STATISTICS & SKILLS





T


he investigators of Call of Cthulhu are, in some ways, less prepared for their dangerous calling than Alternity heroes. Certainly, they cannot expect to grow old in the conflict that has been thrust upon them. The concepts of character levels and professions do not exist in Call of Cthulhu, so it's necessary to convert the investigators' skill levels directly. If desired, the new Alternity character's highest skill rank can be taken as his character level, and his profession chosen according to his career. Once converted, the character will advance by Achievement Points in the same way as other Alternity characters.





Core Statistics





Basic conversion method: For CoC statistics up to 18, take the CoC statistic, divide by 3 without rounding, multiply by 2, round to the nearest integer, and add 2. (By simple arithmetic.) 


If the CoC statistic is 19 or higher, calculate as 11 + (CoC stat)/5. �


Alternity STR (CoC STR up to 18): Convert CoC STR, then for each 4 points that SIZ exceeds or falls below CoC STR, add or subtract 1.


 


Alternity STR (CoC STR 19 or greater): Calculate as 11 + (CoC STR)/5. 





Alternity DEX: Convert CoC DEX. 





Alternity CON for beings between SIZ 8 and 32 only: Convert CoC hit points (and see below for additional skills).





Alternity INT: Average CoC INT and EDU, subtract 1, and convert the result as above. See below for additional skills.





Alternity WIL: Convert POW.





Alternity PER: Convert POW, then for each 2 APP points above or below POW, add or subtract 1.  For Mythos beings that have no APP statistic, add or subtract 1 for each 3 points that CoC INT exceeds or falls below POW. 





Some entities in Call of Cthulhu are said to have no score in a certain attribute. This is not the same as having an attribute score of 0. Derive overall values such as action checks, number of actions and movement rates as if the creature had an Alternity score of 10 for a Lesser Race, 11 for a Greater Race or 12 for a deity. For effects specific to the attribute, such as skills and resistance modifiers, either use the above scores, treat the Alternity attribute as 0, or give the creature a modifier of 0, as seems appropriate to the game effect.





Sanity: Convert as a skill to Resolve-mental resolve. If the character has Sanity of 35% or higher, give him the Resolve broad skill. Take Alternity WIL x 5 as the skill's base score. For every complete 15% above this base, add 1 skill rank in mental resolve. (See "Magic" for a conversion of Sanity checks and Sanity losses.) 





Note: persons or beings with 0 Sanity can also have a Resolve-mental score, as determined by the GM. Persons with 1-34% Sanity do not have the Resolve broad skill. If they should otherwise possess physical resolve skill ranks, apply these as skill ranks in Stamina-endurance.





�
Skills





Basic conversion method: Decide on the Alternity specialty skill that most closely matches the CoC skill. If the character has 35% or more in CoC, give him the broad skill. For each 15% above the skill's base score, give the character 1 skill rank in the specialty skill. Add to this total: 1 rank for a score of 91-95%, 2 ranks for 96-97%, 3 ranks for 98% or 4 ranks for 99%. For Mythos beings with skill ratings of 100%, add a further one or more skill ranks, to a maximum rank equal to the being's INT (this does not apply to humans and other mortal beings), so that the being’s total skill score is no less than 30.





For multiple matching skills, take the highest number of skill ranks that match that specialty skill. (In arriving at 15%, I have assumed that the conversion should preserve the ratio of average starting skill points. This does not preserve percentage chances or accurately reflect very high CoC skill ratings.) 








Special cases: 





Art: Give the character the Creativity broad skill if he has 10% or more in an Art form. 





Languages: The character has a minimum of rank 3 in his Own Language (rank 2 if EDU is 5 or lower), plus possible extra ranks, as if the skill had a base of 01%. Give the character rank 1 in a language for a skill rating of 10% or more. 





Psychology: In the Call of Cthulhu game, this skill is often used by non-medical characters to interpret the motives of others. It has no therapeutic effect. Convert Psychology to Awareness-intuition.





Swim: Give the character the Movement-swim broad and specialty skill if she has 30% or more in Swim.





Fist/Punch: Subtract 25% from the character's CoC skill rating, and convert as a skill with a base of 25%. 





Blackjack: Give the character the Melee Weapons broad skill only if she has a Blackjack score of 50% or more.





Animal attack: All low-intelligence creatures with a natural attack should have the Unarmed Attack broad skill. This does not apply to Mythos monsters, especially technically inclined Lesser Races such as mi-go. Assume a base skill of 25%. 





If a creature has several attacks with different values, convert either its claw/tentacle attack or the hand-to-hand attack value closest to 50%, and apply an accuracy bonus or penalty to its other attacks of 1 step per 10% difference in CoC attack value. For simplicity, these accuracy modifiers can be rolled into the creature’s skill value for that attack, by adding or subtracting 2 to 6 points from the skill value it has due to STR and skill ranks.





Convert ranged attacks separately, as they fall under a separate broad skill in Alternity. Any creature with a natural ranged attack should have either the Ranged Weapons broad skill (DEX-based) or Energy Blast Weapons broad skill (STR-based).





	If CoC CON exceeds SIZ, divide SIZ by 4 and compare the two attributes. For the first and second increment of one-quarter SIZ by which CoC CON exceeds SIZ, add a rank of Stamina-endurance. For the third one-quarter increment, add a rank of Resolve-physical resolve, and repeat, so that a character or creature with CoC CON three times its SIZ has Stamina-endurance 6 and Resolve-physical resolve 2. Add one rank of Stamina-endurance to creatures that live outdoors in a hostile environment, or are migratory. Give predators at least one rank in Resolve-physical resolve.





Give the character one rank in Knowledge-deduce for every 3 points by which CoC INT exceeds EDU. Give the character a suitable Knowledge specialty skill at rank 1 for every 3 points by which EDU exceeds CoC INT. This does not apply to beings with no EDU score.





Cthulhu Mythos: If the character has any rating in Cthulhu Mythos, give him the Lore broad skill and at least 1 rank in Lore-Cthulhu Mythos. The character has 1 skill rank for every 10% of Cthulhu Mythos, plus extra ranks if her skill exceeds 90%. A human's ranks in mental resolve and Cthulhu Mythos may not total more than 10; if they do, subtract ranks from mental resolve. At a Lore-Cthulhu Mythos rank of 11, the character may not possess the Resolve broad skill unless his Sanity is reduced to 0. Note that humans (including Tcho-Tcho and non-metamorphosised Deep One hybrids) may not have an Alternity rank, including Lore-Cthulhu Mythos, higher than 12. Mythos beings of vast intelligence and near-immortal lifespan can easily exceed this rank.





Skill Conversion Table�
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�
Broad Skill�
1�
2�
3�
4�
5�
6�
7�
8�
9�
10�
11�
12�
(13)�
(14)�
�
(50)�
Fist/Punch, Mace Canister�
60�
65�
80�
91�
95�
96�
98�
99�
100�
�
�
�
�
�
�
�
�
Natural Attack�
-�
40�
55�
70�
85�
91�
96�
98�
99�
100�
�
�
�
�
�
�
40�
Blackjack�
50�
55�
70�
85�
91�
96�
98�
99�
100�
�
�
�
�
�
�
�
30�
First Aid, Shotgun�
35�
45�
60�
75�
90�
91�
96�
98�
99�
100�
�
�
�
�
�
�
25�
Swim�
30�
30�
55�
70�
85�
91�
96�
98�
99�
100�
�
�
�
�
�
�
25�
Club, Flare Pistol, Grapple, Grenade Launcher, Jump, Kick, Knife, Library Use, Listen, Quoit, Rifle, Spot Hidden, Throw�
35�
40�
55�
70�
85�
91�
96�
98�
99�
100�
�
�
�
�
�
�
20 or Attribute x 2�
Axe, Chainsaw, Climb, Dodge, Drive Auto, Drive Horses, Foil, Handgun, History, Mathematics, Mech. Repair, Sickle, Sword Cane, Taser�
35�
35�
50�
65�
80�
91�
96�
98�
99�
100�
�
�
�
�
�
�
15�
Air Rifle, Conceal, Credit Rating, Elephant Gun, Garotte, Machine Gun, Machine Pistol, Minigun, Persuade, Rocket Launcher, Sabre (Cavalry), Submachine Gun�
35�
-�
45�
60�
75�
90�
91�
96�
98�
99�
100�
�
�
�
�
�
10 or Attribute x 1�
Accounting, Boating, Carpentry, Clairaudience, Clairvoyance, Dermo-Optical Perception, Elect. Repair, Head Butt, Hide, Lance, Legerdemain, Literature, Meteorology, Natural History, Navigate (Land), Navigate (Sea/Air), Photography, Precognition, Psychic Healing, Psychometry, Rapier/Epee, Second Sight, Sneak, Survival, Telepathy, Thoughtography (Genuine), Torch (Burning), Track�
35�
-�
40�
55�
70�
85�
91�
96�
98�
99�
100�
�
�
�
�
�
5�
Art�
-�
10�
35�
50�
65�
80�
91�
95�
96�
98�
99�
100�
�
�
�
�
5 or Attribute x ½�
Bargain, Bullwhip, Business, Craft, Disguise, Fast Talk, Flamethrower, Folklore, Hypnosis, Levitation, Philosophy/Religion, Psychic Surgery (Genuine), Medicine, Occult, Psychology, Ride, Signals, Telekinesis, Tradecraft�
-�
-�
35�
50�
65�
80�
91�
95�
96�
98�
99�
100�
�
�
�
�
1�
Other Language�
-�
10�
31�
46�
61�
76�
-�
91�
96�
98�
99�
100�
�
�
�
�
1�
(All others not listed)�
35�
-�
36�
46�
61�
76�
-�
91�
96�
98�
99�
100�
�
�
�
�
0�
Mythos Language�
-�
10�
30�
45�
60�
75�
90�
91�
96�
98�
99�
100�
�
�
�
�
0�
Séance�
-�
-�
35�
45�
60�
75�
90�
91�
96�
98�
99�
100�
�
�
�
�
0�
Cthulhu Mythos�
-�
1�
20�
30�
40�
50�
60�
70�
80�
90�
91�
96�
98�
99�
100�
�
�
Creature Conversion exemplified


Byakhee, the Star-Steeds 





STR	14	(2d4+9) 


DEX	11	(2d4+7) 


CON	12	(1d8+8) 


INT	9	(1d8+5) 


WIL	9	(2d4+4) [min 11] 


PER	9	(4d4-2) 





Durability: 12/12/6/6 (no Fatigue damage due to flying) 


Action Check: 13+/12/6/3 


#Actions: 2 


Reaction Score: Ordinary/2 


Last Resorts: 1 


Movement: Fly 48/Special, Glide 24, Run 8, Walk 3 


[FX Energy: 5] 





Attacks 


Claw (x2) 14/7/3 d6s/d4+1w/d4+2w + STR bonus LI/O 


Bite 14/7/3 d4w/d4+1w/d4+2w + special LI/O 





Defenses 


Armour: d4-2LI/d4-2HI/d4-2En 


+2 STR resistance modifier vs. melee attacks 


+1 DEX resistance modifier vs. ranged weapons 


+1 WIL resistance modifier vs. encounter skills and mental attack 


Unaffected by vacuum, cold or radiation 





Skills 


Unarmed Attack (14), Acrobatics (11) – flight (14), Stamina (12) - endurance (14), Awareness (9) - perception (10), Lore (9) -Cthulhu Mythos (11) [15], Resolve (9) - physical resolve (10) [Alienism - brew space-mead (12), call/dismiss Mythos deity (10), unspeakable promise (10), song of Hastur (12), free Mythos deity (12), bring haboob (12), enchant ritual item (12)] 








Special Movement: Along with several other Mythos creatures, byakhee are able to fly through deep space, travelling with unbelievable swiftness by warping space-time in a manner utterly foreign to Isaac Newton, Albert Einstein or Jeff Sendir's conceptions. Once it has cleared the thickest part of Earth's atmosphere, the byakhee's wings flap ever more slowly, then stretch in a relaxed gliding posture. The creature appears to accelerate at an exponential rate. Starting at 100 miles per hour, for each hour of space travel, the distance covered increases by a factor of 10. In 5 hours, a byakhee can reach the Moon (1 million miles), in 7 hours Mars or other places within 1 AU, in 9 hours Neptune or Pluto, or in 13 hours, the nearest stars. A flight of 23 hours will take the creature anywhere in our currently known universe. (See also: Alienism - brew space-mead.)  








A byakhee can make either two claw attacks or one bite attack in an action phase. If the creature bites a victim with its complex, quasi-insectoid mandibles, it holds fast and begins to drain blood. On the Ordinary phase of each following round, the victim loses d4-1w and 1 Fatigue damage. Once reduced to zero Fatigue, any further draining causes Mortal damage. This Fatigue-like damage may weaken surviving victims for days or weeks. For each day of rest, with a suitable high-protein diet, the victim can regain 1 Fatigue on a Resolve-physical resolve check. If treated with large blood transfusions, the victim gains a -1, -2 or -3 bonus to his physical resolve check depending on success of a Medical Science-treatment check. Transfusion can be attempted once per day. 





Byakhee FX talents have the statistics noted in square brackets above. A typical FX-using byakhee will know 1d4 of the spells listed above, each at rank 1. 


�
MYTHOS TOMES





M


agic in the Call of Cthulhu game displays a number of differences from Alternity upon comparing their respective systems. Ordinary people can learn powerful spells, but at a great cost in mental deterioration and unholy, corrosive knowledge.





Researching the Mythos





In order to battle the magical forces of the Cthulhu Mythos, much less harness them in spells, it is necessary to delve into dire grimoires of sanity-shaking revelations, compiled by sorcerers of ancient times, not all of them even human.





To begin studying a Mythos tome, the character must have sufficient unspent achievement points to purchase either the FX broad skill Alienism or one rank of Lore-Cthulhu Mythos at the full price. She may then begin a complex skill check using Knowledge-specific language or Social Science-linguistics. 





The number of successes required is one per four weeks of study time under the CoC description. One check can be made per full-time month (120 hours) of study. 





A researcher may begin a feverish study of a text, working long hours and driving herself beyond reasonable limits of fatigue and confusion. This allows checks against Knowledge-specific language or Social Science-linguistics once per week rather than per month.





The character must make a Resolve-mental check at a +2 penalty for each week that she continues with feverish study. On a Failure, she becomes obsessed with her work, unable to stop unless physically prevented from studying by a collapse or friends’ intervention. The character then begins to lose Fatigue points at the rate of 1 per week, which are not recovered because the character does not rest. This ongoing decline is so dangerous that, should the character collapse due to Fatigue, she must make a Stamina-endurance check or suffer a physical breakdown equivalent to a Good disease (and, likewise, potentially fatal).





A character who becomes obsessed with feverish study must make a Mythos-Related Mental Breakdown check based on the tome’s CoC Sanity cost (see below) every week.





Each Knowledge-specific language skill check has a bonus equal to the researcher's INT resistance modifier. If the researcher is using a library or Internet source of Ordinary or better quality for purposes of occult lore (as described in the Dark Matter campaign setting) to cross-check references in the volume, the library's rating applies as a bonus to each skill check. Finally, the researcher can make a simple skill check against Lore-Cthulhu Mythos or Lore-occult lore each month and apply a -1, -2 or -3 bonus to her language check on an Ordinary, Good or Amazing result respectively.





A researcher can skim a work that she has not yet studied. On a successful skill check against the relevant language skill, she learns the general subjects covered in the tome, plus the description of one spell per degree of success. On a Failure, the character gains no information. On a Critical Failure, the researcher learns either the name or description of one Mythos race or deity discussed in the tome. Skimming takes one hour for each week of study time given in the CoC listing. The character is subject to ongoing Mythos-Related Mental Breakdown checks as if she had read the work in full, but at a +2 penalty to her Knowledge-deduce check.





It is also possible to skim a volume feverishly. The researcher must work continuously until finished. She may skim the book in only one hour per 2 weeks of regular study time. However, after each 12 hours of feverish skimming, the researcher suffers 1 Fatigue point and must make a Mythos-Related Mental Breakdown Check as if she had read the book in full.





�
Mythos-Related Mental Breakdown





When the researcher successfully completes the complex skill check to read and comprehend a Mythos work, she must immediately make a Knowledge-deduce check and consult the Mythos-Related Mental Breakdown Table. (Some Mythos tomes, such as “The King in Yellow” and “Revelations of Glaaki”, require more frequent checks or corrode the mind in other ways, as described in individual conversions.)





This is not the end of the investigator’s peril. The unholy knowledge of the Mythos, when read from a rambling archaic book, is easy to dismiss as mere folklore or the inventions of an insane mind. It is only later, when the things told in the tome are confirmed in every detail, that the human mind recoils in fullest shrieking horror. The investigator must immediately make another Mythos-Related Mental Breakdown check, at the same bonus and effects as for studying the book, when any of these events occur:





The investigator’s skill rank in Lore-Cthulhu Mythos increases (for some other reason than reading the book in question), until she has reached a higher skill rank than the Teach bonus provided by the book;





The investigator’s skill rank increases in any Life Science/Physical Science/Social Science/Lore specialty skill for which the book provides a Teach bonus, or in Knowledge-deduce, until she has succeeded in a Knowledge-deduce check caused by reading that book;





Whenever the investigator is confronted with any Mythos being described in the tome, she has a –3 bonus to the Knowledge-deduce check for Mythos-Related Mental Breakdown for seeing the thing. If the being requires only a simple Fear or Horror check, the investigator must instead make a Mythos-Related Mental Breakdown check as prescribed for studying the book, at a –3 bonus to her Knowledge-deduce check. After such an occurrence, the investigator need not make further checks as a result of reading that particular work;





Where the investigator is required to make checks by the knowledge of more than one Cthulhu Mythos work in any situation, her check is based on the most dangerous tome, with a further bonus to her Knowledge-deduce check equal to the Teach bonus of each other relevant text. For purposes of canceling further checks, this is considered a check against all of the Mythos tomes that provide bonuses.





Benefits of Research





Successful study of a Mythos tome has the effect of a successful Teach-Adept-Lore-Cthulhu Mythos check. The character must immediately purchase either the broad skill Alienism or one rank of Lore-Cthulhu Mythos, if necessary using achievement points in her current achievement track, at list price -1 (CoC +1-6% Cthulhu Mythos), list price -2 (CoC +7-12% Cthulhu Mythos), or list price -3 (CoC +13% Cthulhu Mythos or more). The character may then begin studying the spells, if any, recorded in the work.





Some Mythos books provide unusual insights into areas of Physical Science, Life Science, Social Science or Lore, as listed in the Keeper’s Companion. (If this rulebook is not used, GMs may allow a mundane Teach bonus to books with a Cthulhu Mythos Teach bonus of –2 or –3, for any subject in which the book provides useful insight in addition to knowledge of the Mythos.) Such a book also provides a Teach bonus to any specialty skill equivalent to one of the CoC skills listed for the book, allowing the character immediately to purchase the skill at list price –1 using stored skill points. The reader is vulnerable to mental breakdown (see above) when gaining skill ranks in any of the mundane skills aided by the book.





Insane Insight





After first suffering Ordinary success or worse in a horror or madness check, or critically failing a fear check, caused by Cthulhu Mythos-related situations, a character immediately gains one rank in Lore-Cthulhu Mythos. Each subsequent failure on such a check acts as a Teach-Adept-Lore-Cthulhu Mythos success, allowing the character to purchase a rank of Lore-Cthulhu Mythos at list price –1. If not taken at once, each subsequent episode reduces the cost of the skill by 1 point, to a minimum of 2 points, at which time the character must immediately purchase the skill, if necessary acquiring a Flaw to gain skill points.


�



The following Mythos-Related Mental Breakdown table refers to fear, horror and madness checks as described in the article "No-One Can Hear You Scream" by James Wyatt, in Dragon Magazine No. 258. Make a Knowledge-deduce check, and if successful, use the appropriate row for the Call of Cthulhu sanity loss prescribed.





Call of Cthulhu 


Sanity Loss on Failure�
Bonus to


Knowledge-deduce checks�
Ordinary Success�
Good or Amazing Success�
�
1�
0�
Nil�
For Cast Spell, make a fear check at +1�
�
1d3/2�
0�
Nil�
For Cast Spell, make a fear check at +2�
�
1d4�
-1�
For Cast Spell, make a fear check at +1


�
For Cast Spell, make a fear check at +3�
�
1d6/3�
-1�
For Cast Spell, make a fear check at +2


�
Make a horror check at +1�
�
1d6+1/1d8/2d4/4�
-1�
For Cast Spell, make a fear check at +3


�
Make a horror check at +2�
�
3d3/1d8+1/1d10/5�
-1�
Make a horror check at +1


�
Make a horror check at +3�
�
3d4/2d6/6 or 7�
-2�
Make a horror check at +1


�
Make a madness check at +1�
�
2d8/3d6/fixed cost 8+�
-2�
Make a horror check at +2�
Lose 1 rank in Resolve-mental resolve; make a madness check at +2�
�
2d10/1d20�
-3�
Make a horror check at +3�
Lose 1 rank in Resolve-mental resolve; make a madness check at +3�
�
3d10�
-3�
Lose 1 rank in Resolve-mental resolve; make a horror check at +3


�
Lose 2 Ranks in Resolve-mental resolve; make a madness check at +3�
�
1d100�
-3�
Lose 1 rank in Resolve-mental resolve; make a horror check at +3�
Lose 3 ranks in Resolve-mental resolve; make a Madness check at +3�
�
�



Mythos Tome Conversion exemplified





UNAUSPRECHLICHEN KULTEN – in German, by Friedrich Wilhelm von Junzt, quarto printed in 1839.


This volume, long referred to as the Black Book, tells of von Junzt’s connection to various cults and secret societies. He gained personal admission to many of these groups, often requiring him to suffer terrible initiation rites. It is said that many owners of the book, after hearing of von Junzt’s terrible demise, burned or otherwise destroyed their copies, leaving only the six copies known to exist today, all held by major libraries. This original German edition contains the skilful and horrific engravings of Gunther Hasse.





Study: Knowledge-German language complex skill check requires 13 successes, one check per month full time study.


Skim: Knowledge-German language simple skill check after 52 hours study.





When completed, reader must immediately make a Knowledge-deduce check at a –2 bonus. On Ordinary success, make a horror check at +2. On Good or Amazing success, lose 1 rank in Resolve-mental and make a madness check at +2.





Reader must make further Mythos-Related Mental Breakdown checks when increasing her skill in Knowledge-deduce, Social Science-anthropology or history, Lore-Cthulhu Mythos or occult lore, when seeing R’lyeh glyphs or Pnakotic or Aklo script, or when confronted by any of these: Cyaegha, Shub-Niggurath, dark young of Shub-Niggurath, ghouls, Tcho-Tcho, Azathoth, byakhee, deep ones, Dagon, Resurrected humans, Nyogtha, Gol-Goroth, the Yellow Sign, mi-go, Nyarlathotep (human avatar, Horned Man or The Beast) or Ghatanathoa.





Reader must purchase either one skill rank in Lore-Cthulhu Mythos or the FX broad skill Alienism at list price –3. Reader may purchase one skill rank in Social Science-anthropology, Social Science-history or Lore-occult at list price –1.





Reader may continue study of the book to allow purchase of one skill rank in a chosen prehistoric or prehuman language at list price –1. Each language requires a complex INT feat check, 7 successes, one check per month of full-time study.





Reader may continue study of the book to learn spells. Each spell requires a complex INT feat check, 3 successes, one check per month of full-time study.





Spells: Alienism - barrier of Naach-Tith, bind Mythos creature (byakhee), call/dismiss Mythos deity (Azathoth, Cyaegha, Ghatanothoa, Gol-Goroth, Nyarlathotep (Horned Man), Nyogtha, Shub-Niggurath), contact Mythos deity (Dagon, Zhar), contact Mythos races (deep one, ghoul, mi-go), resurrection, summon Mythos creature (byakhee)


�
SPELLS





O


nce a character has successfully researched a Mythos tome, she may continue to study the work to learn any spells written therein.








Learning a Spell





Learning a spell is a complex INT feat check of Ordinary difficulty, requiring 3 successes. One check may be made per month (120 hours) of study. A completed complex check has the effect of an Ordinary success in Teach-Adept-Alienism-specific spell. The character may immediately purchase or improve the specialty skill at list price –1.





Casting Spells





For purposes of conversion, 3 CoC Magic Points equate to 1 Alternity FX Point (round up). When casting a Cthulhu Mythos spell, all persons who would lose Sanity points in CoC must make a Knowledge-deduce check using the Cast Spell column of the table above. This includes victims who would suffer Sanity losses as a result of being attacked by a spell. Refer to specific spell conversions for those spells that automatically cause insanity in the victim. 





Many CoC spells allow helpers or victims to contribute Magic Points even if they do not have any spellcasting knowledge. In Alternity, these persons suffer 3 Stun points for each FX Point drawn.





Opposed Magic Points





Where Call of Cthulhu requires an opposed Magic Points roll, use an opposed WIL feat check. As well as standard penalties for being dazed, etc., apply a +1 penalty to each opponent for each FX Point that she has already expended from her FX pool.








�
SPELL CONVERSIONS





(  Brew Space-Mead: Convert to Alienism - brew space-mead (WIL). The brewing of this drug requires five special ingredients chosen by the GM. The caster must spend one week brewing the substance, and succeed in a Physical Science - chemistry check. He must then begin a complex skill check requiring 2 successes per dose, making one roll per day of full-time magical effort. During this period, the caster's FX pool is reduced to 1 point, as it is assumed that all other FX Points are being infused into the substance. 





Drinking a dose of space-mead makes the recipient increasingly drowsy and cut off from her normal senses. Vision appears to darken, sounds grow dull and faint, and sensations of heat and cold fade away. After ten minutes, the recipient lapses into a state of profound trance and complete physical stasis. In this state, she is almost immune to physical harm, including impacts, harmful energies and extremes of pressure and radiation. She perceives only vague fleeting images of her surroundings. 





The drug's strongest effect remains for 13 hours. After this time, the recipient gains some small awareness and begins to feel physical effects. Surroundings that would normally be lethal to humans, such as hard vacuum or intense radiation, inflict 1 stun point per hour. Bizarre and mind-shattering sights begin to cause disorientation, panic, shock and horror to the traveller. The drug's effect wears off completely after 24 hours, or ten minutes after the recipient returns to an atmosphere that will support human life. 





A subject who has the Alienism broad skill can extend the physical stasis conferred by space-mead by spending 1 FX Point per hour, and does not take Stun damage during that time. This does nothing to offset the mental effects of para-dimensional flight.








(  Call/Dismiss xx: Convert to Alienism-call/dismiss Mythos deity  (PER). A caster may only attempt to call or dismiss the specific deities for which he has been taught the correct formulae. A caster who knows the call deity spell for a being can also dismiss that being. The character may only have knowledge of the means to call or dismiss one deity for each skill rank in Alienism-call/dismiss deity. 





This spell has two distinct applications: 





Call Mythos Deity allows the terrible being to come from its distant sojourn and physically appear on the Earth. Each particular deity has a specific place, specific time, and/or specially enchanted material trappings (see also Enchant xx) which must be used in the ritual of calling. Some deities demand blood sacrifices when called, which are either required as material trappings (the Skinless One), increase the chance that the being will answer (Shub-Niggurath and Skinless One), or are required to placate the being, which will otherwise attack the assembled worshippers. If the required conditions are not met, the spell cannot succeed. 





The caster must expend at least one FX point, and can be assisted by any number of people or other beings. Those who do not know the spell may contribute 1 FX Point or 3 Stun points (see Casting of Spells), while those who know the formula may expend as many points as desired. The starting penalty or bonus to the skill check depends on the total FX Points spent: 





FX Points�
Penalty/Bonus�
�
1-3�
+5�
�
4-6�
+4�
�
7-9�
+3�
�
10-12�
+2�
�
13-15�
+1�
�
16-18�
+0�
�
19-21�
-1�
�
22-24�
-2�
�
25-27�
-3�
�
28+�
-4�
�



For each member of the deity's favoured servant race that attends, the spell has a -1 bonus. Other bonuses for increased sacrifices or more potent enchantment of the material trappings are described for specific deities - convert 10 CoC percentiles to a -1 Alternity bonus. 





Dismiss Mythos Deity is a difficult and specific spell, attempting to cajole a deity that has come forth on Earth to depart. FX Points at least equal to the WIL resistance modifier of the deity (at least 1 point) must be spent to have any chance of dismissing the being. With this minimum amount, the skill check suffers a +5 penalty. Other people who know the spell may assist by contributing FX points. For each additional FX point spent, the penalty decreases by 1, and this can build up to a bonus no greater than -4 (10 extra FX points). The caster then attempts a simple skill check. On an Ordinary or better success, the deity departs. On a Failure, the creature remains. 








(  Contact xx: Convert to Alienism-contact Mythos races (PER). A caster may only contact the specific races which he has been taught to contact, and may have a maximum of one known race per skill rank. As well as Cthulhu Mythos races (except those that are available to be summoned), this spell is capable of contacting mothmen, and at the GM's option, probably kinori, Luciferans, etoile and sasquatch. The FX cost of this spell is 1 FX per 3 points minimum WIL of the race contacted, or one-third of the CoC Magic Point cost. 





The psychic broadcast created by this spell alerts sensitive members of the desired alien race, who will either come themselves or send another of the same sort. Except on a Critical Failure, at least one alien always attempts to meet the caster at the summoning point. The creature may decide not to turn up if the distance or intervening terrain is prohibitive, or it has reason to suspect danger in meeting with the caster (such as a large reception party, or the presence of weapons, especially those dangerous to the creature). The time taken depends on the skill check result: Marginal d4+1 days; Ordinary d4-1 days, counting a roll of 1 as half a day; Good 2d12 hours; Amazing 1d12 hours. 








(  Contact Deity (xx): Convert to Alienism-contact Mythos deity (PER). A caster may only contact the specific beings for which he has learnt the proper formulae, and may have a maximum of one known deity per skill rank. Only deities with an INT of 3 or greater can be contacted. This spell is not used to contact the deity Eihort – see specific conversion of Eihort's Bargain. 





Only insane cultists are likely to use this spell, as the cost of the favours granted by the horrid quasi-divine being is severe. The caster must have enough skill points in his current achievement track to purchase the spell or Lore skill rank that he seeks to learn. The caster permanently sacrifices one point of PER for each casting of the spell. This loss is immediate on beginning the casting, so that the skill check and any use of Last Resort points are carried out using the new, lowered PER score. The caster must achieve a Good success on this skill check to attract the attention of his deity.





Unless the caster has a specific plea to the deity (see conversions of Unspeakable Promise and Perfection), the spell calls upon the deity to instruct the cultist in its foul mysteries. The deity’s revelations have the effect of an Amazing success in Teach-Adept. The caster may immediately purchase one rank in either an Alienism spell or Lore-Cthulhu Mythos at list price –3, using skill points from his current achievement track. The deity may decide to give orders, advice or even supernatural aid as well, typically by awful dream-visions. 





On the first casting of the spell, Last Resorts may not be used to affect the outcome. On the second and subsequent casting within a day, the caster may use Last Resorts (if he has any left) as normal. 








�
(  Create Gate: Convert to Alienism-create Gate (WIL). This enchantment makes a permanent connection across great distances of space (as humans understand the concept) or into other dimensions. Anyone or anything can step through the Gate, but it may be constructed to open only by a specific procedure.





The creation of a Gate requires the permanent sacrifice of FX Points as shown in the table:





FX Points (Permanent)�
Distance�
�
1�
Other continent�
�
2�
Earth orbit or Moon�
�
3�
Near planets (Mercury, Venus or Mars)�
�
4�
Other planets�
�
5�
Other stars�
�
6�
Other galaxies�
�
7�
Edge of the known universe, or the Court of Azathoth�
�



The operation of a Gate translates bodies not only through space, but also in less familiar ways. It can cause bodily changes, some helping the traveler to survive in an alien environment, others merely disturbing to hidebound notions of medical science. This process is disorienting and can strain the human constitution. When passing through a Gate, a character must make a Stamina-endurance roll with a penalty 1 point less than the FX cost of creating the Gate, Failure indicating that the traveler suffers 1 Fatigue point. The traveler must also make a fear check at a +1 penalty when arriving on a planet unfamiliar to him.





A traveler who has the Alienism broad skill may choose to expend 1 FX Point for journeys as far as the known planets, or 2 FX Points for more distant places, to avoid being fatigued by Gate travel.








(  Enchant xx: For spells of 1 to 2 POW base cost, convert to Alienism-enchant ritual item (WIL). Greater enchantments should use the FX Devices rules from Beyond Science. See also Create Gate, Curse of the Rat-Thing. 





A character may only prepare the specific items which he has been trained to enchant, and may know one enchantment formula per skill rank. 





This spell permanently imbues a specially crafted item with eerie power, preparing it for a specific use in another Mythos spell. More strongly enchanted items may have additional powers of their own, as described in the CoC spell description, or may increase the chances of successfully casting another spell (-1 bonus per 10 CoC percentiles, as described in the specific CoC listing). A Creativity or Technical Science check may be needed to fashion the item. 





The caster then permanently reduces his FX pool by 1 FX Point per CoC POW point required, and makes an Alienism-enchant ritual item check. As usual, Last Resort points may be used to improve the result. An Ordinary success completes the enchantment, while a Failure indicates that the FX Points are lost without effect. FX Points given up may be bought back using achievement points. 





(  Resurrection: Convert to Alienism – resurrection (INT). The spell reduces a complete corpse, or more decayed remains, to a bluish-grey powder of essential salts that fills a mid-sized flask or bottle. The same formula reconstitutes the powder into a semblance of the body of the deceased, animated by a life-force that has full access to the dead person's memories and skills. If the material used to create the powder is incomplete, or admixed with the remains of other dead bodies, "onlie ye liveliest awfullness" results.





Either version costs the caster 1 FX Point.





The resurrected being may be returned to its essential salts by reciting the spell backwards. Those who know the spell will have also memorized the reverse incantation, and can cast it with another successful skill check at +2 difficulty, opposed by the Resurrectee’s WIL resistance modifier. Those who have not learnt the spell, but have a written copy or have tried to memorise it by listening to one or more full castings, may make an INT feat check at a +4 penalty, further opposed by the Resurrectee’s WIL resistance modifier. Reversing the spell takes two full rounds for each attempt but does not require further FX points.





The creations of this spell are horribly tenacious of life. They do not require ordinary food, but due to certain spiritual essences bound up with the reclaimed spirit (contemplating these things is a major contribution to the Mythos-Related Mental Breakdown involved with this spell), Resurrectees have a craving for blood, preferably human. Their general behaviour also tends towards violence, vengefulness and irrationality as compared with their nature while living. If annoyed, deprived of blood to drink for a few days, or subjected to other triggers defined by the GM, a Resurrectee suffers a +2 penalty on all actions except those taken to assuage its irrational urges.





A horror created by a poorly prepared batch of essential salts has the statistics of the dead person who contributed most strongly to its makeup, with DEX reduced by 2 points due to its deformity, but with the Redundant Vital Organs advantage described under Mutations in the Players’ Handbook. Because the creature is able to survive without many of the items usually considered essential to life (such as skin, viscera, or complete bone structure), it is difficult for opponents to find a vital spot. All Mortal damage to the creature is halved. The creature has a –3 bonus on Stamina-endurance checks caused by Mortal damage.








(  Summon/Bind xx: Convert to Alienism - summon Mythos creature and bind Mythos creature. These spells are usually recorded together in so-called reliable Mythos tomes, but a corrupted text, or ill-wishing tutor, might only present the summoning spell. The caster can only summon or bind those Mythos creatures for which he knows the specific procedure, and may have knowledge of summoning/binding one Mythos race per skill rank. 





Summon Mythos creature (PER): This spell calls on a random member of the race to attend the caster. The spell must be cast at a suitable place and time, and may require ritual items or sacrifices, as described for the specific Mythos being. In most cases, ritual items that are specifically crafted may be enchanted (qv) to increase the chance of success. 





The caster must spend at least 1 FX point, which allows a skill check at a +2 penalty. For each additional FX point spent, the chance of success increases by 2 steps, to a maximum of a -4 bonus for 4 FX points. Summoning a servitor of the Outer Gods costs three times as many FX points. 





On a successful skill check, the being arrives in 20 minutes (Ordinary), 10 minutes (Good) or 5 minutes (Amazing). 





Bind Mythos creature (WIL): May be cast on a creature summoned by the above spell, or a free-ranging member of the race. A Mythos creature which has been bound by another caster is unaffected by this spell. The spell costs 1 FX point, or 3 FX points to bind a servitor of the Outer Gods. The chance of success is modified by the penalty or bonus applied to any previous summoning check, and by the target's WIL resistance modifier. 





On a successful skill check, the creature is required to complete a task stated by the caster, then return to its abode. The task must be simple and finite in duration. The creature makes a Knowledge check for each person, place, object or time unit named in the command, unless the named thing is within its normal experience, or present and pointed out to the entity. Human references to extended time periods, in particular, are often incomprehensible to Mythos races. If the creature fails this Knowledge check, if the command is otherwise invalid, or if the caster gives no command within one minute, the creature leaves. 





�
COMBAT





S


hambling blasphemies, winged sacrilege and other unnamable horrors graphically scrawled in the tomes of the Cthulhu Mythos are often of stupendous size and abnormal body structure, making them frightfully hard to kill with conventional weapons. They seem eager to crush, liquefy and perforate the humans that they encounter using a variety of peculiar attack forms.





Hit Points/Durability





Any creature of average SIZ 1-7 or over 32 does not use the direct conversion method for CON and Durability. Find the creature's CON score by the following table (adapted from "Dungeons to Drivespace" by James Wyatt, Dragon Magazine No. 262): 





HP�
Size 1-2


�
Size 3-7


�
Size 33-48�
Size 49+�
�
1-4�
1d4�
1d4+2�
-�
-�
�
5-15�
1d4+2�
2d4+2�
-�
-�
�
16-30�
2d4+1�
2d4+4�
2d4+10�
2d4+11�
�
31-45�
-�
2d4+7�
2d4+11�
2d4+13�
�
46-60�
-�
-�
2d4+13�
2d4+15�
�
61+


�
-�
-�
2d4+15�
2d4+19�
�



Creatures with more than 90 hit points should calculate Durability based on 1.5 times their CON.





The Outer Gods, and many Great Old Ones, cannot be finally slain by earthly attacks. They are merely driven off, disrupted, or forced to retreat for a time, then may return again. These creatures do not suffer Mortal or Critical damage. Any such points of damage are applied as Wound damage instead, in addition to the Wounds scored as secondary damage. When the entity's Wound points are depleted, it is temporarily incapacitated, as described in its Call of Cthulhu listing. 





Weapons/Attacks





The percentage chance given for each attack should be converted to an appropriate skill, as described in "Basic Stats". 





To convert damage, first decide on the appropriate Alternity Firepower of the attack. A creature's most damaging bodily attack will probably be of the same Firepower as its own Toughness (see below). This should be adjusted by any description of the effects of the attack, especially if its effects on vehicles are described. 





Some of the Outer Gods may have destructive abilities that can affect any object, regardless of its size, and therefore do not downgrade damage against any target's Toughness. The attack may or may not upgrade against objects of lower Toughness, such as humans. This ability should not generally be given to a Mythos race or Great Old One. 





Compare the attack to existing Alternity weapons of a similar Firepower to determine damage. In general, the d10 and d20 should not be used for Alternity damage. Most attacks should have an average damage of 6 points or less, unless the attack has an unusually broad area of damage to targets of the same Toughness, compared to other weapons.





Characteristic Rolls





The Call of Cthulhu game may require an investigator to roll against a characteristic x 5, or some lower multiplier, to avoid an unfortunate effect. This should be treated as an attribute feat in Alternity. Stat x 5 rolls are at no penalty, Stat x 4 translates to +1 difficulty, Stat x 3 to +3, Stat x 2 to +5, and a roll directly against a characteristic is an attribute feat at +6 penalty.


�
Armour





(In general, armour appears to be much more effective in CoC than in Alternity. I assumed that the values given for common human armours should be preserved. This does not reflect the hitpoint numbers or likelihood to prevent damage of CoC armour values.)





Call of Cthulhu�
Alternity�
�
1-2�
1d4-2�
�
3-6�
1d4-1�
�
7-8�
1d4�
�
9-12�
1d4+1�
�
13-16�
2d4�
�
17-20�
2d4+1�
�
21-24�
3d4�
�
25+�
Add +1 for each 4 points over 24�
�



Creatures with an average SIZ of 50-99 should be assumed to be of Good toughness, whether armoured or not.





Creatures with an average SIZ of 100 or more should be given Amazing toughness on the Warships scale. In general, an organic creature has toughness one full grade lower than a military hull of similar size, while a being composed of inorganic materials has the toughness of a similar-sized civilian hull. This will vary widely, and should be adjusted based on any available description of the effects of heavy weapons on the being. 





Creatures that are indeterminate or freely variable in size, such as Yog-Sothoth, should have Toughness based on an average extent. Creatures which seem to be of ordinary material form, but which can expand in size, such as Daoloth and Azathoth, should increase in toughness when they reach an appropriate size.








Resistance to Attack Forms





Takes Half Damage from (type) Weapons: Reduce damage dice by two steps (eg. d8+1 becomes d4+1), or one die if multiple dice for damage (eg. 2d4+1 becomes d4+1). 





Takes Half Damage from (hazard type): -3 bonus to Stamina-endurance or feat checks to resist damage from the hazard. 





Takes Minimum/1 Point of Damage: All damage from the attack form downgrades once (eg. Mortal damage becomes Wound damage). 





Takes Minimum/1 Point of Damage from Impaling Attacks: All HI damage, and LI damage caused by piercing-type weapons such as daggers, straight swords, and spears, is downgraded once. 





 (The closest translation of the CoC game mechanic would be to penalise weapons that cause a higher damage grade on Amazing success than Good success. Unfortunately, these bear no relation to the CoC list of impaling weapons, even including a bludgeoning weapon. If the campaign has little use of melee weapons, it could be appropriate to translate Impaling Weapons as HI damage only.) 





Takes No Damage: 





Lesser Race: Attacks of Ordinary or Good firepower degraded twice, attacks of Amazing firepower degraded once.  





Greater Race: All damage from the attack form degraded twice.





Deities, immaterial or pure energy body structure, immunities to poison and cold: No damage from attack form   regardless of firepower.


�



Special note: Nuclear weapons release heat, blast, numerous forms of hard radiation, severe electromagnetic disturbance, and may even allow the radiance of Azathoth's court to shine upon the target. For the sake of suspension of disbelief, Mythos beings will be affected to some extent by at least one of these forms of damage.





Suggested effects on extremely tough creatures are: 





Lesser Race: Annihilated in 100% destruction zone, regardless of immunities. 





Greater Race: At least 2d6w/2d6m/3d6m, without benefit of armour. Destroyed immediately if able to be harmed by weapon attacks or heat. 





Deities and dholes: At least the damage in the GMG (2d6s/2d6w/2d6m), without benefit of armour. If able to be harmed by weapon damage or heat, take damage as Greater Race above. The most powerful Great Old Ones, and any Outer God, should make a Stamina-endurance or Acrobatics-dodge check to reduce damage to the next lower degree of success. 





Regeneration





A creature that can regenerate has a Stamina-regenerate skill, with one skill rank for each 10 CoC hit points it can regenerate per round. It can make a regenerate check on its action check phase each round, and this is not counted as an action. 





For the effect of successful regeneration, convert the CoC HP regenerated using the SIZ 3-7 column of the Durability table above. On a Marginal success, this many Stun points are removed; on an Ordinary success, Wound points; or on a Good or Amazing success, Mortal points. 





Sanity Loss





Some Mythos monsters are merely gruesome, stupendous, and terrifying. The sight of such a creature may require humans to make a fear or horror check, as listed under "Mythos-Related Mental Breakdown". To determine the grade of check and penalty, use the Ordinary Success column against the Sanity loss to read/cast spell, equal to the CoC Sanity failure result for the creature. 





The very sight of the most powerful beings of the Mythos reveals to the human mind the insignificance and inadequacy of our understanding of the universe. This knowledge is so terrible that it may, in itself, cause madness. But worse, in many cases, the eye establishes a psychic connection to Nyarlathotep, the soul and messenger of the Outer Gods, who may impart dreadful understandings to the unfortunate viewer. A human who sees such a creature must hazard the full effects of a Mythos-Related Mental Breakdown check. 





This category includes a few Greater Races (Hounds of Tindalos, servitors of the Outer Gods, shoggoths, star-spawn of Cthulhu); some Great Old Ones (Great Cthulhu, Ghatanothoa, Hastur, Y'Golonac); and almost all Outer Gods. 


�
Deity conversion exemplified


Yog-Sothoth, Beyond Space and Time 





STR	N/A 


DEX	N/A 


CON	26 


INT	19 


WIL	31 


PER	11 





Durability: 39/39/-/- (Mortal and Critical damage becomes Wound damage; does not suffer Fatigue damage) 


Action Check: 11+/10/5/2 


#Actions: 3 


Move: Fly as vehicle - Acc 30 Cruise 300 Max 4000 


Reaction score: Marginal/3 


FX Energy: 50 





Attacks 


Sphere Touch special 


Silver Bolt 15/7/3 d6+3s/d6+3w/d6+2m En/Light Warship 





Defenses 


No LI or HI damage except from enchanted weapons 


Amazing (Light Warship) Toughness vs. En damage and enchanted weapons 





Skills 


Energy Blast Weapons (12) - direct (15); Acrobatics (12); Stamina (26) - endurance (31); Knowledge (19) - deduce (22); Law (19); Navigation (19) - system astrogation (31), hyperspace astrogation (38); Physical Science (19) - astronomy (33), physics (38); Security (19) - protection protocols (27); Awareness (31) - perception (35); Investigate (31) - search (39); Resolve (31) - mental (37), physical (36); Teach (31) - Adept (41), Tech Op (39); Interaction (11) - bargain (19) 





FX Skills 


Alienism - call/dismiss Mythos deity (22), conjure glass of Mortlan (29), create Gate (50), create scrying window (35), create time gate (45), create window (50), command dhole (20), dread curse of Azathoth (28), enchant ritual item (43), extend (44), mind transfer (42), reach (46), resurrection (30), shrivelling (41), spectral razor (42), summon/bind Mythos creatures (25), view Gate (38), Voorish sign (30) 














If Yog-Sothoth chooses to draw near and touch a person or vehicle, the target can attempt to dodge or manoeuvre at a +3 penalty, but otherwise is touched automatically. The deity can choose either of two effects. He can transport any target, anywhere in the universe. A person who is not willing to be transported can resist by succeeding in a WIL feat check at a +3 penalty. 





Alternatively, Yog-Sothoth can corrode, wither or simply disintegrate physical substance by the touch of his oily golden spheres. He permanently removes d4w, the same amount of stun points, and 1 Mortal point if 3 or 4 points of Wound damage occurred. This attack does not downgrade or upgrade in damage. Yog-Sothoth can affect a battleship, or a planet, as easily as a person. 





If a person suffers Mortal damage from Yog-Sothoth's touch, or is reduced below half the number of Wound points he would have due to CON, he suffers the standard penalties for being dazed. These penalties can be removed over time by natural healing as if they were points of Wound damage. 





Sanity Loss: Any human seeing Yog-Sothoth in his true form must make a Knowledge-deduce check to determine if he grasps the full implications of the dread being’s presence. This check has a –3 bonus due to the relative ease of noticing the oddity of a 400-foot-radius mass of weightless oozing black protoplasm.





On a Good or Amazing success, the unfortunate viewer immediately loses 3 ranks in Resolve-mental resolve and must make a madness check at a +3 penalty. On an Ordinary success, the observer loses 1 rank in mental resolve and must make a horror check at a +3 penalty. On a Failure, the observer must make a fear check at a +3 penalty.





Yog-Sothoth can evoke supernatural occurrences not described by these spells, at an FX cost decided by the GM.
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