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Eternal Lies

Call of Cthulhu 6th Edition Conversion

Playing Act Two

Floating Act Two Scenes (pages 121- 140)
Generally the excellent advice given in this section can be transferred over to Call of Cthulhu without too much effort.  Given that many of the scenes are likely to be ad-hoc, it is difficult to provide any specifics, but as general advice

If a skill is mentioned by no spend is requested, then it probably doesn’t require a skill roll or a roll that should be easy for someone with the relevant skill.  Idea, Knowledge or Luck checks may be appropriate conversions in many cases.

Treat “spends” as an action requiring a skill roll.

Use the Psychology skill in place of Assess Honesty
Use Persuasion or Psychology in place of Reassurance 
Use Fast Talk in place of Flattery.

“Stability losses” should generally be dealt with as mild  to moderate San losses - say 0/1d4 or 0/1d6 San Loss.

Nightmares (page 124)
The general advice above should cover this section without too much trouble.

Hypnosis is not a skill standard Call of Cthulhu characters are likely to have. At your discretion, someone with a high Psychoanalysis skill may know the technique, in which case a successful Psychoanalysis roll will allow them to gain more information about the dreams.

Family Troubles (page 124)

The general advice above should cover this section without too much trouble

The Scent of Nectar (page 129)

Telltale signs of Nectar use can be spotted with a successful Chemistry, Pharmacy or Spot Hidden check. 

Its probably best to base the NPCs reaction to pep talks on the players role-playing rather than skill checks, unless there large discrepancies between the players real life abilities and the characters. 

Hey, Nice House (page 130)
Menacing Figure , high on nectar (page 131)
STR 10
DEX 9 
CON 10
SIZ 14
 
INT 11 

EDU 9

APP 12
POW 9 
SAN 15 
HP 10

Skills Drive 45%, Other Language(English) 50%, Sneak 55%

Weapons: Punch 55% , 1d3 damage.

Deterrence (page 131)

A successful Spot Hidden roll (at half) will spot the thugs before they spring their trap.

Use a successful Persuasion check in place of Cop Talk, here. 
The Price You Pay (page 133)
The San loss for losing someone close to you should be pretty hefty, at least 1/1d8 San Loss, and quite possibly more. 

Keeper Option: A slightly unorthodox levy of , say, 5/1d6+4 San loss might be appropriate for particularly close family. I can vouch from experience it’s a very upsetting and destabilising thing to go through.
Sabotage (page 133)
A successful Natural History roll will identify the white hermits.

A successful Spot Hidden roll will identify the deformed mouths.

White Hermit Spiders (page 134)
STR 1

DEX 17 
CON 3

SIZ 1
 
INT N/A 

EDU  N/A
APP N/A
POW 5 
SAN N/A 
HP 2

Skills Dodge 50%, Hide 65%,  Sneak 75%

Weapons: Bite 55% , 1 point of damage  + Potency 15 poison*

*If the player fails the resistance roll, the poison will do 1 additional point of damage every 30 seconds for the next 5 minutes, or until treated with an anti-venom/first aid kit. If the player rolled 96-00 on their resistance check, double this damage.

Keeper Option : You may wish to inflict a 0/1d6 San loss on anyone suffering from arachnophobia.
Bomb on Board (page 134)

Moving the bomb requires a successful Dex x5 check.

Disarming the bomb requires a Craft (Demolitions) or Int x 1 check. 

Keeper Option : If you’re feeling generous, you might allow an idea roll or luck check here. Remember this is a scene intended to bring home the dangers to the players, not necessarily to cause multiple fatalities. 
Haunted by Mouths (page 135)
Each haunting inflicts a 0/1d6 San loss on its victim.

Avoiding attacking mouths requires a successful dodge roll. They inflict 1d3 damage (unless they’re bed sized, in which 2d6 damage seems about right.) 

The Anti- Investigators (page 136)
Don’t forget, the below speak and read “most modern and dead languages”, so feel free to add additional Other Language skills if/when they become appropriate to the story.

Keepers option: If one of the investigators knows a language which is otherwise unused in the campaign, perhaps this group uses that language for their conversations instead of French. it’s a good way to include an otherwise unused skill and avoid penalising the player.

Husain Soliman, the Expert
STR 12
DEX 10 
CON 13
SIZ 13
 
INT 15 

EDU 16
APP 13
POW 13 
SAN 0
 
HP 13

Skills Anthropology 60%, Archaeology 45%, Climb 40%, Cthulhu Mythos 35%, History 65%, Library Use 75%, Other Language (English) 55% , Other Language (French) 65%, Spot Hidden 40%

Phajol Khandpo, the Mystic
STR 10
DEX 12 
CON 11
SIZ 13
 
INT 14 

EDU 14
APP 9

POW 15 
SAN 0
 
HP 12

Skills Cthulhu Mythos 20%, Listen 65%, Occult 75%, Other Language (English) 50% , Other Language (French) 65%, Psychology 55%, Spot Hidden 60%

Weapons:  Pistol, 35%, 1d8 damage

Luc Fauche, the Negotiator
STR 11
DEX 11 
CON 15
SIZ 13
 
INT 13 

EDU 14
APP 14
POW 12 
SAN 0
 
HP 14

Skills Bargain 65%, Climb 50%, Cthulhu Mythos 20%, Jump 55%, Fast Talk 70%,  Listen 50%, Locksmith 55%, Other Language (English) 75% , Other Language (French) 65%, Persuade 65%,  Psychology 55%, Spot Hidden 50%

Weapons:  Pistol, 35%, 1d8 damage

Switchblade 65%, 1d6 damage.

Alex Kramer, the Leg-breaker
STR 15
DEX 11 
CON 14
SIZ 16
 
INT 10 

EDU 11
APP 9

POW 12 
SAN 0
 
HP 15

Skills Art (Busking) 35%, Climb 50%, Jump 65%, ,  Listen 30%, Other Language (French) 65%, Other Language (Thai) 55%,  Psychology 45%, Spot Hidden 50%

Weapons:  Pistol, 65%, 1d8 damage

Punch/Brass Knuckles 75%, 1d4 +1d4 damage.

Knife 65 %, 1d6 +1d4 damage

The Shabby Purveyor (page 138) 

The Tome (page 138)
Cthulhu Mythos +5%, San Loss 1/1d8, Spell : Focus Liars Attention (see main text for effects)

Realising the truth about possession of the book is  a 1/1d8 San loss.

Confrontation with the Dead (page 138) 

A visitation from the dead should be worth between 1d4 and 1d8 San loss, depending on how well the investigator knew the victim, and the conditions of their death (and the condition of their shade !)

The general advice above should cover this section without too much trouble
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