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



Eternal Lies

Call of Cthulhu 6th Edition Conversion

Ethiopia

Keepers Options
As an option, the keeper may wish to limit those who do not speak Italian, Arabic or Afar  to a maximum of 40% on all their Bargain, Credit Rating , Persuasion, Psychology  and/or Fast Talk rolls. Remember, however, we still want the players to find the core clues …so this maximum should usually be waived if it directly relates to a core clue.

Talking to Locals (page 184)

Finding a suitable interpreter will require either a Bargain or Credit Rating check. Keepers option: Rather than meaning they do not find an interpreter, a failure may indicate the interpreter they find is dishonest, if you prefer….
The honesty (or otherwise) of an interpreter can be assessed by a successful Psychology check.

1.Arrival in Massaua (page 184)
Bypassing Carlo without him becoming suspicious requires a successful Luck roll by the investigator with the lowest luck. Failure means the party are stopped and questioned.

Carlo’s suspicions can be assuaged if the party member with the lowest Credit Rating skill gives a good verbal account of themselves and succeeds in a roll.

Official travel papers can be acquired from Carlo with a successful Speak Italian or Law check, provided he does not suspect them.

Carlo Salvatore, Officious but not evil (page 186)
STR 12
DEX 10 
CON 11
SIZ 11
 
INT 12 

EDU 14
APP 11
POW 12 
SAN 60 
HP 11

Skills Accounting 40%, Law 40%, Psychology 45%, Speak Arabic 35%, Speak English 35%, Spot Hidden 40%, Spit Accurately 65%

Weapons: Pistol  45% , 1d8 damage.

Accommodations (page 186)
Finding decent lodging  under a permanent roof is a matter of a successful Bargain roll. Keeper option: Failure may mean excessive bug, leaking roofs, unpleasant smells, strange animal noises, gunfire in the distance, unsanitary conditions…this is a great excuse to emphasise the environment.
2. Massaua Investigations (page 187)
Learning the lay of the land just requires the investigators to spend some time in an effort to check around.

At least one investigator making a point to talk to locals should be offered a luck roll to find out about Bartolo Acuna passing through recently and his stay at the hotel.

Provisions and Native Guides (page 187)
Acquiring provisions requires a successful Bargain check. Success denotes a high price. Failure denotes an VERY high price or (at the keepers option) only limited provisions.

3. Finding Acuna (page 188)

A successful Credit Rating check (core clue) - as well as a few lira - from an investigator talking to the hotel staff will allow the investigator to turn up a member of the staff who remembers Acuna.

Simply spending time asking around town will secure the information about the column of soldiers passing through.

The detailed information on the infantry divisions location will be available to someone who succeeds in a Speak Italian (core clue) - or displays the official travel paper -while talking to any of the towns Italian officials.

The directions to the tent belong to the “sour Spanish academic” will be given to anyone who seems to be at the camp legitimately (basically, if the investigators don’t act weirdly/ suspiciously while in camp) 
Ethiopian Guerilla Fighters (page 188)

#1
#2
#3
#4
#5
#6
STR
10
12
11
13
11
13

CON
13
11
13
14
12
15

SIZ
11
11
11
10
10
9

INT
8
10
8
12
9
12

EDU
8
9
9
7
10
9

POW
11
10
9
12
13
11


DEX
12
9
13
11
13
10

APP
11
9
9
12
14
12

HP
12
11
12
12
11
12

Attack: 
Sabre 40%. 1D6 

Various Firearms 35%, 1D8 or 2D6

4. Bartolo Acuna (page 189)
Acuna is happy to admit anyone who has an academic background or who strikes him as well educated (makes a successful KNOW (Edux5) roll.)

The broad outlines of what happened at Dallol can be learned from Acuna just by asking about it in a polite manner.

Being able to convince Acuna they can sponsor the next dig will require an investigator to make a successful Credit Rating roll at half.

A successful Psychology check will confirm Acuna is broadly telling the truth ,albeit slightly inflated.
BARTOLO ACUNA, academic in need of a drink  (page 190)

STR  13
DEX   11
CON  11
SIZ   13
INT   14


EDU  15  
APP   12
POW 9  
SAN 35
HP 12

Skills : Anthropology 60%, Archaeology 70%, Art (Art History) 40%, Climb 50%, Dodge 50% , Speak English 50%, Speak Italian 60%, Speak Spanish 75%

Damage bonus : +1d4
Weapons : .32 Automatic 40%, damage 1d8

Fist 55%, damage 1d3+ 1d4

Mersa Fatma (page 191)

Investigators wishing to learn the lay of the land using Speak Arabic or Speak Italian while talking to the locals will be able to get the full information (treat this as a core clue if they have these skills). Failure means the investigators can ascertain the basic facts but its clear there are more details they are missing due to their incomplete language skills.

Alternatively, Renzo or Sinuhe at the CMC can provide the details.

An investigator who makes a successful Geology or History roll will know the Afar area is subject to violent tectonic activity.

The Heat
As a quick and easy conversion: Treat each level of heat on the heat track as a cumulative -10% to all of the investigators skills. At levels 4 they should make successful CON x 5 checks to be able to attempt anything physical. Atm level 5 this becomes a CON x3 check.

Keepers Option: Heatstroke might also bring on hallucinations or headaches. In some cases a 0/1d4 San loss might be appropriate.

Keepers Option: Keepers with access to the Basic Roleplaying rulebook might use the spot rules on page 219.
6. The Compagnia Mineraria Colonale (page 194)
Renzo Segni (page 194-195)
STR  10
DEX   12
CON  10
SIZ   12
INT   10

EDU  14  
APP    13
POW 12  
SAN 60   
HP  11

Skills : Accounting 55%, Bargain 40%, Brag Loudly 60%, Geology 30%, Law 35%, Listen 40%. Persuade 40%, Speak English 55%, Spot Hidden 45%, 

As long as Investigators are polite, treat speaking to Renzo as a purely role-playing encounter without any specific skill rolls. Remember that much of what he has to say qualifies as core clues, but by all means make rude or strangely acting investigators work for it a bit.

Segni’s family should likewise be left as a purely role-played encounter.

Sinuhe Djau (page 195)

STR   12
DEX   10
CON  14
SIZ   12
INT   12

EDU  10  
APP   11
POW 12  
SAN 60   
HP  13

Skills: Spot Hidden 35%

Getting Sinuhe to talk without Segni’s permission will require or physical intimidation requiring at least 3 HP of damage and either a successful Psychology or STRx5 check.

If Acuna’s name is mentioned by the investigators, he will volunteer the information on the Spaniards whereabouts.

The Workers (page 196)
Investigators succeeding in a Credit Rating or Fast Talk roll will be able to get the workers to talk about their duties.

In the unlikely event that the Investigators attack them, use the statistics for the Ethiopian Guerrillas, above, substituting improvised weapons that do 1d4+1 damage for the sabre/firearms.

Train Robbery (page196)

Driving a train requires a successful Drive skill roll at half.

7. The Guardians (page 197)

Allow Investigators to make Spot Hidden skill checks (at half) to spot a guardian shadowing them, but only if they specifically state they are checking for this.

A successful Persuade roll (core clue) will reassure the Guardians that they share a common purpose.

A successful Bargain roll (core clue) will allow the investigators to learn about the Guardians opposition to the 1924 dig.

A successful Psychology or Anthropology roll will convince an investigator that the guardians believe they made the volcano erupt.

If the players have got this far, and are polite then the Guardians should be willing to share what they know about the Dallol village.

Again, a successful Psychology or Anthropology roll will tell an investigator that the guardians aren’t entirely sure that there is no connection between the dig and the Dallolites strange  behaviour, despite their denial of a link.

If the guardians are asked about anything relating to the occult, or the mouths, then they will admit to the existence of their rituals to neutralise it.

Learning the Rituals of Denial takes a week and requires a successful Occult or Cthulhu Mythos skill roll. A failed roll can be retired, but it requires an additional week per roll.

An investigator trying to get the Guardians to tell them Ayers location should make a Fast Talk check (core clue).

JEROME, Guardian spokesman (page 200)
STR   14
DEX   11
CON 15
SIZ 13 

INT  15

EDU  11 
APP   13
POW  14
SAN 70
HP 14

Skills : Climb 50%. Conceal 50%, Disguise 60%, Dodge 50%, Drive Auto 40%, First Aid 45%, Jump 50%, Mechanical Repair 35%, Sneak 40%

Attack: Sabre 60%, 1d6 +1d4

Rifle 40%, 2d6+3

MAATHAI & MUHOHO,  Guardian stalwarts (page 200)
STR   10
DEX   11
CON 13
SIZ 11

INT  11

EDU  9 
APP   11
POW  12
SAN 60 
HP   12

Skills : Climb 50%. Dodge 40%, First Aid 55%, Jump 50%, Smile welcomingly 60%

8. The Rail Line (page 200)
If the investigators insist on shovelling during the heat, allow those accustomed to working in hot climates a CON x5 for to avoid heat stroke. (Levy an automatic failure on anyone else.) . Failure denotes an increase of one level on the heat chart.

Breakdown (page 201)
Treat repairing the train as a series of 5 Mechanical Repair rolls (one for each breakdown), levying an cumulative -10% for each breakdown after the first.

Bandit Attack (page 201)

Don’t forget to spice up the chase with lots of dramatic descriptions of the heat, gunfire ricocheting, near misses, obscuring dust, whoops , yells and other noises.

Outrunning the bandits on camel-back requires a Ride skill checks. Have both the investigator and bandits roll against their skill. If a bandit fails, he is out of the chase. 
Escaping via the train requires three successful Drive skill rolls, levying an cumulative -10% for each roll after the first.

Levy a -10% chance on anyone firing from a moving target.

It’s a successful Spot Hidden to spot the lorry on the tracks, followed by a successful Driving skill check to stop the train in time (or to successfully crash trough it).

Bandits , local tribesmen of poor morals (page 201)
One per player, plus one additional -  Reuse as required.


1
2
3
4
5
6
7
STR
11
10
12
11
12
11
14

CON
12
10
13
11
11
13
12

SIZ
12
14
11
13
11
13
10

INT
9
8
12
13
12
11
10

EDU
8
9
9
7
9
8
10

POW
10
11
11
9
10
10
13

DEX
10
11
13
11
10
9
11

APP
11
9
11
14
11
12
9

HP
12
12
12
12
11
13
11

Skills : Climb 70%, Jump 65%, Riding 50%, Sneak 40%, Speak Afar 60%, Speak Arabic 60%, Speak Italian 20%,  Throw 50%,

Attacks 

Bolt Action Rifle 30%,  damage 2d6+4 *

Saber 40%, Damage 1d6

*Keepers note: In CoC terms the rifles could make this a particularly deadly encounter for some groups - you may wish to lessen the bolt-action rifle damage to, say, 1d8, using the excuse that the rifles are badly maintained. Don’t forget that the train may provide the investigators cover, too. This encounter is supposed to be exciting, but not a massacre !

9. Kolluli (page 202)

Keepers option: If one investigator has a particularly high Anthropology skill and hasn‘t had much to do for a while, you might wish to highlight their skill by letting them to substitute this for rolls during this encounter and directing much of the Kollulis’ conversations towards them.

Reasonable requests for trade should be achievable without the need for skill rolls, assuming good relations. 

Again, assuming good relations (and provided the investigators ask), the Kolluli tribesmen will share what they know about the Dallolites, including the information about the Dallolites biting themselves. (core clue)

To get the man to discuss his nightmare requires a successful Persuade roll, along with reassurances it will be kept private.

Don’t forget the guardians who secretly live among this tribe.
10. Over the Desert (page 203)
If the investigators don’t have a local guide they will need a map and will have to make a successful Navigate roll to chart the course to their destination. Allow them to retry their navigate rolls, but (unless they travel at night) levy an increase on the Heat effects for the increased travel time a failed roll denotes.

Bitten (page 204)
Keepers option: The most exhausted character  will likely be the one with the highest level on the heat effects, but its also suitably thematic to have this happen to the investigator with the lowest POW/ Luck…or just the player who you think will roleplay this encounter the best.
A successful Medicine or First aid check will alert the ally that the investigator is suffering from heat exhaustion.

The San loss is 1/1d6 for the biter and 0/1d4 for onlookers. The biter also takes 1 HP of damage from the wound and will be at -20% for any skills that require the use of the hand until they leave Ethiopia.

Watched (page 204)
The watcher can be noticed by a successful Spot Hidden roll.

11. Dallol Village (page 204)
A successful Anthropology roll will alert the investigators to the fact there are many households but not many people.

A successful Medicine or First aid roll will allow the investigator to identify the wounds.

The Inner Chamber (page 208)
The composition of the floor can be identified with a successful Biology or Geology roll. 

Lost in the Desert (page 209)
 Finding your way in the desert requires a successful Navigate roll. (If the players haven’t thought to specify they’ve brought a compass, allow them a Luck roll to have one.)

Tshombe, One Bad Cult Mother (page 209)
STR   8
DEX   12
CON 11
SIZ 9 

INT  12


EDU  8 
APP    6 
POW  14
SAN 0

HP   10

Skills : Bargain 40%, Cthulhu Mythos 15%, History 45%, Listen 40%, Occult 45%

Attack: 

Punch 50%, 1d3 + Minor Mouth Bite *

*Minor Mouth Bite 50%, damage 1 hp + the investigator must roll CONx5 or be stunned for one round with the pain

Habte, loyal follower (page 209)
STR   9
DEX   5
CON 9 
SIZ 11 

INT  10


EDU  8 
APP 5

POW  10
SAN 0
 
HP 10

Skills : Cthulhu Mythos 5%, Occult 30%, Speak French 45%, Speak English 30%

Villagers, potential combatants (page 209)
Reuse as required. (For non-combatants, ignore the Bolt action rifle.)


#1
#2
#3
#4
#5
#6
#7
STR
10
9
12
12
11
10
10

CON
12
11
10
9
10
12
9

SIZ
10
11
10
13
10
10
11

INT
8
12
9
11
12
13
10

EDU
10
9
8
9
9
8
10

POW
10
11
12
9
12
10
11

DEX
10
9
11
13
9
11
12

APP 
8
7
9
8
6
8
6

HP
11
11
10
11
10
11
10

Skills : Climb 50%, Dodge 35%, Jump 30%, Riding 30%, Sneak 30%, Throw 35%

Weapons: Bolt Action Rifle 30%, 2d6 +4

Knife or Improvised weapon 35%. 1d4

Keepers option: If your investigators are particularly beat up from previous encounters, you might wish to ignore the bolt action rifles entirely. 

12. The Volcano Dig Site (page 210)
Identifying the volcano crater as very old requires a successful Geology roll.

The information on sub-aerial eruptions should be made available to the party without any need for a skill roll (via either the investigator with the best Geology or the investigator with the highest EDU.)

The absence of George Ayers remains (core clue) can be identified by anyone making an Anthropology or Medicine roll.

The additional clues can be found simply by investigators who are willing to spend time and effort (and taking the additional heat effects) to examine the site. As noted, you might want to make allocate who finds which clue based on investigators skills or backgrounds, but really, calling for skill rolls is unnecessary here.
Keepers option: You might wish to allow the players to regain 1d6 San and recover from temporary insanities as a benefit of the good nights sleep.

13. Needle in a Haystack (page 211)

This is your chance to emphasise the environment - sunlight, heat, thirst, maybe an encounter with a nomadic band who at first seem somewhat wary but turn out to be friendly (or at worst neutral), dried up oases, skeletal remains of animals that have died from heat exhaustion, robots escaping from the evil galactic empire …etc…
14. George Ayers (page 212)
Reassuring George should be a matter of simply not attacking him and letting him know that the investigators are enemies of the Liar.

A player making a successful Psychology roll (core clue) will notice Ayers reaction to any mention of Edgar jobs.

The suicidal way of neutralising a major mouth can be worked out by anyone having all the relevant clues who makes a successful Cthulhu Mythos or Occult roll (core clue) 

The Rituals of Self Denial
Learning the Rituals of Denial takes a week and requires a successful Occult or Cthulhu Mythos skill roll. A failed roll can be retried, but it requires an additional week per roll.

Those who have learned the rituals of self denial halve their San loss, to a minimum of 1 point, from encounters with Minor or Major Mouths, or from hearing the Tongue of Lies. They are also immune to the stunning effect of Minor Mouth bites.

Studying and obeying the rituals religiously (and doing little else) for a month also gives them 2 points of armour against bites in addition to the above effects.

After a year of study and practice (likely to be impractical for most investigators) , they gain an additional points of armour against bites (so that’s 4 in total) and the ability to calcify a mouth via self sacrifice.

Wrapping Up (page 214)
Meeting with George Ayers is, in many ways, the investigators reward for many of their recent travails. 

It is important for party morale that the players leave this encounter feeling buoyed that they’ve achieved a big step towards their final success. 

As a result, do your best to make the players feel good about themselves for reaching this far, and don’t feel guilty about giving them a few extra rewards in SAN, skill rolls or equipment, if appropriate.
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