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Eternal Lies

Call of Cthulhu 6th Edition Conversion

KEEPERS INTRODUCTION
1. Introduction
Welcome to the Eternal Lies  conversion notes for the Call of Cthulhu
 role-playing game. 

Herein lies some truth. Or not. Who is to say what is truth and what are lies ?

As you’re probably aware, Eternal Lies is a campaign written by Will Hindmarch, Jeff Tidball and Jeremy Keller for Pelgrane Press’s Trail of Cthulhu. The document you have in your hands (tentacles?)  is the first in a series intended to provide an aid to those Keepers who would like to run Eternal Lies using the popular Call of Cthulhu system.

What It Is - and Is Not
The conversion notes are precisely that - notes on converting the campaign from Trail of Cthulhu to Call of Cthulhu . It is not a complete rewriting of the campaign book, and you will need a copy of Eternal Lies to get any real use out of these notes.

At time of writing , Call of Cthulhu  (henceforth : CoC ) is in its 6th edition, with a 7th edition slated for release in late 2013. As a consequence. this version of the notes are for the 6th edition of CoC. However, having been involved in an extended playtest  of 7th edition, I am confident that most Keepers will have little difficulty in converting between the two, and we may upgrade these notes to 7th edition at a later date (although this may be a lie).

Like most role-playing supplements, these are merely suggestions.  I’ve done my best to preserve what I believe to be the intentions of the original authors, but I am, sadly, imperfect. (This may also be a lie.)

There are some guidelines in the Trail rulebook for converting CoC into ToC. While I have used these as an rough starting point I have deviated in a number of cases.

My reason is that the two systems do not perfectly mesh. Minor physical encounters in particular can work very differently. The combat capabilities of CoC investigator groups is highly variable - more variable than in Trail - and a direct conversion is sometimes problematical. It can lead to criminal thugs having unrealistically low Constitutions and Hit Points (for example).  

I have therefore tried to preserve the level of the threat of such encounters, but still make them within the boundaries of “suspension of disbelief“. However, if your party is particularly weak in the combat arena, you may wish to re-evaluate such encounters very carefully.

So, in summary… the ideas, notes, monsters and conversions are only an interpretation of the events in Eternal Lies, and as such you should feel free to ignore, delete and invent whatever changes you feel appropriate. However, we are hopefully providing you with a good solid base to start from.

Nefarious Tomes of Dread

Eternal Lies is a large campaign - unsurprisingly the conversion notes are also pretty sizable. They have therefore been broken down into several documents based on the locations and chapters. You can download them separately so you are only dealing with whatever is the current chapter of your campaign- or download and print them all at once if you desire !

You will, of course, also need the original Eternal Lies campaign book, in either PDF or book form. You can purchase it from http://www.pelgranepress.com  , and after August 2013, from your local friendly game store.

What’s it all mean ?
Throughout the conversions, I’ve used a few formatting standards to highlight things in the text.

Firstly, I’ve interchangeably used the terms “Skill roll” and “Skill Check” . This is because it gets a little tedious to write (and read) the same phrase over and over.  Treat them as one and the same.

When an Investigator needs to check against a skill , the name of the skill is written in bold. For example : Make a Spot Hidden skill check.

Likewise, a sanity check or loss is described in bold, in a similar format to the standard Call of Cthulhu template for success and failure . For example : Make a 1/1d10 Sanity Check
Clues which are subject to core clue mechanics are denoted as such in bold. For example :  The box (core clue) is in the grave.

In a few places, there are some additional ideas on running the campaign. These ideas are not in the original text, and are merely suggestions by your humble scribe. I refer to these as Keeper Options, and where they appear in the conversion text are usually denoted by italics. Again, feel free to use or ignore these as you wish. 

2. Dealing with “Core Clues” in Call of Cthulhu
One of the oft repeated conundrums cited with the Call of Cthulhu system is what to do when the players fail a skill roll and miss out on a vital clue.  Trail of Cthulhu deals with these “core clues” by allowing the players to automatically pick these clues up without a roll, provided  the players apply a relevant skill.

This core clue mechanic is a significant component to many Trail of Cthulhu adventures , and Eternal Lies is no exception. So, how might we deal with this in Call of Cthulhu? 

Option 1: Core clue failures lead to complications (recommended)
When an investigator needs to make a skill roll to find a core clue  (designated in the text by the bold text Core Clue ) , apply the following rules :

Success : The core clue is found without any issues

Failure: The core clue is found, but a minor complication arises. This minor complication requires the investigator(s) to do an additional task, but is not in itself dangerous.

Fumble: The investigator finds the core clue , but with a major complication. This major complication requires the investigators(s)  to do additional tasks which may be dangerous.
The Keeper is encouraged to be inventive, but here are a few ideas :

Examples of Minor Complications:
The clue’s text is in a foreign language, or is in a cipher that they will have to crack.

The players will have to clean the clue of some smelly, disgusting substance before they can access it. (Describe the unpleasant act of cleaning it with as much gusto as you can !)

The clue is not entirely clear , requiring the players to show it to an NPC expert to help them understand it.

The clue is in an awkward location, requiring some thought as to how to extract it without damaging it.
Examples of Major Complications:

If the players are involved in an illegal activity , the police (or security guards) arrive.

The clue’s is not entirely clear , requiring the players to show it to an NPC expert to help them understand it - and that NPC steals it, is a cultist, or has other goals opposed to the players.

The clue is in an awkward location, requiring some thought as to how to extract it without the investigators being hurt.

Cultists raid the building in search of the players.

The clue is booby trapped or cursed in some way.

The players are accused or suspected of a crime at the site where the clue is found (theft, criminal damage, etc)

Option 2 : Competent Clue Finding

In this option, any investigator who is “competent” in the relevant skill can automatically find the clue.

What the definition of “competent” is up to the keeper , but as a suggestion a skill level of 40% seems a reasonable starting point. 

Option 3 : Easy Clue Finding

In this option, any investigator who is making a skill roll to find a core clue gains a +40% bonus to their skill. 

This makes it more likely the investigators will find a given clue, but still allows for a chance of failure if the players have gaps in their knowledge. 

Option 4 :  Gumshoe Style Play

This option is discussed at length in Appendix 1 of the core Trail of Cthulhu rulebook, page 228.

3. Where do I Start ?

There’s a lot here in the conversion, and in the main book. It can seem overwhelming.

We suggest you start by printing out “the Keeper Reference Sheets”. 

This contains a couple of important skill conversion tables which will help as quick reference during play to keep things going. I definitely recommend you and keep it by your side when Keeping (or attach it to your screen, if you use one), as it will help enormously.

The campaign also uses a couple of skills which are not mainstream Call of Cthulhu skills. While substitutions are suggested in various places, if you are generating new characters for the Eternal Lies campaign, its well worth incorporating them - check out the Characters document for hints and ideas.

Keepers experienced in both systems may even be able to run 90% of the campaign without further information.., but for those less experienced, don’t worry - you may need to print out more, but we will walk you through the conversion for each and every encounter, one chapter at a time. 

No information needed for converting earlier chapters is presented in the later chapters , so you should be able to print out what you need as you go along, should you so desire.
4. Time for the Lies to Begin.
And that’s it for the introduction. As a personal note, my apologies to those who have waited a little longer for the conversion than we had hoped - the task was much larger than I anticipated when I started. Hopefully now you have it in your hands you’ll find it worth the wait.

Finally, my thanks to all those concerned in creating, play-testing and publishing Eternal Lies, who are far too numerous to list here. Its been a great journey discovering the story they have created. 

But now dear reader, our work is done, and the world trembles in fear….

It falls to you.  

Next stop…Act One, a certain aircraft hangar and then a trip to Savannah, Georgia....

May you enjoy your trip into deceit and madness. Tell me lies, tell me sweet little lies…
Andrew “Tigger” Nicholson, July, 2013.
� The Call of Cthulhu RPG is a trademark of Chaosium Inc.  Trail of Cthulhu is a trademark of  Pelgrane Press Ltd. All rights reserved.
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