Eternal Lies - Conversion notes for Call of Cthulhu
 - Act Two : Mexico City



Eternal Lies

Call of Cthulhu 6th Edition Conversion

MEXICO CITY 

Mexico City (page 257)
Keepers Options

While many locals may speak English, it is going to be an easier task to get them to open up if the character speaks Spanish. 

Those players with the foresight or luck to speak Spanish should be rewarded - but the game should not grind to a halt if the party is limited to “No habla Español” !
Therefore, as an option, the keeper may wish to limit non-Spanish speakers to a maximum of 40% on all their Bargain, Credit Rating , Persuasion and/or Fast Talk rolls. Remember, however, we still want the players to find the core clues …so this maximum should usually be waived if it directly relates to a core clue.

1. Arrival in Mexico city (page 263)
Credit Rating , Persuasion and/or Fast Talk should allow the characters to deal with the various logistical problems they may encounter. 

The Keeper should consider applying up to a +20%  or -20% modifier on these skills, depending on the exact task being considered and the profession of the character undertaking them. ( A private eye will have an easier time acquiring an underworld contact than a dilettante, for example, but the dilettante will have an easier time finding a good hotel room). 

Finding the PO Box

Don’t forget this is a core clue if you’re using any of the optional CoC Core Clue rules (see Eternal Lies CoC Conversion notes, Keepers Introduction, page 3).

Locating the PO Box (Core Clue): 

This can be located by either:

Library Use while at the local library

Bargain, Fast Talk or Persuade when visiting any post office. 

Getting access to the PO box (Core Clue): 
This an be achieved in any number of ways :-  

A friendly approach: Persuasion or Fast Talk will work on any particularly kind-hearted staff.

Bribery: a Bargain skill check is likely to be called for unless the players are particularly extravagant.

Intimidation of various means : Psychology, Fast Talk or a STR x 5 check depending on the exact form of the intimidation.

If a false identity or similar is used : Disguise 
Opening the Box
The box can be opened with an ordinary, unmodified Locksmith check. A failure means that the box has still been opened, but Gonchi Del Toro has noticed. A fumble means the box remains locked and the staff has noticed (and will likely raise the alarm).
The observation about the power bill from Luz Records will be noted by anyone making a successful Accounting skill check.
Possible complications upon a fumble :

They get the wrong PO Box.

The players are ejected from the building.

The police are called. 

Following Gonchi

The players can successfully shadow Gonchi del Toro by making a successful Hide check. Option: Keepers may wish to use a “Group Skill check” rule if multiple characters are shadowing him.
If the players pass the test but drew his attention at the post office, allow del Toro a Spot Hidden check (at 50%) to become aware of his shadows.

2. The Luz Records Office (page 265)
A successful locksmith check forces a way inside without damaging the locks.

Finding Brooks’ stray papers and abandoned catalogues should be a case of the players simply stating that they are searching through the paperwork (specifically) in the room. 

A successful Spot hidden or Accounting roll during this search should turn the invoice in the trash. A successful Chemistry or Anthropology will identify the stains as chorizo sausage.

The taco waiter will admit to his Nectar use with a successful Fast talk or Persuade .
The First Luz recording

Listening to the Luz recording while high on Nectar requires a 0/1d4 SAN check . Those failing the SAN check still snap out of the trance after a few moments, but become aware of the dreadful things they might have done if left under the records influence.
Spotting Gonchi

Players that specifically state they are checking for anyone watching them should be allowed a Spot Hidden to see Gonchi Del Toro waiting nearby in his car.

3. The Studio of Tomorrow (page 267)

Breaking into the studio requires a Locksmith check. A fail (but not a fumble) still allows the players to break in, but makes enough noise to alert Cortez.

When dealing with Cortez (core clues) use of Persuasion or Psychology is the best course. Players who try to relate to Cortez using Art skills should also be given some leeway, and may well be able to build a camaraderie with him.

Fast Talk might also be used , but due to his suspicious state levy a penalty of -20% in initial dealings. 

Victor Cortex, basically a good citizen (page 268)
STR 8 

DEX 10 
CON 8

SIZ 12
 
INT 13 

EDU 13
APP 14
POW 10 
SAN 30 
HP 10

Skills: 

Art (Record Producing) 45% , Other Language( English) 50%

Weapons: 

Pistol 35% , 1d8 damage.

Keeping Cortez Alive
Spiriting Cortez away without being followed by Gonchi should require a successful Sneak check on behalf of the player mainly associated with herding him. 

Arranging protective custody can be done if the players can successfully use Persuade or Law on the relevant Federal personnel (Gomez for example). Allow the players to automatically succeed if they can Persuade Cortez to testify.

4. The Manufacturer (page 269)
The arson at the facility can be easily detected with a successful Idea Roll, although players with Chemistry can be allowed to shine by allowing them to roll against that skill first (to detect this more quickly).

Nectar residue on the walls can be detected by a either a successful Spot Hidden or Occult roll.

Once again, players that specifically state they are checking for anyone watching them should be allowed a Spot Hidden to see Gonchi Del Toro waiting nearby. A successful Psychology roll will allow them to detect his nervousness and guilt.

5. De La Luz’’s Apartment (page 270)
Inside the Apartment
A successful Idea Roll makes it clear that this apartment has been gone through. A follow up Spot Hidden will reveal that it’s the aftermath of a hurried packing session rather than a robbery.

A successful Photography skill check - or simply a player specifically stating they are examining the photographs - will turn up the evidence from the various photos.

Interviewing the Neighbours
Interviewing the neighbours should be a case of simple role-playing, but if there are some players who haven‘t had a chance to shine for a while, you might call for some rolls to highlight those players proficiencies, especially when dealing with the landlord. 

Bargain, Disguise, Fast talk, Persuasion or Psychology would certainly be appropriate, but the various neighbours might have other interests in common with the players ; perhaps Manny burns himself on the stove while a medic is at the door, or a musically orientated character discovers the landlord plays the violin. This is a good opportunity to be inventive with less frequently used or obscure skills.

6. Cortez’s House (page 272)
As they approach the house,  any players who state they are keeping an eye out for watchers should be allowed a Spot Hidden to become aware of the Shooter or the Thugs with Guns (see below) , depending on which option you have decided upon.

Once inside the house, examining the writing on the wall will reveal the following clues:

A successful Chemistry or Occult roll will reveal the substance is Nectar.

A Medicine or Biology roll will reveal it was painted on by hand.

Anyone stating they are searching the house should be allowed to make a Spot Hidden roll to find the matchbook (core clue) with the address written on it. 

The Shooter
When the Shooter takes his first shot, allow his target a Luck roll. If they succeed, they avoid the splinters from the jar. Otherwise, they are dealt 1 HP damage (2 HP if they fumble) as the glass shatters.

Clambering up onto nearby trees (etc) should require Climb rolls. Feel free to levy +20% or -20% modifiers depending on the difficulty of the object, as appropriate.

Should the police arrive, it will take a successful Conceal check to prevent the object from being confiscated. 

Keepers option:  Conceal is a rare skill for CoC investigators to take. Depending on circumstances, you may wish to substitute a Luck roll here. However it is not vital that the players retain the matchbook, merely that they know where to go, so feel free to confiscate it if they‘ve already noted the address.

The Shooter, sweaty cultist (page 273)
STR 12
DEX 14
CON 12
SIZ 12

INT 10

EDU 9

APP 8

POW 9 
SAN 0 

HP 12

Skills: Club 35%,  Other Language(Spanish) 25%,Other Language(The Tongue of Lies) 60%

Weapons: Rifle 40%, 2d6+4 damage

Thugs with Guns (page 273)
Note, as mentioned in the Eternal Lies main book, this version of the encounter is more likely to be dangerous to your players than the Shooter.


#1
#2
#3
#4


STR
12
11
13
11

DEX
13
11
9
10

CON
12
14
14
12

SIZ
11
13
11
10

INT
10
8
12
9

EDU
10
13
10
11

APP
12
9
11
14

POW
11
12
10
10

SAN
0
0
0
0


MOV

HP

Skills: 

Driving 40%, Other Language(The Tongue of Lies) 50%

Weapons: 

Pistol 50%, 1d8 Damage

Knife 55%, 1d6 damage

7. Brooks’s Penthouse (page 274)
Getting in

There are several strategies the players might use:

Accessing the fire escape requires either a successful Climb or Jump check. A successful Sneak check should be made to avoid alerting the neighbours.

Getting past the intercom by pretending to be Brooks requires a successful Disguise check. 

Dealing with the concierge in person will likely require Persuade, Fast Talk or Disguise checks to get him to take them up in the elevator, and Bargain, Persuade or Disguise checks (as appropriate) to get him to unlock the door..

A stealthy approach will likely require Sneak and Locksmith checks.

Inside the Penthouse
Once inside the Penthouse, the players can pick up the following clues.

A successful Spot Hidden will spot the orange stains on the carpet.

Occult or Chemistry will identify the stain and the presence of Nectar in the air.

Any player that specifically investigates the garbage will automatically find the paper wads and condoms.

Likewise, anyone specifically searching the kitchen will find the remains of crusted Nectar in the blender.

The mold can be identified as 12-14 days old with a successful Biology check.

The clear liquid in the medicine cabinet can be identified with either a successful Pharmacy or Medicine roll. 

The Patio Coops (page 275)
Examining the coops reveals the following about the birds themselves :

A successful Biology check will allow an investigator to identify the birds as roughly crow sized. It will also provide the information on the various species of the birds and the nature of the carrion they have been eating.

Failing this, a successful Idea Roll will reveal the size of the birds (but not their species) and a successful Medicine check can identify the nature of the carrion.

With respect to the other evidence:

Identifying the symbols carved into the coop requires a successful Occult roll.

A successful Chemistry or Pharmacy roll will detect the trace of Nectar in the feed.

The missing space and the secret door in the architecture (core clue) can be spotted by either a successful Art (Architecture) or Physics check . A successful Spot Hidden roll would also be appropriate if no-one in the party has either of those skills.

The secret door can be forced with either a successful Mechanical Repair roll, or if that fails, a successful STR vs. STR check (the door has a STR of 20) . The STR check can be repeated until the investigators succeed. Keepers option: if it feels dramatically appropriate. consistently repeated attempts on the STR vs. STR may alert the concierge and neighbours, or attract the interest of a returning flock. 
8. The Shrine to the Thing (page 276)

An Art (Architecture)  or an Idea Roll will allow the investigators to realise this has been restructured by Brooks.

Any sort of Art or Anthropology roll will allow an investigator to identify the orange depiction as a fanged maw.

Examination of the symbols will be recognised by a successful Occult or Anthropology roll.

Decoding Trammels letters requires a successful INT x3 roll. This can be retried at the cost of time (several hours per retry).

The books (core clues) which  have been handled the most can be found with a library use roll, and their content (core clues) identified with Anthropology or Archaeology. The highlighted passages can be found simply by leafing through the books.

The other letters can be found by any investigator who states they are searching the room.

9. The Bar (page 280)
Heading 3: By Day (page 281)

A successful Psychology roll will allow the investigators to realise the patrons are honestly disinterested.

Friendly approaches to Tonio will relate to the Persuade skill. Bargain will make him a little defensive, and Fast Talk will be met with suspicion.

Elena (core clues) will relate to virtually any Art skill, Anthropology, History, Occult or similar. This is a good excuse for you to find a use for an obscure intellectual skill a player may have taken.

She can be persuaded to teach the song with a successful  Art, Anthropology or Persuade check. Anyone who has Speak in any Mesoamerican language and makes her aware of this should be considered to be automatically successful.

It takes a successful Persuade roll (at half ! ) to prevent her from going to the party.

By Night (page 282)
Elena Alcatraz (page 282)
STR 10
DEX 12
CON 16
SIZ 10

INT 14

EDU 15
APP 14
POW 11
SAN 55 
HP 13

Skills: Art (Poetry) 40%, Art (Art History) 60%, Art (Sing) 35%, Driving 40%, Drinking games 70%, Flirt 45%, Occult 35%, Photography 35%, Psychoanalysis 30%, Psychology 50%, Speak English 55%, Speak Spanish 75%, Speak Nahuatl 35%, Spot Hidden 40%, Sneak 35%, Theology 40%, Others as keeper sees fit
10. The Counter-Investigator (page 283)

Gonchi responds well to Persuasion or Bargain based on reciprocity. His reaction to Fast Talk is false camaraderie.

Gonchi Del Toro
STR 14
DEX 12
CON 16
SIZ 10

INT 15

EDU 9

APP 11
POW 13 
SAN 65 
HP 12

Skills: Accounting 30%, Disguise 35%, Driving 40%, Fast Talk 55%, Law 30%, Listen 45%, Locksmith 40%, Persuade 45%, Speak English 55%, Speak Spanish 75%, Spot Hidden 50%, Track 40%

Weapons: Pistol 40%, 1d8

Pistol Butt 45%. 1d6

Fist 60%, 1d3

11. The Police (page 286)

A Visit by Choice

Dealing with Gomez:

It will take successful Law checks to phrase a complaint correctly and thus avoid waiting for an hour.

Getting him to share what is in the file will require either a successful Law or Persuade check.

Leads on Nectar dealers can be followed up by footwork and a successful idea roll.

Further assistance from Gomez should be made available only with a leveraged clue and a successful Credit Rating check.

Dealing with Blanco:

Blanco can be persuaded to bend rules with successful Persuade , Fast Talk or Law checks. Significant rule bending may require a critical success.

Under Arrest (page 287)

Posting bail requires a successful Credit Rating or Law check. 

Detective Javier Gomez (page 287)
STR 12
DEX 12
CON 11
SIZ 13

INT 14

EDU 14
APP 13
POW 12 
SAN 60 
HP 12

Skills: 

Driving 40%, Law 55%, Persuade 45%, Psychology 50%, Speak English 50%, Speak Spanish 70%

Weapons: 

Revolver 55%, 1d8 damage 

Shotgun  50%, 1d6/2d6/4d6 damage 

Baton 50%, 1d6  damage
Officer Jose Blanco (page 287)
STR 13
DEX 14
CON 10
SIZ 14

INT 9

EDU 12
APP 10
POW 9 
SAN 45
HP 12

Skills: 

Dodge 35%, Driving 40%, Jump 50%, Law 30%, Listen 45%, Persuade 45%, Speak English 45%, Speak Spanish 70%, Speak English 40%, Spot Hidden 50%

Weapons: 

Revolver 50%, 1d8 damage

Baton 40%,1d6+1d4 damage

Fist 60%, 1d3+1d4 damage

12. A Song in the City (page 288)

When investigating the dead cultists:

A successful Medicine or First aid will be able to tell the time and the causes of deaths.

Successful Pharmacy or Chemistry checks will be able to tell that the bottles contained Nectar.

A successful Listen check will confirm that its Leticia de la Luz’s voice (if they have heard it before). Keepers option: Depending on the progress the Investigators have made so far - or lack thereof -  you may wish to treat this as a core clue.

Listening to the song requires a 0/1D4 SAN check, as before.

Interviewing the Neighbours:

A successful Speak Spanish roll, Persuade (at -20% if the investigator doesn’t Speak Spanish) or a suitable bribe will extract the neighbours and landlords testimony about the men.

13. The Party (page 289)
Staking out the exits requires a successful Spot Hidden to spot the cultists when they enter.

If the cultists are not spotted, a successful Psychology check when the cultists enter will allow the investigator to determine that the atmosphere in the party has become more tense. 

Questioning the Band (page 290)
The band should react positively (and give up the basic information) to just about any friendly approach . 

The information about the villa (core clue) should likewise not require a skill roll for the players to extract, but play up the musicians reluctance to talk about it, and get the players to work for it a little through role-playing.

14. Pursuit Through the Night (page 291)

The chase should involve several checks on Climb and Jump as appropriate to the action.

If the Investigators are proficient in the skills and haven’t used them for a while, Track, Dodge, Sneak and Listen  (and other skills) may also be appropriate. 

Play up this chase for its dramatic potential. A single failed check shouldn’t mean the Investigators have lost the cultists, merely that they’ve lost ground ; a successful one means they are gaining.  

If after seven rounds the players have more failures than successes then they lose the cultists in the streets. Otherwise they either catch up with the cultists, or successfully follow them to their destination (depending on the Investigators goals here).

Keepers option: Treat the above as only loose suggestions, and play it up for all its worth. You will find this encounter works best if you use your judgement of your players as to how long they’ll find this chase entertaining for. Let players who haven’t had a chance to shine recently have a moment or two in the spotlight. and lean towards whatever outcome best suits the dice rolls and the dramatic needs of the moment. 

What the Cultists Know  (page 292)

The cultists will spill their information to well role-played questioning, or a successful Psychology skill check. If the Psychology check was made, that player automatically spots any lies in their testimony.

The Party Going Thugs (page 293)

#1
#2
#3
#4


STR
15
13
14
13

DEX
13
14
11
15

CON
12
12
11
12

SIZ
14
12
11
10

INT
10
11
10
9

EDU
9
12
10
12

APP
13
10
13
9

POW
12
11
10
13

SAN
20
25
20
15


HP
13
12
11
11

Skills:

Climb 60%, Drive 55%, Dodge 40%, Hide 35%, Jump 60%  Other Language(English) 40%, Sneak 35%, Spot Hidden 45%  

Weapons: 

Pistol 35% 1d8

15. The Hidden Studio (page 293)
The Ruined Hacienda (page 293)
Sneaking into the hacienda will require a Sneak roll. Keepers option : If its attempted at night, give the investigators a +40% bonus to their sneak and hide skills.
The padlock has 4 HP and can be picked with a successful Locksmith roll. A fumble denotes that the investigators make enough noise to alert the guards.

A successful Idea roll realises the importance of the cigarette butts and footprints that are walking in circles around the metal doors. 

A successful Track check will surmise the guards are, for some reason, no longer posted. 

If a particular investigator succeeds at both the Idea and Track checks, they will deduce they are being allowed to walk right in (if this is indeed the case).

The Hidden Studio (page 294)
Art (Architecture) recognises the structure as a mix of old colonial stonework .

A successful Mechanical Repair check will note the fact that some of the soundproofing is loose.

Likewise, a successful Electrical Repair check will pick up the information on the high power cables.

Finding the hidden door requires a Spot Hidden check. If they specifically state they’re examining the loose soundproofing or following the cables, allow them to automatically succeed.

A successful Archaeology roll will identify the Aztec foundations.

The “Cellar” (page 294)

Archaeology or Occult checks will allow the players to recognise the Aztec deity carvings suggesting it is a former marketplace.

A Spot hidden will notice the narrow airshafts.

Typical Cult Thugs (page 293)
Reuse as necessary; Until “Into the trap”, use them in groups of no more than 3.


#1
#2
#3
#4
#5
#6
#7
#8


STR
13
9
12
15
11
12
14
13

DEX
13
14
15
9
11
13
11
9

CON
12
13
10
12
13
11
11
14

SIZ
14
13
10
10
9
13
11
14

INT
10
11
10
9
10
14
12
12

EDU
9
12
10
12
10
9
11
11

APP
13
10
13
9
11
9
10
10

POW
12
11
10
13
9
13
12
12

SAN
0
0
0
0
0
0
0
0


HP
13
13
10
11
12
12
11
14

Skills: 

Dodge 30%, Sneak 35%., Spot Hidden 35%, 

Weapons: 

Pistol 35% 1d8

Thompson Smg (# 4 and #8 ) 30%, 1d10+2

16. Into the Trap (page 295)
Meeting Konovalov or Brooks (page 295)
Brooks will answer questions from anyone who says something flattering. A successful Psychology check will pick up that neither Brooks nor Konovalov believe Brooks’ boasts.

Offers to Konovalov will require an offer of at least $1,000 (US) and a successful Bargain check.

Kirill Konovalov (page 296)

STR 15
DEX 13
CON 15
SIZ 17

INT 13 

EDU 12
APP 11
POW 9 
SAN 30 
HP 16
Skills: 

Bargain 40%, Listen 60%, Loom Menacingly 60, Psychology 40%, Spot Hidden 35%, Speak English 35%, Speak Russian 60%, Speak Spanish 50%,  45% ,  

Attacks: 

Punch 70%, 1d3 +1d4 damage

Pistol 55%, 1d8 damage

Club/Pistol butt 50% ,1d6 +1d4 damage

Thompson SMG 55%, 1d10+2 damage

17. Death Trap (page 296)
During the strip-search,, small items may be hidden with a successful Conceal skill check.

Hearing the song is a 1/1d4 SAN check each round, unless it is blocked out. Players who succumb to temporary insanity become argumentative, and those who become indefinitely insane become violent.

Investigators either climbing the wall or trying to remove the grill will be attacked by 1d3 minor mouths a turn. (see below)

Climbing the walls requires two successful Climb rolls. Give anyone receiving a “boost” a +20% bonus to their first roll.

Picking the Lock requires a successful Locksmith roll, which can be retried. (Keepers option: If no-one in the party has locksmith, the lock could be replaced with three twisted ties of  heavy duty wire - in which case three successful Dex x 5 checks will free the cover)

Some Hits of the Day (page 297)
Singing a song to cancel out Leticia de La Luz requires a successful Pow x 5 check. Characters that make a critical on this roll can “carry” players who fail.

If the song is Elena’s Nahuatl folk tune, restore 1d4 SAN (this one time only) to anyone who succeeded in the above Pow check but who lost sanity to hearing Luz. 

The guards earplugs give automatic relief from the song.

Biting, Dribbling Minor Mouths (page 298)
STR 6

DEX 6

CON 4

SIZ 2

INT n/a 

EDU n/a 
APP 0

POW 20 
SAN n/a  
HP 3

SAN Loss: 1/1d6 for being trapped in the pit with the mouths. 

Attack : Bite 30% . Damage; 1 HP per mouth

Special : Each minor mouth regenerates 1 HP a round, even if “killed”.

18. De La Luz’s Lair (page 298)

Hearing the song is a 1/1d4 SAN check each round, unless it is blocked out by various means. Players who succumb to temporary insanity become argumentative, and those who become indefinitely insane become violent.

See above for potential ways of blocking the song out.

If Brooks is killed, her maddening wail disrupts counter-songs and inflicts 1/1d6 SAN each round. Investigators who fail the SAN roll are submitted to severe headaches and may do nothing except grasp their heads and defend for that round .(Earplugs remain effective).

Leticia de la Luz , Inhuman siren (page 299)
STR 10
DEX 14
CON 16
SIZ 10

INT 9 

EDU 9

APP 0

POW 16 
SAN 0

HP 14

SAN Loss: Viewing the creature that was once Rosario Maria Lopez costs 1/1d8 SAN
Attacks: Gruesome Bite: 50%, damage 1d6.

Johnathan Brooks, lovelorn cultist (page 299)
STR 8

DEX 12
CON 9 
SIZ 13

INT 14 

EDU 12
APP 13
POW 13 
SAN 0

HP 11

Skills: Art (music) 35%, Driving 35% Occult 50%, Cthulhu Mythos 35%, Spot Hidden 35%, Speak English 60%, Speak, Speak Spanish 60%,  

Weapons: 

Pistol 55%, XXX

Punch 50%, 1d3

19. The Mouth of Mexico City (page 299)
STR 25
DEX 5

CON 40 
SIZ 26

INT 14 

EDU N/A
APP 0

POW 25 
SAN N/A

HP 33

SAN Loss: Viewing the major mouth costs 1/1d10 SAN

Skills: Spot Hidden 65%, Listen 55% 

Attacks: 

Bite: 55%, damage: 1d6+ 2D6 damage bonus 

Tongue 50%, damage: Str 25 grapple + 1d4 damage constrict

Chew 100% , damage 1d8 + 2D6 damage bonus (per round).

Armour: none but (1) Fire and electrical attacks do only half damage; (2) Physical weapons such as firearms do only 1 point of damage (impaling or not) ; (3) The mouth regenerates 2 Hp per round.

20. Attack of the Birds (page 300)
Sensing a flock about to attack during the day requires a successful Spot Hidden. 

At night, only an investigator who rolls under half their Spot Hidden will succeed in seeing them in time.

The Flock, Nectar Fed Monstrocities (page 301)

Treat the flock as a single creature. As its HP reduces, so to will the number of attacks it can inflict. The numbers in brackets are the statistic for an individual bird, when it differs from the Flock.

STR 10 (1)
DEX 15
CON 3 
SIZ 10 (1)
INT 5

EDU N/A
APP 0

POW 10 
SAN 0

HP 30

SAN Loss: Being attacked by the unnatural flock requires a 1/1d4 SAN loss. Witnessing an attack, (but not being a victim of it) is a 0/1 point SAN loss.

Skills: Dodge 50%

Attacks:

Beak and Talons (6 attacks a round) 50% , Damage : 1d4 damage.

When the flock is reduced to half hit points (15 and below), reduce its attacks per round to 3.

Special: (1)The Flock can dodge one attack a round without giving up any of its attacks ; (2) Physical weapons such as firearms do only half damage ; 
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