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game – bizarre cosmic horror, 
genuine mystery and an atmosphere 
of confusion leading to a moment of 
terrible revelation as all the pieces fall 
into place.. The Mythos Detectives 
series is designed to evoke that mood, 
dropping the players into the middle 
of a mystery. The GUMSHOE system 
ensures that the players get all the 
clues, but putting them together is still 
a challenge for the players.

So, if you’re stuck in the middle of 
a mystery, with a big pile of clues 
and a bigger pile of bodies, with 
strange omens multiplying and doom 
impending, remember – it’s all down 
to you. Work it out before the monsters 
eat you.

We’re Doomed 
and I Love It

My first encounter with Call of Cthulhu 
was at the very first games convention 
I attended. I had only ever played 
Dungeons & Dragons and variations 
thereof before, and had no idea that 
anything like Call of Cthulhu existed. I 
signed up and an hour later I find myself 
naked, running through the sewers of 
London with five other naked priests, 
pursued by an invisible monster. 

Oh, and my hand had been turned to 
crystal by a magic mirror.

The other players and I knew something 
was going on. We had letters, diaries, 
clues, evidence that a cult was engaged 
in a nefarious plot, but we couldn’t 

put it together. Something connected 
the mirror, the invisible monsters, a 
12th century monastery, legends of 
werewolves, a private club in London 
and our poor band of seminary students, 
but we were missing the key revelation 
that would draw it all together. We had 
all the clues, but we were running out 
of time and had to deduce the solution.

I’ll never forget the excitement and 
intellectual exhilaration of knowing 
that if I didn’t work out this puzzle, we 
were doomed to be eaten by horrible 
invisible monsters that were in some 
way connected to 12th century monks. 

We failed dismally, as it happens, but it 
was still tremendous fun.

Ever since, this story has been my 
template for the ideal Call of Cthulhu 
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Campaign Frame - Mythos Detectives

take the roles of investigators who have 
proven to be adept at handling things 
that are out of the ordinary, they get 
called in whenever there’s a hint of the 
occult. Each investigation begins with 
some terrible crime that stems from 
some ghastly corruption caused by the 
Mythos.

The characters have both the resources 
and the limitations of law enforcement 
on their side. They can flash a police 
badge or private investigator card and 
claim official business when consulting 
records, and they can barge in and ask 
difficult questions. They have colleagues 

and other officers that they can draw on 
for help. Unlike the average amateur 
sleuth who must face the horrors alone 
and unaided, official investigators have 
support and authority on their side.

At the same time, they must answer for 
their actions. ‘Abuse’ of one’s powers 
and responsibilities as a detective, even 
in the cause of protecting humanity 
from Things With Tentacles, will be 
investigated; questions will be asked, 
especially if the investigators are 
behaving oddly.  The characters must 
carefully consider how much they reveal 
to their superiors; often, burying both 

“ Police Methods are varied and ingenious. 
Malone, through unostentatious rambles, 
carefully casual conversations, well-
timed offers of hip-pocket liquor, and 
judicious dialogues with frightened 
prisoners, learned many isolated facts 
about the movement whose aspect had 
become so menacing.”

- The Horror at Red Hook

The various municipal police services 
in New York as well as the Federal 
Bureau of Investigation have become 
aware that certain cases are… unusual. 
In this series of adventures, the players 
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of ‘evil-doers’, and arranges for the 
investigators to be assigned these cases.

The New York Police Commissioner 
during this period is Lewis J Valentine, 
a cold and practical officer who has no 
time for stories about the occult, but 
approves of unorthodox measures - as 
long as they get results. 

Several years ago, an NYPD detective 
named Thomas Malone led a task force 
composed of both city and Federal 
officers into the Red Hook district of 
the Bronx; many of these officers were 
killed or crippled when a tenement 
building collapsed on them. Malone 
had claimed the degenerate foreigners 
of that shadowed district were involved 
in bizarre occult rites and blasphemous 
ceremonies. As a result older officers 
who remember the Red Hook disaster 
will be instantly suspicious of any 
investigators who babble about occult 
weirdness and murderous monsters. 
Senior officials in the police department 
are aware that something is out there, 
but after the catastrophe are wary of any 
investigations related to such matters.

Any of the contacts from The Armitage 
Inquiry (see the Trail of Cthulhu 
rulebook, page 206) can also show up if 
the investigators visit Arkham.

Rules Variations
All investigators get one free point of 
Cop Talk and Evidence Collection. 
Everyone should have a Credit Rating 
of at least 3 or 4. 

The Drives Thirst for Knowledge and 
Revenge should only be taken after 
consulting with the Keeper. 

Pitch
Might range from ‘NYPD Colour out of 
Space’ to ‘Like the X-Files, only it’s the 
1930s and it’s flying polyps instead of 
flying saucers’. 

The primary manifestation of 
the Mythos encountered by the 
investigators is sorcery and summoned 
monsters – Mythos horror with a 
human motive to be investigated. Any 
contact with the inhuman elements of 
the Mythos, though, is overwhelming 
and incomprehensible. Human reason 
and detection fails when applied to 
things beyond our understanding.

Investigators
The investigators are mostly police 
detectives or federal agents, but the 
group could easily include a professor, 
antiquarian, doctor or other specialist 
as a consultant. The investigators 
should have a connection to New York, 
or to the occult, or both. They need 
to be competent and sane enough to 
be assigned important cases, but also 
flexible enough to cope with occult 
investigations.

Reoccurring NPCs
The head of the Bureau of Investigation 
is, of course, J. Edgar Hoover. For the 
purposes of this campaign, Hoover is 
the voice of authority who shouts at the 
investigators to keep them in line and 
stops them from going public about the 
existence of the Mythos. He can either 
be a paranoid, eccentric but generally 
helpful superior, a sinister manipulator 
of events for his own ends, or just a force 
of nature that sometimes helps and 
sometimes hinders the investigators. 
The Federal Bureau of Investigation 
is aware of several previous cases that 
involved the Mythos. In addition to the 
Horror at Red Hook, there was the 
successful raid on Innsmouth in ‘28, 
and Inspector Legrasse’s rounding up 
of the New Orleans cult earlier in the 
century. 

Fictional FBI agent Joseph Fort is the 
investigator’s primary patron. A veteran 
of the Bureau, Fort is fervently religious 
and convinced that unholy forces are at 
work to undermine the United States. 
He watches for any reports of crimes or 
unusual events that might be the work 

the evidence and the bodies is better 
than admitting Mythos involvement in 
a case.

Setting
Initially, New York, Providence and 
New England – all of ‘Lovecraft 
Country’. Later in the campaign, as the 
investigators become more trusted by 
the FBI, they might be sent anywhere 
in the continental United States. Most 
scenarios begin in the great metropolis 
– or seedy underworld – of New York.

It is the setting of a noir detective 
novel or movie, not the real world. 
The shadows are deeper, the colors 
more lush. Swarthy strangers lurk 
in alleyways, beautiful women hide 
terrible secrets, the rich are corrupt 
and the poor are desperate. 

Style
The campaign has some pulp detective 
elements mixed in with a primarily 
Purist agenda, although is somewhat 
more hopeful and has more potential 
for the players to make a meaningful 
difference to the world. The threat of 
the Mythos is a subtle and terrible one, 
but human ingenuity and determination 
can turn back the tide. The primary 
emphasis is on the unraveling of 
the mystery and putting a stop to 
the Mythos activity, although each 
adventure does include some element 
of personal horror or juicy roleplaying 
for players to get their teeth into.

Mythos
The Mythos is unknown to most 
people, but poke around in the right 
musty bookstore or eerie church and 
you will uncover signs of the Cthulhu 
cult or another Mythos deity. Many 
strains of occultism conceal genuine 
magical secrets, and there are ghouls 
lurking in the subways. Our civilization 
exists on the fringes of older, greater 
inhuman civilizations like the Deep 
Ones or Mi-Go. The Mythos is hidden, 
but it is also all around us.
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The Kidnapping

After kidnapping the Adam, Ambrose 
took him back to his home town of 
Shavertown, ostensibly to keep it 
safe while the rest of the gang collect 
the ransom. As far as Barrett knows, 
Ambrose will return the child to the 
family once the money is handed over. 
In fact, Ambrose is waiting for the K’n-
yani Watchful to climb out of the earth 
and take the child. The Barretts will be 
killed to hide Ambrose’s involvement in 
the kidnapping.

The Spine
Like some loathsome abomination 
raised up from its essential salts by 
a bungling necromancer, this Trail 
of Cthulhu scenario has two spines. 
The first trail of clues leads from a 
kidnapping to organized crime, ending 
in tragedy and a bloody shootout. The 
second trail delves into the Cthulhu 
Mythos and rival sorcerers. 

To find the kidnapped child, the 
characters need to:

•	 Discover the housekeeper, Olga, 
was involved in the kidnapping

•	 Follow the ransom money to the 
Barrett gang

•	 Confront the Barrett gang, either 
in a shootout or by identifying the 
criminals and arresting them one 
by one

•	 Survive the monstrous horror 
sent by the Watchful to kill the 
gangsters

•	 Track the last gang member, 
Ambrose Wisner, to Shavertown

and have no desire to see the Great Old 
Ones return. One sect, the Watchful, 
are dedicated to preventing the foolish 
surface people from meddling with 
cosmic forces or calling back those who 
should remain Outside. The Watchful 
learned of what the Corneliszes had 
accomplished and decided that the 
child must be dealt with, as a sacrifice 
to Tssathoggua.

Their first attempt failed when they 
sent a Formless Spawn to kidnap the 
child from the Corneliszes. But the 
mansion’s magical defenses destroyed 
the spawn before it got close to the 
child. 

Enter Ambrose Wisner. In certain 
places, such as the timber town of 
Shavertown, the surface world comes 
very close to the underworld. Ambrose 
Wisner’s family once traded with those 
below, and owe favors to the Watchful. 
Since then, the timber industry in 
Shavertown has closed down, and many 
of the young people have drifted away 
to the big cities, looking for work. 
Ambrose was one of these, falling in 
with the Barrett gang, a group of bank 
robbers and thugs. When the Watchful 
contacted the surface world, Ambrose 
was the obvious choice for a pawn. 

More than happy to return to his 
ancient masters, Ambrose proposed 
kidnapping the Cornelisz child to 
Barrett. It seemed like a perfect target 
– an isolated house and an intensely 
private and wealthy family. Barrett 
agreed, and had one of his men, Tommy 
Galiano, case the house. He managed to 
gain the confidence of the Corneliszses 
housekeeper Olga, who agreed to help 
the gang for her own reasons.

This scenario is aimed primarily at 
law enforcement officers, such as 
FBI agents, although any high-class 
professionals with a reputation as 
investigators can become involved. The 
game can be played in the Purist or Pulp 
style – the villains and theme are purist, 
but there’s plenty of Pulp elements 
that can be emphasized for a lighter 
game. The main plot revolves around 
the kidnapping of a child by a gang of 
petty criminals, but as the characters 
dig deeper, they find that there are two 
opposing occult powers at work. If the 
characters follow both trails of clues, 
then the scenario presents them with 
an unexpected moral quandary – what 
do you do with an innocent monster?

The Hook
An infant has been kidnapped from 
the Corneliszes, a wealthy New York 
family, and the investigators are called 
in to help track down the child. 

The Horrible Truth
The Corneliszes are immortal sorcerers 
and worshippers of Yog-Sothoth and the 
kidnapped child – Adam Cornelisz - is 
not wholly human. He was born of a 
union between the Corneliszes servant, 
Maria, and a summoned god, like Wilbur 
Whately. They intend for the hybrid 
child to open up gateways between this 
world and other dimensions. 

In the dark labyrinths far below the 
surface, where the world is gnawed by 
strange and terrible creatures, there 
dwell the folk of K’n-yan (see page 139 
of Trail of Cthulhu). They were human, 
once, but millennia of living in the 
blue-litten vaults below has changed 
them. They know much of the Mythos, 
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