str 10, Dex 13, Con 15, Int 18, Wis 35, Cha 14; SAN 0.

Skills: Bluff +6, Concentration +11, Cthulhu Mythos +10, Diplomacy +5, Drive +6, Heal +14, Knowledge (Anthropology) +7, Knowledge (Archaeology) +5, Knowledge (Astronomy) +5, Knowledge (Chemistry) +5, Knowledge (Geology) +5, Knowledge (Medicine) +5, Knowledge (Psychology) +10, Listen +13, Move Silently +5, Psycholanalysis +14, Repair +9, Research +12, Speak Other Language (Kariera) +5, Speak Other Language (Pidgin English) +8, Speak Other Language (Great Race) +7, Spellcraft +13, Spot +13.

Feats: Weapon Proficiency (Lightning Gun), Weapon Proficiency (Pistols), Great Fortitude, Combat Casting

Spells: Call Deity (Yog-Sothoth), Contact Deity (Cthulhu), Contact Flying Polyp, Contact Deity (Nyarlathotep), Dominate Person, Dominate Animal, Mindblast, Send Dreams, Summon Haunting Horror, Time Trap.

Time Trap

Components: V, S, M

Cost: 2 Str, 1 Con, and 6 Wis damage and 1d8 Sanity

Casting Time: 1 day

Range: see text

Effect: One creature

Duration: Instantaneous

Saving Throw: Will negates

This spell allows the caster to move a targeted creature from the past or future to the present, trapping in there. To cast the spell, the caster must be able to visualize the target in its normal setting. This requires that the caster have access to a device that sees into the future or the past.

The spell cannot be used to move the caster into the past or future. If the saving throw fails, the creature appears anywhere within 5 miles of the caster, always on the surface of the Earth, and in a location that would not harm the target. The target is free and functions normally, but a creature requiring alien atmosphere or other conditions may die before it can be rescued.

Material Component: 3 humans worth of blood.

Kakakatak’s chamber

The first room: Repair DC 12 determines that the gear is of alien design and construction.

Kakakatak’s room: identifying the missing panel from the control board: Int check DC 12.

Crawling under the electrical field: Dex check DC 18. If fail, take 3d10 electrical damage (Reflex save DC 18 halves the damage)

Removing and hiding the fuses: Cover hardness 10, hp 10, Break DC 23. Open Locks DC 30. Repair DC 20 isolates the fuse box and turns off the generator. Failure does 1d10+4 points of damage (Reflex save DC 15 to halve)

Kakakatak

Instead of using Siz, use Str to determine who Kakakatak tries to communicate with first. The investigators may resist by making Will saves DC 13.

Kakakatak can impart 1 rank of Knowledge: Astronomy, Biology, Chemistry, Cthulhu Mythos, Electronics, Geology, Physics, or Occult in 1d6 hours, per investigators.

(See pg. 171 of the Call of Cthulhu rulebook) Huge Aberration (Greater Independent Race) HD 10d8+40; Init –2; Spd 15ft; AC 18; Atk 2 nippers +12 melee, or lightning gun +5 ranged; Dmg 2d4+7 or lightning gun; Face 10ft by 10ft; Reach 10ft; SQ DR 10/+1, darkvision 60ft, mind-transference; SV Fort +8, Ref +3, Will +16; Str 25, Dex 7, Con 20, Int 36, Wis 29, Cha 15; Skills: See call of Cthulhu rules; Feats Expertise, Lightning Reflexes, Gearhead, Point Blank Shot, Precise Shot, Quick Draw, Sharp Eye, Trustworthy, Weapon Proficiency, Sensitive, Biofeedback Trance, Mind Probe, Mind reading, Telepathy; CR 10; Sanity Loss 0/1d6.

Shanghai

Story Goals

1.
Successfully questioning Fergus Chum

2.
Surviving attacks by Ho Fong (or other encounters in Ho Fong’s Mansion)

3.
Rescuing Choi Mei Ling

4.
Recovering Mythos tomes in Ho Fong’s Mansion

5.
Surviving a kidnapping attempt by Lin Tang-Yu

6.
Extracting information from Lin Tang-Yu

7.
Surviving any assault by Carl Stanford

8.
Recovering the Seven Cryptical Books of Hsan

9.
Earning the trust of Mu Hsien

10.
Getting Jack Brady’s Statement

11.
Uncovering Penhew’s plot 

11.
Helping Mr. Lung dispel Wu the Cat Demon

12.
Surviving any attack on Gray Dragon Island

13.
Recovering/Finding Penhew’s plans for the rocket

14.
Stopping Penhew’s plot

15.
Preventing the Opening of the Gate

Order of the Bloated Woman

Male 2nd level; HD 2d6-2; hp 11; Init +1; Spd 30ft; AC 11; Atk +2 melee or +3 ranged; SV Fort +2, Ref +1, Will +1; Str 10, Dex 13, Con 9, Int 9, Wis 13, Cha 4; SAN 0.

Skills: Craft (Shiphandling) +4, Cthulhu Mythos +1, Diplomacy –2, Hide +5, Listen +6, Perform (sing) +1, Speak Other Language (English) +1, Swim +5.

Feats: Weapon Proficiency (Melee Weapons), Toughness

Li Wen-Cheng

Male 3rd level; HD 3d6+3; hp 14; Init +1; Spd 30ft; AC 11; Atk +3 melee or +2 ranged; SV Fort +4, Ref +2, Will +5; Str 14, Dex 12, Con 13, Int 14, Wis 11, Cha 14; SAN 65.

Skills: Climb +8, Diplomacy +6, Gather Information +6, Heal +4, Jump +4, Knowledge (Bible) +11, Knowledge (Biology) +3, Knowledge (Chemistry) +3, Knowledge (Medicine) +5, Knowledge (Physics) +6, Knowledge (Shanghai) +8, Listen +6, Move Silently +5, Research +7, Speak Other Language (English) +7, Spot +5.

Feats: Skill Emphasis: Knowledge (Bible), Iron Will, Skill Emphasis: Knowledge (Shanghai)

The Stumbling Tiger Bar

Getting Fergus to part with information about Brady (as well as all the other information he has) is a DC 35 diplomacy check. The PCs get a +1 persuasion bonus per $5 spent.

Fercus “McChum” Chum

Male 3rd level; HD 3d6; hp 17; Init +3; Spd 30ft; AC 13; Atk +1 melee or +4 ranged; SV Fort +3, Ref +4, Will +5; Str 10, Dex 16, Con 11, Int 13, Wis 15, Cha 12; SAN 35.

Skills: Cthulhu Mythos +1, Diplomacy +10, Drive +4, Gather Information +5, Intimidate +4,Knowledge (Accounting) +4, Knowledge (Law) +3, Knowledge (Occult) +2, Listen +8, Sense Motive +8, Speak Other Language (English) +5, Speak Other Language (Japanese) +3, Spot +5, Swim +6.

Feats: Martial Artist, Wealth, Skill Emphasis: Diplomacy

Ho Fung

Note: The book refers to Ho Fung alternately as Ho Fong. “Ho Fung” in Chinese means “peaceful wind.”

Knowledge (Psychology) DC 15, or Sense Motive DC 12 indicates Ho Fung to be a “cool customer.” To convince Ho Fung that the investigators are above board is a DC 25 diplomacy check.

Ho Fung’s Shanghai Warehouse

Spot Hidden DC 12 to notice that a portion of the warehouse is built on wooden pilings.

Iron window grills: Hardness 8, hp 10, Break DC 25. Doors: Hardness 8, hp 15, Break DC 23. Open Locks DC 20.

To find the lose section of the stairs in the offices: Spot DC 15, Knowledge (Architecture) DC 12.

Floor safe; Hardness 10, hp 55, Break DC 30. Open Locks DC 25.

Main Warehouse: Spot and listen checks in here suffer a –4 distraction penalty.

Special store room: Iron Door: Hardness 10, hp 75, Break DC 30. Open Locks DC 35

Hinged doors: Hardness 10, hp 55, Break DC 25. Knowledge (Archaeology) DC 13 to identify the artifacts. To identify the parts for the rocket: Knowledge (Physics) DC 20.

Ho Fung’s Mansion

Gates: Hardness 10, hp 80, Break DC 32. Attempting to jump clear of the obstacles will suffer a –4 obstacle penalty due to the spear points and barbed wire. If the PC falls, she must make a Reflex Save (DC 15) or take an additional 1d4 points of damage from the points and barbed wire.

Dining room: Knowledge (Archaeology) DC 12 to identify the luxurious fittings and furnishings.

Ho’s bedroom: To notice the Mythos statuettes, Cthulhu Mythos DC 20.

The pavilion: Finding the thin seam around the statue’s neck: Spot DC 35 or Search DC 20.

Shrine to the Bloated Woman

Iron grillwork: Hardness 10, hp 12, Break DC 25. Open Locks DC 30.

The crawling ceiling: Will save DC 15.

Returning from the ceiling after capture: Will save DC 20. If the PCs successfully link minds (Will Save DC 10), each PC linked provides +2 cohesion bonus for every PC in the group. If none of the players suggest linking minds, give them a Cthulhu Mythos DC 15 check for the PCs to think of the idea.

Statue of the bloated woman: For the purposes of any attacks: Hardness 9, hp 35, Break DC 35, Fort +8, Ref +2, Will +5.

Teak cabinet: Hardness 5, hp 10, Break DC 13. Trap: Atk +5, Search DC 20, Damage Poison: Fort Save DC 16, Success: Blinded for 1d6 minutes, failure, permanent blindness. Open Lock DC 25. Figuring out what flowers were used: Knowledge (Natural History) DC 15.

Livre D’ivon (French) Examination period: 2d10 weeks DC 24, Spells: Shrivelling, Create Scrying Window, Find Gate, Evil Eye, Sekhemkenhep’s Words, Unmask Demon. Sanity Loss: 1d4 initial, 2d4 completion, Cthulhu Mythos +2 ranks.

True Magick (English) Examination period: 2d6 weeks (DC 22) Spells: Dust of Sulieman, Animal Form, Chant of Thoth, Curse of the Putrid Husk, Deflect Harm, Eibon’s Wheel of Mist, Levitate, Pose Mundane, Steal Life, Sanity Loss 1d4 initial, 1d8 completion, Cthulhu Mythos +1 rank.

Goddess of the Black Fan (Chinese): Examination period 2d6 days DC 20, Spell: Contact Deity (Nyarlathotep), Sanity loss: 0 initial, 14 completion, Cthulhu Mythos +1 rank.

R’lyeh Text Commentary (Chinese): Examination period 3d8 weeks (DC 23), Spells: Curse of the Stone, Darkness, Identify Spirit, Insect Plague, Look to the Future, Obscuring Mist, Raise Night Fog. Sanity Loss 1d8 initial, 2d8 completion, Cthulhu Mythos +3 ranks.

The Tale of Priest Kwan (Chinese): Examination period: 3d6 days, DC 22. Spells: Grasp of Cthulhu, Power Drain, Shrivelling, Steal Life. Sanity Loss: 1d3 initial, 1d6 completion, Cthulhu Mythos +1 rank.

The Seven Gates to Heaven: For disease rules, see pg. 82 of the Call of Cthulhu book. Fort Save DC 14, Incubation 1 day, Damage 1d4 Con, must succeed at another saving throw or die. Even success drains 1 point of permanent Con.

Tyuk

Poison, Ingested DC 18, Initial Damage 2d6 Con, Secondary Damage 1d6 Con + 1d6 Str. Each dose must be saved against separately. (It is unlikely that any PC will survive 3 doses)

Ho Fong

Male 7th level; HD 7d6+7; hp 34; Init +1; Spd 30ft; AC 11; Atk +1 melee or +4 ranged; SV Fort +6, Ref +6, Will +7; Str 7, Dex 12, Con 13, Int 19, Wis 21, Cha 14; SAN 0.

Skills: Concentration +10, Cthulhu Mythos +9, Diplomacy +11, Hide +10, Intimidate +11, Knowledge (Accounting) +12, Knowledge (Archaeology) +5, Knowledge (Natural History) +10, Knowledge (Pharmacy) +7, Knowledge (Poisons) +10, Listen +12, Move Silently +13, Sense Motive +10, Speak Other Language (Dutch) +5, Speak Other Language (English) +10, Speak Other Language (French) +5, Speak Other Language (Japanese) +7, Spellcraft +10, Spot +14, Swim +4.

Feats: Combat Casting, Skill Emphasis: Move Silently, Skill Emphasis: Concentration, Weapon Proficiency (Melee Weapons)

Spells: Contact Deep Ones, Contact Deity (Nyarlathotep), Grasp of Cthulhu, Hands of Colubra, Create Powder of Ibn-Gazi, Summon Byakhee, Summon/Bind Hunting Horror, Wave of Oblivion.

Ho Tzu-Hsi

Female 1st level; HD 1d6-2; hp 4; Init +0; Spd 30ft; AC 10; Atk –3 melee or +0 ranged; SV Fort +0, Ref +2, Will –4; Str 5, Dex 10, Con 7, Int 10, Wis 4, Cha 11; SAN 0.

Skills: None

Assorted Cultists (order of the bloated woman)

	
	1
	2
	3
	4
	5
	6
	7
	8

	Level
	3
	2
	2
	3
	2
	1
	1
	3

	HD
	3d6+3
	2d6
	2d6+2
	3d6+6
	2d6+6
	1d6-1
	1d6
	3d6-3

	Hp
	19
	14
	13
	24
	18
	8
	6
	10

	Init
	+3
	+3
	+2
	+1
	+1
	-1
	+4
	+0

	AC
	13
	13
	12
	11
	11
	9
	10
	10

	Melee Atk
	+6
	+5
	+7
	+5
	+6
	+4
	+1
	+6

	Ranged Atk
	+6
	+5
	+4
	+4
	+3
	+0
	+1
	+3

	Fort
	+6
	+3
	+4
	+7
	+6
	+1
	+2
	+2

	Ref
	+4
	+3
	+2
	+2
	+1
	-1
	0
	+1

	Will
	0
	-2
	+1
	-3
	+2
	-1
	0
	+3

	Str
	16
	17
	18
	15
	17
	16
	10
	16

	Dex
	17
	16
	15
	13
	13
	9
	11
	10

	Con
	13
	10
	12
	14
	16
	9
	10
	8

	Int
	10
	9
	8
	10
	8
	8
	12
	14

	Wis
	9
	6
	13
	4
	15
	9
	10
	14

	Cha
	3
	3
	4
	6
	5
	7
	4
	7

	Weapon
	Jo-Stick
	Cult sickle
	Jo-stick
	Fist
	Cult Sickle
	Jo-stick
	Jo-stick
	Fist

	Feats
	Weapon Proficiency (Melee Weapons), Martial Artist,

Great Fortitude
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Martial Artist,

Dodge,

Great Fortitude
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee weapons), Improved Initiative
	Martial Artist, Persuasive, Stealthy


Skills (level 1 base): Cthulhu Mythos +1, Hide +4, Jump +4, Listen +4, Speak Other Language (English) +2, Move Silently +4, Spot +4.

Skills (level 2 base): Cthulhu Mythos +1, Hide +5, Jump +5, Listen +5, Speak Other Language (English) +2, Move Silently +5, Spot +4.

Skills (level 3 base): Cthulhu Mythos +1, Diplomacy +3, Hide +6, Jump +6, Listen +6, Speak Other Language (English) +3, Move Silently +6, Spot +5.

	
	9
	10
	11
	12
	13
	14
	15
	16

	Level
	1
	2
	1
	2
	2
	3
	3
	3

	HD
	1d6-2
	2d6
	1d6-1
	2d6+6
	2d6+4
	3d6+3
	3d6
	3d6+6

	Hp
	7
	9
	8
	18
	11
	16
	12
	17

	Init
	+3
	+3
	+3
	+5
	+1
	+5
	+0
	+4

	AC
	13
	13
	13
	11
	11
	11
	10
	10

	Melee Atk
	-1
	+2
	+0
	+2
	+2
	+4
	+5
	+4

	Ranged Atk
	+4
	+6
	+4
	+3
	+3
	+4
	+3
	+3

	Fort
	0
	+3
	+1
	+6
	+5
	+4
	+3
	+5

	Ref
	+3
	+3
	+3
	+1
	+1
	+2
	+1
	+1

	Will
	-1
	-1
	-2
	-2
	-2
	-2
	0
	+2

	Str
	7
	10
	8
	11
	11
	13
	15
	12

	Dex
	16
	16
	16
	13
	13
	13
	10
	10

	Con
	7
	10
	9
	16
	14
	12
	10
	14

	Int
	11
	11
	12
	8
	9
	5
	8
	13

	Wis
	9
	9
	6
	7
	6
	5
	9
	8

	Cha
	8
	8
	10
	3
	5
	5
	4
	7

	Weapon
	Throwing knives
	Thowing Knives
	Throwing knives
	Pistol
	Pistol
	Cult Sickle
	Jo-stick
	Fist

	Feats
	Weapon Proficiency (Thrown Weapons), Toughness
	Weapon Proficiency (Thrown Weapons), Weapon Focus (Thrown Weapons)
	Weapon Proficiency (Thrown Weapons), Toughness
	Weapon Proficiency (Pistols), 

Improved Initiative


	Weapon Proficiency (PIstols), Weapon Focus (Pistols)
	Weapon Proficiency (Melee Weapons), Improved Initiative, Toughness
	Weapon Proficiency (Melee weapons), Dodge, Mobility
	Martial Artist, Improved Initiative, Iron Will


 Carl Stanford

Male 10th level; HD 10d6+30; hp 84; Init +2; Spd 30ft; AC 12; Atk +7 melee, +7 ranged; SV Fort +10, Ref +9, Will +18; Str 14, Dex 14, Con 16, Int 18, Wis 40, Cha 18; SAN 0.

Skills: Concentration +15, Cthulhu Mythos +10, Diplomacy +17, Forgery +5*, Gather Information +17, Hide +10, Intimidate +17, Knowledge (Archaeology) +14, Knowledge (Astronomy) +5, Knowledge (History) +8, Move Silently +10, Research +17, Speak Other Language (Arabic) +14, Speak other Language (Greek) +17, Speak Other Language (Chinese) +14, Spellcraft +17.

Feats: Wealth (x2), Weapon Proficiency (Melee Weapons), Dodge, Mobility.

Spells: All spells in the Call of Cthulhu rules.

Sword cane: Damage 1d8, Provides 40 ability points for magic use.

Independents

Detecting Captain Isoge in his “role”. Knowledge (Anthropology) DC 17 (polished manner), Sense Motive DC 14 (reflexes not that slow), Spot DC 22 (spilling liquor).

Isoge Taro

Male 4th level; HD 4d6+12; hp 33; Init +4; Spd 30ft; AC 14; Atk +4 melee or +7 ranged; SV Fort +7, Ref +5, Will +2; Str 13, Dex 18, Con 16, Int 18, Wis 12, Cha 15; SAN 60.

Skills: Bluff +5, Climb +5, Disguise +7, Demolitions +10, Diplomacy +7, Drive +9, Gather Information +4, Heal +6, Hide +11, Intimidate +7, Knowledge (Cryptography) +7, Knowledge (History) +5, Move Silently +11, Repair +9, Research +7, Sense Motive +6, Speak Other Language (English) +5, Speak Other Language (Korean) +5, Speak Other Language (Chinese) +7, Speak Other Language (Tagalog) +5, Swim +6.

Feats: Weapon Proficiency (Pistol), Weapon Proficiency (Rifle), Martial Arts

Lin Tang-Yu

Spotting Lin’s agents: Spot DC 18

Knowledge (psychology) DC 18 tells the PCs that Lin is insane.

Male 7th level; HD 7d6+14; hp 38; Init –1; Spd 30ft; AC 9; Atk +2 melee or +2 ranged; SV Fort +7 Ref –1, Will +6; Str 8, Dex 9, Con 15, Int 15, Wis 12, Cha 8; SAN 0.

Skills: Bluff +12, Cthulhu Mythos +3, Diplomacy +12, Gather Information +10, Intimidate +10, Handle Animal +14, Knowledge (Anthropology) +5, Knowledge (Archaeology) +4, Knowledge (History) +5, Knowledge (Occult) +7, Move Silently +5, Research +5, Sense Motive +7, Speak Other Language (Arabic) +5, Speak Other Language (Greek) +4, Speak Other Language (Japanese) +7, Speak other Language (Russian) +6, Speak Other language (Russian) +3, Speak Other Language (Sanskrit) +6, Speak Other Language (Tibetan) +5.

Feats: Skill Emphasis: Handle Animal, Persuasive, Trustworthy, Wealth

Lin Tang-Yu’s Gorillas

(see the entry for Ape on pg. 199 of the Call of Cthulhu rules)

Large Animal; HD 8d8+16; hp 54, 56; Init +2; Spd 30ft, climb 30ft; AC 14; Atk 2 claws +10 melee, bite +5 melee; Dmg Claw 1d6+9, Bite 1d6+4; Face 5ft by 5ft; Reach 5ft; SQ Scent; SV Fort +6, Ref +6, Will +2; Str 28, Dex 15, Con 15, Int 2, Wis 12, Cha 7; Climb +18, Listen +6, Spot +6; CR 3.

Nefarious Henchmen

	
	1
	2
	3
	4
	5
	6
	7
	8

	Level
	2
	2
	1
	3
	2
	1
	1
	1

	HD
	2d6+2
	2d6+4
	1d6
	3d6
	2d6+6
	1d6+2
	1d6+1
	1d6

	Hp
	11
	14
	6
	16
	15
	8
	7
	6

	Init
	+2
	+2
	+1
	+1
	+3
	0
	-1
	+1

	AC
	12
	12
	11
	11
	13
	10
	9
	11

	Melee Atk
	+4
	+4
	+2
	+6
	+3
	+2
	+4
	+3

	Ranged Atk
	+4
	+4
	+2
	+4
	+6
	+1
	0
	+2

	Fort
	+4
	+5
	+3
	+3
	+3
	+4
	+3
	+2

	Ref
	+2
	+2
	+1
	+2
	+3
	0
	-1
	+1

	Will
	0
	0
	+1
	0
	-1
	-1
	-4
	-2

	Str
	15
	14
	12
	16
	13
	13
	15
	14

	Dex
	15
	14
	12
	13
	16
	10
	9
	12

	Con
	13
	15
	11
	10
	16
	14
	12
	10

	Int
	9
	8
	10
	10
	10
	10
	11
	12

	Wis
	10
	11
	12
	9
	8
	9
	3
	7

	Cha
	6
	3
	10
	9
	3
	7
	8
	5

	Weapon
	(See below)
	(See below)
	(See below)
	(See below)
	(See below)
	(See below)
	(See below)
	(See below)

	Feats
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Thrown Weapons)
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Thrown Weapons)
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Thrown Weapons)
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Thrown Weapons), Toughness
	Weapon Proficiency (Thrown Weapons), Weapon Focus (Thrown Weapons)
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Thrown Weapons)
	Weapon Proficiency (Melee weapons), Weapon Focus (Melee Weapons)
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Thrown Weapons)


Weapons: Monkey Hatchet (1d6 damage, range increment 10ft), Throwing Darts (x10) damage 1d4, range increment 5ft

Skills (base level 1): Diplomacy +3, Hide +4, Jump +4, Listen +4, Speak Other Language (English) +2, Move Silently +4, Spot +4, Wilderness Lore +4.

Skills (base level 2): Diplomacy +3, Hide +5, Jump +4, Listen +5, Speak Other Language (English) +2, Move Silently +5, Spot +5, Wilderness Lore +5.

Skills (base level 3): Diplomacy +3, Hide +6, Jump +5, Listen +6, Speak Other Language (English) +3, Move Silently +6, Spot +6, Wilderness Lore +6.

The Shanghai Courier

Seamen’s Club damaged: Surveying the scene, Knowledge (Geology) DC 12, or Repair DC 12 indicates no sign of an undermine. Gather Information DC 15 gets the drunk’s story. Gather Information DC 18 gets the American staying in the room facing the shattered wall.

Violent incident on Lantern Street: Diplomacy check DC 25 to talk to Madame Gee,  +1 money bonus per Mexican dollar. Gather Information DC 18 with the women will get Quiverring Jade’s story. Research DC 15 will find Mr. Chin Hsi-chou’s funeral.

Research DC 25 provides the story of the swamping of the trawler.

The Demon Cabinet of Mister Lung

Tiger scrolls: Demons must make Will save DC 14 or suffer 3 points Wis damage.

Feng shui: Demons must make Will save DC 12 or suffer 3 points Wis damage.

Amulets: Demons must make Will save DC 11 or suffer 3 points Wis damage.

Coin Sword: Demons must make Will save DC 15 or suffer 3 points Wis damage.

Brazier of burning slippers: Demons must make Will save DC 16 or suffer 3 points Wis damage.

Bribery with Hell Money: Will save DC 17 or 3 points of Wis damage.

Cabinet: Will save DC 17 per minute (10 rounds), or lose 1d3 points Wis damage. Hardness 5, hp 15, Break DC 16. Open Locks 25.

9 points of Wis damage will cause the demon cat to flee, if not otherwise restrained.

Lung Yun

Male 3rd level; HD 3d6+6; hp 16; Init +1; Spd 30ft; AC 11; Atk +0 melee or +2 ranged; SV Fort +5, Ref +4, Will +5; Str 9, Dex 13, Con 14, Int 16, Wis 19, Cha 13; SAN 39.

Skills: Concentration +8, Craft (Horoscope) +12, Hide +3, Knowledge (Astrology) +12, Knowledge (Astronomy) +5, Knowledge (Chinese Occult) +7, Move Silently +9, Speak Other Language (English) +7, Spellcraft +10, Spot +10.

Feats: Skill Emphasis: Craft (Horoscope), Skill Emphasis: Knowledge (Astrology), Stealthy.

Wu the Demon Cat, Siamese Cat Form

Tiny Outsider (Animal); HD ½ d8; hp 4; Init +5 (Dex); Spd 30 ft; AC 18 (+2 size, +5 Dex);  Atk 2 claws +4 melee, bite –1 melee; Dmg Claw 1d2-4, bite 1d3-4, Face 2 ½ ft by 2 ½ ft; Reach 0 ft; SA None SQ Transform; SV Fort +2, Ref +5, Will +4; Str 3, Dex 20, Con 10, Int 15, Wis 19, Cha 13; Skills Balance +11, Climb +5, Hide +18, Jump +5, Listen +9, Move Silently +10, Perform (Yowl) +10, Spot +9; Feats Weapon Finesse (claw, bite); CR 1.

Wu the Demon Cat, Demon Form

Medium Sized Outsider; HD 5d8+25; hp 49; Init +0; Spd 30ft; AC 15 (+5 natural); Atk 2 claws +10 melee, bite +5 melee; Dmg Claw 2d6+10, bite 1d6+5; Face 5ft by 5ft; Reach 5ft; SA None; SQ DR 20/+2; SV Fort +5, Ref +3, Will +4; Str 30, Dex 11, Con 20, Int 12, Wis 19, Cha 10; Skills Balance +10, Jump +15, Perform (Taunt Victim) +8; CR 6; Sanity Loss 1d3/1d10.

Allies

The Shanghai Museum

Order of the Bloated Woman: Gather Information DC 28. The sense motive roll to understand Mu Hsien’s request: DC 20.

Mu Hsien

Male 4th level; HD 4d6-8; hp 15; Init –1; Spd 30ft; AC 9; Atk -1 melee, or +1 ranged; SV Fort +2, Ref +2, Will +6; Str 5, Dex 9, Con 6, Int 18, Wis 15, Cha 10; SAN 60.

Skills: Concentration +5, Craft (Brushwork) +14, Craft (Classics) +9, Cthulhu Mythos +3, Diplomacy +6, Knowledge (Astronomy) +5, Knowledge (Botany) +6, Knowledge (Chinese History and Lore) +14, Knowledge (Confucian Tradition) +9, Knowledge (Natural History) +7, Knowledge (Occult) +5, Knowledge (Taoist Magic and Tradition) +10, Research +10, Sense Motive +9, Speak Other Language (Tibetan) +7.

Feats: Skill Emphasis: Knowledge (Chinese History and Lore), Skill Emphasis: Craft (Brushwork), Lightning Reflexes.

New China

Ware house door: Hardness 6, hp 20, Break DC 20. Open Locks DC 28.

Three Fierce Warehouse Guards

	
	1
	2
	3

	Level
	2
	1
	3

	HD
	2d6+2
	1d6
	3d6+6

	Hp
	10
	6
	19

	Init
	+1
	+1
	+1

	AC
	11
	11
	11

	Melee Atk
	+4
	+3
	+5

	Ranged Atk
	+3
	+2
	+4

	Fort
	+4
	+2
	+5

	Ref
	+2
	+1
	+2

	Will
	+3
	+1
	+4

	Str
	14
	15
	15

	Dex
	13
	13
	13

	Con
	13
	11
	14

	Int
	14
	16
	13

	Wis
	14
	13
	16

	Cha
	9
	10
	11

	SAN
	65
	50
	45

	Weapon
	(See below)
	(See below)
	(See below)

	Feats
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Submachine Gun)
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Submachine Gun)
	Weapon Proficiency (Melee Weapons), Weapon Proficiency (Submachine Gun), Martial Artist


Base Skills (1

st

 level): Climb +4, Hide +4, Jump +4, Knowledge (Past and Future Glories of the Han) +4, Listen +4, Perform (Firm Action Doctrine Drill) +4, Move Silently +4, Spot +4.

For all other levels, increase all skills by one point per level accordingly.

The 7 Cryptical Books of Hsan

In Chinese. A Speak Other Languages (Chinese) DC 22 is required to examine the book at all. Examination Period 2d10+5 weeks (DC 28) Spells: Contact Fungi from Yuggoth, Elder Sign, Eye of Light and Darkness, Find Gate, Sanity Loss 1d6 initial and 1d10 upon completion. Cthulhu Mythos +2 ranks.

Gray Dragon Island

Recognizing the Dark Mistress: Spot DC 25, or Craft (Sailing) DC 13. Getting information from the harbormaster’s office: Research DC 12, from talking to riverfront loungers: Gather Information DC 15. Information from the central post office: Gather Information DC 18.

The Ship

Owner’s Suite: Hardness 4, hp 12; Break DC 14. Noticing the medallions worn by the Captain and crew: Spot DC 18 (or opposed Sleight of Hand checks), remembering the characters, Int check DC 18, or Speak Other Language (Chinese) DC 12 for instant translation.

Identifying Savoyard’s radium poisoning: Knowledge (Physics) DC 15, or Knowledge (Medicine) DC 10.

The Deadly Thing in the Firebox

The Radiation is a Fortitude save DC 15. A failure would subtract 4 from all the victim’s physical abilities (Str, Dex and Con) for 12 hours. A second save (DC 15) must be made at the end of those 12 hours. Failing that save would cause a permanent one point loss to constitution.

Into the Lagoon

Climb checks to navigate the top: DC 5.

The Lookout Station: Spot DC 22.

Chamber of the Bloated Woman

Welding devices: Range: 5’, Critical x3, Damage: 3d6

The cage: Hardness 10, hp 35, Break DC 28. Door: Hardness 10, hp 28, Break DC 28. Open Locks cannot be attempted on this door.

Noticing the slot around the doorway: Spot DC 18. Steel panel: Hardness 10, hp 80, Break DC 35.

Sir Aubrey’s workshop

The trigger: Knowledge (Physics) DC 24, Repair DC 18 to identify as a trigger. To know that there’s a combination of time and atmospheric pressure involved: Knowledge (Physics) DC 28, Repair DC 20.

The plans: Knowledge (Physics) DC 32, one check per 3 days. 60 days to take 20.

Chronometer: Knowledge (Astronomy) DC 15 to identify Greenwich meridian time.

Radiation In the Chamber

Use the radiation guidelines as above, one Fortitude save per 12 hour period.

The Shoggoth-Twsha

(See pg. 163 of the Call of Cthulhu rulebook for Deep one base stats)

Large Aberration (Lesser Servitor Race) HD 9d8+36; hp 94; Init +4; Spd 20ft, Swim 40ft; AC 18; Atks 2 claws +8 melee, bite +3 melee (on land); or 2 claws +8 melee, 2 rakes +8 melee, bite +3 melee (in water), or longspear +8 melee; Dmg Claw 1d4+7, bite 2d4+3, rake 2d4+7, long spear 1d8+10; Face 5ft by 5ft; Reach 5ft (10ft with longspear); SQ Low-light vision, Control Shoggoth; Saves Fort +4, Ref +4, Will +7; Str 24, Dex 18, Con 18, Int 18, Wis 24, Cha 6; Climb +13, Concentration +15, Cthulhu Mythos +4, Hide +11, Listen +9, Move Silently +7, Spot +11; CR 4; Sanity Loss 0/1d6.

Control Shoggoth: The Shoggoth-Twsha may control a Shoggoth as a standard action. To do so, he makes a Concentration check, which is then used as the Will save for the Shoggoth. If the Shoggoth fails, the Twsha may command the Shoggoth with simple verbal commands as a free action) If the Shoggoth succeeds in the will save, the mapulos will attack the Twsha, causing 1d3 damage per round.

Shoggoth

See pg. 181 of the Call of Cthulhu rules

5 Worker Deep Ones

(pg. 163, Call of Cthulhu rulebooks)

Medium-Size Aberration (Lesser Servitor Race) HD 3d8+6; hp 28, 15, 23, 18, 27; Init +2; Spd 20ft, Swim 40ft; AC 15; Atks 2 claws +5 melee, bite +0 melee (on land); or 2 claws +5 melee, 2 rakes +5 melee, bite +0 melee (in water), or longspear +5 melee; Dmg Claw 1d4+4, bite 2d4+2, rake 2d4+4, long spear 1d8+6; Face 5ft by 5ft; Reach 5ft (10ft with longspear); SQ Low-light vision; Saves Fort +2, Ref +2, Will +3; Str 19, Dex 15, Con 14, Int 11, Wis 10, Cha 6; Climb +10, Hide +7, Listen +7, Move Silently +5, Spot +7; CR 2; Sanity Loss 0/1d6.

Rituals of the Order

The robes have a max movement of 20ft, armor check penalty of -1, and max dexterity of +2.

Good Guys

Jack “Brass” Brady

Male 9th level; HD 9d6+27; hp 59; Init +3; Spd 30ft; AC 13; Atk +10/+5 melee or +11/+6 ranged; SV Fort +9, Ref +6, Will +6; Str 17, Dex 18, Con 16, Int 13, Wis 16, Cha 8; SAN 20.

Skills: Climb +10, Cthulhu Mythos +9, Demolitions +9, Diplomacy +5, Drive +9, Heal +9, Hide +11, Intimidate +7, Jump +10, Listen +10, Move Silently +12, Operate Heavy Machinery +6, Sense Motive +6, Speak Other Language (Arabic) +2, Speak Other Language (Chinese) +4, Speak Other Language (Turkish) +3, Spot +11, Tumble +7, Wilderness Lore +8.

Feats: Weapon Proficiency (Melee Weapons), Weapon Proficiency (Submachine Gun), Dodge, Mobility, Martial Arts.

Magic: The brass plate that Brady’s mother gave him provides +7 deflection AC bonus to any attacks coming from one half of the battlefield on any given round. Each round, as a free action, Brady may change the orientation of this deflection.

More Fighters for the New China to Come

	
	1
	2
	3
	4
	5
	6
	7
	8

	Level
	2
	1
	2
	1
	1
	2
	3
	2

	HD
	2d6+2
	1d6
	2d6+4
	1d6+1
	1d6
	2d6+4
	3d6-3
	2d6

	Hp
	9
	6
	16
	7
	6
	12
	14
	8

	Init
	+1
	+1
	+1
	+1
	+1
	+5
	+1
	+1

	AC
	11
	11
	11
	11
	11
	11
	11
	11

	Melee Atk
	+4
	+2
	+4
	+3
	+3
	+3
	+4
	+4

	Ranged Atk
	+3
	+2
	+3
	+2
	+2
	+3
	+4
	+3

	Fort
	+4
	+2
	+5
	+3
	+2
	+5
	+2
	+3

	Ref
	+1
	+1
	+1
	+1
	+1
	+1
	+2
	+1

	Will
	+2
	+1
	+3
	0
	0
	-1
	+4
	-1

	Str
	14
	13
	15
	14
	15
	12
	13
	14

	Dex
	13
	13
	13
	13
	12
	12
	12
	12

	Con
	13
	11
	14
	12
	10
	15
	9
	10

	Int
	14
	16
	13
	13
	12
	13
	15
	14

	Wis
	14
	13
	16
	11
	10
	9
	17
	8

	Cha
	9
	10
	11
	12
	11
	8
	5
	10

	SAN
	65
	50
	45
	49
	35
	30
	95
	80

	Weapon
	Pistol
	Fighting Knife
	Thompson Submachine Gun
	Fighting Knife
	Pistol
	Pistol
	Thompson Submachine Gun
	Pistol

	Feats
	Weapon Proficiency (Pistols), Martial Arts
	Weapon Proficiency (Melee Weapons), Martial Arts
	Weapon Proficiency (Submachine Guns), Martial Arts
	Weapon Proficiency (Melee Weapons), Martial Arts
	Weapon Proficiency (Pistols), Martial Arts
	Weapon Proficiency (Pistols), Improved Initiiatve
	Weapon Proficiency (Submachine Guns), Weapon Focus (Submachine Guns), Toughness
	Weapon Proficiency (Pistols), Martial Arts


Base Skills (1

st

 level): Climb +4, Hide +4, Jump +4, Listen +4, Move Silently +4, Spot +4, Tumble +4.

Base Skills (2nd level): Climb +4, Hide +5, Jump +4, Listen +5, Move Silently +5, Spot +5, Tumble +4.

Base Skills (3rd level): Climb +5, Hide +6, Jump +4, Listen +6, Move Silently +6, Spot +6, Tumble +5.

Chu Min

Male 4th level; HD 4d6+16; hp 33; Init +3; Spd 30ft; AC 13; Atk +5 melee or +6 ranged; SV Fort +8, Ref +4, Will +0; Str 15, Dex 16, Con 18, Int 13, Wis 8, Cha 12; SAN 55.

Skills: Climb +8, Demolitions +4, Diplomacy +7, Heal +4, Hide +10, Intimidate +3, Jump +8, Listen +6, Move Silently +9, Speak Other Language (English) +3, Spot +6, Swim +6.

Feats: Weapon Proficiency (Pistols), Weapon Proficiency (Submachine Gun), Weapon Proficiency (Melee Weapons)

Bad Guys

Stats are not provided for The Bloated Woman, as with all stats for gods in Call of Cthulhu d20.

Sir Aubrey Penhew

Male 6th level; HD 6d6+24; hp 46; Init +3; Spd 30ft; AC 13; Atk +5 melee or +6 ranged; SV Fort +11, Ref +5, Will +10; Str 15, Dex 16, Con 18, Int 18, Wis 21, Cha 18; SAN 0.

Skills: Concentration +16, Cthulhu Mythos +4, Diplomacy +7, Escape Artist +7, Gather Information +8, Hide +8, Intimidate +12, Knowledge(Anthropology) +9, Knowledge (Archaeology) +12, Knowledge (Astronomy) +5, Knowledge (Egyptian History) +12, Knowledge (Egyptian Occult) +8, Knowledge (Physics) +6, Move Silently +6, Repair +7, Sense Motive +8, Speak Other Language (Arabic) +6, Speak Other Language (Deep One) +5, Speak Other Language (Egyptian Hieroglyphs) +13, Speak Other Language (Great Ones) +5, Speak Other Language (Chinese) +8, Spellcraft +13.

Feats: Great Fortitude, Weapon Proficiency (Pistol), Skill Emphasis: Concentration, Wealth

Spells: Contact Deep Ones, Contact Deity (Nyarlathotep), Contact Sand Dwellers, Dread Curse of Azathoth, Fist of Yog-Sothoth, Shrivelling, Steal Life, Wave of Oblivion.

Dire Deep Ones

See pg. 163 of the Call of Cthulhu rulebook. Medium-size Abberation (Lesser Servitor Race) (Aquatic) HD 2d8+4; hp 20, 15, 15, 14, 7, 7, 8, 15; Init +2; Spd 20ft, Swim 40ft; AC 15; Atk 2 claws Spd 20ft, Swim 40ft; AC 15; Atks 2 claws +5 melee, bite +0 melee (on land); or 2 claws +5 melee, 2 rakes +5 melee, bite +0 melee (in water), or longspear +5 melee; Dmg Claw 1d4+4, bite 2d4+2, rake 2d4+4, long spear 1d8+6; Face 5ft by 5ft; Reach 5ft (10ft with longspear); SQ Low-light vision; Saves Fort +2, Ref +2, Will +3; Str 19, Dex 15, Con 14, Int 11, Wis 10, Cha 6; Climb +10, Hide +7, Listen +7, Move Silently +5, Spot +7; CR 2; Sanity Loss 0/1d6.

Deep One #2 knows the spell Shrivelling, and has Concentration +7, Spellcraft +5.

Villager Half-Breeds (level 1)

	
	1
	2
	3
	4
	5
	6
	7
	8

	HD
	1d6-1
	1d6-1
	1d6
	1d6-2
	1d6+2
	1d6+1
	1d6
	1d6-1

	Hp
	8
	5
	9
	7
	11
	7
	9
	8

	Init
	+5
	+1
	+1
	0
	-1
	+3
	-1
	-1

	AC
	11
	11
	11
	10
	9
	9
	9
	9

	Melee Atk
	+1
	+1
	+0
	-1
	+1
	+3
	+2
	+1

	Ranged Atk
	+2
	+2
	+2
	+1
	+0
	+0
	+0
	+0

	Fort
	+1
	+3
	+2
	+0
	+4
	+3
	+2
	+1

	Ref
	+1
	+1
	+1
	+0
	-1
	-1
	-1
	-1

	Will
	-3
	-1
	+1
	-1
	-2
	0
	0
	-1

	Str
	11
	10
	8
	7
	11
	14
	12
	11

	Dex
	13
	12
	12
	10
	9
	9
	9
	8

	Con
	9
	8
	10
	7
	15
	12
	10
	9

	Int
	9
	9
	8
	8
	8
	8
	9
	9

	Wis
	5
	4
	13
	8
	7
	10
	11
	6

	Cha
	4
	4
	5
	3
	3
	3
	6
	8

	Feats
	Toughness, Improved Initiative
	Great Fortitude, Iron Will
	Weapon Proficiency (Thrown Weapons), Toughness
	Toughness, Weapon Proficiency (Thrown Weapons)
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Improved Initiiatve
	Toughness, Dodge
	Toughness, Weapon Proficiency (Melee Weapons)


Weapon: Cult Sickle 1d4

Base Skills: Craft (Boating) +4, Craft (Fishing) +4, Hide +4, Listen +4, Move Silently +4, Spot +4, Swim +4.

Jules Savoyard

Male 2nd level; HD 2d6; hp 12; Init –1; Spd 30ft; AC 9; Atk +0 melee or +0 ranged; SV Fort +3, Ref –1, Will +6; Str 8, Dex 9, Con 10, Int 10, Wis 16, Cha 3; SAN 0.

Skills: Concentration +5, Craft (Navigation) +5, Craft (Ship Handling) +8, Cthulhu Mythos +3, Knowledge (Law) +2, Move Silently +3, Speak Other Language (Chinese) +2, Speak Other Language (English) +5, Spellcraft +5, Spot +7.

Feats: Toughness, Skill Emphasis: Craft (Ship Handling)

Weapon: Automatic Pistol

Spell: Wave of Oblivion

Crazed Half-Breed Crewmen of the Dark Mistress (1st level)

	
	1
	2
	3
	4
	5
	6

	HD
	1d6-1
	1d6-1
	1d6
	1d6-2
	1d6+2
	1d6+1

	Hp
	8
	5
	6
	7
	8
	7

	Init
	+1
	+5
	+5
	0
	-1
	-1

	AC
	11
	11
	11
	10
	9
	9

	Melee Atk
	+1
	+1
	+0
	+0
	+1
	+3

	Ranged Atk
	+2
	+2
	+2
	+1
	+0
	+0

	Fort
	+1
	+1
	+2
	+2
	+4
	+3

	Ref
	+1
	+1
	+1
	+0
	-1
	-1

	Will
	-1
	-3
	+1
	-1
	-2
	0

	Str
	10
	11
	9
	9
	11
	13

	Dex
	13
	12
	12
	10
	9
	9

	Con
	9
	8
	10
	7
	15
	12

	Int
	9
	9
	8
	8
	8
	8

	Wis
	5
	4
	13
	8
	7
	10

	Cha
	4
	4
	5
	3
	3
	3

	Feats
	Toughness, Iron Will
	Improved Initiative, Weapon Proficiency (Thrown Weapons)
	Weapon Proficiency (Thrown Weapons), Improved Initiative
	Toughness, Great Fortitude
	Weapon Proficiency (Melee Weapons), Toughness
	Weapon Proficiency (Melee Weapons), Weapon Focus (Melee Weapons)


Weapons: Cult Sickle

Base Skills: Craft (Boating) +4, Craft (Fishing) +4, Listen +4, Spot +4, Swim +4.

