Cﬂwl;:!:‘wgf i T 7 _ F T A F /\ Written by Oscar Rios
Sl THE LEGACY OF g
'l ARRIUS LURCO ..

\Press A CAMPAIGN CONVERSION FOR. 7TH €DITION CTHULHU INVICTUS




THE LEGACY OF ARRIUS LURCO e 7TH EDITION CONVERSION NOTES

HOW TO USE

The locations of changes are listed Ly page number, column (C1 or
C2),and para.gra.ph (numbered from the top of the page to the bottom,
counting parti al paragraphs the same as new ones, and counting para-

aphs in boxed text separa‘te]y.). New or altered text appears as bold
%:;] ow. All stat blocks have been updated for the 7th Edition and appear
togeﬂter at the end of each section.

INTRODUCTION

Page 11 /C1/ 5th-6th: Shattered Minds: Investigators encounter
countless horrors and learn unspeakab]e know]enfge. both of which
sore]y tax their mental stability as much as their physica] bodies.
T]—Ley may Jose their minds before ‘chey lose their lives. If this happens,
the nvesti gators can recover their Sanity ina niumber of ways.

The rules for recoverin Sanity are found in the “Insanity in
the Empire” section of the 7th Edition Guide to Cthulhu Invic-
tus (page 61). There are many opportunities for investigators to
receive Home/ Fami]y Care, a“owing them to recover +1/+1D3
Sanity points per week, for up to three weeks. Trips to bath-
houses, temp]es, and resort villas like Lurca Hedeas home in
Ostia or Caelia’s apartment in Piraeus allow investigators to
recover lost Sanity. Investigators can also attend sporting events
such as gladiatorial contests, wresﬂing matches (es ecia“y at
the Acaclgemy in Athens), or chariot races (as ﬂley are ikely asso-
ciated with families owning the Red racing faction). Securing
tickets to the races or even use of a Red faction luxury owner's
box should not be too difficult. Other helpfu] activities include
attending plays or lectures, enioying the day reauling or ]ﬁking,
orjust c]earing one's mind for a restful few days.

Page11/C2/ 3rd-4th: The Cults and Secret Societies: The Cults

and Investigator Organizations: The Legacy of Arrius Lurco
features the investigator organization dedicated to &efen&ing
mankind against the Cthulhu My‘chos and two separate cults that
worship Eihort. The Children of Eihort are the antagonists of "Mask
of the Funeral Clown” with The Tenders encountered in A Second
Theseus” Both are briefly discussed here and with greater detail in
the scenarios in which t ey appear.

Theinvestigator organization, Societas Cryptaegidis, or the Hidden
Shield Society, &:fica‘te& to ﬁghﬁng the dark forces of the Cthulhu
My‘chos, appears in "Scion of Vulcan” and “A Second Theseus” &uﬁng
the second act of The Legacy of Arrius Lurco. The investigators will be
assisted by, and possﬂ:ﬂy recruited into, the secretive socie’ty.

Page13/C2/2: Myfhos Tome, Testamentum Arrii Lurconis:
¢ Testamentum Arrii Lurconis
e Latin, lvy Quintus Arrius Lurco
e Sanity Loss: 2D4
Cthulhu Myﬂlos: +4 | +8 Percentiles
Myt]los Rating: 25
Stunly: 4 weeks
Suggested Spe“s: Bless Blade, Exile Eihort, Fist of Yog-
Sothoth, Healing, and Impeccable Throw.

Page13/C2/5 and Page 14 /C1/1: Magic and Spells: Investigators
wa.n‘n'ng to learn spe”s can do so by rearling My’chos tomes or
by being tutored by other spen casters.For information about
]eaming spe"s, see the section on magic in the Call of Cthullu
7th Edition Keeper Rulebook.

Page 14 /C1/3 & 4: Poisons:
¢ Poison: Hades Tears
° Speed: 4 hours
¢ Effects (1 Dose): Diarrhea, abdominal cramps, dizziness,
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spasms, seizures, and death (4D10)
o Nofes: This dangerous toxin requires the use of a very rare,
extmterrestﬁuffungus, and it fypicully only employed by

the most nefarious cults in the empire.

¢ Poison: Kiss of Twi]ig]lt
° Speed: 60 minutes
¢ Effects (1 Dose): Reduces victims to a semi-conscious

state easily mistaken for death for 1D12+12 hours.

Page 14/ C1/5th-6th: Five New Professions: The professions listed
below should use the rules in the 7th Edition Guide to Cthulhu
Invictus. The relevant page numbers from that book are:

Charioteer: page 29

Advocate / Jurisconsults: page 26
Newsreader: page 33

Laborer: page 32

Vigi]is: page 37

THE SEVENTH TURN

Page 17 / C1 / 2: At the Arrius Suite: Investigators who make a
Regu]ar success on a Know roll are aware of two the fo“owing
items conceming the House of Arrius, chariot racing. and the
Reds Faction. Those making a Hard success are aware of four
items, while those making an Extreme success know all five..

Page17/C2/ Bowed Text: Charioteer (Sporting): Use the occupation
package for Charioteer (Racing) on page 29 of the 7th Edition
Guide to Cthullu Invictus.

Page19/C2/4 &5: The Riot:
Round Two—A rush attack ]:ry three men attempting to restrain
or knock prone the investigator. If successful, this combat maneuver

knocks the investi gator to the grouna. and enables the crowd to getat
Lurco and Melito. The three men have a 35% chance to successfu“y

execute this maneuver.

Rounds Three and Four—Each investi gator is the target of four
melee attacks. If p] ayers are prome or restrained from earlier combat
maneuvers, they are attacked by two punches and two kicks. If not,
they are ai‘ta.ckel ]:ry four punches.

Page 20 / C1 / 3: House Rumors: If any investigators are slaves or
otherwise of Infamis status, they can learn several rumors from
these members of the household provi ded ‘chey make a successful
Charm, Fast Talk or Persuade roll.

Page20/C1/8-C2/1: Culling Out The Guards: Investigators who
frequent the arena or make a Hard success on a Know roﬁ recognize
one ormore of these guarcls. T]‘Ley are well known as among the most

skilled g]a&i ators of their type.

Page 21 / C2 / 3: Lead #1, Damokles of Gaios: The investigators
can track Damokles down ]:ay making either a Charm, Fast Talk
or Persuade roll when asking someone at the Baths of Nero, as the

phﬂosophe‘r isa ‘regu] ar patron.

Page 21/C2 /4: Lead #1, Damokles of Gaios: While she does know
Latin, she'll speak no‘c]'n'ng but Greek as she does not want to make
ﬂu'ngs easy omn anyore. She knows her master hates being disturbed,
so Ag]ea says that he is not home. However, shes 1 ing, and rather
convincing]y. with her Fast Talk score being 50%. The investi gators
will have to make a Hard Insigllt roll to determine her di shonesty.
If the investi gators speak Greek and make a successful Charm,
Fast Talk or Persuade roll with a bonus die, Ag]ea lets them in and

SUMIMomns ]’leY master.

Page 22 / Boxed Text / 5: “Getting There is Half the Fun": Investigators
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who require directions must make a successful Persuade check with
a bonus die, ora successfu] Fast Talk, or Status check.

Page24/C2/2: Faﬂing this, an investi gator must make a successful
Charm, Fast Talk or Persuade roll before she opens up.

Page 25 / C1 / Boxed Text: Travel Between Ostia and Rome: The
investigators can book passage on a barge trave]ing between Rome
and Ostia for 5 sestertii, or for free if they make a successful Persuade
roll and putin 2 hours hard labor ]oach'ng and un]oa&ing cargo.

Page 25 /C1/ 6: About the Writer, Lead #3: Others can attempt the

same roll, but need a Hard success on their Know roll.

Page 25 / C2 / 3: Lead #5, Captain Taccius Avitus: Inquiries to such
peop]e about how to find Captain Avitus will bear fruit witha Hard
success ona Luck roll. The same questions made in Ostia to the same
sort of peop]e will fare better. These attempts on]y need a Regu]ar

success on a Luck roll.

Page 29 /C1/ 2: T}Ley will not tell the investigators who made
the tabulae defixiones, even with a successful Charm, Fast Talk or
Persuade check.

Page29/C2/4: The Shop of Lollius Pudens: Investigators who want
tomeet personaﬂy with Lollius Pudens must make a successful Charm,
Fast Talk or Persuade roll to convince Gelvira to call for her master.

Page 30 / C2 / 1: Investigators who c]ose]y follow chariot racing or
get an Extreme success on a Know roll recognize several of them as

parti al owners of the Reds Racing Faction.
Page 30 / C2 / 3: The Emperor’s Emissary: Investigators who make a

Hard success on their Know roll recogm'ze him as Ventor, persona]
slave to Emperor Hadrian.

Page 31/C1/4: Making A Powerful Enemy: The two slaves move toa
corner of the room and share a whi sperea. conversation. Investigators
who make a successful Hard Listen check can eaves&rop onthemand

overhear the foll owing items:

Page 31/ Boxed Text: Advocate / Jurisconsultus: Use the occupation
package for Advocate / Jurisconsults on page 26 of the 7th Edition
Guide to Cthullu Invictus.

Page 32/C2/5: The Attack at the Baths of Agrippa: Each investigator
is attacked by 2 men, one of whom attempts to hold the investi gator
still (Grapp]e (mnvr)) while the other attempts to stab him with a
clagger.

Page 33 /C2 /1: Agony and Insanity: Beyon& the locked door (STR
60, the ilwestigators need a Hard success on a STR roll to batter
it down and gain enl:ry), the manis &ying.

Page 35/2/5: The Chest: The chest is locked; nvestigators can open
it by breaking the lock (12 HP), forcw'ng it open by overcoming the
door’s STR of 70 with a Hard success (p]ayers gaina bonus dieif
invesﬁgators use an appropriate tool), or using the key located on
Arrius Lurcos bocly.

Page 35 /2 / 7: Testamentum Arrii Lurconis:

Testamentum Arrii Lurconis

Latin, ’Jy Quintus Arrius Lurco

Sanity Loss: 2D4

Cthulhu Myﬂlos: +4 / +8 Percentiles

Myﬂlos Rating: 25

Shuly: 4 weeks

Suggestecl Spe"s: Bless Blade, Exile Eihort, Fist of Yog—
Sothoth, Hea]ing, and Impeccal)]e Throw.

€0
@

SPORTS RIOTERS
Page 19

STRG65 CONS55 SIZ60 DEX50 APP45 EDU 50 INT 50
POW 50 SANS50 LUCK40 HP11 MP10 MOVES BUILD +1
DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 40% (20/8), 1D3+DB; Small
Knife 40% (20/8), 1D4+DB; Dodge 25% (12/5)

ARMOR: None
SKILLS: Loot 55%, Scream 75%, Throw 35%
SPELLS: None

AVERAGE CREWMAN OF THE LADY OF ATHENS
Page 26

STR70 CON 70 SIZ65 DEX60 APP50 EDUG65 INT55
POW G0 SANGO LUCK50 HP13 MP12 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB; Small

Club 60% (30/12), 1D6+DB; Long Knife 60% (30/12), 1D6+DB;

Short Sword 55% (22/11), 1D6+DB (only in battle); Small

Shield 40% (20/8) 1D3 + DB; Dodge 50 (25/10)

ARMOR: Soft leather work jerkin 1D3, Small

Shield 40% parry (only in battle)

SKILLS: Climb 75%, Natural World 50%, Pilot Boat 55%, Swim 50%

SPELLS: None

TACCIUS AVITUS
Respected Merchant and Sea Captain « Page 26

STR75 CON70 SIZ70 DEX60 APP65 EDU 75 INT65
POW 70 SAN 70 LUCK60 HP 14 MP 14 MOVE 7/ BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Short Sword
70% (35/14), 1D6+1+DB; Small Knife 65% (32/13), 1D4+DB;
Small Shield 60% (30/12) 1D3 + DB; Dodge 50% (25/10)
ARMOR: Soft leather work jerkin 1D3, Small

Shield 60% parry (only in battle)

SKILLS: Climb 75%, Insight 45%, Natural World 50%, Persuade
65%, Pilot Boat 55%, Spot Hidden 55%, Status 54%, Swim 50%

SPELLS: None

RABBI MOAB OF TYRUS
Practitioner of Kabbalah « Page 28

STR35 CON30 SIZ45 DEX40 APP35 EDU 92 INT 80
POW S0 SAN 30 LUCK45 HP7 MP18 MOVE2 BUILD-1

DAMAGE BONUS: -1

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 25% (12/5), 1D3+DB;

Staff 25% (12/5), 1D6+DB; Dodge 20% (10/4)

ARMOR: None.

SKILLS: Cthulhu Mythos 18%, Insight 80%, Languages:
Hebrew (Own) 80%, Latin 20%, Natural World 80%, Occult
90%, Sciences: Astrology 80%, Philosophy/Religion 85%

SPELLS: Bless Blade, Exile Eihort, Fist of Yog-Sothoth, Healing,
Impeccable Throw, and any others desired by the Keeper
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EURIC, ALEWAR, AND GUNDISLAV
Gothic Slaves of Lollius Pudens « Page 29

STR75 CON70 SIZ75 DEX55 APP55 EDUG65 INT50
POW 55 SAN55 LUCKS50 HP14 MP11 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 70% (25/14), 1D3+DB;
Small Club 65%, 1D6+DB; Dodge 50% (25/10)

ARMOR: None
SKILLS: Listen 55%, Spot Hidden 50%
SPELLS: None

LOLLIUS PUDENS

Rome’s Finest Tabulae Defixiones Maker « Page 29

STR50 CONGO SIZ55 DEX80 APP /0 EDUG65 INT 80
POW 70 SAN 70 LUCK60 HP1l1 MP14 MOVES BUILD O

DAMAGE BONUS: None

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB; Dodge 40% (20/8)
ARMOR: None

SKILLS: Accounting 75%, Art/Craft: Create Tabulae
Defixiones 80%, Charm 75%, Fast Talk 55%, Insight 60%,
Occult 60%, Persuade 75%, Status 54%), Throw 55%

SPELLS: None

DECRIUS NEOPS

Insane Fan of the Reds Racing Faction « Page 33

STR75 CON70 SIZ70 DEX60 APP50 EDU 55

INT 65

POW 70 SANO LUCK35 HP14 MP 14 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Small
Knife 65% (32/13), 1D4+DB; Dodge 30% (15/6)

ARMOR: Soft leather 1D3

SKILLS: Climb 55%, Listen 45%, Persuade
65%, Sleight of Hand 50%, Stealth 70%

SPELLS: None

RANDOM THUGS UNDER THE
SWAY OF DECRIUS NEOPS

(Twice the number of investigators) « Page 33

STR70 CONG5 SIZ70 DEX50 APP45 EDU 40
POW 50 SANS50 LUCK40 HP14 MP10 MOVEY

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB; Small
Knife 60% (30/12), 1D4+DB; Dodge 25% (12/5)

ARMOR: None
SKILLS: Sleight of Hand 45%, Stealth 55%
SPELLS: None

INT 50
BUILD +1
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MASK OF THE FUNERAL CLOWN

Page 38 / Boxed Text: Newsreader: Use the occupation package for
Newsreader on page 33 of the 7th Edition Guide to Cthullu Invictus.

Page 41 / C1/ 2: Hes small (SIZ 25), quite fit, and has a g1f’c for
navigating the twisting streets and aﬂeyways. The young cultist
darts ‘t}u*ough the crowd, into S]’lOpS and out their back doors, across
markefp] aces,or everLup the stairs and across the roofs of multi story
tenements. To catch the boy, investioators must make a Regu]ar STR
check, if ’c]'Ley are pushing throu ]g1 the crowd, or a Regu]ar DEX
check, if they are trying to snake their way around pe&est‘ri ans. They
must also make a Regu]ar CON check to keep up with the nimble

youngster.

Page41/C2/4: The Ceremony: Unless the investi gators themselves
are patricians with a Status of at least 80%, they are not invited to
these private affairs.

Page 45 /C2 /1: An Offer for the Future: Any investigator who accepts
the offer to work for Arrius Casca full time receives a +5% to their
Status scores.

Page 46 / C2 / 4: Lying to Melito: Melito grows frustrated with
the nvestigators’ denials and refuses to believe them even with

successful Charm, Fast Talk or Persuade rolls.
Page 47 / C2 / 3: Mask of the Hero: The attack does little more than

cause arash and spreacl revulsion. Investi gators can attack the ﬂeeing

or swarming creatures by making a successful Regular DEX check.

Page 48 / C1/4: A Gift of Fruit and Tears: The fruit in the baskets
tastes delicious &espite being laced with a poison called Hades Tears.

An exotic toxin, Hades Tears consists of a mixture of several herbs

=

and rare Mythos fungi. This Lethal poison has a duration of four
hours. In the first hour, victims exhibit no symptoms. However in
the second and third hours, those poisone& suffer terrible diarrhea,
abdominal cramps, and dizziness. In the final, dreadful hour
victims are C‘m'pp]e& by full body spasms, seizures, and typica"y
death. The Jamage can be halved if the investigators make a
successful Extreme CON check.

¢ Poison: Hades Tears

o Speecl: 4 hours

¢ Effects (1 Dose): Diarrhea, abdominal cramps, dizziness,
spass, seizures, and death (4D10)

o Nofes: This dangerous toxin requires the use of avery rare,
exfruterresh’iaffungus, and it fypicully only emrloyed lty

the most nefarious cults in the empire.

Page 48 / C1 / 7: A Gift of Fruit and Tears: At this point, the
investigators must make a successful Natural World roll to locate
the ingredients necessary for the antidote, followed bya successful
Art/Craft: Potions roll to create it.

Page 48 / C2 / 1: A Gift of Fruit and Tears: Gathering the items and
brewing the antidote takes at least an hour. With a successful Luck
roll, investigators who are upofhecaries or possess an Art/ Craft:
Potions score of 50% or more will have all the items needed among

their supp]ies.

Page 48 / C2 / 2: A Gift of Fruit and Tears: Once the antidote is
ingested., it halts the toxin’s effects (whether the victim takes full or
half damage) and should the victims survive tltey sl owly recover
over the next 4 hours. The &amage a]read_y suffered can on]y be
healed na.‘turaﬂy; First Aid and Medicine checks are useless. Without
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the antidote, poi soned investi gators are qlu'te ]ike]y to die.

Page 51 / Boxed Text: Laborer: Use the occupation package for
Laborer on page 32 of the 7th Edition Guide to Cthullu Invictus.

Page 54 /C2/5: Caelia’s Neighbors: Investigators can move the
statue aside by winning an opposecl STR check vs. STR 100.

Page 55 / C1/4: Investigators so instructed must make a successful
Hard INT check after 2 hours of instruction to learn the speﬂ.

Page 56 / C1 / 2: Insights into The Children of Eihort: If the
inves‘dgators make a successful Charm or Persuade roll, Caelia
confesses that she lost someone close to her &uring the ritual of
Becoming One.

Page 57 /C2 / 2: Caelia’s Price: Investigators making a successful
opposed Charm or Persuade check against the bustuariae can

reduce her fees by 20%.
Page 58 /C2 /3:A Meeting with the Collegium: The investigators can

make a Know or Empire check to determine its location, or with a
successful Luck roll someone will give them directions.

Page59/C1/4: An Audience with Maelius Primus: Pavia and Proxia,
stunning]y beautiful identical twins (APP 75), enter to serve the

investi ga’cors wine.

Page 59 /C2/3: Reuching an Umlersfumling: “But we can a]ways
make new friends, can’'t we? Tell me why you’& be goo& friends
to have” Investigators must answer the crime lord and make a
successful Charm, Fast Talk, Persuade, or Status check.

Page 59 / C2 / 5 Reaching an Understanding: However, if the

investigators make a successful Persuade roll, ‘chey can reduce this
amount to 7500 sestertii.

Page 60 /C2/3: Gala Offers a Deal: The investigators can reduce this
amount to 3000 sestertii with a successful Persuade roll.

Page 62 / C1/4: The Courtesan’s House: The gir]s scream at the
first sign of &amger. Jock themselves in a back bedroom, and push
furniture in front of the door (a STR 60 barricade) before yeﬂing
out the window for the vigﬂes.

Puge 65 / C2 / 1: The Cabined and Chest: Faﬂing this, the chest can
be forced open ]:ry the investigators succeeding onan opposed STR
roll vs. the chest's STR of 75.

Page 65 / C2 / 3: If the Investigators Fail: If successful, the thugs
make certain to deliver either a broken bone, facial scar (-5 APP), or
sever a finger from each investi gator to deliver the Pproper message.

ROWDY FANS OF A RIVAL FACTION
(x2D4) « Page 40

STR60 CONG6G5 SIZ50 DEX55 APP45 EDU 40 INT 40
POW 50 SAN40 LUCK35 HP12 MP10 MOVES BUILD O

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 45% (22/9), 1D3+DB; Small
Club 45% (22/9), 1D6+DB; Dodge 22% (11/4)

ARMOR: None

SKILLS: Hurl Garbage 40%, Sleight of Hand 45%, Stealth 55%
SPELLS: None
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CAELIA
Former Cultist « Page 42

STR55 CON 75 SIZ50 DEX 75 APP 75 EDU 70 INT 70
POW 75 SANO LUCK70 HP12 MP15 MOVES BUILD O

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB; Small
Knife 50% (25/10), 1D4+DB; Dodge 50% (25/10)
ARMOR: None

SKILLS: Art /Craft: Dance 60%, Potions 40%, Charm 75%, Cthulhu
Mythos 18%, Fast Talk 75%, First Aid 50%, Infamy 20%, Insight
65%, Languages: Greek 50%, Latin (Own) 70%, Natural World 55%,
Occult 60%, Persuade 70%, Spot Hidden 85%, Stealth 80%

SPELLS: Ariadne’s Twine, Balk Brood, Bat Form, Contact Eihort,
Create Amulet, Healing, Resurrection, Summon/Dispel Typhoon

RANDOM THUGS
(x1D3+1) « Page 49

STR70 CON70 SIZ65 DEX50 APP45 EDU 40 INT 45
POW 55 SAN40 LUCK40 HP13 MP1l1 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB;
Pugio 65% (32/13), 1D4+2+DB; Dodge 25 (12/5)

ARMOR: None
SKILLS: Sleight of Hand 40%, Stealth 35%
SPELLS: None

ANIMATED ZOMBIES
(x1D2) « Page 49

STR75 CONB0O SIZ65 DEX35
POW5 HP14 MP1 MOVE7 BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1
ATTACKS: Bite 30% (15/6), 1D3+DB; Dodge 17% (8/3)

ARMOR: None, but impaling weapons do 1 point of
damage and all others deal one half rolled damage.

SKILLS: Appear to Be Normal Living Human
40%, Obey Animator’s Commands 99%

SPELLS: None
SANITY LOSS: 1/1D8

ANIMATED ZOMBIES
(x1D2) « Page 49

STR80 CONS85 SIZ60 DEX35
POWS5 HP14 MP1 MOVE 7 BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1
ATTACKS: Bite 30% (15/6), 1D3+DB; Dodge 17% (8/3)

ARMOR: None, but impaling weapons do 1 point of
damage and all others deal one half rolled damage.

SKILLS: Appear to Be Normal Living Human
40%, Obey Animator’s Commands 99%

SPELLS: None
SANITY LOSS: 1/1D8

DAEMUNCULUS INDEX
Page 50

STAT Roll / Average
STR2D3x5/20 CON 1D4x5/15 SIZ 1D3x5/ 10

DEX 4D6x5 /55 INT 3D6x5/40 POW 2D6x5 /30
HP2 MP2D6/6 MOVE4/12flying BUILD -2

DAMAGE BONUS: -2

ATTACKS PER ROUND: 1

ATTACKS: Bite 25% (12/5), 1 point; Dodge 30% (15/6)
ARMOR: None

SKILLS: Listen 75%, Spot Hidden 65%, Stealth 80%, Track 65%
SPELLS: None

SANITY LOSS: 1/1D4

DAEMUNCULUS VENENARIUS
Page 50

STAT Roll / Average
STR 2D4x5/30 CON 2D6x5/40 SIZ 1D3x5/10

DEX 4D6x5 /55 INT 2D6x5/30 POW 2D6x5 /30
HP5 MP2D6/6 MOVEG6/ 10 flying BUILD -2

DAMAGE BONUS: -2
ATTACKS PER ROUND: 1

ATTACKS: Bite 50% (25/10), 1D2+Strong
poison (2D10) (*); Dodge 30% (15/6)

MANEUVERS & EXTRAS: (*) If killed, the creature explodes in a cloud
of noxious fumes with a 10-foot radius. Those exposed to this cloud,
which lasts a single round, suffer from a Mild poison attack (1D10). The
cloud causes watery eyes, dizziness, difficulty in breathing, and nausea.

ARMOR: None

SKILLS: Stealth 70%, Track 65%
SPELLS: None

SANITY LOSS: 1/1D4

GRUMIO
Murderous Cultist « Page 54

STR85 CONS8O SIZ80 DEX 75 APP50 EDU 70 INT50
POW55 SANO LUCKS50 HP16 MP11 MOVES BUILD +2

DAMAGE BONUS: +1D6
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Small
Club 80% (40/16), 1D6+DB; Dodge 50% (25/10)

ARMOR: Hardened leather 1D4

SKILLS: Insight 40%, Listen 55%, Sleight of Hand
65%, Spot Hidden 55%, Stealth 80%, Track 40%

SPELLS: None

THE GHOULS OF THE GELLIUS FAMILY CRYPT
Page 55

STR65 CON75 SIZ75 DEX75 INT55
POWG65 HP15 MP 13 MOVES BUILD +1

DAMAGE BONUS: +1D4

ATTACKS PER ROUND: 3

ATTACKS: Fighting: Claws 30% (15/6), 1D6 + DB; Fighting:

Bite 30% (15/6), 1D4 per round; Dodge 40% (20/8)
MANEUVERS & EXTRAS: Bite and hold (mnvr): If the ghoul's
bite strikes home, it hangs on instead of using claw attacks, and
worries the victim with its fangs, continuing to do 104 damage
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automatically per round. An opposed STR roll is required to dislodge
the ghoul, breaking the hold and ending the bite damage.

ARMOR: Projectiles do half damage; round down any fractions.
SPELLS: None
SANITY LOSS: 0/1D6

\'!!{gﬁamu.
\_\' __/J;h‘ ;‘f

THE GHOULS OF THE GELLIUS FAMILY CRYPT
Page 55

STR70 CON70 SIZ60 DEX55 INT50
POW 45 HP 13 MP9 MOVES BUILD +1

DAMAGE BONUS: +1D4

ATTACKS PER ROUND: 3

ATTACKS: Fighting: Claws 30% (15/6), 1D6 + DB; Fighting:

Bite 30% (15/6), 1D4 per round; Dodge 40% (20/8)
MANEUVERS & EXTRAS: Bite and hold (mnvr): If the ghoul's
bite strikes home, it hangs on instead of using claw attacks, and
worries the victim with its fangs, continuing to do 1D4 damage
automatically per round. An opposed STR roll is required to dislodge
the ghoul, breaking the hold and ending the bite damage.
ARMOR: Projectiles do half damage; round down any fractions.
SPELLS: None

SANITY LOSS: 0/1D6

THE GHOULS OF THE GELLIUS FAMILY CRYPT
Page 55

STRS0 CON70 SIZ75 DEX45 INT80
POW50 HP14 MP10 MOVES BUILD +2

DAMAGE BONUS: +1D6
ATTACKS PER ROUND: 3

ATTACKS: Fighting: Claws 30% (15/6), 1D6 + DB; Fighting:
Bite 30% (15/6), 1D4 per round; Dodge 40% (20/8)

MANEUVERS & EXTRAS: Bite and hold (mnvr): If the ghoul's

bite strikes home, it hangs on instead of using claw attacks, and
worries the victim with its fangs, continuing to do 1D4 damage
automatically per round. An opposed STR roll is required to dislodge
the ghoul, breaking the hold and ending the bite damage.

ARMOR: Projectiles do half damage; round down any fractions.
SPELLS: None
SANITY LOSS: 0/1D6

GRATIAN

Professional Assassin « Page 57

STR75 CONS8O SIZ70 DEX80 APP55 EDUG65 INT60
POW G5 SAN 35 LUCK40 HP15 MP 13 MOVEYS BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 80% (40/16), 1D3+DB; Small Knife 80%
(40/16), 1D4+DB; Gladius 75% (37/15), 1D6+1+DB; Dodge 65% (32/13)

ARMOR: Hardened leather breastplate, bracers, and shin guards 1D4

SKILLS: Climb 45%, First Aid 50%, Insight 70%, Jump
50%, Listen 65%, Sleight of Hand 65%, Spot Hidden
75%, Stealth 85%, Throw 60%, Track 55%

SPELLS: None
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MARTUS

Professional Assassin « Page 57

STR75 CONS8O SIZ70 DEX80 APP55 EDU 65 INT60
POW G5 SAN 35 LUCK40 HP15 MP13 MOVEYS BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 80% (40/16), 1D3+DB; Small Knife 80%
(40/16), 1D4+DB; Gladius 75% (37/15), 1D6+1+DB; Dodge 65% (32/13)

ARMOR: Hardened leather breastplate, bracers, and shin guards 1D4

SKILLS: Climb 45%, First Aid 50%, Insight 70%, Jump
50%, Listen 65%, Sleight of Hand 65%, Spot Hidden
75%, Stealth 85%, Throw 60%, Track 55%

SPELLS: None

AVERAGE COLLEGIUM FOOT SOLDIER
(x6D4 in chapter house at any time) « Page 59

STR /5 CON75 SIZ70 DEX70 APP45 EDU 40 INTS55
POW 55 SAN55 LUCK45 HP 14 MP11 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 75% (35/15), 1D3+DB; Small Knife 75%
(37/15), 1D4+DB; Small Club 75% (37/15), 1D6+DB; Dodge 45% (22/9)

ARMOR: Soft leather 1D3 or hardened leather 1D4
SKILLS: Intimidate 35%, Listen 45%, Spot Hidden 50%, Stealth 65%
SPELLS: None

PAVO
Plumber and Cowardly Cultist « Page 61

STR80 CON 75 SIZ60 DEX 70 APP45 EDU 70 INTG65
POWG0 SANO LUCKS50 HP13 MP12 MOVES BUILD +1

DAMAGE BONUS: +1D4

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB; Small
Knife 60% (30/12), 1D4+DB; Dodge 40% (20/8)

ARMOR: None

SKILLS: Climb 40%, Empire 45%, Insight 70%, Listen 40%,
Natural World 65%, Repair/Devise 80%, Sleight of Hand
40%, Spot Hidden 50%, Stealth 65%, Swim 40%

SPELLS: Ariadne’s Twine, Contact Eihort, Create
Zombie, Evil Eye, Healing, Voorish Sign

AVERAGE ROMAN VIGILIS
(x1D3+1) « Page 62

STR70 CON 70 SIZ65 DEX75 APP50 EDUG65 INT55
POW 60 SANS55 LUCKS50 HP13 MP12 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Small
Club 50% (25/10), 1D6+DB; Dodge 40% (20/8)

ARMOR: Soft leather 1D3
SKILLS: Climb 60%, Empire 50%, Insight 40%, Spot Hidden 50%
SPELLS: None

DAMA
Pimp and Deadly Cultist « Page 62

STR85 CON 75 SIZ80 DEX65 APP 70 EDUG60 INT50
POW50 SANO LUCK45 HP15 MP10 MOVES BUILD +2

DAMAGE BONUS: +1D6
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 80% (40/16), 1D3+DB; Gladius
80% (40/16), 1D6+1+DB; Pugio 80% (40/16), 1D4+2+DB,
uses pugio to parry attacks; Dodge 50% (25/10)

ARMOR: None

SKILLS: Fast Talk 60%, Insight 60%, Intimidate 50%,
Listen 35%, Persuade 60%, Sleight of Hand 30%, Spot
Hidden 54%, Stealth 60%, Throw 75%, Track 40%

SPELLS: Ariadne’s Twine, Contact Eihort, Evil Eye

APOLLINA

Beautiful Courtesan and Cunning Cultist « Page 62

STR70 CONS8O SIZ65 DEX80 APP85 EDU 75 INT60
POWG5 SANO LUCKS50 HP14 MP13 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 55% (22/11), 1D3+DB; Twin
Sicas 75% (37/15), 1D4+2+DB; Dodge 60% (30/12)

ARMOR: None

SKILLS: Accounting 45%, Art/Craft: Acrobatics 60%, Lyre
60%, Fast Talk 65%, Insight 60%, Listen 40%, Persuade
55%, Sleight of Hand 50%, Stealth 65%

SPELLS: Ariadne’s Twine, Contact Eihort, Evil Eye, Healing

SARRIUS
Father to Many and Defender of the Faithful « Page 62

STR80 CONS8O SIZ70 DEX 75 APP60 EDU 70 INT60
POWG0 SANO LUCKS50 HP15 MP12 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 75% (37/15), 1D3+DB; Gladius
80% (40/16), 1D6+1+DB; Dodge 50% (25/10)

ARMOR: None

SKILLS: Climb 40%, Empire 45%, Insight 60%, Listen 35%,
Natural World 65%, Repair/Devise 80%, Sleight of Hand
30%, Spot Hidden 54%, Stealth 60%, Swim 40%

SPELLS: None

LARCILLA

Mother to Many and Brewer of Poisons « Page 62

STR65 CON 70 SIZ55 DEX75 APP75 EDUGO INT65
POWG5 SANO LUCKS50 HP12 MP13 MOVES BUILD O

DAMAGE BONUS: None

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB; Pugio 50%
(25/10), 1D4+2+Mild poison (1D10) (*); (*) The pugio is coated
with Moonflower Honey (aka Datura. See page 56 of the 7th
Edition Guide to Cthulhu Invictus.; Dodge 37% (18/7)
ARMOR: None

SKILLS: Art/Craft: Potions 80%, Fast Talk 40%, First Aid

50%, Insight 70%, Listen 40%, Natural World 65%, Sleight

of Hand 40%, Spot Hidden 50%, Stealth 65%

SPELLS: Create Daemunculus
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SCION OF VULCAN

Page 68 / C2 / 3: As It Stands: (see The Tale of the Scion of Vulcan,
page 7

Page 69: Boxed Text: New Spell: Balk Brood:
Balk Brood
Cost: Variable magic points: 1D3 Sanity
Casting time: 3 rounds

This spe“ calls forth Eihorts brood from a particu]ar target.
The spe" requires 3 rounds to cast and costs 1D3 SAN per par-
ticipant. The caster and other people who know the spell can
expeml as many magic points as desired; additional partici-
pants who touch the caster as the spe" is cast canadd 1 MP per
person, a]ﬂlougll the SAN cost per participant remains constant
at 1D3 for each person involved.

The caster mu]tiplies the number of magic points spent by five
and attempts to roll under the total inan opposed roll against
the Keeper, who mu]ﬁp]ies by five the number of clays e]apsecl
since the host was infected and attempts to roll under that total.
If the spell succeeds, the half-formed brood erupt from the
target's bodﬂy orifices, causing great pain and embarrassment,

and cosﬂng 1D4 SAN.

The brood may a]re.uly have iniuretl the victim severe]y. with
only their presence keepin itfrom being obvious. In that case,
removing themmi g]lt kill the victim since the target of the Balk
Brood spe“ must absorb 1 HP in damage for each (lay that he
has been infested with the brood.

Participants risk Eihort aﬂacking each time ﬂley use the spe".
arisk thatincreases ]:y 10% each time the spe“ is cast. Eihorts
attack is a]ways launched at the person who has cast the spe“

the most number of times or who has the llig]lest POW. There-
fore, after casting Balk Brood nine times, a parti cular caster has
a2 90% chance that Eihort will appear. (See The Grand Grimoire
of Cthulhu Mythos, pp- 34-35)

Page 70 /C1/2: Caelia tries to avoid teﬂing the investi gators exacﬂy
what’s going on unless they make a successful Charm or Persuade
check.

Page 72 /C1/6:The Workshop: Gervasios does not elaborate to the

investigators unless they make a successful Charm or Persuade roll.

Page 74 / C1/4: A Conversation with Kepheus of Alopece:

Investi ga‘cors parh'cipah'ng inadial ogue with Ke‘pheus discover him
to be a master of the arts of philosophy, debate and rhetoric. Inves-
tigators must make three successful opposed Oratory/ Rhetoric
rolls against Kep]leus. Investigators who have more than 30% in
the Science: Plti]osop]ly / Re]igion skill are gramted a bonus dice
in such contests. If the investigators win one of these opposecl
rolls Kepheus concedes a point in their argument and is gener-
a“y impressed by his opponent. For each such victory Ke heus
rewards the investigators witha piece of information. Eacll: such
contests, success ]gor note, takes at least 30 minute of debate.

Page 74 / C2 / 5: Information from Kepheus: If the investigators make
a fourth successful opposecl Rhetoric / Oratory check, Kep]leus
decides to take them to his commanderwithin the Hidden Shield
Society.

Page 78 /C1/4: Fimling Elpidios: Investigators trying to determine

his whereabouts need on]y ask someonein De]phi and make a Hard
POW check.

Page79/C1/1: If the investi gators are below their maximum Sanity,
they regain 1/ 1D3 Sanity points &uring their re]axing. week-] ong
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vacation, as a form of Home/Fami]y Care. (See page 62 of the 7th
Edition Guide to Cthullu Invictus.)

Page 79 /C2/1: Purification Ritual While un&ergoing this peﬂ'o&
of intense reli gious observance, the peh’h’om’ng investiga.tor regau'ns
1/1D4 Sami‘ty points, if TNecessary,asa form of Mystica] Treatment.
(See pp. 62-63, of the 7th Edition Guide to Cthulhu Invictus.)

Page 79 /C2 /3: A Meeting with the Oracle at Delphi: Investigators
with a CON lower than 50 ]oegin fee]ing Ti ghthea&e& and euphoric

after breaﬂu'ng it for a few minutes.

Page 80/C1/6: The Stadinm: If the investi gators make a successful
Extreme Luck roll, the Stadivm will be hosting a day—] ong athletic
competition that very day, or in the next 1D3 &ays if tlley roll a
Regular success.

Page 80 /C1/7-C2/1: Fimling a Symposium: Once out and about,
the investigators need to be sociable with the locals to get invited
to a symposium. A Language: Greek score of 40% or highe‘r is
he]pfu]. Inves‘ciga‘cors must also demonstrate inteﬂigence, (INT of
greater than 55), possess either good looks, (APP greater than 60),
or seem weal thy and well established (equestrian rank or llig]ler
| Status 51 or above). Faﬂing that, nvestigators can demonstrate
their wit and skill at conversation, requiring a successful Charm,
Oratory | Rhetoric, or Persuade check. However, flirtatious
female investigators with an APP of 70 or greater who spea.k even

a smattering of Greek (10% or higher) ea.sﬂy secure an invitation.

Page 84 / C1/ 3: Freeing Taras: Tnvestigators who try to negotiate
better terms must succeed at a Hard Persuade check; if successful,
H*Ley lower the price to 5,000 sestertii.

Page 84 /C1/4: Freeing Taras: They can do so with a successful Hard

Persuade check; otherwise, the man will comp] e'te]y refuse to coopera.‘ce.

Page 86 /C1/8: A Hunting Trip: The swine fo]kkeep a careful watch

on this area and easﬂy notice anyore mow'ng across it unless each

investigator makes a Hard Stealth roll.

Page 87/C2/3: Fimling the Entrance: The nvestigators must search
the area for the new entrance, maﬂdng a successful Hard Spot Hidden
roll during the day. This mi gh’c take some time since each check takes
about 40 minutes. The opening, once found, is cunm'ng]y hidden
behind some rocky outcroppings. If the investi gators don't locate the
entrance and are in the area at dusk or later, with a successful Regu]ar
Spot Hidden roll, ﬂley notice several thousand bats emerging from

the concealed cavern entrance

Page 88 / C1/ 4: Realm of the Anemoe Thyellae: I. The Entrance:
I‘rwesh'ga’cors using c]imbing tools such as a hammer, spﬂces, and
ropes gain 2 bonus dice.

Page 88 /C1/5: Realm of the Anemoe Thyellae: II. The Ledge: After
stepping onto the ]e&ge. the invesﬁgators must make a DEX check
to maintain their balance while marneuvering al ongitto the passage
opening.

Page 88 /C2/3: V. The Bat Colony: The investigators suffer a Minor
Injury (1D3) from ga’chered fumes for each round they spem‘l here.
T]—Ley can reduce the diffi cu]i:y of their CON check for half damage
from an Extreme to a Hard success by covering their mouths and
noses with cloth.

Page 88/ Boxed Text: Firepots: Keepers may allow investi gators who
fail their Throw rolls by less than 20% to make a Luck roll in order
to inflict half &amage (3D3,2D3, and 1D3).

Page 89 /C2/2: V1. The Fallen Hoplite: If the investi gators threaten
the ghos’c or attempt to take the falcata without his permission,
Alexios attacks by making opposecl POW checks against his target.
If successful, the hop]ite’s ghost drains 2D10 points of POW. If the
target resists this contest, Alexios loses 2D10 points of his own POW.
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Page 92 / Boxed Text: The Athenian Death Ray's Components

Component. Stats Reqw're& to Carry

1. Three-l egge& stand and pivot swivel mount, STR 45 / DEX 45

2. Metal box with dual handles and an aiming lens, STR 70 / DEX 45
3. Pottery cy]in&er reinforced with bands of copper, STR 60/ DEX 60
4. Series of ]ong, tapering, crysta] —pre& rods, STR 45 / DEX 70

Page 92 /C1/4: VIIL The Vault: Tt will take a combined STR 160 to
move the four ]arge stones Hocking the passage enough to enter this
chamber. At their discretion, Keepersmaya low one ortwo bonus
dice if the inves‘ciga’cors use &igging tools, ropes, or a puﬂey system
to move the boulders.

Page 93/ C1/ 2: If the viﬂa.gers notice Taras with the invesh'ga.‘tors,
Keepers should app]y a pena]ty die to the Persuade check. Their
a.sking priceis 3 d_ays of moderate labor or 100 sestertii. This can be
reduced to 2 a.ays of labor or 60 sestertii if the investigators got a
Hard success on the Persuade check.

Page 93 /C1/4: The Road to Thermopylae: This costs them 200
sestertii, or 150 sestertii if the investigators make a successful

Persuade check.

Page 93 /C2/2: Purchusing Hesiod: If the investigators make a
successful Persuade roll, Kadmos will accept 300 sestertii.

Page 94 /C1/1: Investigators attempting to negotiate new terms
must make an Extreme success on a Charm, Fast Talk, or Persuade
check to convince Taras to accept them.

Page 95 /1/3: Cuptured Weapons: While less fmpressive, the blades
emp] oye& ]:ay the assassins are also qw'te remarkable. The thin black

Jadii are made not of metal but some of sort of impossﬂo]y hard dl ay
called black steel. The weapons are ]ight. unbe]ieva]:ﬂy sharp. and

enable the wielder toi gnore 3 points ofa target's armor.

Page 95 / C1/6: An Agreement Fulfilled: This costs the investigators
5000 sestertii, or 4200 sestertii with a successful Persuade voll.

Page 96 /C1/1: The investigators must make a Hard INT check to

comprehen& these instructions and be able to operate the weapor.

Page 96 / 1/ 4: Briefing the Societas Cryptaegedis: Investigators
trying to dissuade Makarios from this course of action must make
a successful Charm, Fast Talk, or Persuade roll. Taras has little desire
torecount his time serving as liaisontoa spiﬁ"t scholar,and even less
to have his father su]o]'ec‘ce& to any sort of interrogation. He’s afraid
that the memories, which mi g]'t‘t surface from the quesh'om'ng. could
seﬂ'ous]y harm Hesiod. Investigators attempting to convince Taras
to meet with representatives of Societas Cryptaegidjs must make a

Hard Charm or Persuade check.
Page 96 / Boxed Text / 1: The Athenian Death Ray: Once fuﬂy

assembled, the machine is heavy and difficult to move, requiring a

combined STR 100.

Page 96 / Bowed Text / 3: The Athenian Death Ray: This cha.nges the
weapon’'s base chance to hit from 30% to one half of the users
DEX score. For examp] e, an investi ga.tor with a DEX of 70 has a 35%
chance to hit.

ATHENIAN TEMPLE GUARDS
Page 73

STR70 CON 75 SIZ70 DEX60 APP50 EDU60 INTG60
POW G0 SANS50 LUCKS55 HP14 MP12 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1
ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Short

Sword 65% (32/13), 1D6+DB; Dodge 40% (20/8)

ARMOR: Hardened leather and helmet with bronze greaves, 1D4+1
SKILLS: Insight 55%, Intimidate 60%, Spot Hidden 45%

SPELLS: None

KEPHEUS OF ALOPECE
Philosopher and Societas Cryptaegidis Agent « Page 74

STR40 CONS50 SIZ50 DEX55 APP55 EDU 94 INT 85
POW 70 SAN40 LUCK50 HP10 MP14 MOVES8 BUILD O

DAMAGE BONUS: None

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB; Dodge 22% (11/4)
ARMOR: None

SKILLS: Cthulhu Mythos 19%, Insight 75%, Languages: Greek
(Own) 94%, Latin 80%, Library Use 85%, Listen 60%, Occult
80%, Persuade 80%, Spot Hidden 55%, Status 55%

SPELLS: None

MAKARIOS OF SCANBONIDAS

Priest of Athena, Societas Cryptaegidis Commander « Page 76

STR60 CON 70 SIZ65 DEX60 APP65 EDU S0 INT 65
POW 75 SANG0O LUCK55 HP13 MP15 MOVE 7/ BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB; Staff 50% (25/10),
1D6+DB; Small Knife 50% (25/10), 1D4+DB; Dodge 45% (22/9)

ARMOR: Soft leather breastplate 1D3 worn under clothing

SKILLS: Cthulhu Mythos 15%, Insight 75%, Languages: Greek
(Own) 90%, Latin 80%, Library Use 85%, Listen 60%, Occult
80%, Persuade 50%, Spot Hidden 75%, Status 55%

SPELLS: None

ELPIDIOS

Proxenos, Commander of the Delphi Branch
of Societas Cryptaegidis « Page 78

STR55 CONS55 SIZ70 DEX50 APP60 EDU 85 INT 70
POW 70 SAN55 LUCK60 HP12 MP14 MOVE /7 BUILD +1

DAMAGE BONUS: +1D4

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB; Large
Knife 60% (30/12), 1D4+2+DB; Dodge 25% (12/5)

ARMOR: Soft leather breastplate 1D3 worn under clothing
SKILLS: Accounting 45%, Charm 65%, Cthulhu Mythos
11%, Empire 85%, Fast Talk 80%, Insight 55%, Languages:
Greek (Own): 95%, Latin 80%, Occult 80%, Oratory/Rhetoric
85%, Persuade 70%, Spot Hidden 65%, Status 65%

SPELLS: None

TARAS OF ICARIA

Slave, Teacher, and Former Assistant to the Scion of Vulcan « Page 82

STR55 CON 70 SIZ55 DEXG65 APP 75 EDU 92 INT85
POW 80 SANGO LUCK55 HP12 MP16 MOVES BUILD O

DAMAGE BONUS: None

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB; Small

Knife 50% (25/10), 1D4+DB; Dodge 40% (20/8)

ARMOR: None

SKILLS: Charm 80%, Climb 45%, Art/Craft: Apiary 65%, Potions

50%, Cthulhu Mythos 25%, Empire 45%, First Aid 60%, Insight 65%,
Languages: Greek (Own) 92%, Latin 70%, Library Use 80%, Medicine
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45%, Natural World 50%, Occult 80%, Read/Write 70%, Repair/Devise
80%, Sciences: Architecture 50%, Engineering 85%, Geography 45%,
Mathematics 65%, Metallurgy 75%, Sleight of Hand 30%, Stealth 55%

SPELLS: Contact Yithian

ANGRY VILLAGERS OF KANDROS
Page 85

STR75 CON70 SIZ65 DEX55 APP50 EDU 50 INT50
POW 55 SAN45 LUCK30 HP13 MP1l1 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Small Club 65%
(32/13), 1D6+DB; Staff 65% (22/13), 1D6+DB; Dodge 22% (11/4)

ARMOR: None
SKILLS: Sleight of Hand 45%, Stealth 55%
SPELLS: None

SWINE FOLK AMBUSHERS
Page 86

#1 #2 #3 #4 #5

STR 80 70 70 75 70
CON 50 55 50 50 55
SIZ 75 70 65 75 70
DEX 60 55 45 55 55
INT 55 50 55 50 50
POW 50 50 55 45 50
HP 12 12 11 12 12
MP 10 10 11 9 10
MOVE 8 8 8 8 8
BUILD | +1 +1 +1 +1 +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 2
ATTACKS: Fighting 30% (15/6), 1D6 + DB; Dodge 30% (15/6)

MANEUVERS & EXTRAS: Fighting Attacks: Swine folk
attack by clawing, biting, and goring with their tusks

ARMOR: None

SKILLS: Climb 80%, Listen 60%, Scent 80%, Sense
Time/Space Instability/Gate 75%, Track 65%

SPELLS: None
SANITY LOSS: 0/1D6

REMAINING SWINE FOLK
Page 86

#6 #7 #8 #9 | #10 | #11 | #12

STR 75 80 70 70 80 75 70
CON 50 50 55 60 50 50 55
SI1Z 75 75 70 70 65 75 70
DEX 55 60 55 50 45 55 55
INT 50 50 50 55 55 45 50
POW 50 50 70 60 45 35 40
HP 12 12 12 13 11 12 12
MP 10 10 14 12 9 7 8
MOVE 8 8 8 8 8 8 8
BUILD | +1 +1 +1 +1 +1 +1 +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 2

ATTACKS: Fighting 30% (15/6), 1D6 + DB; Dodge 30% (15/6)

MANEUVERS & EXTRAS: Fighting Attacks: Swine folk
attack by clawing, biting, and goring with their tusks

ARMOR: None

SKILLS: Climb 80%, Listen 60%, Scent 80%, Sense
Time/Space Instability/Gate 75%, Track 65%

SPELLS: None
SANITY LOSS: 0/1D6

ALEXIOS OF DECELEA
Ghost « Page 89

STRN/A CONN/A SIZN/A DEXN/A APP N/A EDUN/A INT N/A
POW 30 SAN N/A LUCKN/A HP N/A MP 16 MOVE N/A BUILD N/A

DAMAGE BONUS: N/A
ATTACKS PER ROUND: 1
ATTACKS: Opposed POW roll, POW Drain / Loss 2D10 / 2D10

MANEUVERS & EXTRAS: Time Required to Reform if
Dispelled: 16 days; Manifestation Focus: Family’s hereditary
sword; Manifestation Focus: Family’s hereditary sword; Release
Conditions: Has his remains taken to a temple of Apollo and a
ram sacrificed in his name; See page 333 of the <italic>Call of
Cthulhu 7th Edition Keeper Rulebook</italic> for more details.

SPELLS: None
SANITY LOSS: 1/1D6

ANEMOE THYELLAE (FLYING POLYPS)
#1 « Page 90

STR250 CON 120 SIZ250 DEX65 INT65
POW S0 HP37 MP 16 MOVES8/12flying BUILD 6

#2 « Page 90

STR220 CON 125 SIZ240 DEX55 INT 70
POW 85 HP36 MP 17 MOVES8/12flying BUILD 6

DAMAGE BONUS: +5D6

ATTACKS PER ROUND: 2D6 (each round, roll 2D6 to determine how
many tentacles form); may use only one wind-based attack per round

ATTACKS: Fighting 85% (42/17), 1D10; Wind Blast 70% (35/14), damage
equal to DB (base range is 20 yards in a 10-yard-diameter circle, and
damage is lowered by 1D6 per 20 yards distance); Dodge 30% (15/6)

MANEUVERS & EXTRAS: Fighting Attacks: Polyps continually form
and dissolve tentacles from their body. Due to the partially-nonmaterial
nature of these entities, the tentacle’s damage ignores armor. The
wound resembles windburn or desiccation of tissue.; Note: Each of
the polypoid wind abilities cost them 1 magic point per round to use,;
Fixing Attack: Anemoe Thyellae use their control of winds to secure
fleeing creatures in place, rendering them immobile. The range for this
is 1,000 yards and need not be within line of sight, working very well
around corners. Victims must make an opposed STR check against
the polyp’s POW or be fixed in place. If the Anemoe Thyellae is closer
than 200 yards, the target gets a bonus die on the STR check. This

can be employed against multiple targets that are within 30 yards

of one another, but each other target gets a bonus die on the STR
check.; See pp. 292-293 of the <italic>Call of Cthulhu 7th Edition
Keeper Rulebook</italic> for further information, but note that

there are too few Anemoe Thyellae to create a Windstorm Attack.

ARMOR: 4 points, plus invisibility. The extra-terrene polyp takes only
minimum damage from physical weapons, which is reduced again
by 4 points due to the monster’s skin armor. Enchanted weapons

do full normal damage, as do forces such as heat or electricity.
SKILLS: None

SPELLS: None

SANITY LOSS: 1D3/1D20

R
®
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YITHIAN ASSASSINS
(x2) « Page 94

STR75 CON75 SIZ60 DEX65 APP50 EDU 70 INT60
POWG0 SANO LUCK55 HP13 MP12 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Black
Steel Gladius 65% (32/13), 1D6+1+DB; Disintegration
Javelin 70% (35/14), 2D8; Dodge 40% (20/8)

ARMOR: Hardened leather 1D4 worn under clothing
SKILLS: Listen 55%, Sleight of Hand 45%, Spot Hidden 55%, Stealth 70%
SPELLS: None

A SECOND THESEUS

Page 98 / C2 / 3: Bu, ed: The creatures are tiny and do every‘c]ﬂ'ng
’chey can to remain hidden. Investi gators specifi caﬂy ]ooking for such

threats locate the brood on a successful Hard Spot Hidden check.

Page100/C1/1: Keepers may allow investi gators ma.king a sacrifice
to recover 1D2 Sanity points and gaina bonus die to their next 1D3
Luck rolls.

Page 100 / C1/3-C2 / 1: The Trio from Britannia: Those making a
successful Extreme Empire roll, or who are familiar with Britannia,
realize that the Emissaries are from three different tribes, the Icen,
the Briga.ntes and the Silures, all native to a region that will one &ay

become known as the Severn Vaﬂey.

Page 100 / Boxed Text: Emissary of Eihort, Greater Servitor Race:
The human bo&y of an Emissary of Eihort gains +5 to APP and
+15 points to STR, DEX, and CON. Emissaries regenerate 1 HP
of damage per hour, as ]ong as it remains alive. The aging process
is slowed to 20% the normal rate, giving Emissaries on average a
140—year ]ifespa.n. but these creatures are neither immortal nor
invulnerable. The physica] bodies die if H‘Ley succumb to illness,
are reduced to -3 HP or reach the limit of their extended ]ifespans.
When this happens, the Hatch]ing emerges from the host’s skull (see
Ha’ccmings of Eihort).

Page101/C2 /2: Jodoc of the Iceni: Investigators native to Britannia
who make a successful Hard Know roll recognize Jodocs name as
el onging to an Iceni noble ]ong suspecte& by Romeof being aleader

of insurrection.

Page 102 / C1 / 2: Morcant of the Brigantes: Investigators native

to Britannia who make a successful Know roll with a pena] die

will recognize Morcants name as the retired commander of the XXI
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Arcus auxﬂiary, famous for their &ea&iy arcitery skills.

Page103/C2/3:F leeing: Investigators must make both a successful
Hard POW and a Hard DEX check to evade capture. If 3 or more
investigators run in different directions at the same time these
checks are made with a bonus die. If more than three nvestigators

or NPC are ﬂeeing togetiler. these checks are made with a penaii:y
die.</bold>

Page 104 /C1/5-C2/1: Hurltoring Fugitives: Keepers should have
the inves’cigators make Spo’c Hidden and Stealthrolls to both locate

and remain unnoticed i:ay amny Vi giies on surveillance &uty.

Page17/ Boxed Text: Vigiles: Use the occupation package for Vi gi]is
on page 37 of the 7th Edition Guide to Cthullou Invictus.

Page 105 /C1 /: Monologuing: The investigators can attempt to get
i:Jy maidng a successful Charm, Fast Talk

the Emissaries taiking again
or Persuade roll.

Page 105 / C1/ 14: Investigators making both a successful Luck and
a successful Charm, Fast Talk, or Persuade check when ques‘cioning
someone about where the three rich Britons are staying can learn the
warehouse’s location.

Page 105 /C2/2: Escape: The investigators are shacked to the wall.
Anyone attempting to break the chains or pu” them free from the
wall must win an opposed STR contest vs. STR 150. Aitemateiy,
the investi gators can attempt to puﬂ their arms free of the shackles.
By spitting upwar& onto their wrists ’chey can puﬂ them out, albeit
with much &ifficuity and a great deal of pain. To do this requires an
Extreme success on both a DEX and CON check for each hand, with
investigators suffering 1point of damage inthe process if successful.
Keepers should impose a pena]ty die from ilaving fractured wrists
to any appropriate skills of checks.

Page 107 / C2 / 1: The Storm The investigators must make a CON
check to avoid becoming vioien‘ciy seasick. Affected investigators
suffera pena]ty die.

Page 108 /C1/3: "Sacrifice Other”: One or more sentient, conscious
human beings must be sacrificed. The total POW of those sacrificed
must equal 70.

Page 108 / C2 / 3: "Sacrifice Self”: Caelia explains that unless they

erform a human sacrifice, participantsin the ritual must contribute
part of their own life energy. The spen requires a total 70 points
of POW, which is drained from the casters equaiiy. The greater the
number of participants, the fewer POW points each will lose. POW
lossisrounded up; for exampie, 7 par‘ticipants would each be drained
of 10 points of POW, while 4 participants would each be drained
of 20 points. In addition to the permanent POW loss, participants
must make a 1/1D3 Sanity Check, are drained of 10 MP, and age 5
years, with any attribute penaities imme&iateiy a:ppiie&. (See "Age
and Aging” on page 15 of the 7th Edition Guide to Cthulhu Invictus.)

Page 109 / Bowed Text: New Spell: Summon/Dispel Typhoon:

Summon/ Dispe" Typiloon

Cost: 100 MP, 140 points of POW, and 1/1D4 (for sacrificing
others POW) or 1/1D3 (for sacrificingpersona] POW) Sanity
points.

Casting Time: 6 Hours

This ancient and terrible speii practice& ioy secret cults of Neptune
and the Followers of Dagon summons a colossal storm upon the
seas or aiong coast. The typhoon covers an area 50 ieagues square
(about 75 square miles) up to 100 miles away from the site of the
casting. The storm lasts a full day and ni ght (24 hours). Few siu'ps

could survive such a storm, and if cast upon a coastal settlement
the magicai storm could cause massive devastation and loss of life

due to ﬂoo&ing, tidal surges, and winds fearsome enough to col-
iapse buil dings. Such powe‘rfui magic comes at a.itigii price, tiiougil.
The speﬂ requires a total of 100 MP and the permanent loss of
140 points of POW. The POW can either come from the casters

or from the sacrifice of a sentient being If life force is not offered
a.uring the ritual, the speﬂ draws it from the casters. Those who

perform this speﬂ without a iiving sacrifice suffer the additional

pena.ity of i:)eing a.ged ten years. The reverse of this speﬂ, Di spe”

Typhoon, can be cast to end the terrible storm. Ai’cemateiy, aminor
version of the counter—speﬂ diminishes the storm’s effects without

en&ing it. This costs half the recluireci MP POW, and aging as the

full version (50 MP, 70 POW/, and 5 years of aging).

Page 109 / C2 / 1: The Fortuna Reaches Port: Keepers may allow
nvestigators to participate in this ritual ioy making a similar sacrifice.
Doing so allows them to recover 1D2 Sanity Points and to add a
bonus die to their next 1D3 Luck rolls.

Page 110 / Boxed Text: New Spell: Teleputhic Sending: Use the
cleeper magic version of Te]epathy on page 128 of The Grand
Grimoire of Cthullu Mythos Magic.

Page 113 /C1/ 4: The Trap Is Sprung: They can drop these into an
investigators food or drink with a successful Sieigilt of Hand +oll.

Page 113 /C1/5: The Trap Is Sprung:

¢ Poison: Kiss of Twiiigilt
° Speecl: 60 minutes

¢ Effects (1 Dose): Reduces victims to a semi-conscious

state easiiy mistaken for death for 1D12+12 hours.
Page 113 / C1 / 6: The Trur Is Sprung: If any investigators avoid

eating or &rinking. the cultists try to overpower and immobilize
them with Figilting maneuvers once the toxin begins to affect the
other investi gators.

Page 114 /C2 /1: Tortured: The investigators must make a Regu]ar
CON check to stomach the ciisgus’cing food, or else vomit it up
viol enﬂy. Investi ga‘cors who refuse to eat, or who try to do so and fail,
lose 5 points of CON per day.

Page 114 / C2 / 5: Escape Attempts: Doing so requires a successful
opposetl STR roll vs. 150 STR. They can attempt to puﬂ their ankle
free from the shackles, which requires them to make a successful
Extreme DEX and CON check.

Page 115 / C1/1: Escape Attempts: This combined with their missing
ear permanenﬂy reduces their Appearance i:y 10.

Page 116 / C1 / 4: The Storeroom: Those attempting to open the
blocked or spike& door must make a successful opposed STR roll vs.
100 STR or inflict 20 points of damage to the door itself.

Page 117 /C1/2: Mission Oltjeclive #2, The Third Course: Investi gators
who don't have Art/Craft: Cooking must make a successful Idea roll
to finish the cooks preparations well enougift to avoid suspicion (see
Mission Ob]'ective #3, The Servers). As the nvestigators finish the
third course, they will also need to lace it with the proper a.osage of

oison. Too much, and it will be noticeable imme&iateiy. Too little, and
it will not be effective. Investi gators who have an Art/Craft: Potions
score above 40% or who make a successful Potions check will be able

to get the a,osage correct.

Page 117 /C2 / 2: Mission Olvjecﬁve #3, The Servers: With the piam on
the verge of conapse, the investi gators must make a successful Hard
Charm or Fast Talk roll.
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Page 119 /C1/2: Rejoining the Others: This requires a successful Idea
roll, with each check taking 30 minutes.

Page 119 / C1/5-C2 /1: Navigating the Lu’:yrinﬂt: Otherwise, they
must puzz] e their way ﬂwough the maze, making an INT check once

every 4 hours of travel. Investi gators who attempt to reach the center
of the ]abyﬂ'nth this way must make 5 successful checks.

Page 119 / C2 / 4: Back Together Again: The investi gators can travel
there ]oy ma.king a successful Hard INT check.

Page 119 /C2/6: Re-arming the Sacrificed Investigators: Additionally,
Keepers may p]ace 1 mefkat amuletin each bundle. These talismans
were enchanted with the Create Amulet speﬂ by Caelia and included
as a peace offering to the sacrificed investi gators. The talismans

enable the wearer to heal 5 points of clamage once per tlay. (See
page 82 in The Grand Grimoire of Cthullu Mythos Magic.)

Page 120 / C1/4: A Fearsome Foe: Last]y, the creature wears a Celtic
torc as a nose ‘r‘1'ng. an enchanted adornment that surrounds the
Minotaur in a cloak of shadows and raises its Stealth to 90%.

Page 124 /C1/2: The nvestigators must make Regu]ar DEX checks

to stand and re-arm themselves before being attacked.

Page 125 / C2 / 3: The Offer: If any investigator agrees to become a
host for Eihorts brood, the Great Old One bites them, para]yzing
them for 1D6 hours unless they make an Extreme CON roll, but
refraining from doing any clamage to wi“ing hosts.

Page127 /C1/1: 1tis locked amdheavy, requiring winningan opposetl
STR vs. STR 100 roll to break open and STR 140 to transport.

Page 127 / C2 / 2: Lurca Hedea and Other NPCs: Unless the
investi ga’cors cast Balk Brood on the NPCs, ’t}tey do not survive.

NATTA
The Bestiarii « Page 98

STR80 CON 70 SIZ75 DEX65 APP40 EDU 75 INT55
POW 70 SANG5 LUCKS50 HP14 MP 14 MOVES BUILD +1

DAMAGE BONUS: +1D4

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 70% (35/14), 1D3+DB; Hasta 75% (37/15),
1D10+DB; Sica 70% (35/14), 1D4+2+DB; Dodge 50% (25/10)

ARMOR: Piecemeal leather armor (cingulum (wide

belt), manica (strips protecting the forearms and wrists),

fascia (padded shin guards), and helmet).1D2+1

SKILLS: Infamy 35%, Listen 60%, Natural World

60%, Spot Hidden 60%, Stealth 75%

SPELLS: None

EMISSARY OF EIHORT (AVERAGE/ROLL)
Children of the God of the Labyrinth « Page 100

STAT Roll / Average
STR 80/ (3D6+6x5) CON 70/ (3d6+4x5) SIZ65/(2D6+6 X 5)
DEX 80/ (3D6+6 x5) APP 65/ (2D6+6x5) EDU Variable / Variable
INT 65/ (2D6+6 x5) POW 80 / (3D6+6 x5) SAN 0
HP 13 MP 16/ (3D6+6) MOVES BUILD +1
DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1
ATTACKS: Brawl 50% (25/5) +1D3+DB; Dodge 40%
(20/8); Any weapon skill the Keeper wishes
MANEUVERS & EXTRAS: Emissaries of Eihort have the usual range of
unarmed attacks open to humanoids and can use any human weapon.

ARMOR: Any as determined by Keeper.
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SKILLS: Any as determined by Keeper.
SPELLS: Contact Eihort and Emissaries of Eihort with POW greater
than 14 may have 1D3+1 spells as determined by Keeper.

SANITY LOSS: None, but 0/1D3 points to witness Hatchling
of Eihort emerge from an Emissary of Eihort.

JODOC OF THE ICENI
Emissary of Eihort « Page 101

STR85 CONSO SIZ75 DEX70 APP65 EDU 75 INT 65
POW 75 SANO HP15 MP15 MOVES BUILD +1

DAMAGE BONUS: +1D4

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 70% (35/14), 1D3+DB; 70%

(35/14), damage 1D4+DB; Long Sword 75% (37/15),

1D8+DB; Throw 60% (30/12); Dodge 40% (20/8)

ARMOR: Soft Leather 1D3

SKILLS: Fast Talk 55%, Insight 50%, Intimidate 70%, Languages:
Brythonic (Own) 80%, Latin 35%, Listen 45%, Sleight of

Hand 50%, Spot Hidden 55%, Status 65%, Stealth 75%

SPELLS: Contact Eihort

SANITY LOSS: None, but 0/1D3 points to witness Hatchling
of Eihort emerge from an Emissary of Eihort.

MORCANT OF THE BRIGANTES
Emissary of Eihort « Page 102

STR75 CONOS5 SIZ70 DEX65 APP /0 EDU S0 INT 75
POW 70 SANO HP16 MP14 MOVES BUILD +1

DAMAGE BONUS: +1D4

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB; Bow 75% (37/15),
1D8; Small Knife 60% (30/12), damage 1D4+DB; Long Sword 70%
(35/14), 1D8+DB; Small Shield 40% (20/8) D3+DB; Dodge 32 (16/6)
ARMOR: Soft leather 1D3 worn under clothing, or 1D8+1D3
chainmail and small shield (40%, 20 HP) if expecting trouble
SKILLS: Climb 50%, Empire 80%, Insight 50%, Persuade 65%,
Oratory/Rhetoric 80%, Languages: Brythonic 60%, Latin (Own) 80%,
Read/Write 55%, Spot Hidden 80%, Status 60%, Stealth 75%
SPELLS: Contact Eihort

SANITY LOSS: None, but 0/1D3 points to witness Hatchling
of Eihort emerge from an Emissary of Eihort.

TALLULAH OF THE SILURES
Emissary of Eihort « Page 102
STRG65 CON 70 SIZ60 DEX75 APP 75 EDUS2 INT 80
POW S5 SANO HP 13 MP17 MOVES BUILD +1
DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1
ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB; Sling
85% (42/17), 1D4; Net 85% (42/17) (See page 55 in the
<italic>7th edition Guide to Cthulhu Invictus.</italic>); Knife
60% (30/12), damage 1D4+DB; Dodge 75% (37/15)
ARMOR: None
SKILLS: Empire 60%, Fast Talk 75%, Insight 65%, Languages:
Brythonic (Own) 92%, Latin 65%, Occult 55%, Oratory/
Rhetoric 60%, Persuade 80%, Status 55%, Stealth 60%
SPELLS: Alter Weather, Blight/Bless Crop, Cause/Cure
Blindness, Cloud Memory, Contact Eihort, Dominate,
Evil Eye, Summon/Bind Byakhee, Wrack.
SANITY LOSS: None, but 0/1D3 points to witness Hatchling
of Eihort emerge from an Emissary of Eihort.

LOCAL BRAWLERS
Hired by the Emissaries of Eihort « Page 102

STR70 CON 75 SIZ60 DEX50 APP45 EDU S50 INT 40
POW 50 SANS50 LUCK40 HP 13 MP10 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Small
Club 65% (32/13), 1D6+DB; Dodge 40% (20/8)

ARMOR: None
SKILLS: Stealth 35%
SPELLS: None

VIGILIS
(x1D3+2) « Page 103

STR70 CON75 SIZ70 DEX70 APP55 EDU 70 INT60
POW G0 SANGO LUCK50 HP14 MP12 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Small
Club 65% (32/13), 1D6+DB; Dodge 40% (20/8)

ARMOR: Soft leather 1D3
SKILLS: Empire 45%, Insight 40%, Spot Hidden 40%, Track 30%
SPELLS: None

SOLDIER
(x1D2) « Page 103

STR70 CON 75 SIZ70 DEX60 APP60O EDUG65 INT55
POW G5 SANG5 LUCK60 HP 14 MP13 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Hasta 45%
(22/9), 1D6+DB; Spatha 45% (22/9), 1D8+DB; Dodge 30% (15/6)

ARMOR: Chainmail and Helmet, 1D8+1D2
SKILLS: Empire 40%, Listen 40%, Spot Hidden 45%,
SPELLS: None

AUGMENTED VIGILES PATROL
(x1D6+1) « Page 104

STR70 CON75 SIZ70 DEX70 APP55 EDU 70 INT60
POW 60 SANGO LUCK50 HP14 MP12 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Small Club 65%
(32/13), 1D6+DB; Small Shield 30% (15/5) 1D3+DB; Dodge 40% (20/8)

ARMOR: Hardened Leather and Small Shield (30%), 1D4+1D3
SKILLS: Empire 45%, Insight 40%, Spot Hidden 40%, Track 30%
SPELLS: None

AUGMENTED SOLDIER
(x1D4+1) « Page 104

STR70 CON75 SIZ70 DEX60 APP60 EDU G5 INT55
POW 65 SAN65 LUCKG0O HP 14 MP 13 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Hasta
45% (22/9), 1D6+DB; Spatha 45% (22/9), 1D8+DB; Medium
Shield 35% (17/7) 1D4+DB; Dodge 30% (15/6)

N
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ARMOR: Chainmail and Helmet, Medium Shield (35%), 1D8+1D2+1D3
SKILLS: Empire 40%, Spot Hidden 45%
SPELLS: None

BYAKHEE
(x3-5) « Page 106
STR85 CON50 SIZ85 DEX65 APPN/A EDU N/A INT 55
POW50 SAN N/A HP 13 MP 10 MOVE 5/16 flying BUILD +2

DAMAGE BONUS: +1D6
ATTACKS PER ROUND: 2

ATTACKS: Fighting 35% (17/7), damage 1D6 + damage

bonus; Bite and hold (mnvr) damage 1D6 +3D10 STR

(blood) drain (single victim); Dodge 35% (17/7)

MANEUVERS & EXTRAS: Fighting attacks: Byakhee may strike
with claws or crash into victims, delivering grievous wounds; Bite
and hold (mnvr): If the bite strikes home the byakhee remains
attached to the victim and begins to drain his or her blood. Each
round the byakhee remains attached, including the fi rst, the blood
drain subtracts 3D10 points of STR from the victim. Death occurs
at STR 0). The byakhee remains attached until the victim is drained
of blood, unless the victim makes a successful opposed STR roll.
Victims who escape death may rest and regain blood at up to 1D10+5
STR per day. A byakhee may hold only one victim at a time.

ARMOR: 2 points of fur and tough hide
SKILLS: Listen 50%, Spot Hidden 50%
SPELLS: None

SANITY LOSS: 1/1D6

HATCHLING OF ETHORT (AVERAGE / ROLL)

Greater Servitor Race « Page 106

STAT Roll / Average
STR35/(2D6x5) CON50/(2d6+3x5) SIZ5/(1D2x5)

DEX 70/ (4D6 x5) APP N/A EDUN/A INT 50/ (2D6+3x5)
POW 70/ (4D6 x5) SANN/A HP5 MP 70/ (4D6) MOVE S BUILD -2

DAMAGE BONUS: 2
ATTACKS PER ROUND: 1
ATTACKS: Bite 10% (5/2) 1D3+DB

MANEUVERS & EXTRAS: Fighting Attacks: Hatching of
Eihort attack with a two-fanged bite after a leap.

ARMOR: None
SKILLS: None
SPELLS: None

SANITY LOSS: 0/1D3 points to witness a Hatchling emerge from an
Emissary of Eihort. 1/1D4 Sanity points to see a Hatchling of Eihort.

AGATHAIS
Leader of the Tenders « Page 110

STR50 CONS55 SIZ60 DEX60 APP50 EDU 75 INT 85
POW 100 SANO LUCK50 HP1l1 MP20 MOVES8 BUILDO

DAMAGE BONUS: None

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 50%, 1D3; Staff 50% (25/10), 1D6+D3;
Small Knife 50% (25/10), 1D4+D3; Dodge 20% (10/4)

ARMOR: None

SKILLS: Art/Craft: Potions 70%, Cthulhu Mythos 26%, Fast Talk 80%,
First Aid 40%, Insight 80%, Listen 50%, Occult 50%, Persuade 60%,
Sleight of Hand 35%, Spot Hidden 50%, Status 65%, Stealth 70%

SPELLS: Ariadne’s Twine, Augury, Bat Form, Cause/
Cure Blindness, Contact Eihort, Dominate, Food of
Life, Resurrection, Summon Typhoon, Telepathy

AVERAGE TENDER CULTIST
ServerePage 113

STR55 CONGO SIZ55 DEX70 APP 70 EDUG5 INTS55
POW 70 SANO LUCK30 HP1l1 MP14 MOVES BUILDO

DAMAGE BONUS: None

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB; Dodge 40% (20/8)
ARMOR: None

SKILLS: Fast Talk 60%, Insight 60%, Persuade 55%, Sleight of Hand 70%
SPELLS: None

AVERAGE TENDER CULTIST
Guest or Guard « Page 113

STR70 CON75 SIZ70 DEX60 APP55 EDUS55 INT50
POW55 SANO LUCK30 HP14 MP11 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 50%, 1D3+DB; Small Knife 50%, 1D4+DB*;
Small Club 50%, 1D6+DB*; Dodge 30% (15/6); *“These weapons
are not carried, but can be obtained orimprovised at the time.

ARMOR: None
SKILLS: Fast Talk 35%, Insight 45%, Sleight of Hand 40%, Stealth 50%
SPELLS: None

ASSISTANT TENDER APOTHECARY
Page 116

STR50 CONG5 SIZ55 DEX 70 APP 75 EDU 70 INT 70
POW55 SANO LUCK40 HP12 MP11 MOVES8 BUILDO

DAMAGE BONUS: None

ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB; Dodge 40% (20/8)
ARMOR: None

SKILLS: Art/Craft: Potions 55%, Insight 40%

SPELLS: None

TENDER CULTIST GUARD
Page 116

STR70 CON75 SIZ70 DEX60 APP55 EDUS55 INT50
POW55 SANO LUCK40 HP14 MP11 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/13), 1D3+DB; Small
Knife 65% (32/13), 1D4+DB; Small Club 65% (32/13), 1D6+DB;
Small Shield 20% (10/4), 1D3+DB; Dodge 30% (15/6)

ARMOR: Hardened Leather and Small Shield (20%) 1D4+1D3
SKILLS: Insight 45%, Spot Hidden 45%
SPELLS: None

TENDER CULTIST
Cooks (x4) « Page 116

STR60 CONS50 SIZ60 DEX65 APP50 EDUG65 INT 70
POWG0 SANO LUCK45 HP1l1 MP12 MOVES BUILD O

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB; Small
Knife 60% (30/12), 1D4+DB; Dodge 30% (15/6)

ARMOR: None
SKILLS: Art/Craft: Cooking 70%
SPELLS: None
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THE MINOTAUR
Bull-Headed Cretan « Page 120

STR110 CON 130 SIZ100 DEX70 INT50
POW50 HP23 MP10 MOVE 10 BUILD +3

DAMAGE BONUS: +2D6
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/6), 1D6+DB; Spiked
Club 50%, 3D4+DB; Oversized Javelins (4) 60%, 1D8+DB;
Large Shield 40%, 1D4+1+DB; Dodge 35% (17/7)

MANEUVERS & EXTRAS: Fighting Attacks: Minotaurs have
the usual range of unarmed attacks open to humanoids.
In addition, they can gore with their horns.

ARMOR: 6 points of hide, sinew and muscle; Large Shield 40% (30 HP)

SKILLS: Stealth 60% with normal movement, but with careful
movement when wearing the enchanted torc as a nose ring, 90%

SPELLS: None
SANITY LOSS: 1/1D6

POISONED TENDER CULITST

(x3 or more per investigator) « Page 122

STR35 CON35 SIZ55 DEX30 APP30 EDUS55 INT60
POWG0 SANO LUCK20 HP4 MP12 MOVES5 BUILDO

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 35% (17/7), 1D3+DB;
Khopesh 35% (17/7), 1D8+DB;

ARMOR: None
SKILLS: None
SPELLS: None

UNPOISONED TENDER CULTIST

(x3 or more per investigator) « Page 122

STR70 CON 75 SIZ70 DEX60 APP55 EDU 55 INT50
POW55 SANO LUCK40 HP14 MP11 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 80% (40/16), 1D3+DB;
Khopesh 60% (30/12), 1D8+DB; Dodge 30% (15/6)

ARMOR: Leather and Rings 1D4+1
SKILLS: None
SPELLS: None

UNPOISONED TENDER CULTIST
(x4) « Page 124

STR70 CON75 SIZ70 DEX60 APP55 EDUS55 INT50
POW55 SANO LUCK40 HP14 MP1l1 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 80% (40/16), 1D3+DB;
Khopesh 60% (30/12), 1D8+DB; Dodge 30% (15/6)

ARMOR: Leather and Rings 1D4+1
SKILLS: None
SPELLS: None

SERGIUS MESSALLA (POISONED/UNPOISONED)

Businessman and second-in-command of The Tenders « Page 124
STR30/60 CON 25/55 SIZ70/70 DEX40/65

APP 30/55 EDU 70/70 INT 70/70 POW 80/80 SAN 0/0
LUCK 20/50 HP9/12 MP 16/16 MOVE 5/7 BUILD 0/+1
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DAMAGE BONUS: none/+1D4

ATTACKS PER ROUND: 1

ATTACKS: (poisoned): Fighting (Brawl) 40% (20/8), 1D3+DB;
Staff 40% (20/8), 1D6+DB; Small Knife 40% (20/8), 1D4+DB:
Dodge 20% (10/4) / Weapons (unpoisoned): Fighting (Brawl)
60% (30/12), 1D3+DB; Khopesh 65% (32/13), 1D8+DB;

Small Knife 60% (30/12), 1D4+DB; Dodge 32% (16/6)
ARMOR: None/Leather and Rings 1D4+1

SKILLS: Accounting 65%, Cthulhu Mythos 16%, Fast Talk
50%, Insight 65%, Listen 50%, Occult 40%, Persuade
70%, Spot Hidden 50%, Status 60%, Stealth 55%

SPELLS: Ariadne’s Twine, Cause/Cure Blindness, Contact
Eihort, Dominate, Food of Life, Resurrection

AGATHAIS (POISONED/UNPOISONED)
Leader of The Tenders « Page 124

STR20/50 CON 25/55 SIZ60/60 DEX 30/60
APP 25/50 EDU 75/75 INT 85/85 POW 100/100 SAN 0/0
LUCK 25/50 HP8/11 MP20/20 MOVE 5/8 BUILD -1/0
DAMAGE BONUS: -1/None
ATTACKS PER ROUND: 1
ATTACKS: (poisoned): Fighting (Brawl) 30% (15/6), 1D3+DB; Staff
30% (15/6), 1D6+DB; Small Knife 30% (15/6), 1D4+DB; Dodge 20%
(10/4) / (unpoisoned): Fighting (Brawl) 50%, 1D3; Staff 50% (25/10),
1D6+D3; Small Knife 50% (25/10), 1D4+D3; Dodge 20% (10/4)
ARMOR: None/None
SKILLS: Art/Craft: Potions 70%, Cthulhu Mythos 26%, Fast Talk 80%,

First Aid 40%, Insight 80%, Listen 50%, Occult 50%, Persuade 60%,
Sleight of Hand 35%, Spot Hidden 50%, Status 65%, Stealth 70%

SPELLS: Ariadne’s Twine, Augury, Bat Form, Cause/
Cure Blindness, Contact Eihort, Dominate, Food of
Life, Resurrection, Summon Typhoon, Telepathy

EIHORT
God of the Labyrinth « Page 125

STR220 CON 400 SIZ250 DEX60 APPN/A EDU N/A INT 125
POW 150 SAN N/A HP65 MP 30 MOVE S8/ 1 burrowing BUILD +6
DAMAGE BONUS: +5D6
ATTACKS PER ROUND: 2
ATTACKS: Fighting 70% (35/14), half damage bonus; Bite 70%

(35/14), half damage bonus + paralytic poison (see above); Crush
85% (42/17), damage equals damage bonus to all in 10-foot radius
MANEUVERS & EXTRAS: Fighting attacks: May kick and crush
anyone near enough.; Bite: Injects a paralytic poison, requiring
targets to make an Extreme CON roll or become paralyzed for
1D6 hours.; Crush: May crush all targets within a 10-foot area.
ARMOR: None. All physical attacks do minimum damage.
Additionally, Eihort regenerates 3 hit points per combat round.
Brought to 0 hit points, his remains ooze into the ground

and he regenerates somewhere far within the earth.

SKILLS: None

SPELLS: Cloud Memory, all Contact Deity spells, Create
Gate, Summon/Bind Cthonian, Summon/Bind Ghoul

SANITY LOSS: 1D6/1D20



