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Eternal Lies

Call of Cthulhu 6th Edition Conversion

Apocalypse

1. The World is Ending (page 372)
Darchen and Beyond (page 372)
Dealing with a crowd of bewildered and anxious people will probably require a Fast Talk roll. (Persuade  or Bargain isn’t likely to be useful on frightened emotional people.)

Howling at the Stars (page 373)

The strange effects in the sky are worth a 0/1d4 SAN loss. 

When it becomes clear the effects aren’t going away and are global, the investigators are subject to a further 1/1d8 SAN loss

2. What Have We Done ? (page 373)

Coming up with a short-list of entities which might bear further research requires a successful Cthulhu Mythos roll (core clue). Keepers Options: Chances for increasing Mythos knowledge is pretty rare in this campaign - in a pinch, you could ignore the necessity for a roll, or a Library Use check while accessing some mythos tomes might be substituted.

If the investigators have access to Trammels/Echavarria’s library, a successful Library Use roll (core clue) will allow them to recollect The Gaze of Azathoth.
3. Journey Under the Falling Sky (page 374)

This section doesn’t have any system specific requirements. 

4.The Outer Ritual (page 375)
Finding the copy of the Gaze of Azathoth in Trammels library doesn’t require any skill rolls, but certainly the panicked searching should be played up a bit.

The Gaze of Azathoth, +5 % Cthulhu Mythos, 1/1d6 SAN loss. 2 days to read. Spells: Dread Name of Azathoth.

Reducing the ritual to its general terms requires a successful Occult roll (core clue). Keeper Option: alternatively a successful INTx5 roll might do the same.
5. Savannah: The Center of the Storm (page 376)

This section doesn’t have any system specific requirements. 

6. Into the Eye of the Storm (page 376)

While on the road to Savannah, the investigators can hear of the mounting manifestations of the apocalypse by talking to locals and making a successful Luck roll.

Any character who has knows about the Gaze of Azathoth from previous researches will realise this represents an intensification of its attention with a successful INTx5 , Physics, or Cthulhu Mythos roll.

7. The Asylum Transformed (page 377)

Any investigator who tries to understand the way the blue light works gets an Physics or INTx5 check. If they succeed, they take a 1/1d4 San Loss.

The radiation of the acute angles: this causes a 1d3 damage burn. If you want this to be discovered by accident , have the investigators make a Luck roll, in order of their luck totals (person with the lowest luck rolls first). The first person who fails is the poor soul who gets burned by accident.

Avoiding damage during their walk through “the landscape of hell” should be a combination of Dodge checks to avoid lightening and Luck checks to avoid incidents of radiation. Each of these incidents cause 1d4 damage each.  Each investigator will be subject to 4 incidents (in whatever combinations seem dramatic to the Keeper) as they cross. Don’t forget to describe their journey across the landscape as they do this.
If the investigators use their other skills and resources in imaginative ways, allow them a roll in a relevant skill. If they succeed, the damage they take from the next “incident” will be negated by their preparations.

Finding Edgar should really only be a matter of time. Allow the investigator with the highest Spot Hidden skill to make a roll: 

Success means they find Edgar.

Failure means it will take more time. Each investigator is subject to an additional “Incident”, and then another Spot Hidden check can be rolled. Rinse and repeat as necessary.

8. Gazing Upon Edgar Job (page 378)
Seeing the light effects of Jobs body is a 1/1d4 San Loss.

9. A Cosmic Banishment (page 379)

Learning the Gate spell speedily requires a successful Archaeology or Cthulhu Mythos roll.

Use the guidelines from the main Coc rulebook for the Create Gate spell, but consider the cost of to be 8 magic points and 4 permanent POW , regardless of the distance. For this version of the spell the caster must have seen the intended destination and the gate will close unless the caster spends 1 additional magic point every minute to keep it open. Better get through quickly, folks… .

Convincing Arguments (page 381)

Convincing Edgar to go should really be a case of role-playing through the encounter:

At the keepers option, successful Bargain, Persuade or Fast Talk rolls (as appropriate) may increase the parties chances of success if their argument is weak -but if the party hit upon a convincing argument, they should be considered to automatically succeed.

Campaign Wrap up (page 383)

For completing the campaign, a SAN gain of 2D10 seems appropriate on top of any other awards (see the San awards in the Keepers Quick Reference document.)…although most characters will likely want to retire from investigative work after such an experience !
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