
 

 

Joker: In the crawling ghoul warrens you see, against all 

reason, a man in a suit vanishing around the corner ahead 

of you.  Make a Speed (-2) check to catch up with Randolph 

Carter and gain him as an ally. 

Ten: As the clan of ghouls feasts in front of you, for a 

moment you think you recognize something in one of their 

faces.  Frantically, you search for someone you thought 

long lost.  If you pass a Luck (-2) check, gain A Familiar 

Ghout. 

Nine: The leader of this pack keeps a ghoulish trophy of 

some past meal in his cave.  Draw a unique item, and you 

may chose to make a Sneak (-2) check to steal it.  If you fail, 

the enraged ghouls catch you and cast you into the Vale of 

Pnath, and you are delayed. 

Eight: In the ruin of the ghouls feast you see a scrap of 

paper.  If you pass a Luck (-1) check something is scrawled 

on it, draw a spell.  If you fail, then examining the shredded 

meat so closely loses you one sanity. 

Seven: The ghouls have many things to trade, but there is 

only one currency they will accept.  You may discard any 

number of monster trophies.  Draw dream items equal to 

the number of trophies discarded, and keep one. 

Six: The ghoul warren yourself echoes with the meeping 

voices of its inhabitants.  Make a Lore (-2) check to pick out 

a few important facts and and gain two clues. 

Five: A ghoul enthusiastically presents a meal to you, but it 

looks horribly familiar... Return one ally to the box, then 

make a choice.  If you eat, you gain one stamina, but lose 

one sanity. 

Four: Lost in the abyssal dark, you wander hopelessly 

through strange tunnels.  If you fail a Luck (-2) check you 

plunge over the edge!  Gain an injury from the fall and 

move to the Vale of Pnath where you have an encounter. 

Three: You sit by the shore of the silent sea, watching it 

lap against the rock and feel strangely at peace.  Gain two 

sanity. 

Two: The ghouls scatter as a monster appears!  If you 

defeat it, they consume the corpse, you may not take it as a 

trophy, but they give you a dream item in gratitude. 

 

 

 

 

Ten: One of the countless ghouls that capers in this place 

bears an uncanny similarity to a long lost friend of yours.  

As you stare into his eyes, make a Will (-2) check.  If you 

pass, he whispers your name, gain A Familiar Ghoul as an 

ally.  If you fail, you see only an animal remains. 

Nine: If you discard five toughness worth of monster 

trophies, the ghouls are so delighted by your gift one offers 

to accompany you.  Gain A Familiar Ghoul as an ally.  

Eight: The ghouls know every single tunnel that weaves 

throughout the Dreamlands, but you will need to pay their 

price for guidance.  If you spend a monster trophy, you may 

immediately move to any location in the dreamlands and 

have an encounter. 

Seven: If you offer the ghouls a feast, you can listen to 

their gossip about the Dream as they gorge themselves.  

You may discard any number of monster trophies to gain 

that many clues. 

Six: The ghouls hammer on the lid of the massive 

sarcophagus, unable to get at the sweetmeats inside.  Make 

a Fight (-3) check to lever the lid off yourself.  If you do, 

what you find inside grants you three clues but loses you 

one sanity. 

Five: The ghouls retreat and you search through the 

remains of their feast.  Make a Luck (-1) check.  If you pass, 

you find a common item, if you fail you find $1.  In either 

case, lose one sanity as you realize the meal must have 

come from the waking world. 

Four: The filth encrusted tombstone reads “Joseph 

Curwen, 1662-1771”.  Make a Lore (-1) check to make the 

link and gain two clues.  

Three: Against all odds, you find the ghouls strangely good 

company.  You almost feel as you could spend your life 

amongst them...  Gain two sanity, but you are delayed. 

Two: Starving, you fall upon the strange fungus and hope 

it is edible.  Make a Luck (-1) check.  If you pass, gain two 

stamina, but if you fail you are delayed as you hallucinate. 

 

 

 

 

The Abyssal Peaks 



 

 

Joker: A swarm of nightgaunts flutters overhead briefly 

before dropping a figure in front of you.  If you pass a Luck 

(-2) check Randolph Carter dusts off his coat before 

introducing himself as your newest ally.  If you fail, a 

horrible monster appears! 

Ten: The skull lying in front of you looks almost human, 

but something is a little odd about the shape...  Make a 

Lore (-2) check to realize what it is and gain the Skull of an 

Elder God.  If you fail, you kick it aside idly and are cursed. 

Nine: You find the terrifying skeleton of a Dhole lying half 

out of the bones.  The sheer size of the beast loses you one 

sanity, but you find what killed it as well.  Draw dream 

items till you find a weapon and keep it. 

Eight: You hear a terrible noise from beneath you, some 

vast mass crushing its way through the bones.  The sound 

builds and builds, echoing until it is all you can hear.  Make 

a Will (-2) check or lose two sanity. 

Seven: You find another being lost in the vast, hellish 

abyss.  Make a Luck (-1) check.  If you fail, it a monster who 

attacks you, but if you pass the dying ghoul tells you how it 

came to be here, gain a clue. 

Six: You hear strange voices and duck behind a bank of 

skulls.  If you fail a Sneak (-1) check a pack of Moonbeasts 

abducts you to The Moon. 

Five: A hungry Dhole lurks beneath you, and you must step 

lightly lest it senses the vibrations.  If you fail a Sneak (-) 

check, you are reduced to zero stamina. 

Four: A massive avalanche of bones tumbles down on you.  

Make a Speed (-2) check to get out of the way, or lose two 

stamina.  Pass or fail, you find a clue in the wreckage. 

Three: A Dhole barrels underneath you at speed, raising a 

huge wake of tumbling bone above it.   Lose two stamina as 

the razor edged bones strikes you. 

Two: If you pass a Luck (-1) check, you find a skeleton 

holding something strange in skinless fingers.  Gain a dream 

item. 

 

 

 

 

 

Ten: You can feel something beneath you, putting your 

teeth on edge and making your eyes water.  Drawn 

irresistibly, you dig with your bare hands through the 

bones.  Make a Fight (-2) check, if you pass you find the 

Skull of an Elder God, but if you fail you cut your hands to 

ribbons trying, lose three stamina. 

Nine: Atop an impossible pillar of teetering bone sits a 

jewelled skull.  Make a Sneak (-2) check to climb up and 

gain the Skull of an Elder God.  If you fail, you disturb the 

mountain and it collapses on you, gain an injury. 

Eight: You strange chants echoing from the blackness.  

Make a Lore (-1) check to understand what is being said 

and gain a spell. 

Seven: You find the half rotted, noxious corpse of a 

human.  If you try to inspect the body, make a Will (-2) 

check.  If you fail, the stench drives you away, lose one 

sanity, but if you pass you see the man wrote something in 

his own blood before dying, gain two clues. 

Six: As you clamber over the tree trunk, you realize it is 

actually a finger bone.  Shuddering, you gain one clue but 

lose one sanity. 

Five: You find the bones of a Gug lying in the Vale, and 

clutched to its skeletal chest is a strange tablet.  If you read 

the tablet, you are reduced to one sanity, but gain clues 

equal to the amount of sanity you lost. 

Four: As you trudge endlessly across the Vale, razor edged 

bones tear at your feet.  Lose one sanity and one stamina. 

Three: The bones begin to shift like a whirlpool, 

threatening to drag you down beneath the sea of decay.  

Make a Speed (-) check to dash out in time, or you are 

reduced to zero stamina.  

Two: The vale shakes as a massive Dhole rises, blind head 

searching for you.  Gain two clues, then make a Luck (-1) 

check.  If you fail, it reduces you to zero stamina.  

 

 

 

 

 

The Vale of Pnath 



 

 

Joker: A man and a pack of ghouls races past you,  and you 

hear the sounds of Gugs in pursuit.  If you pass a Speed (-2) 

check you gain Randolph Carter and move with him to the 

Enchanted Woods.  If you fail, you lose two stamina.  

Ten: In the morbid temple of the Gugs, they have built a 

great altar in devotion to the Crawling Chaos.  If you dare 

read the inscriptions, you gain Forbidden Knowledge, but 

you are cursed.  

Nine: You find the bloody remains of one of the Gugs cruel 

rituals.  Gain up to three clues, but lose a sanity for each 

clue you gain. 

Eight: The voiceless Gugs are engaged in some horrific 

ritual, moving their titanic paws in unison while sacrificial 

victims are slaughtered.  You gain two clues as you watch, 

but add one token to the Nightmare track. 

Seven: A bell tolls and silent gugs pour out of their homes.  

As you see their endless ranks, make a Will (-1) check or 

lose two sanity. Six: Words are written on the wall of this 

windowless tower, scratched into solid stone by the 

massive claws of the Gugs.  Make a Lore (-1) check to 

understand the words and gain a spell. 

Five: Make a Sneak (-2) check to slip inside one of the 

windowless towers and relieve the Gugs of a dream item 

you find inside. 

Four: Shackled to a post is a dreamer you recognize.  “Help 

me...  They mean to take me to the Crawling Chaos!”  Make 

a Sneak (-2) check to find the key to his bonds and gain an 

ally.  If you fail, you share his fate, and are taken to The 

Moon. 

Three: Silent despite its colossal size, a Gug looms over 

you.  Make a Combat (-2) [3] check to defeat it.  If you fail, 

it drags you off as a sacrifice to its masters, you are taken to 

The Moon. 

Two: The Gug lurches towards you, claws lashing in the air.  

If you pass a Luck (-2) check, a band of Ghasts leaps on it 

while it is distracted, and you slip past to the dream item 

they were guarding.  If you fail the test, you lose three 

stamina before you can escape its wrath. 

 

 

 

 

 

Ten: The books of the gugs are written on slabs on 

obsidian two inches thick.  Make a Fight (-2) check to lever 

them open and read why they were banished below the 

earth, gaining Forbidden Knowledge.  

Nine: The gugs prostrate themselves as an alien pharaoh 

walks through their city.  He lays his hand on the Sign of 

Koth and speaks his true name.  The Nightmare track is 

filled, but you gain Forbidden Knowledge. 

Eight: The massive body of a Gug is treasured by the 

ghouls, and you find a pack raiding the titanic graveyard.  If 

you pass a Will (-1) check you persuade them to give you a 

dream item they found in the grave, but if you fail they claw 

at you till you flee, lose two stamina.  

Seven: As you sneak past a tower made of some alien 

stone, you hear a foul voice echoing forth.  You know the 

Gugs do not speak,  so who or what is issuing orders?  Gain 

a clue but lose a sanity.  

Six: The gigantic tower that leads out of this city to the 

woods above is covered in strange inscriptions.  If you pass 

a Luck (-3) check, you realize that one of the glyphs can be 

detached.  Search the Dream item deck for the Sign of 

Koth. 

Five: The Gugs sleep, but ghasts prowl their streets, 

hoping for easy prey.  Make a Fight (-2) check to fight them 

off, otherwise you lose two stamina. 

Four: A lone gug lurches past your hiding place, and you 

notice something valuable in its massive paws.  If you chose 

to ambush it, make a Combat (-2) [3] check.  If you fail, you 

lose four stamina, but if you pass you lose one stamina and 

gain a dream item.  

Three: The gugs have raised a statue of Nyarlathotep, and 

heaped before him are offerings.  If you go through the pile, 

gain a dream item but the proximity of the foul statue loses 

you two sanity. 

Two: The gugs have been whipped into a fever pitch!  You 

are delayed waiting for this activity to subside, but you gain 

two clues as you watch their dark industries. 

 

 

 

The Cyclopean City 


