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Azathothian Mythos Magic 
Tentacular Hack 

 
Casting magic represents warping human perception to touch on the alien pathways of energy flow in the 
universe, channeling some of that power through carefully constructed forms to achieve a somewhat 
predictable result. This energy and these results are a strange science and art form, utterly unknown to the 
scientific world, and they require a certain alienating acceptance of truths and patterns incomprehensible 
to the fully sane mind. 
 
Learning Magic 
 
Characters planning to cast spells must first gain the Azathothian Wizard talent. 
 
• Azathothian Wizard. Constant ability. You know how to channel mythic energy through spells, you 

can learn spells, and you know hideous dark truths; that knowledge assures you will never be like 
other human beings again. Gain 1 permanent Mental Stress and –1 on Charm tests. 

 
Mythos Wizards begin with this as an inherent ability. The talent should not be broadly available—it 
should only be used if the DM really wants to let non-wizards learn to use magic. There should be 
various…expenses in acquiring this kind of ability. 
 
Each spell counts as a talent. To gain the spell, the character must have access to the source of the spell, 
on a scroll or in a book or in some other form. The spell must be studied for 8 hours per spell level. 
Characters may spend up to 8 hours a day studying, unless they have a talent that lets them study longer. 
Characters may choose to wait to get a talent upon leveling, and study for a spell to gain the talent. 
 
When the character learns the spell, the character takes 1 mental stress point per spell level immediately. 
 
Casting Magic 
 
Memorized Spells 
 
Time taken to cast the spell is listed with each spell. The default is that casting a spell is a focused action. 
 
Each casting of a spell grants 1 mental stress point per spell level being cast. 
 
When the character casts a spell, the player rolls 1d12. The difficulty for a first level spell is 3, for a 
second level spell is 6, and for a third level spell, 9. The character’s roll is adjusted by the character’s 
Commitment. After rolling, the player may add 2 to the roll for each Insight point spent. 
 
Failure. If the spell fails, the character still gets the mental stress points. Otherwise, nothing happens 
unless the player rolled a 1. In that case, the character takes double the mental stress points. 
 
Casting From a Source 
 
The character can try to cast a spell that is not a learned talent from a book, scroll, or other source. This 
costs 1 Inspiration point, takes 1 full round per level of the spell, and is 1 difficulty level higher. 
Otherwise, it is the same. 
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Recharging Magic 
 
It costs 1 Insight point per spell level to recharge a spell to use again. 
 
Level One Spells 
 
• Cloud Memory. Rested. Focus action. The character must touch the target, then spend 1 Insight point 

per magnitude of memory to be erased. Details cost 1, events cost 2, important facts 3, and amnesia 
costs 4. A resisting target can counter 1 Insight point per 2 Commitment bonus, but is otherwise 
helpless. Each Insight point can also clear 1 point of the target’s mental stress, if the caster desires. 

 
• Flesh Ward. Encounter. Focus action. The character ignores the first wound inflicted by each attack, 

for an hour. 
 
• Implant Suggestion. Encounter. Focus action. The character may suggest something to someone in 

conversational distance (including over the phone, etc.) This suggestion counts as a first level spell if 
relatively harmless, but if it could cause real problems for the target, it counts as a second level spell. 
If requiring self-harm or extremely out-of-character acts, then it counts as a third level spell. The 
caster must spend 1 Insight point per 2 of the target’s Commitment bonus, or the spell fails. 

 
• Mists of Releh. Encounter. Focus action. The character fades to half-real, half-ghost. This state lasts 

up to 1 hour, and it takes 1 focus action to become fully real again. In the meantime, up to what the 
character can carry encumbered can be transformed. The character gets +6 to Cunning rolls for 
stealth, but cannot manipulate or pass through physical objects, or attack (even with magic), in this 
state. 

 
• Voice of Ra. Encounter. Focus action. The world slips into sharper focus for about 10 rounds, or 1 

minute, granting a +2 on everything. This does not affect random rolls, only skills, attributes, or 
talents. 

 
• Voorish Sign. Encounter. As a free action before casting, the caster can use the Voorish Sign to 

reduce either the casting difficulty by 3 or the mental stress by 1. 
 
• Wither. Encounter. Focus action. A target in the same arena suffers from 1d5 wounds as the body 

hisses and steams, the flesh drying and cracking. The target takes 2 mental stress, onlookers take 1. 
There is no protection. 

 
Level Two Spells 
 
• Call Friend. Rested. 1 minute. Distance is not important, but the target must have a relationship with 

the caster. The next time the target sleeps, the target will experience a cry for help from the caster. 
The target receives 2 mental stress points, and 2 Insight points that indicate some clues about the 
caster’s difficulty. 

 
• Deflect Harm. Rested. Focus action. The caster chooses 1 direction and a 45 degree angle. Attacks 

coming from that direction are +4 difficulty to affect the caster, whether they are gunfire, magic, goo 
spitting, melee, or otherwise. This even works against attacks the caster is not aware of. 
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• Fist of Yog-Sothoth. Encounter. Focus action. This only works if the caster is unarmed. The spell is 
active for up to 10 minutes as needed. When the character attacks in hand to hand, count the attack as 
a light weapon, but the attack inflicts damage as a very heavy weapon. 

 
• Flesh Encasement. Encounter. Focus action. The caster ignores the first 2 wounds from any attack 

for about an hour. 
 
• Heal. Rested. Focus action. The caster touches the target (including self), then heals the target. If the 

target has more than 2 wounds left, the target regains up to 3. If the target is down to the last wound 
our out of wounds, the target gains 1 wound. If the target is dying or dead, the caster may give up 1 
Brawn attribute to revive the character to 1 wound. 

 
• Shrivel. Rested. Focus action. The caster points at a target within the same arena or an adjacent 

arena. That target takes 2d5 wounds; explosive dehydration is not pretty. The target takes 3 mental 
stress, onlookers take 1. There is no defense. 

 
Level Three Spells 
 
• Cripple. Rested. Focus action. The target must be touched. Then the caster rolls 1d5; that’s the 

number of wounds that are done to the target, and also the number of points taken from Brawn or 
Daring (target choice) as crippling energy writhes through the target, permanently wrecking bone and 
meat and nerves. The target takes 3 mental stress, onlookers take 1. There is no defense. 

 
• Dread Curse of Azathoth. Rested. Attack. Previously, the caster must spend a full minute whispering 

the lengthy foul alien senses of the true name of the horrific mad god called Azathoth. Then, the last 
syllable is uttered (something like b’yethch), targeting a sentient creature in the same arena. That 
creature loses 1d5 Commitment, 1d5 Brawn or Daring (target choice), and gains 3 mental stress. 
However, each casting costs 1 wound—and casting this spell inflicts 6 mental stress. This spell 
cannot be reloaded. Also, there are dark legends of Azathoth’s servants that seek out the sound of its 
name. This is not a spell to cast lightly.  

 
• Displacement. Rested. Protect action. The caster appears to be up to 3 meters from the caster’s true 

location, and the image does not match the actions of the caster. Attacks automatically miss unless the 
attackers figure out what’s going on, then the caster is +6 defense class. The spell can be ignored by 
an onlooker who spends 1 Insight. This can last 10 minutes. 

 
• Spacefold. Rested. Move action. The caster can move anywhere in the arena or an adjacent arena 

through a strange folding of space, teleporting. 
 
• Spectral Razor. Rested. Attack. Space itself is folded into a blade that lashes across a target in the 

same arena. The target takes 6 wounds; a successful Daring test halves the damage to 3. 
 
• Enchant Weapon. Rested. 1 minute. The weapon (including a firearm) now does +1 damage and is 

+2 to hit, and affects supernatural creatures. This lasts until the caster sleeps. 
 
[Ritual Magic yet to come.] 
 
[August 2011 version, Update 1.] 


