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



Eternal Lies

Call of Cthulhu 6th Edition Conversion

Yucatan

Travel to Merida and the Yucatan (page 305 -306)
Any investigators looking at a map and making an INT x5  roll will realise that rental cars will not be able to make the journey into the jungle.

Wardrobe : The Yucatan (page 306)
If an investigator is not properly outfitted for a task,  levy a penalty of between -10 and 25% on skill rolls as appropriate. Keepers option: Its probably best to err on the side of lower penalties here - the idea is to provide a bit of flavour for the locale and stimulate the players imaginations as to their environment rather than get them killed due to the penalties.
Environs: Merida and the Yucatan (page 306)
A successful History or Art (Architecture) skill check will provide the information on the cathedral and the cities mix of neoclassical influences.

Outside Merida
The history of the Yucatan peninsula will be known to any investigator who has studied history ( has a History skill score of 40% or higher)

1. Arrival in Merida (page 308)
As noted in the main text, the key here is to convey the information in a way that doesn’t pique the suspicions of the player characters, rather than any specific skill checks. 

A few suggestions : Inquisitive customs officials, talkative taxi drivers, contacts in the police force or the bureaucracy, locals complaining about living conditions in the city, nostalgic old men nursing drinks in the local bars and bored teenagers working in shops (“if there’s a bright centre to the universe…”)  are all potential ideas, but go with whatever you think will work with your group.

2. The Previous Expedition (page 309) 
Research Done Prior to Merida:

All of the skills involved here have identically named counterparts in Call of Cthulhu ; a successful skill roll will provide the information. 

Keepers option: If, like me, you’re a big fan of giving players flavour text like this, you could treat them as core clues for the purposes of these skill checks, or just give the clues to any players that spend the time to do the research - they’re not core clues per se, but the players don’t know that at this stage, and they‘re all great tales that play into the mythology of the site.
The Expedition (page 310)

Asking shopkeepers about the site or mentioning a jungle expedition will provide the clue about the ten men from Mexico city.

Likewise, asking around for a guide will turn up the information about Dominquez hiring Jacinto 

Asking around in local dives or with local contacts of a dubious nature will turn up the information listed under Streetwise (without the need for any skill roll).

The Destination : Chichen Xoxul (page 310)
Any character who makes an Anthropology roll will automatically know there is a museum of Anthropology in Merida. (Its existence can also be discovered by simply asking locals what museums are in the area).

Asking around at the Museum of Anthropology will reveal the legends surrounding Chichen Xoxul and the hints on potential guides.

A successful Occult roll will allow an investigator to find their way into the local occult community, who will be willing to pass on their hushed whispers about the site.

A successful Law roll (or a character with contacts in the local government) will be able to discover that Francisco de la Vega owns the land (core clue).

Likewise, anyone making a successful Library Use roll (core clue)while examining the civil records will be able to turn up the ownership of the land.

The lack of information on Chichen Xoxul and Golxumal will be noticed by anyone specifically asking to research these who makes a successful Library Use roll.

3. Dining with Francisco (page 311) 
Francisco’s artifacts and treasures:

Investigators who make successful Archaeology, History or Art (History of Art) rolls will be able to identify the mayan fragments, the helmet and the sword.

Francisco will be happy to talk about these to anyone who inquires.

During Lunch:

Allow Investigators who ask about Francisco’s honesty to make a Psychology roll. On a success they get a feeling he is holding something back. (Use the result of this roll for when he discusses the guides as well. )

If the investigators make up a story as to their reason for visiting Chichen Xoxul, have them make a skill roll on an appropriate skill (as described in the main text.) Treat a failure as no spend, a success as a 1 point spend and a critical success as a 2 point spend.

Francisco de la Vega, dangerous dining companion (page 312)

STR 14
DEX 12 
CON 12
SIZ 14
 
INT 13 

EDU 13
APP 15
POW 10 
SAN 0 
HP 13

Skills: 

Climb 50%, Cthulhu Mythos 20%, Fast Talk 40%, History 50%, Occult 40%, Persuade 45%, Riding 60%, Speak English 50%, Speak French 40% 

Weapons: 

Sword 60%, 1d8 + 1d4 damage

Pistol 40%, 1d8 

4. Recruiting Pablo Garza (page 313)
Pablo can be hired with a successful Credit Rating or Bargain roll.

Pablo Garza, a honest man in a dangerous business (page 312)

STR 12
DEX 13 
CON 16
SIZ 12
 
INT 13 

EDU 11
APP 10
POW 12
SAN 60
HP 14

Skills: 

Art (Architecture) 40%, Bargain 40%, First Aid 45%,  History 50%, Listen 55%, Mechanical repair 35%, Natural History 55%, Navigate 65%, Other Language (Mayan) 55%,  Persuade 45%, Riding 60%, Sneak 40%, Spot Hidden 40%, Track 50%

Weapons: 

Machete 50%, 1d8 damage

Revolver 40%, 1d8 

5. Recruiting Guillermo Castillo (page 314)
An investigator making a successful Psychology roll will get the basic information listed under Assess Honesty.

Guillermo can be hired with a successful Credit Rating roll.

An investigator making a successful Track or Navigate roll will spot that Guillermo is packing light.

Guillermo Castillo, a less than honest man in a dangerous business (page 314)

STR 11
DEX 11 
CON 13
SIZ 13
 
INT 11 

EDU 12
APP 11
POW 11
SAN 20
HP 13

Skills: 

Art (Architecture) 30%, Bargain 45%, Biology 35%, Driving 50%, First Aid 35%,  Hide 40%, History 50%, Listen 60%, Mechanical repair 35%, Natural History 65%, Navigate 75%, Occult 25%, Other Language (English) 50%, Other Language (Mayan) 40%,  Persuade 35%, Piloting 60%, Riding 40%, , Sneak 50%, Spot Hidden 40%, Track 50%

Weapons: 

Machete 50%, 1d8 damage

Shotgun 40%, 2d6 damage 

5. Recruiting Rick Luke (page 315)
An investigator making a successful Psychology roll will get the basic information listed under Assess Honesty.

Rick can be persuaded to act as a cohort with a successful Bargain or Persuade roll.

Rick can be hired with a successful Credit Rating or Bargain roll.

Rick Luke, Loves a challenge (page 316)

STR 12
DEX 14 
CON 14
SIZ 14
 
INT 13 

EDU 14
APP 15
POW 9

SAN 45
HP 14

Skills: 

Anthropology 40%, Art (Architecture) 40%, Bargain 50%, Biology 30%, Credit Rating 40%, Dodge 40%, First Aid 35%,  Hide 40%, History 45%, Listen 35%, Mechanical repair 45%, Natural History 40%, Library Use 40%, Navigate 55%, Other Language (French) 50%, Other Language (Spanish) 65%, Other Language (Mayan) 40%,  Persuade 40%, Riding 40%, , Sneak 40%, Spot Hidden 50%, Track 50%

Weapons: 

Machete 50%, 1d8 damage

Pistol 40%, 1d8 

7. Into the Jungle (page 316)
A successful Track check will reveal the details of the tire tracks near the truck.

A successful Mechanical Repair or Electrical repair check will reveal that someone inexpertly tried to hotwire the truck.

A successful Track or Navigate check will recognise that the game trail is occasionally used by humans.

8. The Stone (page 317)
A successful Archaeology, Anthropology or Art(Architecture) check (core clue) recognises the carvings as Mayan-like. 

A successful Archaeology or Spot Hidden roll will notice the marker was once taller.

9. The Storm (page 318)
Anyone who thought to check the weather forecast before leaving or who makes a successful Navigate roll will be puzzled by the storm.

Pressing on through the storm requires the investigators to make a Str x 5 check, rolling one at a time according to marching order. Failure means they fall down the slope taking 1d3 damage.

An investigator examining the marker who succeeds in an Archaeology, Anthropology of Art (History of Art) check will be able to make out the markers details.

Pablo and/or Rick will both make it down the slope without injuring themselves. Guillermo is of course indifferent.

10. The Interloper (page 318)
Use the Psychology skill in the place of Assess Honesty for this section.

Noticing the guide is missing requires a successful Spot Hidden roll. (As noted, a player who hasn’t had much to do much lately is the best person to ask to roll first).

Searching for him quietly requires a successful Sneak roll.

Recognising the language spoken requires a successful Anthropology roll.

Questioning the guides :

Treat detecting the guides honesty as requiring a successful Psychology (core clue) roll.

Pablo will be responsive to a successful Persuade check (core clue).

Guillermo will only respond to physical threats accompanied by a Psychology check at half.

Rick can be persuaded to stay by a successful Bargain and Persuade check accompanied with an increased financial offer.

11. It’s a Trap (page 319)

Assassination in the night (page 319)
A successful Listen check will allow the investigator to wake up as Guillermo stands over them. (Keepers Option: If you’re feeling generous you might allow a Luck roll if they fail…)

The Pit Trap (page 319)
A successful Navigate roll will spot that Guillermo is leading them in the wrong direction.

Pursuing Guilermo requires a successful Dex x 5 check.

Spotting that he’s avoiding certain areas of ground requires a successful Track skill roll.

Noticing the pit tracks require a successful Spot Hidden check.

A successful Jump check will be required to reach the opposite edge of the pit without falling in.

Falling onto the pit spikes causes 1d6 damage (2d6 if they fumbled their jump roll)

Interrogating Guillermo (page 320)
Guillermo will only talk if captured and beaten within an inch of his life (5 or less hit points)

12. Ambush (page 320)
Investigators will hear the rifles being cocked with a successful Listen check.

A successful INT x 3 will allow an investigator to identify how many shooters there are.
Ambushers (page 321)
One per investigator.


#1
#2
#3
#4
#5
#6

STR
11
13
11
9
12
10

CON
13
14
14
13
12
14

SIZ
13
14
12
13
12
14

INT
11
10
10
9
12
10

EDU
8
10
9
10
9
10

POW
11
10
9
8
13
8

DEX
12
11
14
11
12
12

APP
9
8
11
10
8
12

HP
13
14
13
13
12
14

Skills : 

Climb 55%, Dodge 30%, Hide 40%, Jump 45%, Listen 35% , Sneak 40%, Spot Hidden 40%,
Weapons : 

Machete 35%, Damage 1d8

Bolt Action rifle 35% , Damage 2d6+4*

*Keepers Note: You will need to consider how deadly you want this encounter to be. Bolt Action rifles are potentially very deadly - you may wish to downgrade the damage the rifles are doing to 1d8.

The ambushers will only talk if captured and beaten within an inch of their lives (5 or less hit points)

13. The Plaza (page 321)
A successful Archaeology or Anthropology roll by an investigator will provide the conclusions about the sites religious nature  and the number of people likely to have lived here.

A successful Track roll will allow the investigator to note that people have used the plaza in the last few days.

A successful Natural History roll will allow an investigator to realise the wildlife is avoiding the site.

A Spot Hidden roll will spot the partial remains.

A successful Natural History roll will unveil the information about the bite, and a subsequent Biology check will lead to the realisation that its no earthly creature.

The realisation is a 0/1d3 San loss.

14. The Ball Court (page 323)
Any investigator who makes an Archaeology skill check(core clue) will recognise the ball court as a smaller than average example, the gruesome nature of the sacrifices, and that the sphere is not the sun/moon. 

An INT x5 check while examining the site will allow the investigators to realise this is the location of the previous expeditions last stand. 

The Nectar in the canteens can be identified with a successful Pharmacy, Chemistry or Occult check.

15. The Hundred Columns (page 324)
A successful Archaeology or Occult roll will recognise the scenes from Mayan folklore depicted on the floor.

A successful Archaeology or Occult roll (core clue) will also recognise the association between the heads and the carvings in the ball court.

Recognising the previous expedition is a 0/1d6 San Loss.

16. The Cenote (page 324)
A successful Geology skill roll will tell an investigator that cenotes like this one are common throughout the Yucatan.

A successful Anthropology or Occult roll recalls that cenotes were sometimes said to grant prophetic visions.

Leaping into the water restores all of the characters spent magic points. 

Climbing down requires a successful Climb check.

17. The Caves (page 325)

A successful INTx5 check will allow the investigator to realise the bones are three hundred years old, at least.

A successful Archaeology or Anthropology roll will provide the link with Mayan practices to honour the dead.

A successful Geology or Occult roll will identify the unearthly metals used in making some of the censers (core clue).

The five special censers can be identified with a successful Archaeology, Geology or Occult roll provided the sky metal nature of the Porters censer has been identified .

18. The Pyramid of the Sorcerer (page 326)
The information about the pyramid should be yielded up to anyone spending some time examining it and making a successful Archaeology or Anthropology roll. The roll may be re-attempted at the expense of extra time.

A successful Archaeology roll (core clue) will allow the investigator to translate the glyph carvings.

Note that Alvars characteristics are listed in section 22, below.

19. The Slits (page 327)
A successful Astronomy or Navigation check will detect that the slits are not aligned with the night sky.

A successful Occult or Cthulhu Mythos roll will identify the glyphs are spells.

Squeezing through the slits requires the investigator to succeed in a (their own) DEX vs. (their own) SIZ resistance roll. A roll of 96-00 denotes the observatory shifts through space time, ejecting the investigator (inflicting 1d6+4 damage.)

Seeing someone (Alvar or another investigator) cleaved in half by a magical time-shift is a 1/1d6 San Loss. (Keepers note: This may seem a bit light, but some big San losses are about to arrive…)

20. Altar Room (page 328)
A successful Anthropology, Archaeology, Art (History of Art) or Occult roll will identify the Chac Mool figure.(core clue)

Allow any investigator making an Int x5 to identify the nature of the altar and the grooves on the floor.

A successful Occult roll will allow the investigator to realise the red disk is not the sun or moon, and that it matches a similar symbol in the ball court.

A successful Spot Hidden roll will detect the fine seam. Any sort of subsequent investigation of the disk will reveal its barring, and the information about the holes and channels.

21. The Tombs (page 329)
Noticing the wide seam merely requires the investigators to spend some time searching the corridor,

Any investigator making a Craft(any) or Mechanical repair check will realise the floor only rotates in one direction. 

Avoiding the trap while crossing the corridor requires a Dex x 5 check. A failure denotes they slip and fall taking 1d6 damage. A fumble denotes they are “further crushed” and take 1d6+2 damage.

22. The Observatory (page 330)

A successful Occult or Cthulhu Mythos roll will identify the glyphs are spells.

Alvars’ Notes (page 330)
Provided the reader has any skill in Other Language (Spanish) : Alvars’ notes can be skim read in ten minutes with a successful Other Language (Spanish) or Library Use roll. A failure means it takes half an hour.

Alvars’ Notes, + 3% Cthulhu Mythos, 0/1d4 SAN loss. Spells: Control Xoxul Observatory.

Alvar Vasquez, trapped lunatic (page 331)
STR 14
DEX 9

CON 1
0
SIZ 14
 
INT 13 

EDU 13
APP 9

POW 9

SAN 0

HP 12

Skills: 

Anthropology 35%, Cthulhu Mythos 15%,  Hide 40%, History 45%,Occult 35%, Library Use 40%, Navigate 55%, Other Language (English) 50%, Other Language (Mayan) 40%,  Spot Hidden 30%

Weapons: 

Machete 35%, 1d8 damage + 1D4

Pistol 35%, 1d8 

23. Visions of Golxumal (page 331)
Make sure you are very familiar with the advice for running this scene on page 331 . This scene requires careful staging - you need to think carefully about what sort of outcome you desire.

Most of the skill equivalences in this section are fairly obvious, but exceptions are noted below.

Keeper Options : Basically, the key here is scare the shit out of them but don’t overdo the deadliness. Judge the SAN losses around your party’s current SAN levels and their level of confidence. If they’re particularly low on SAN, don’t sic them with massive losses. On the other hand, if they’re all feeling smug and safe about sitting on 85+ San, then its time to show them the true horror of the Mythos…the idea is to really shake them up but not necessarily result in an entire group of vegetables…but one or two characters going temporarily insane may well be acceptable, depending on circumstances. This is a scene you want them to remember for a long time, but be sure to use err on the side of horror rather than party fatalities.

Chichen Xoxul, 1524 AD (page 332)
Use “A successful Occult roll”  in place of Theology here. 

Treat the Xoxul warriors as simply having a 35% to hit chance doing 1d6 damage. If they miss, play up the description of the out of phase weapons passing through the investigators.

Treat the tug of war over the grabbed investigator as a STR vs. STR contest requiring three rounds of success. The Sorcerer and the Minions have a group STR 25 for this contest.

Keeper Notes: Keep in mind this scene is intended more to convey a sense of danger than an actual party fatality , so don’t sic the players too hard…yet.

The Moon of Golxumal (page 332)
Keeper Options: this otherworldly scene should probably be worth a 1/1d4 or 1/1d6 San Loss, more if someone if torn limb from limb.

Golxumal Present Day (page 332)
The howling vortex will inflict 1d6 damage a round to any limbs thrust outside the barrier.

Deep Space, Distant Future (page 333)
This otherworldly scene is worth a 1/1d4 San Loss.

Earth, Near Future (page 333)

This scene is worth a 1/1d4 San Loss.

The heat and fire will inflict 1d6 damage a round to anyone outside the barrier. A successful dodge reduces this damage by half.

Spell : Control Xoxul Observatory (page 333)
If the caster makes a successful Physics or  Astronomy skill roll when casting this, then this takes 3 Magic Points and causes a 0/1d4 San Loss.

Otherwise casting this takes 4 Magic Points and causes a 1/1d6 San Loss.

Treat contests over the destination as POW vs. POW contests. (Notably Gol-Goroth has a massive POW so will automatically win this …)
24. An Audience With Gol-Goroth (page 333)
There is no set Sanity Loss for this encounter ; try to base it on your judgement of what will best serve the drama of the moment and the current state of the campaign.

Keeper Options : If in doubt, a 1/1d10 or  1/1d20 SAN Loss seems entirely reasonable for an encounter with a being of this power, even when it masks itself.

Spell : Summon Aspect of Gol-Goroth (page 335)

Working out the spell can be reversed to Bind Gol-goroth requires a successful Cthulhu Mythos roll. (Keeper option : If you’re feeling generous ,this could be an INTx5 check instead.)
A successful Occult or Cthulhu Mythos roll will allow an investigator to reconfigure the spell to banish the liar, bearing in mind all the provisos noted under the spell.

This spell requires the caster to expend 6 Magic Points and 2 points of Permanent POW. the caster will also lose 1/1d10 SAN (all three loses are halved if its cast in Mayan).

25. The Beast of Golxumal (page 336)

For this section, use Medicine or Natural History in place of Forensics , and Listen (or Spot Hidden ) in place of Sense Trouble.

The Beast, toad-skinned devourer (page 337)

STR 15
DEX 14
CON 20
SIZ 40
 
INT 6

EDU N/A
APP N/A
POW 15
SAN N/A
HP 30

SAN Loss: 1/1d6

Skills:

Dodge (flicker in/out of existence) 50%, Listen 70%, Sneak 40%, Spot Hidden 65%, Track 55%

Note : The creature “dodges” (flickers in and out) as an automatic reaction against every attack, and does not lose its own action to do so.

Attacks

Tongue 40%, damage 1d6 + grapple

Bite 40%, damage 1d4+3d6

Armour: 2 points

Keepers notes: The bite is especially deadly due to the creatures SIZ. If there are NPCs available,  it is probably worth demonstrating the bite on them first before inflicting it on investigators, to give the players at least a fighting chance.

 I have likewise downplayed the creatures strength to give a grabbed investigator a chance of wriggling free before being bitten. If you feel this is unrealistic, by all means increase this - but be aware this significantly increases the threat of an already deadly creature !

26. Attack of the Xoxul (page 337)

A successful Int x 5 check will spot that the weapons are new, not ancient.

A successful Archaeology or Anthropology roll will confirm the Mayan style of the weapons.

A successful Physics check will spot the out-of-phase nature of the attackers. This realisation requires a 0/1d4 San check.

Viewing the Xoxul appear and disappear is a 0/1d4 San Loss.

Keepers option: If this encounter comes after the audience with Gol-goroth, you might wish to ignore the San Losses here, as the investigators have already encountered a similar attack.

Xoxul Warriors
Reuse as necessary - remember to only attack one investigator per round though.


#1
#2
#3
#4
#5
#6

STR
15
14
13
14
12
15

CON
14
15
13
12
15
14

SIZ
14
13
13
12
13
14

INT
10
10
9
12
10
12

EDU
10
9
8
9
10
8

POW
13
10
13
14
13
10

DEX
13
11
14
12
13
13

APP
8
10
10
8
10
9

HP
14
14
13
12
14
14

Skills : 

Climb 55%, Dodge 50%*, Hide 40%, Jump 45%, Listen 35% , Sneak 40%, Spot Hidden 40%,
Weapons : 

Ghostly Spears 35%**, Damage 1d6

*Note : The  Xoxul “dodge” (flicker in and out of phase) as an automatic reaction against every attack, and does not lose their own action to do so.

**On a miss, the weapon “hits” but passes harmlessly through the investigator.
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