The Cookbook


This glorious piece of the Mythos has the entirety of the Earth’s genetic structures laced into it.  Many of the sequences are specifically faulty, but often in a way that can be surmounted.


The tome is in the possession of MJ12, and its data are used by many sub-programs.  This gift is responsible for much of the power MJ12 has in the field.  Agents are being modified with its techniques into horrible monstrosities.


Origin: Delta Green


Use in a Campaign: This is an explanation.  It shouldn’t really show its face.  A few pages here and there might give the players an interesting perspective on what’s going on, but the full tome should never even be evidenced.


What it does do is give an explanation for several types of adventures.  The mutant escaping a government lab, the horrible torturing government lab, and scary genetically altered diseases/animals.  It also provides explanation for the superhuman abilities of certain MJ12 agents.

Dark Matter


Several dimensions exist adjacent to one another.  One is the dimension we know and love.  All around it are other dimensions, with their own particles and their own “magic”.  The particles affect our gravitation and the magic is focused around the particles.  By reaching into the other dimensions, amazing effects can be achieved.


Many being do this naturally.  The Mi-Go use them to fly, the Llogior live within them, and the might of the Mythos is found with them.  Humans do affect some slightly through their psyche (see Umbra).


Origin: Dark*Matter


Use in a Campaign: It’s a reasoning, an explanation.  It also gives us the Dark Tide, which gives a further explanation.

Dark Tide


Much the matter in our dimension, the matter in many others is uneven.  With all of them moving, sometimes the clumps intersect.  When a large amount of Dark Matter from various other dimensions crosses paths with Earth, it is called the Dark Tide.


The Dark Tide is signified by a jump in supernatural activities and the strength of those activities.  Ancient powers stir, humans awaken to true power, and doorways flare to life.


The most recent Dark Tide has begun to take hold.  Strangeness is beginning to spread and many fear that the end of the world, or at least the end of humanity, is near.  As time progresses, the manifestations of Dark Matter will become stronger and more frequent, until the wave breaks and reality slowly returns to “normal.”


Origin: Dark*Matter


Use in a Campaign: It gives a beautiful excuse for any number of things.  First, it allows you to constantly up the ante.  Second, it gives an explanation for why the supernatural hasn’t overwhelmed us in the past.  Third, it allows the normal amount of paranormal activity required to run an episodic campaign to be maintained.

Diabolism


Diabolists concentrate on summoning daemons and using daemonic power to do their dirty work.  In exchange they make blood sacrifices and do other, even less pleasant, things.  In many ways, Diabolism is a framework for dealing with the beings known as Bering Demons.


Some parts of Diabolism overlap heavily with Mythos Magic (the Call/Bind spells, to be specific).  As such, it likely isn’t uncommon for individuals to practice both.  Similarly, Diabolism is draining on the psyche.  No more so than any other rituals sacrificing humans to contact your demonic masters would be, but still the quick road to insanity.


Source: Dark*Matter


Use in a Campaign: This is pretty specifically villain magic.  If it falls into the hands of the players, just enforce the sacrifices required and let the rest of the party or law enforcement catch wind of it.  Of course, they can always just cut themselves.


If players do manage to stay on the white side of diabolism, more power to them.  If not, neither the HI or DG appreciates their agents adding to the problem.

Doorways


Sometimes, the reality around an area becomes twisted and Dark Matter naturally wells there.  Sometimes, powerful forces will extend these twists and use them to burrow through to other locations or other realities.


When Doorways are low on Dark Matter (between Dark Tides), they will remain generally inactive.  When the Dark Tide rises, they will flare back to life.


Many races have their own ways of exploiting doorways.  However, few seem to be able to manipulate or predict where they are created.  Some believe they are created through the will of a certain force (usually God, Azathoth, or Nyartholtep).  Most races associated with the “Mythos” have no use of the Doorways at all.  It is known that the Elder Things and the Great Race of Yith know how to use them, but most of the Mythos provides its own transport or can create portals on a whim.


Source: Dark*Matter


Use in a Campaign: These offer great adventure hooks.  Someone goes through, someone brings something back, something comes through of its own volition.  Some activate periodically, creating recurring patterns.

The Dreamlands


Some of us, when we dream, slip into the collective unconscious known as the Dreamlands.  Strange beings dwell there, alongside the human dreamers, creations of the imagination and strange visitors.  


In many ways the Dreamlands are the place where humanity does have some say.  Reality flows like water to conform to the will of an experienced dreamer.  However, in the end, the Dreamlands are much as corrupt as the rest of the world.  Nyartholtep resides here almost openly, Cthulhu’s influence brushes across the landscape, and the Plateau of Leng looms high.


Source: Call of Cthulhu


Use in a Campaign: The Dreamlands are in some ways the last refuge of sanity.  For those who know how to travel here, it can be a sanctuary.  However, the Others destroy this world with just as much indifference as Earth itself.

Enochian Magic


Based on the ideal of making deals with non-demons, Enochian magic is a strange art.  The casters haven’t any idea what they’re contacting, but it tells them to do very specific good deeds.  As such, many good sorcerers use this style of magic.


Some would like to believe that there is some grand being assisting the human spirit towards the path of righteousness.  Unfortunately, this isn’t exactly the case.  Enochian Mages contact the Archangels within the Dreamlands.  The spells are predetermined pacts to allow the Archangel an agent on earth and the mage a jolt of power.


This is separate from Faith Magic.  Faith magic is using your force of will, backed by immense faith, to perform Magick.  Enochian Magic contacts entities within the Veil of Sleep to exercise their power through you.  Faith Magic is very flexible, but must stay within the bounds of belief.  Enochian Magic has carefully defined functions.


Source: Dark*Matter, In Nomine


Use in a Campaign: Enochian magic is white hat, good guy magic.  Deep in the Dreamlands there are ancient gods masquerading as Archangels that answer your requests, but the mage doesn’t know that.  This is why Enochian Magic is immune to Paradox.  The user isn’t actually doing anything except acting as a conduit.  Thus, Enochian Magic is technically Mythos Magic.


That discover can make all those years of magic use seem sort of dirty and disgusting.  For more on that See Celestials.

Faith Magic (General)


Drawing upon the power of belief, Faith Magic is a form of magic.  Most users of Faith Magic do not realize they are magi.  Many do not even realize they are special.


Faith Magic is generally quite useless against things outside the human frame of reference.  However, this means it is still rather effective against Zombies, Diabolist-summoned Bering Demons (for banishings, at least), and any Vampires or Ghouls with a bit of humanity left.


Source: Dark*Matter


Use in a Campaign: Like Enochian magic, this can be a “good guy” source of miracles.  Wise users will note that their power works only on those who also have some belief in it.  Even the smallest shred of belief is enough to latch on to.  A true disbeliever, someone who has never heard of that Faith or a completely inhuman entity will all be unaffected.

Faith Magic (Monotheism)


Magic drawn from Judeo-Christian/Islamic sources, this type of faith magic seems to work fairly well in the United States. However Monotheistic faith effects are still powerful, but indirect.  An exception to this are exorcisms and wards, although they usually work only on a bare handful of entities.


This should not be confused with the magic wielded by Soldiers (See Enochian Magic).  The magic used by Soldiers is granted to them by higher powers, this magic stems from the individual power of the magi.


Source: Dark*Matter


Use in a Campaign: Groups with monotheistic faith magic will include Vatican-endorsed monster hunters (see the Hidden Order of St. Gregory) alongside doomsday cults.  Strangely, the cults tend to be more powerful, simply because they are surrounded by true believers.


Ideally when this type of magic is used, they’ll be left to wonder whether anything actually happened.  A healing prayer may lead to a quick recovery (or was that just their body at work) rather than wounds sealing instantly.  If possible the second should seem alien and strange, associated with dark cults.

Hermetic Magic


Hermetic magic attempts to use delicate patterns, complex webs of techniques to manipulate reality without being harmed by it.  Behind the strange symbolism of the myriad Hermetic texts, magic both fair and foul can be seen.  By focusing the energies of the magics upon physical objects, the alchemists have been able to avoid some of the worst side effects of magic.


In essence, Hermetic Magic is a human attempt to sanitize Mythos Magic.  Its success has been mixed and the students rarely know which version they are getting.


Hermetic Magic is bound more by a language of pictures and symbols than by a unifying philosophy.  To lump its effects together is similar to saying “All English Literature is…”


Source: Dark*Matter


Use in a Campaign: Alchemy is a high risk, high yield practice.  When a tome is deciphered, the methods contained may be purely chemical, involve summoning a mythos creature, or may be relatively safe but magical.


The “safe” spells are those which draw upon the Mythos without allowing the caster to understand or touch it.  If they know what they’re doing, it’s just as bad as any other spell.  If they fail the ritual, the darkness can often reach out and touch them.

The Human Frame of Reference


All of humanities hopes, fears, thoughts, and dreams exist in this world view.  It is humanities power and their shield against the Mythos.  Unfortunately, the Mythos is far too powerful for mere disbelief and rationalization to stave it off when it truly appears.


Humanity has something of a hive mind, in that the Unconscious is truly collective.  It is a tangled web, but every time another member of the race begins to stray from our Frame of Reference (i.e. go insane), the entire web is weakened slightly.  Thankfully for humans, they have a high turnover rate, constantly refreshing the pool.


Eventually, humanity will awaken.  This is known to be heavily associated with the EndTimes, but whether the awakening is a cause or effect is not known.


Source: Me


Use in a Campaign: This is basically here for drawing lines in the sand.  Is something “Real” or “Human.”  The Mythos and that which draws on it are “Real.”  Sanity, True Magic, Faith Magic, and the like are “Human.”  Real trumps Human.


So how do the humans defeat Real things.  Using reality and their wits.  Magick rituals and crosses won’t help much, but guns and explosions seem to work.  And of course, they can always call upon the Mythos to help them.

The King in Yellow (the play)


A play about Carcosa and its rulers, the King in Yellow drives men mad.  Many have tried to perform it, and some have even gotten close, but it is doomed to failure.  Those reading the play are slowly driven insane and performing a part is likely to consume you.


Source: Call of Cthulhu


Use in a Campaign: There are a few fun uses for this play.  It can be used as a common thread.  Through the campaign have the insane scrawl verses from it on the walls in their own blood.  Maybe some of them have a few pages of it, or a poor translation.  This implies two things: that even an extremely toned down portion of this play is dangerous and that people with no reason to actually have seen a copy of the text are spontaneously generating it.  It’s creepy, try it.


You can also make it a threat.  Using modern technology, they try to put on the play.  Give each actor only their part of the script and detailed stage directions, then overlay them with computer imaging.  Or make a video game based on it or just scan it and post it on the net.  Watch the players race against the clock when every hour means three new hits and every hit is someone screaming their life away locked in an asylum.


Lastly, it can be a goal for the insane.  They don’t want to end the world.  They just want to share this wonderful, eye-opening play with everyone in the world.  Maybe they just want to perform it as it was meant to be.


You may not want to deal with this depth, but in Mythos terms, this play does open your eyes to what’s really going on.  That’s why it drives you insane.  So the cultists really are just trying to let people see reality as it is.  But you have to stop them.

Mindwalking

See Psychics

The Mythos


The entities collectively known as the Cthulhu Mythos, or simply the Mythos, are a diverse lot that share a few important traits.  They are completely outside humanity’s frame of reference, they stretch across several dimensions, and their existence often serves to shatter humans’ minds.


The power of the Mythos is drawn from those other dimensions (see Dark Matter).  As such it is true science and cannot be ignored or changed by anything other than true science.  Their power is the art of reality.


Source: The Writings of H.P. Lovecraft, Call of Cthulhu


Use in a Campaign: The Mythos is a mindset and a collection of ready to order villains.  As a mindset, it is truly and finally depressing and terrifying.  It is the expression of an uncaring reality and the mighty unknown.


As a collection of villains, it works best when mixed with other sources.  Fighting against more human evils will make the truly alien even more shocking, and visa versa.

Mythos Magic


The process of tapping into the Mythos, taking either its entities or its powers.  As such it is the power of reality.  Humans understand it only slightly and see the Mythos through primitive eyes.  As such, Mythos Magic is still spells and summonings.  Those races truly at one with the Mythos (Mi-Go, Byakhee, et cetra) see this magic as either an exercise of will, an art, or a science.


Source: The Writings of H.P. Lovecraft, Call of Cthulhu


Use in a Campaign: This magic is the “Dark Side,” so to speak.  It corrupts everything it touches and drives its users insane.  Still, the party may find need to use it, especially when its power has been dangled in front of them.

The magic of the Mythos needs no game mechanic to make it a drug.  It’s so much easier, so much better, and the harm seems to land on others (at least, you won’t live to tell it landing on yourself).  The loss of sanity decreases as the caul drops away.

Psychics


There are two types of psychics, between which an important distinction must be made.  There are humans who believe they are psychics and there are entities, be they human or not, that can use their minds to control reality.  The first are a type of Mage, the second are what we are dealing with here.


Very few humans fall into this category.  The unaided human mind simply cannot affect the other realms.  That said, certain humans have changed themselves or harnessed the power of the Mythos to achieve this affect.  Most of them reside in K’n-Yan (see the Brotherhood of the Yellow Sign), as it was the original Mi-Go manipulations removed this ability from the gene pool.  


Most races of the Mythos possess this ability to one degree or another.  The Great Old Ones are masters of it, while lesser races have correspondingly less.  To see how they use it, see their individual entries and the entry on Dark Matter.


In more recent years, the stirring Great Old Ones have been pulling humans back towards this ability.  


Source: There are psychics in Dark*Matter, but this is just sort of random


Use in a Campaign: This is what the Mi-Go took away from us so long ago.  We managed to grow the caul (our collective unconscious, our “sanity”) in response to loosing it.


This class of abilities is what all Mythos powers stem from.  

Shamanism


Shamanism is rather unique in that it basically admits its drawing its powers from the Dreamlands (or the Dreamtime or the Spirit Realms, or whatnot), although Voodoo shares some of this.  Found in “primitive” cultures the world over, Shamanism deals mainly with the forces of nature and contacting the spirits.


In recent years, Shamanism has almost died out in many parts of the world.  This is partially due to the Technocracy and partly due to the implacable advance of technology.


Shamanism is usually highly ritualized and has broad but subtle effects.  Once, cabals could summon storms almost instantly, now the winds drift languidly bringing rain.  


Source: Dark*Matter


Use in a Campaign: Shamans are usually mysterious old men, allies in times of dire need.  Your players may be unpleasantly surprised to find Shamans working with the cult of Shub-Niggarath.  Or Tcho-Tcho shamans (mixing Shamanism with mythos magics).  Players with Shamanistic training should be rare, but not really disallowed.

Sorcerers


This is just a term I use to describe those who directly use Mythos Magick.  Magi are those who use more earthly forms of magic.


See Mythos Magic.

“True Magic”


A catch phrase used by mages to differentiate between themselves and others.  Also known as “Magick.”  Those who can harness the forces of reality through the power of the mind consider themselves better than those who use ritual and visa versa and on and on.


This is really just humans drawing lines in the sand.


Source: White Wolf


Use in a Campaign: First, let me justify myself on this view.  White Wolf (in Sorcer: Revised Edition) specifically says Sorcerers and Mages can not tell themselves apart from each other.  Why have two completely different rules systems, then?  And why distinguish them?


The basis for magic in a non-Mage game of HAAMGE should probably be Sorcerer style magic.  It fits with the setting better and slots in perfectly with the Path system I’ve been using.

The Umbra

The Umbra is an example of what happens when humans try to lump things into categories.  A lot of really strange things go on outside of earth and they all get labeled Umbral.

Things labeled as parts of the Umbra include the Astral Plane (Delta Green), the Dreamlands (Call of Cthulhu), The Deep Ethereal (In Nomine), and others.

Source: World of Darkness

Use in a Campaign: Werewolves can slip their way into part of the Umbra.  I would say the Astral Plane, although I don't have the official source on what that means in Delta Green.

Magi can also do so, I'd say that they'd end up in the source of their power, the Dreamlands.  The Ethernauts and suchlike explore the Deep Ethereal.

In general, most people do not see the Umbra as a single entity.  And it shouldn't really be played as such.  Even in its original form, its not coherent.

Voodoo


Servants and masters of the Loa (spirits), Voodoo practitioners are a strange lot.  Allowing themselves to be possessed by the Loa, they run the serious risk of a mythos impersonator.


Voodoo is highly ritualized, but still generally based on the framework of Faith Magic.


Source: Dark*Matter


Use in a Campaign: Like Faith Magic, Voodoo seems rather indirect in its abilities.  Your enemy got hit by a car, was it you?  However, a large number of people see Voodoo as an operative faith, even those who do not follow its practices or really know what it is.  This makes Voodoo practitioners more able to act alone than other users of faith magic.


An interesting way to run Voodoo is through use of two sets of Loa that the practitioner can not distinguish.  Dream Loa are ones created through mankind’s belief.  Mythos Loa are avatars of Nyartholtep, or fallen Dream Loa.  The fact that many people can be possessed by Baron Samedi at one time can point towards this conclusion.

