Conversion Template 

Trail of Cthulhu Conversion notes

When writing a conversion begin with short introduction, describing the adventure, the book in which it was published, the author of the conversion and any other information you think is important. If the adventure had multiple editions, mention how the page references are implemented. 

Please use the styles described below for formatting the text. Install Covington font pack included with this archive for optimal results. 

Heading 1

Use Heading 1 to separate large section of the adventure, such as investigation days, locations, scenes, etc.

Heading 2

Use Heading 2 to separate self-contained parts within one section, such as individual apartments in block of flats, or different floors of the mansion. 

Heading 3

Use Heading 3 to break down the self-contained parts to elements, such as separate rooms on one floor of the mansion, witnesses to interview or parts of the crime scene to examine.

Depending on level of detail of the location, you might not need to use all types of headings. 

(page reference)

Page reference should follow the headings, giving reference to the page numbers in the original adventure. If the adventure was published in several sources, please provide page references to all sources that you have access to, using abbreviations to distinguish between different editions. For example, Masks of Nyarlathotep had three editions: boxed set in 1984, book in 1989 and “complete” edition in 1996. To distinguish between the editions, you could use abbreviations “BOX”, “MN” and “CMN”.

Description of key events and clues should be bulleted. If ability is required to get a clue, it should be listed in bold at the beginning of the entry, same goes for point spends. All additional information such as Core, Leveraged and Floating clues also should be marked in bold. For example:
· Astronomy (Floating, Core Clue): There is an unnaturally bright star in the sky that isn’t found on any charts.
When calling for General Abilities tests, describe them in the following pattern: “[Ability] test against Difficulty [n]”, e.g. “Shadowing test against Difficulty 4.”

When calling for Stability test, use the following pattern: “[n]-point Stability test”, where n is number of Stability points the investigators stands to loose if the test is failed. The Difficulty of Stability test is default 4 and shouldn’t be mentioned separately, unless Stability test is a Mythos shock, and has increased difficulty.

NPC and creature stats blocks follow this template:

[Name of NPC/Creature]

[List of abilities]

Hit Threshold: […]
Alertness Modifier: […] 

Stealth Modifier:  […]
Weapon: […]
Armour: […]
Stability Loss: […]

Please do not forget to complete the disclaimer at the end of the document (see bottom of this page). Include the name of the sourcebook(s) or magazine where the adventure appears, the author of the adventure (if given), the publisher, the year and your name.

The next page shows a sample of formatting of an adventure. Also, conversions found at www.pelgranepress.com/trail/resources.html  can serve as reference.

	All products and trademarks mentioned here are the properties of their respective owners. Trail of Cthulhu is ©2008 Pelgrane Press Ltd. Call of Cthulhu is © 1981, Chaosium, Inc. [source book] is © [publisher, year]. The [adventure name] is written by [author’s name].  This conversion is written by [your name].


Sample Converted Adventure

Trail of Cthulhu Conversion notes

This section serves purely as an example of how to format the Trail of Cthulhu conversions. It is not a complete adventure, the scenes presented here are not even connected, it is not based on ant published adventure (but see disclaimer at the bottom of the page), and all the clues and events are made up.

Note that “Crime Scene” uses only Heading 1 and 3, while the Broadalbin Hotel uses all three headings.

Crime Scene

The Body

(page 5)

· Forensics will show the cause of death, probable weapons and that some body parts are missing.

· Forensics (core): Autopsy will indicate that the victim was heavily intoxicated, probably by low-quality bootleg alcohol.

· Chemistry (core): the victim is holding a gun that was recently fired, probably several times. Gunpowder residue indicated that it was fired by the victim. 

The Alley

(page 8)

· Evidence collection: Somebody smashed the streetlamp, and done it with great force.

· Evidence collection locates the bullets. Ballistics analysis confirms that they were fired from the gun that was in victim’s possession, and that they’re flattened as if they hit something extremely hard.

For ease of reading please use Column Break to avoid document formatting when header is on one page or column, while the associated text begins on another. 

If you’re using Microsoft Word version below 2007, use Insert ( Break ( Column Break or Page Break.


Broadalbin Hotel

Main Floor

(page 13)

Lobby

· Bargain, Credit Rating or Law (Core Clue) will get the investigators access to Room 1408.
· Mechanical Repair against Difficulty 3 is needed to remove the plate coveting lift controls.

Ballroom

· Sense Trouble or Evidence Collection 1-point Spends to notice the grooves in the ceiling.

Upstairs

(page 21)

Room 1408

· Forensics (Core Clue) to analyze the blood splatter.

· Evidence Collection to find white powder traces.

· Pharmacy or Chemistry to identify them as cocaine.

Basement 

(page 34)

Maze 

· While exploring the maze characters get Sense Trouble or Stealth against Difficulty 4 to avoid encountering the Marionettes. 

· To leave the maze a successful 6-point Stability test is required. If any characters looses more than 4 points of Stability while in the Maze, the next exit found by the investigators will lead to City by the Lake.

The Marionettes

Attributes: Athletics 4, Health 10, Scuffling 5,

Hit Threshold: 4

Stealth Modifier: +2

Weapon: -1

Stability Loss: +1 

	All products and trademarks mentioned here are the properties of their respective owners. Trail of Cthulhu is ©2008 Pelgrane Press Ltd. Call of Cthulhu is © 1981, Chaosium, Inc. The guy in the “Crime Scene” sample was killed by a Hunting Horror. The “Broadalbin Hotel” sample is inspired by “Broadalbin” novelette written by the brilliant Cthulhu Mythos author and game designer John Tynes (at the moment of writing the full text can be found at http://www.fortunecity.com/victorian/lion/157/broad1.htm). This guideline is written by Arseny Kuznetsov. Thanks to Ben Phillips for his MSWord-fu.


