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at's difficult to explain. You'll just have

ee for yourself.” — The Stranger

+o &S ewo 'S

ampaign for Chaosium’s Call of Cthulhu, 7th Edition,
Game. In the following pages, you will find instructions for
J investigators or using existing investigators, and taking them
gh a replayable exploration of the cursed city of Carcosa. As you
decisions throughout your journey, your investigator will grow and
enerate in response to the horrors they encounter. These experiences
may color future events they, or another investigator, confront on
subsequent playthroughs. After several sojourns into Carcosa, you may
come to discover your own personal version of the Lost City, though with
that knowledge may come madness.






Do to Use the Guibe

Heinrich’s Call of Cthulhu Guide to Carcosa, or simply The Guide, provides
the tools to create a series of unique solo scenarios set in the City of
Carcosa utilizing the rules contained in Chaosium'’s Call of Cthulh
Rulebook. The Guide is designed to be played through several
with different investigators. These investigators may come ‘n

Prologue, which provides an opportunity to create an investig
not already have one at hand.

This Guide is written to be fully compatible wi evious publication,
Heinrich’s Call of Cthulhu Guide to Charact , to allow players
to first generate an investigator ory through a
replayable solo scenario. However, use the earlier
character creation guide. The Guide t s everything you
need, other than a copy of the rule Il of Cthulhu tabletop role-
playing game.

Each run through the G
become permanent fi

s of the City of Carcosa, which
counter on future playthroughs.

ou find there may vary based on
. The nature of Carcosa is defined
who encounters it.

playthroughs will be cut short by death or indefinite
tors will reach the palace at the city’s center, and fewer still
's halls to confront the King in Yellow, much less survive
should not be cause for dismay. While failure is likely to be

your playthroughs into a Call of Cthulhu campaign.

th all that said, the Guide exists for your enjoyment. That may mean
eat playthroughs, but it may also mean paging through the Guide for
inspiration for material in your own campaigns. You may allow your investigator
to succeed where they would otherwise fail, or even ignore outcomes that
would tell a different story from the one you want to experience. Simply put,
there is no wrong way to use Heinrich’s Call of Cthulhu Guide to Carcosa.



Structure

The playable parts of the Guide are divided into the Prologue, Act I,
Act Il, and the Epilogue. The Prologue includes the rules for creating
investigator or incorporating an existing investigator into the, campai
The Prologue also details the investigator's arrival in Carcosa.
The King in Yellow, the majority of the Guide is then divi
Act | sees the investigator traveling through Carcosa an
many locations and inhabitants. Act Il begins once t
the palace at the city’s center, and takes the investig
halls and on to their final confrontation with the Kin

Chapter

Each location and encounter i tla
chapter referred to as a Scene |
identified by the Act in which they
number corresponding to di

sented as a separate
in Yellow. Scenes are
e's number, and an entry
within the scene. So a reference
t scene’s second entry.

and Act Il also has a title, description,
gator is experiencing or attempting.
ocation or encounter, and how it appears
des alternative names for the location or

Each of the scenes tk
and entries reflecting

gator may make (or mishaps that may befall them), with italicized
n describing the underlying narrative.




Rules

Heinrich'’s Call of Cthulhu Guide to Carcosa uses the rules of Chaosium'’s Call
of Cthulhu, 7th Edition. Because the participation of a Keeper is optional,
a few additional instructions are provided to facilitate play, beyo
contained in the Keeper Rulebook.

As with all role-playing games, it falls to you to decide how thethe
hat [

implement these rules, and how to resolve any ambiguitj
as a result of an unexpected combination of rolls. In su

player and the Guide’s owner, you decide what happens.

Keeper or No Keeper?

Heinrich’s Call of Cthulhu Guide to Carcos oer-optional solo
campaign. The Guide can be fully er. Alternatively,
some may enjoy experiencing the second player

referred to in the Call of Cthulhu tab e as a Keeper
of Arcane Lore, or simply a Keeper. T : inform the Player
of their investigator’s availabl \ out the description and

outcome of each scene, whil a3 on the actions taken by
owever limit their role to that
oose to adapt a scene to the
investigator’s bac = outcomes to investigator actions
the Guide has not fores a Keeper can run a playthrough of
the Guide a ario for the Call of Cthulhu role-

playing g
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Combat, Social, and
Other Skil[ Rolls

At various points in the Guide, you may be instructed to make
or “social” roll. In a regular game of Call of Cthulhu, e
may involve rolling Fighting (Brawl), Firearms (We
skills depending on how you are armed or fightin
player characters may involve Persuasion, Fast

the specifics of a particular situation described in the
which skill is the most appropriate to roll. Accordingly,

roll for damage, you should
are using, together with your

Sometimes the [ at you “must” choose a particular result
d continue reading the specified entry as

ecision based on your investigator’s inclinations.




The Guide utilizes the optional Luck mechanics described on page 99
of the Keeper Rulebook. As described there, an investigator begins with
a number of Luck points equal to their Luck. Luck points may b spent
following a characteristic or skill roll to adJust the roll on a one-to-on

This may allow you to succeed a roll you would otherwise ?

Regular success into a Hard or even Extreme success. Note that y

use Luck points to modify a Sanity roll.

Pushed Rolls vs. Luck

" Pushed Roll. Just remember that you ca
succeed on a Pushed Roll!

Early in your playthrough
Mask representing s
Masks are: the Ma
Masochist, an
detail in the investigator wears is bound to them by
d in Appendix F: Investigator Sheet. Different
struct you to BREAK one of your three chains.
ains is broken, the investigator takes one step closer




Reyword: Explore

Throughout Act | you will move from one location to another within the
city of Carcosa. These locations are shown on each of the maps containe
in Appendix D: Maps of Carcosa. Each location represents
investigator encounters. After resolving a scene, you will typically
to EXPLORE. This signals that you should move from yov
on your copy of Appendix D: Maps of Carcosa, to a '
Appendix D: Maps of Carcosa details which locatio
you will need to refer to Act I, Scene 30: Halls of
move between locations, potentially discovering furt
Note that while many of the locations in Appendix D:
identify to what scene you should refer, many more are unnumbe
Appendix D: Maps of Carcosa provides a

subsequent playthroughs, that loc
By contrast, the spaces that ins

their journey into the Necropolis,

the Guide’s opening scenes (e.g.,

find themselves at Act |, Scene 1: The

ilaps of Carcosa and the map of the

ould see that Act |, Scene 1: The Lake is connected

you chose, because of the passages connecting the locations

I, Scene 1: The Lake (the scene you are presently at) you would

to refer to Act |, Scene 30: Halls of Carcosa. Once you overcame

whatever encounter you were presented with there, you would then
proceed to your destination.

If you traveled to Act I, Scene 3: The Chapel you would simply refer
to that section of the Guide to learn what happens next. If you decided
to go to the blank Outer City Location you would roll 1Dé and consult
the Necropolis map of Appendix D: Maps of Carcosa to see what




scene in Act | you should refer to. You would also write in that scene
on the map to remember that on future playthroughs, the blank Outer
City Location would no longer be blank, but contain the scene you
rolled in the present playthrough.

Backtracking
Once you have visited a location, you cannot revisit that Ioc*n int
same playthrough — your investigator has experienced scepe, an
your story must progress. You may still move through
access other adjacent locations, but do not repeat the sc
this playthrough. Note that this may mean that you have t
several connecting passages that require you to refer to Act |,
Halls of Carcosa before reaching a location with a scene you have
experienced during this playthrough.

is temporal dilation you may be

Time within Carcosa is fluid and
e middle) of a scene. This gives

and hours in days. This mea
others close within minutes

you the opportunity
improve your skills L directs you to REST, undertake the
following steps:

by 1, up to their maximum, unless
major wound (see Keeper Rulebook, page 120).
e suffering from a major wound, you may attempt
icine roll and, on a success, regain one additional hit point

ingle day. When instructed to REST, however, you should recalculate
umber of sanity points you can lose before becoming indefinitely insane
ed on the investigator’s current Sanity points.

* Improve: The investigator may make improvement checks for each of
the skills they have ticked as a result of successfully overcoming a skill roll, as
well as Luck. See the Keeper Rulebook, pages 94-95, for further information.

13
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Reyword: Unlock

At times you may accomplish something that unlocks one of the 13 achieve-
ments listed in Appendix E: Penitents. The Guide will instruct you to UNé&
LOCK the specific achievement at that time. These achievements may have
consequences in-game, or in a future playthrough of the Guide. Achievements
also persist throughout your playthroughs. That is, once youdave unlocked an
achievement once, it is unlocked forever. Additionally, you will be directed, to
specific passages in the Epilogue at the end of a playthirough, afteryou unlock
your second, fifth, seventh, and ninth achievements.

Deaty and Wadness

Unlike in a regular game of Call of Cthulhufin the Guide when your investigator
reaches O hit points, or becofes, indefinitely’insanéd by losing one-fifth of
their Sanity points, they are notiimmediately remaved from play. Instead,
throughout Act | of the Guide you should referta’Act I, Scene 31: Death in
the First Act or Act |, Scenel82: Madness in the First Act, depending on
whether you went uncons€ious afterlosingyour remaining hit points, or went
indefinitely insane. Théke you will be directed to roll to determine whether
your playthrough has indeed come/to an end, or whether a different end
awaits you. Shodld yeu makelitste"Act I, the Guide will instruct you as to
what happens/iwhen yotwould Gtherwise die or go indefinitely insane.

MWaior Wounds

Investigators ‘may suffer major wounds. When an investigator suffers an
amount ofidamage equal to or greater than half of their maximum hit points
from a single roll they have suffered a major wound (see Keeper Rulebook,
pager 120). Investigators in the Guide who suffer a major wound must make
a successful CON roll or immediately reduce their hit points to O as they
fall unconscious and are rendered helpless to the horrors of Carcosa. If an
investigator with a major wound suffers a second major wound, they must
immediately reduce their hit points to zero. Major wounds are typically only
healed through a successful First Aid or Medicine roll after you are instructed
to REST, though note that while an investigator may recover from a major
wound, this does not negate all the long-term effects from such an injury for
gameplay purposes (e.g., a lost appendage will not suddenly regrow).



Temporary Insanity

As detailed on pages 155-156 of the Keeper Rulebook, when an investigator
loses five or more Sanity points as a result of a single roll, and then succeed on
an INT roll (and thus fully grasping the horrors they are witnessing) they
temporarily insane. For purposes of the Guide, the duration the investi
temporarily insane is the remainder of the scene at which they ar&cated,

entry under Phobias & Manias, gaining or changing an existing e
Ideology/Beliefs or Traits, or altering an investigator’s relationship to

also likely to become indefinitely ins
during Act | refer to Act |, Scene 32:

i.e. less than five), the Sanity
result in a very short journey.
an investigator with a greater
Sanity sco i the amount of Sanity loss you
can sus indefinitely insane. Of course, you can also
i what happens!

Sanity loss is co
losses containe

15
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Gear & Possessions
Your investigator may have various pieces of gear and possessions on their
person. Throughout their journey through Carcosa, they may also accumulat
additional items to record under Gear & Possessions. Such item
mundane possessions like a flashlight or a lighter, as well as w
switchblade or pistol, but also more extraordinary posses
provide your investigator a series of tools to overcome
confronted with a characteristic or skill roll, you may
the items the investigator carries would aid them in
If so, you may make the roll with one bonus die. Not

beginning their journey

from arming themselyves i ns, shotguns, and explosives
(within the limits of : t be able to afford and carry of
course). If you fi

umb is to ask what three or four items
asonable expectation of having on their

: Investigator Sheet includes a tracker for Helpful Advice.

nce to any kind of information the investigator may have

that may be helpful to their traversal of Carcosa. As shown in

: Investigator Sheet, you may in the course of a playthrough

t most three pieces of Helpful Advice. Each piece of Helpful

ce may be expended to grant one bonus die on a characteristic

or skill roll (up to two bonuses dice on any one roll), reflecting your

investigator making use of the information they've received. After a

piece of Helpful Advice has been used, it should be erased. Of course,

your investigator may receive more useful information later in their
playthrough (up to three pieces of Helpful Advice at any one time).




Select from the below.

have an existing Call of Cthulhu investigator: Proceed to Prologue 1.

2. | have a Call of Cthulhu investigator created using Heinrich’s Call of Cthulhu
Guide to Character Creation: Proceed to Prologue 2.

3. | want to create a Call of Cthulhu investigator: Proceed to Prologue 3.

[7
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Prologue 1: A Story Continues

You have traveled far. The heat outside is oppressive, and even more so
in the restroom in which you’ve stopped to catch your breath. You ope
your eyes and look at your reflection in the cracked mirror. You wi
away condensation from the glass, and see your face. Ar rea
ready for what is to come? ‘

Review your investigator sheet. Confirm that the s
your investigator’s information (e.g., characteris
Also confirm that you have at least one entr
Locations, Significant People, Traits, and Treasur
do not, fill those entries in now based on your backstory,
Keeper Rulebook, p. 39-45, or Heinrich’s Guide to Charac
Chapters 8-11. Then, proceed to Prolog

Ba

You have traveled far and ex The heat outside is
oppressive, and even more . troom in which you’ve stopped
to catch your breath. Ya nd look at your reflection in

see your face.

onfirm that the sheet is filled out with
e.g., characteristics, skills, backstory).

Review your i

ed a number of Player Handouts. Refer to the below entries
ow any instructions in connection with those Player Handouts,
discard them.

1. The Injured: Reduce your current hit points by 1D6 (to a minimum of 1).

2. The Disturbed: Reduce your current Sanity points by 1D6 (recalculate
the number of Sanity points necessary before going indefinitely insane
based on your new score).




3. The Pendant of the King: Record that you have the “Pendant of the
King” under Treasured Possessions. So long as you have the pendant
listed under Treasured Possessions, you automatically succeed on all
Sanity rolls (though you may still lose Sanity points and go indefinitely
insane). Also record that you have The Key, though should you ever lose
the Pendant of the King you will also have lost The Key.

4. The Dreamer: Record under Encounters with Strange Entities that
you are “A Dreamer.” So long as you still have listed under Encounters
with Strange Entities that you are a dreamer you automatically‘sueceed
on all SAN rolls (though you may still lose Sanity points and gafindefinitely
insane). Remember that when you come to Prologue 4 whichever Mask you
wear should be interpreted through your experiences journeyingithrough
the Dreamlands (e.g., the “Mask of the Lost” may reflect an individual
you encountered in the Dreamlands; the “Mask of the Masochist® may
signify your attempts to escape reality throughithe Preamlands).

5. The Badge: Increase Intimidate, Law, and onether applicable skill
of your choice by 1D10 points eath. €onfirm that you have listed under
Treasured Possessions some item< relevant to youf authority (e.g.,
“Federal Agent Badge,” “Military Uniform®). Remember that when you
come to Prologue 4 whicheverfMask you wear should be interpreted
through your occupational gxperiences (e.g:., the “Mask of the Lost”
may reflect a former parta@r or someoneyyou were unable to save in the
course of your duties; the “Mask of the Guilty” may signify the many
terrible things you have,had to see 0n missions or the responsibilities
you failed to uphald).

6. Friend of4Ghouls: Recordithe name of a ghoul under Significant
People. While you“have listed this ghoul under Significant People, you
may reduce all damage suffered from one roll to zero by crossing off the
ghoul from yeur list of Significant People. Note that some results in the
Guide'may still'eompel you to reduce your hit points to zero.

7. Friend of Cats: Record the name of a cat you have befriended under
Significant| People. While you have listed this cat under Significant
People, you may reduce all sanity loss suffered from one roll to zero
(Make'amark by the entry for the cat under your list of Significant People
to remind you that you can only use this effect once per playthrough).
Note that some results in the Guide may still compel you to become
indefinitely insane.

8. The Blessed: Increase your current Luck points by 20 points, up to a
maximum of 90.

19
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9. The Cursed: Reduce your current Luck points by 20, to a minimum of 1.

10. The Magician: List any spells that you know under Arcane Tomes,
Spells & Artifacts. If you do not have any spells to list, instead write
that you are a “Wizard,” “Sorcerer,” or other magical descriptor under
Encounters with Strange Entities. You may utilize each of your powers
to gain a bonus die on any characteristic or skill roll once a playthrough
(crossing off the spell or the description “Wizard” thereafter).

11. The Artificer: List any artifacts you possess under Argane Tomes,
Spells & Artifacts. If you do not have any artifacts to list, instead write
that you are an "Artificer,” “Magic Wielder,” or other magical deseriptor
under Encounters with Strange Entities. You mayfutilize each ‘of your
powers to gain a bonus die on any characteristic or skillroll once a
playthrough (crossing off the artifact or the description “Artificer”
thereafter).

12. The Good Luck Charm: Record ghe “Geod Luck Charm” under
Treasured Possessions. Onceyper playthrough you may cross out your
Good Luck Charm to succeed @many characteristi¢ or skill roll as though
you had achieved an Extreme success.

13. The Invitation: Record that you have,"An Invitation” under Treasured
Possessions. Also recordthat'youhave The Key, though should you ever
lose “The Invitation”syou will alse have lost The Key. Remember that
when you come to Prologue 4 whichever Mask you wear should be
interpreted through thetinvitation you received (e.g., the “Mask of the
Lost” may reflect anjinvitation from a lost loved one; the “Mask of the
Masochist” may invite you to'discover the real you).

14. Thé Jade »Amulet:“Record “that you have “The Pendant of the
Buteher” underifreasured Possessions.

15. Mysterious Letter: Record that you have “An Invitation” under
Treasured Possessions. Also record that you have The Key, though
shouldyyou ever lose “The Invitation” you will also have lost The Key.
Remembeérthat when you come to Prologue 4 whichever Mask you wear
should be interpreted through the letter you received (e.g., the “Mask
ofithe Lost” may reflect a letter from a lost loved one; the “Mask of the
Addict” may contain a promise to cure or overcome your addiction).

16. The Innsmouth Look: Record under Traits that you have “The
Innsmouth Look.” Also record under Encounters with Strange Entities
that you have a “Cursed Lineage.” Remember that when you come to
Prologue 4 whichever Mask you wear should be interpreted through




