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Eternal Lies

Call of Cthulhu 6th Edition Conversion

Character Creation and Pre-Generated Characters

This document…is rather eclectic - it covers a few hints and tips for groups wishing to create their own Call of Cthulhu characters for Eternal Lies, and also has CoC conversions of the regenerated characters found in the Eternal Lies book.

1. New Skills in this campaign
The following are skills that the Keeper might wish to add to the usual list of Coc skills that investigators might wish to take.  Note that while these are referred to in the conversion document, alternatives based on the “regular” skill list are also given, so that each individual keeper can choose to include or exclude these skills as desired.
Art (Architecture) : Base 05%
This is a specialism of the Art skill, and covers a knowledge and appreciation of the different styles and layouts of buildings, statures and monuments used by civilisations throughout the ages.  Typically it allows the possessor to understand the approximate culture, period, use and rough layout of a civic structure.
Art (History of Art): Base 05%
This is a specialism of the Art skill, and covers a knowledge and appreciation of the different styles of  artistic works produced by civilisations throughout the ages.  
Typically it allows the possessor to understand the approximate culture, period, use and cultural niche of a piece of art, but will not necessarily allow them to narrow the artwork down to an individual artist.

Craft (Demolitions): Base 05%
The ability to plan and implement the use of explosives and other devices used in the destruction of large or secure structures such as buildings, tunnels and safes. It also allows the possessor knowledge of how to defuse such devices.

2. Tips for Players: Generating CoC Characters for Eternal Lies
What drives your character to persist ?

Firstly, as in all long Cthulhu campaigns, it is important that the character concept be one that pushes the investigator to persist in the face of strong opposition and sometimes horrific setbacks. 

Characters who do not have a strong motivation are likely to fall by the wayside, and players are encouraged to make sure their core concept involves this sort of stubbornness to persist. Such motivations are called “drives” in Trail of Cthulhu , and some excellent examples can be found in both the Eternal Lies book and the Trail of Cthulhu rulebook.

A fierce belief in justice, strong curiosity, revenge for fallen comrades, or standing up to evil in all its forms are certainly good examples, but are by no means the only ones, and feel free to invent others we may not have thought of. 

Recommendations 

Discuss the competence level of your characters with the Keeper. Trail of Cthulhu characters are typically more competent than starting Call of Cthulhu characters, so depending on what “Core clue” rules a keeper is using, an additional 100 to 200 points of skills for each investigator may be in order.

Also, check with your keeper for their recommendations, of course. There is an excellent chapter in the Eternal Lies book on  crafting player characters from which they might also be able to give some tips (if they don’t let you read that chapter in its entirety, which they may) .

Check with your  Keeper to see if any new skills are being added for this campaign (it is an option they can use)

Like most Trail of Cthulhu adventures, the campaign is set during the 1930s, the last real period of colonial power. As a result, it will be useful to have some investigators who speak languages belonging to the European colonial powers .

The campaign is specifically written to allow the use of a wide variety of skills. As a result, an investigative party with a good variety of skills is recommended. At least some knowledge of the sciences ( biology, chemistry, geology, natural history, pharmacy, physics) is advised in the group.

Remember this is an investigation. Having at least one (and possibly more) investigator with a good ability to interview witnesses will be key.

While its for from vital to have every investigator be an expert combatant, the party as a whole should be capable of taking on the occasional physical threat. Whether that is down to one or two especially competent characters or to have a lower level of combat competence throughout the party is left to the group.

That’s about it… go to it, and good luck. The world is counting on you.

ETERNAL LIES

PRE-GENERATED CHARACTERS

Translated from the original Aklo

By Andrew Nicholson

Dr. Paul Udko
Alienist

	Background: At medical school,

your interest in the intricacies of

the mind far surpassed any draw the

menial functions of the rest of the body

held. Your professional career began

at Dixmont Hospital for the Insane,

where your curiosity continued to

thrive. While your contemporaries

were primarily driven to cure their

patients of their psychological

afflictions, you’d rather prolong them if

only to study them better. As the Great

Depression set in and the hospital lost

a majority of its funding, you decided

to go into private practice rather than

suffer a reduced salary. But the inane

complaints of the clients who could

afford your services soon bored you,

and you began to seek out stranger and

more disturbed customers — whether

they had the cash or not.
	Personality: You are driven by a need

to discover that which is unknown and

to understand that which is elusive.

From time to time this compulsion has

seen you neglect good hygiene, offend

the overly sensitive, and propose the

unthinkable for the sake of argument.

It probably explains your continued

bachelorhood. Even for the social

drawbacks it brings, though, you are

never more alive than when debating

and dissecting wild theories with

the potential to explain even wilder

peculiarities. You would not change the

fundamental makeup of your psyche if

you could.

	Connection: You were hired to

consult a pharmaceutical magnate

named Walter Winston. Having just

left Dixmont, you welcomed the

stable source of income. The man had

suffered some ordeal in 1924 and,

according to his family, had never been

the same since. At the time, you were

less interested in what happened to him than the psychological barriers he had

constructed to block it out. When his

wife passed away in 1932, you were let

go. Then when you heard that Walter

died earlier this year, you suddenly

became intrigued by the incident

that haunted this man’s life. When

his daughter Janet Winston-Rogers

telephoned, you thought you might

have your chance to find out the truth

— or something close to it.
	Call of Cthulhu Statistics: 

Str 11, Dex 9, Con 10, Siz 12, Int 15. 

Edu 17, App 10, Pow 12, SAN 60,  HP 11
Skills: 

(Unless otherwise stated, Skills are at base chance)

Anthropology 35%, Art (Architecture) 45%, Biology 40%, Credit Rating 40%, Dodge, 40%, Drive Auto 50%, Electrical Repair 25%, Fast Talk 40%, First Aid 60%, Hide 30%, Law 30%, Library Use 55%, Listen 40%, Medicine 40%, Natural History 30%, Other Language (German) 40%, Other Language (Italian) 60%,  Persuade 65%,  Pharmacy 50%, Psychoanalysis 80%, Psychology 75%, Sneak 40%. Spot Hidden 60%, Swim 35%, Throw 35%, Handgun 35%


Dr. Evelyn Malley
Doctor

	Background: It was never your plan

to get married. It was never your plan

to get pregnant. You always wanted to

focus on your career. Medical school

had such a cost in time, money, and

social investment that you weren’t

going to give that up easily. But then

you met — and married — Jeffery.

And then you had Matthew. And you

thought life had thrown your plans

aside — had something else in store

for you. But something was wrong with

Matthew’s body. He had a growth on

his lung. He couldn’t breathe like other

newborns. He died after three weeks.

So you went back to Lenox Hill Hospital

— this time as a specialist rather than

as a general practitioner. Your desire to

understand what happened to Matthew

drove your research into birth defects,

disfigurements, and other physical

oddities. Somewhere along the way

you lost your connection to Jeffery,

too, and he filed for divorce. Maybe

it’s for the best. There’s more to life,

to the physical structure of the living,

than a husband and kids and the normal

things. There is the odd, the strange,

and your work.
	Personality: There used to be a

lot more to your life: dancing on

weekends, handcrafting jewellery,

seaside vacations. You used to

balance your career with hobbies and

relaxation. But it’s hard to think those

are important anymore. It’s hard to

engage in those things without a rush

of memories about the family you

had. Without your work, you get sad

and depressed. When you’re focusing

on the research or examining a new

patient, that’s when you feel alive

and exhilarated. That’s when you feel

like your life has purpose. So why not

embrace it? Why not just fall into the

work and let it carry you through?

	
	Call of Cthulhu Statistics: 

Str 8, Dex 13, Con 12, Siz 12, Int 15. 

Edu 18, App 13, Pow 12, SAN 60,  HP 12
Skills: 

(Unless otherwise stated, Skills are at base chance)

Accounting 50%, Anthropology 35%, Art (Architecture) 35%, Art (jewellery) 45%, Art (dance) 35%, Biology 50%, Chemistry 50%, Craft (jewellery) 35%,  Conceal 35%, Credit Rating 60%, Dodge 50%, Drive Auto 50%, First Aid 75%, Hide 25%, Law 30%, Library Use 40%, Listen 35%, Medicine 80%, Other language ( Italian) 55%, Other Language (Latin) 55% , Persuade 55%,  Pharmacy 50%, Psychoanalysis 45%, Psychology 45%, Sneak 355, Spot Hidden 55%, Swim 35%


Margaret Sullivan
Police Detective

	Background: After earning your

degree in social work and completing

female officer training for the New York

City Police Department, you became

one of the few woman detectives on

the force. Your primary duty was to

interview young women and children

who were victims of violent crimes.

It was you who connected the story

of four apparently unrelated girls

— survivors of abduction attempts

— and cracked the case of a child

prostitution scheme. Your work put

the ringleader in jail. They still make jokes 

around the office about women’s

intuition, but you know it was just

good old-fashioned detective work

and the guts to actually listen to what

those poor girls had to say.
	Personality: 

You can shoot with the

best of them at the range and swear

with the rest of them at the bar. After

listening to personal accounts of rape

and abuse all day, you’re not really

too concerned with what’s ladylike

anymore. When you need to, you turn

off the crass and get professional and

serious. You’re not even really sure

if you like your job, but you know it

needs to get done, and you’re not sure

who else could do it.

	Connection: 

Janet Winston-Rogers

has been following your story since

news of you busting that pimp came

out in the Times. She engaged you in

a long conversation at the Policeman’s

Ball and donated an impressive sum —

in your honor — to the precinct. Now

she’s been calling you asking if you have

any vacation time coming up. She’s

been buttering you up good. What’s she

up to?
	Call of Cthulhu Statistics: 

Str 11 , Dex 15, Con 16, Siz 14, Int 14. 

Edu 14, App 14, Pow 15, SAN 75,  HP 15
Skills: 

(Unless otherwise stated, Skills are at base chance)

Bargain 40%, Climb 70%, Credit Rating 45%, Drive Auto 70%, Fast Talk 45%, First Aid 45%, Hide 40%, Jump 75%, Law 60%, Listen 50%, Locksmith 40%, Navigate 40%, Persuade  60%, Psychology 40%, Sneak 65% Spot Hidden 65%, Swim 75%, Throw 65%, Track 40%, 

Attacks: 
Handgun 75%, Punch 65%,  Rifle 65%


Alfred Elliott
Private investigator

	Background: You were in the trenches

during the Great War. Bullets caressed

the air next to your tin hat, and mortar

shells blossomed only footsteps away.

It was miserable while you were there,

but you kind of miss it now. It’s hard to

sleep in all this quiet. For a while, you

thought being a cop would be the closest

approximation to life in the infantry.

But that was a big disappointment —

all paperwork and politics. Forget the

uniform and regulations; you went

into business for yourself. You’re a real

licensed private eye now. Snooping

on cheating husbands, tracking down

delinquents, shaking down the crooks

 the cops won’t touch. You even get into

a fistfight now and then. That gets the

blood boiling again. It’s not exactly St.

Mihiel, but you never know where the

next case could take you.
	Personality: Something about life

back in the States makes you tired and

dreary eyed. It’s not to say you don’t

love the wife and kids, but you spend

more time out of the house looking

for trouble. Maybe that’s why Judy’s

stepping out on you (didn’t take much

of an investigation to figure that out).

You’re both good Catholics; you’ll

stand by each other and figure it out

eventually. Confronting her wouldn’t

give you the same satisfaction as sticking

it to some two-bit thug anyway.

	
	Call of Cthulhu Statistics: 

Str 16, Dex 12, Con 15, Siz 15, Int 13. 

Edu 11, App 11, Pow 14, SAN 70,  HP 15
Skills: 

(Unless otherwise stated, Skills are at base chance)

Accounting 40%, Bargain 25%, Climb 75%, Credit Rating 30%, Disguise 50%, Drive Auto 70%, Fast Talk 55%, First Aid 45%, Hide 70%, Jump 50%,  Law 55%, Listen 30%, Locksmith 55%, Martial arts 35%, Photography 50%, Psychology 45%, Sneak 70%, Spot Hidden 45%, Swim 55%, Throw 55%

Attacks: 
Handgun 65%, Punch 75%


Ralph Haas
Antiquarian

	Background: As an autodidact, you

came into this business sideways. Your

contemporaries all have PhDs, and

you never bothered to graduate from

elementary school. But their interests

in relics and documents, as intense as

they might be, are no match for your

innate need to collect and understand

as much as you can. It started,

mundanely enough, with toy cars when

you were an adolescent. You filled your

parents’ spare room with them. When

you had a complete set, the pursuit

lost your interest, and you sold them

for a fair profit. Then you did the same

with pulp novels and soon after with

rare erotica. Several lucrative hobbies

later, you now contend with greedy

aristocrats, historians, and museum

curators to get your hands on every

religious relic, cultural artifact, and

timeworn document you can. And

you’re better at it than any educated

collector you’ve met.
	Personality: You have a system. When

your system works, uninterrupted, you’re in heaven. Life needs structure.

Ritual. Psychiatrists, like Doctor

Udko, have names for people like you.

But that’s their system, not yours.

You deal in the real world — with

things. Things that can be organized,

categorized, and placed with precision.

Things can be studied and understood.

They’re so much easier to deal with

than people. Mind you, you can talk to

people if you need them. If they have

something you want, you’ve learned

how to work their game. The quicker

you tell them what they want to hear,

the sooner they give up the goods,

the sooner you can put those precious

objects in their precious places

	Connection: When Janet Winston-

Rogers held the estate sale for her late

father’s belongings, you were there

for every open hour. You scoured

through his impressive collection of

books — even picking up his Dorothy

Astor collection for dirt cheap — and

poured through every little trinket and

art piece he left to the material world.

You asked Janet about every little thing

you could no matter how many times

she rolled her eyes. But you must have said something that sparked her

interest because late Sunday afternoon,

she starting asking questions about you

— questions about your collection and

your methods.
	Call of Cthulhu Statistics: 

Str 9, Dex 15, Con 11, Siz 13, Int 17. 

Edu 9, App 9, Pow 10, SAN 50,  HP 12
Skills: 

(Unless otherwise stated, Skills are at base chance)

Accounting 40%, Anthropology 40%, Archaeology 40%, Art (Architecture) 45%, Art (History of Art) 45%, Bargain 60%, Conceal 55%,Craft (cryptography) 55%, Credit Rating 30%,  Dodge 50%, Fast Talk 55%, First Aid 40%, Geology 35%, Hide 45%, History 50%, Library Use 75%, Listen 45%, Other Language (Hebrew) 65%, Other Language (Greek) 75%, Photography 35%, Psychoanalysis 35%, Sneak 45%,  Spot Hidden 65%


Dr. Louise McConnel
Professor

	Background: To say that it hasn’t

been hard work would be a lie. Your

meteoric rise — from graduating top

of your class at Smith to obtaining your

professorship at Columbia in only a few

short years — may appear inspired and

lucky to some. But they haven’t been

there for the gruelling hours hunched

over the library table. They haven’t seen

the meticulous research, the reading,

rereading, and tight analysis of every

document. They haven’t accompanied

you to digs in the hot sands of Syria. That

you’re now on track for publication and

tenure is simply the trajectory of all that

work. Who wouldn’t have something

to say after learning everything you’ve

learned? Perhaps, someday, a young

woman will pour over your books at

the library.
	Personality: The people of the past

have always been better friends than

anyone living now. They tease you with

little hints of their forgotten lives. They

play games and leave clues. It’s easy

to get lost in the books and sketches

and artefacts. Your ability to cope with

the living is primarily geared towards

teaching. If you know about it, you can

go on for hours about it. It’s all this

business of flattery, faculty politics, and

idle chatter that leaves you in the dark.

	
	Call of Cthulhu Statistics: 

Str 12, Dex 13, Con 14, Siz 12, Int 15. 

Edu 17, App 11, Pow 15, SAN 75,  HP 13
Skills: 

(Unless otherwise stated, Skills are at base chance)

Accounting 30%, Anthropology 40%, Archaeology 80%, Art (Architecture) 40%, Art (History of Art) 40%, Astronomy 40%, Credit Rating 50%, Dodge 40%, Electrical Repair 35%, Fast Talk 45%, First Aid 45%, Hide 40%, History 65%, Library Use 75%, Listen 40%, Mechanical Repair 50%, Natural history 40%, Navigate 555, Occult 30%, Other Language (Greek) 70%, Other Language (Latin) 55%, Physics 35%, Sneak 40%, Spot Hidden 65%

Attacks:

Club (baseball bat, walking stick, umbrella, spade or similar) 40%


Joseph Westmore
Dilletente

	Background: To say that you had

a privileged upbringing would be

selling yourself short: boarding

school, summers in Europe, prep

school, a year being social at your

uncle’s manor in England, Yale. Your

life leisurely meanders now from

yacht clubs to fancy-dress parties to

slumming it at five-star hotels. The

most effort you exude is during fencing

practice. But travelling first class isn’t

an adventure. You’re not keen to give

up the champagne, necessarily, but

the damsels on luxury liners rarely

need saving. So you follow the advice

your mother always repeated: dress

for the life you want. You’ve traded in

the pressed slacks and polished shoes

for khakis and leather boots. Time to

see the world from its streets and back

alleys. Of course, you always have that

safety net when you need it.
	Personality: For all your education,

you’re the first to admit you’re a bit naïve 

about the world. You don’t blame

yourself, of course. Yale is not the school

of hard knocks, and your parents can

be more than protective. You’ve always

figured there’s something thrilling lying

in wait around the corner for you, and

you will eagerly seek it out. That said,

you’re not shy about your ignorance.

You’re perfectly willing to say what

you think, or whatever comes to mind,

and if you’re wrong, someone is sure to

correct you.

	Connection: The Westmores

were always family friends with the

Winstons. Your older brother went to

school with Janet, their only daughter.

You often visited for supper and often

admired Walter’s library when you

grew bored of billiards. At the point

you started to reimagine your lifestyle,

you realized that Walter Winston was

the man you wished to emulate. He

never sat long on the throne of his

pharmaceutical empire; he travelled,

met with shady contacts, and got

involved in things. There were terrible

rumours of the kinds of dealings he was

up to, and you were terribly excited

about all this. It’s too bad he wouldn’t

talk about his adventures when he

came back. It’s too bad he’s gone now.

But that won’t stop you from admiring

his tenacity and courage.
	Call of Cthulhu Statistics: 

Str 14, Dex 11, Con 14, Siz 14, Int 12. 

Edu 19, App 15, Pow 13, SAN 65,  HP 14
Skills: 

(Unless otherwise stated, Skills are at base chance)

Art (Architecture) 60%, Art (history of art) 65%, Bargain 45%, Climb 70%, Conceal 35%, Credit Rating 90%, Drive Auto 45%. Fast Talk 60%, First Aid 45%, Geology 30%, Hide 25%, Jump 65%, Occult 30%,  Other Language (French) 60%, Other Language (Spanish) 75%, Persuade 40%, Photography 35% Pilot 60%, Ride 60%, Sneak 35%, Spot Hidden 50%, Swim 65%, Throw 65%

Attacks:

Handgun 55%, Rifle 50%, Shotgun 55%, Fencing Blade 65%


Cora King
Criminal

	Background: You were 16 when the

Crash happened. With your father’s

suicide, you were an orphan. No

home, no family, there was only the

street. Rummaging through trash bins

and picking pockets was a welcome

alternative to prostitution, and you

took to it with everything you had. A

year later, you met Charlie and started

running simple cons, beginning to

pull in the kind of money you could

live off of. On the day you turned 21,

you held up a bank… all by yourself.

And when you told people about it

afterwards, they wouldn’t believe

you. Even that son-of-a-bitch Charlie

wouldn’t believe you.
	Personality: You feel alive when

you’re doing things. Real things,

things that matter, things that make a

difference. Most people wouldn’t know

something that matters from the hole

in their… well, you know. You don’t

dislike people; you just wish that the

so-called “civilized” ones could get a

glimpse of how all the stuff that they

think is so important — their fancy

silverware and their black shoe polish

and their precious daily routine — just

doesn’t matter. At the end of the day,

everyone’s just got their life and what

they do with it. You aren’t going to

waste yours, that’s for sure.

	
	Call of Cthulhu Statistics: 

Str 13, Dex 15, Con 15, Siz 13, Int 13. 

Edu 13, App 14, Pow 12, SAN 60,  HP 14
Skills: 

(Unless otherwise stated, Skills are at base chance)

Bargain 55%, Chemistry 25%, Climb 75%, Conceal 60%, Craft (demolitions) 65%,  Craft (unspecified) 40%, Credit Rating 30%, Fast Talk 60%, Geology 30%, Hide 65%, Jump 75%, Listen 65%, Locksmith 75%, Natural history 40%, Navigate 50%, Persuade 35%, Pilot 40%, Psychology 30%,  Sneak 65%, Spot Hidden 70%, Track 40%

Attacks: 
Handgun 65%, Shotgun 40%, Punch 60%


Dorothy Asther
Author

	Background: It started as a joke, really. Books about the supernatural and the occult — readers would just eat them up. Mix a few folk tales,

your mom’s superstitions, and the tiniest bit of research, and you were writing one best seller after the next. You never claimed they were to be taken seriously. 

And then the correspondence started happening.

Readers began writing letters to you by the truckload, so convinced that you held a kernel of truth about the afterlife or South American curses.

They believed you. They corroborated your stories with anecdotes of their own. 

Of course you always took them at face value; you didn’t want to insult them. And they weren’t all children or particularly simple. Graduate students

— even professors — started quoting you in their papers. You started to believe you were on to something.

What’s more: you couldn’t really prove you were wrong. Someone in a newspaper called you the leading authority on mysticism the other day.

There’s no going back now.
	Personality: Although you have an

unfettered and romantic imagination,

you are uncomfortable in most social

situations, with increasing discomfort

arising from increasing formality. You

take your social cues from those you

admire intellectually, which does not

always advance your best interests and

probably explains your spinsterhood.

Even so, you spend little time

worrying about your social status,

because time spent away from your

writing and correspondence is all too

often time wasted.



	Connection: Walter Winston was one of your most dedicated readers. He began corresponding with you after your second book. An anecdote of his, concerning some sex cult, ended up in your third book. Come to think of it, much of your research for your first series was really just things you picked out of his letters, changed some names,

and embellished on. That Walter himself never really picked up on this was a surprise to you; he probably just thought they were similar tales

that worked to confirm his own. The letters stopped coming back in 1924, but you still sent him a gratis copy of every volume of the next two series

you wrote.


	Call of Cthulhu Statistics: 

Str 9, Dex 10, Con 14, Siz 12, Int 15. 

Edu 13, App 12, Pow 14, SAN 70,  HP 13
Skills: 

(Unless otherwise stated, Skills are at base chance)

Anthropology 45%, Archaeology 40%, Art (Architecture) 40%, Conceal 35%, Dodge 40%, Electrical repair 45%, Hide 40%, Library Use 75%, Listen 40%, Mechanical Repair 50%, Occult 55%, Operate Heavy machinery 40%, Other Language (French) 70%, Other Language (Spanish) 55%,  Persuade 40%, Photography 55%, Psychoanalysis 40%, Psychology 45%, Ride 50%, Sneak 40%, Spot Hidden 55%, Swim 40%

Attacks: 
Club (baseball bat, walking stick, umbrella, spade or similar) 40%


Fr. Carl Meinardus
Clery

	Background: 

When life as a parish priest didn’t work out, the Archdiocese of Boston had another plan for you.

Your new vocation is to travel to various towns in New England and investigate claims of miracles, ghosts, and demon possession. Where they got

the idea you’d be good at this, you’re not quite sure. Perhaps you showed some aptitude at seminary when you performed that emergency exorcism in the neighboring dorm room. Perhaps

they’re just trying to get you out of the small town where the parishioners have begun to spread unjustified rumors about you.
	Personality: You had planned for a life

behind the altar and in the confessional,

not one on the road. You’re always calm,

patient, and courteous. You are serious

about your new mission and have given

it careful study, but you often find that

the claims you investigate have more to

do with the people making them than

any suspected paranormal causes. It’s

always been your ability to listen paired

with careful contemplation that has led

to any success you’ve had.

	
	Call of Cthulhu Statistics: 

Str 10, Dex 11,Con 13, Siz 13, Int 14. 

Edu 14, App 13, Pow 17, SAN 85,  HP 13
Skills: 

(Unless otherwise stated, Skills are at base chance)

Accounting 25%, Anthropology 40%, Archaeology 30%, Art (Architecture) 35%, Art (History of Art) 45%, Astronomy 35%, Conceal 40%, Credit Rating 30%, Dodge 40%, Fast Talk 35%., First Aid 50%, Hide 45%, History 55%, Library use 55%, Listen 55%, Occult 50%, Other Language (Aramaic) 60%, Other Language (Latin) 65%, Persuade 65%, Psychoanalysis 35%, Psychology 45%, Sneak 45%, Spot Hidden 60%.
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