Cthulhu


In R’Lyeh Dread Cthulhu Waits Dreaming.  For as long as we would like to remember, he has remained there (with a moment of wakefulness in 1925).  His old cult shattered, a new group has formed around him.  Now his worshipers are among the rich and powerful, latching onto his dreams as a path to power, wealth, and, for some, immortality.


While the ancient one has not stirred, his servants busy themselves corrupting the world for their own benefit. They have all begun separately, and will remain so until they feel the pull to join together while the End-Times near.


Origin: Call of Cthulhu, Delta Green (new cult)


Use in a Campaign: While Cthulhu himself shouldn’t make an appearance in any game not set during the End-Times proper, his dreams and their effects will show.  Characters susceptible to such things (those playing with Deep One artifacts or attempting to delve into the secrets of magic) may well receive a strange dream of the sea and tentacled horrors.


More important to most campaigns will be the cultists.  A widely scattered group of powerful individuals working alone and accumulating even more power.  Most will be found in large cities along coasts (which occur pretty naturally anyway).  Think of Bill Gates as a Cthulhu cultist.  Think about all the subliminal messages he could insert into his OS.  How many hours a day do you spend in front of a computer?

Hastur


He who is not to be named.  That which lives in dark Carcosa.  Hastur interacts with humanity primarily through his guise as The King in Yellow.  In this form, he appears in dreams and nightmares, slowly driving the sensitive insane.  He seems to particularly select artists and authors, but whether he’s consciously doing this or they’re the only one’s who can hear him is unknown.


Once in a great while, the King is summoned to Earth.  It is believed this is the eventual purpose of the play by its name.  Hastur himself is quite difficult to summon, but it is not impossible.  Either summoning is a terrible tragedy, resulting in great losses of life and sanity.


Source: Call of Cthulhu, Delta Green


Use in a Campaign: The King in Yellow exists and humans gravitate towards it.  As people loose more hope, they become more vulnerable to the King’s pull.  


The most common uses for the King are tracking the play and the slow corruption of artists.  An artist having terrible dreams and creating paintings of Carcosa will make an enormous stir on the art scene, but spells bad time ahead for DG and the Institute.

The King in Yellow (the entity)

See Hastur

Nyartholtep


The meddling god, Nyartholtep, is the voice of Azathoth and the Outer Gods.  Nyartholtep has a thousand faces, none of which seem to acknowledge the others.  The most important is probably the Black Man, the entity seen at black Sabbaths.  But he has many monstrous forms and many plain forms.


Many wonder why Nyartholtep meddles with humanity.  Quite simply, it’s not really his choice.  He has forms strewn across every inhabited planet, and quite a few that aren’t.  Earth has its fair share.


Source: Call of Cthulhu


Use in a Campaign: If the players ever actually see a form of Nyartholtep, something either went very wrong or the Endtimes are rapidly approaching.  There is a possible exception for the Black Man or the Bloated Lady.


Those forms show up to corrupt and destroy humanity.  It is thought that other races may have similar forms working against them.  However, as corruptors, they usually keep the casualties to a minimum.


Nyartholtep’s other forms are summoned or awakened to bring destruction and chaos.  Their wakefulness is like a sweet siren’s call to the Great Old Ones, calling for them to awaken.

Shub-Niggarath


Black Goat of the Woods with a Thousand Young.  Shub-Niggarath is a thing, often called a goddess; it is almost a symbol of life and change.  She is worshipped by many small cults around the world, but no world-spanning organization.


Physically meeting Shub-Niggarath is suicide.  Meeting her cultists or her young (aka the Dark Young of Shub-Niggarath) works out a lot better.


Source: Call of Cthulhu


Use in a Campaign: The Dark Young (ropy, tentacled trees) are often used as “watchdogs” by various Mythos entities.  They hide and wait, killing anyone who attempts to infiltrate the area.


Shub-Niggarath’s cultists are generally useful.  They are distinct from most mythos cultists in that they look more like random Wiccans than anything else.  However, many of the higher ranking members with have beneficial (or not) mutations from Shub-Niggarath’s touch.


Using SN herself is basically just silly.  She works well as a threat, but that’s about it.  If she physically shows up, expect lots of people to go insane and about an equal number to die.  For apocalyptic scenarios only. 

Stephen Alzis


Some think he is merely an asian sorcerer.  Some think he is the god Nyartholtep.  Some believe he is Simon Magus.  Any of these could be true; it doesn’t really matter.


Alzis spends a lot of time in Club Apocalypse, but can be found nearly anywhere.  He specializing in finding and trading information.  He has gathered so much already, he has the end in sight.  Alzis will carefully maneuver agents, vampires, mythos entities, and nearly everything else to collect those last few pieces.


Source: Delta Green


Use in a Campaign: Alzis can be a patron of the party, leading to a sort of strange upside-down version of a normal campaign.  He isn’t a good person, so its very likely the PCs will find themselves left out in the cold after a time.


In most campaigns, Alzis is a symbol of the Mythos.  He slips through the cracks everywhere.  It’s usually best to let the party hear of him several times before they meet him, so they have some idea what’s going on.  Eventually, they’ll need his knowledge, and then they become entangled in his plans.


Another option is to have Alzis at the center.  He is the master schemer.  As the party tries to bring his world down around him, he tries to subvert them or destroy them.

