
In Unnamable, you take the roles of 
investigators looking into the horror of the 
Cthulhu Mythos, discovering the terrible truths of 
the universe. To do that, you need a character. 
Let’s get started there.

Your Character
First, make copies of the character sheet on 

the next page. Go ahead, I give you permission.

Next, ask the GM what kind of game you’re 
playing. Is it in the 1920’s? 1940’s? 1890’s? 
2000’s? Find that out.

Then, pick a Profession for your character. You 
know the drill here. Are you a college professor, 
journalist, archeologist, surgeon, student, artist, 
etc. This is what your character does.

After that, assign 10 points to your character’s 
Personality Traits. You can only assign up to 3 
points per Trait. Pick from the list nearby or make 
up your own, using the list as a guide. This is 
how your character does things.

After that, write a three physical Descriptions 
of your character. This is what your character 
looks like. 

Finally, write a big fat “20” in the Sanity box. 
And, once you’re done with that, you’re done!

“But wait, John!” I hear you say. “What about 
the other side of my character sheet?” Gentle 
Reader… you aren’t ready to see that yet. But 
soon. Very, very soon.

The Game
When investigating the Mythos, your character 

may take risks that are mentally and/or 
physically challenging. When your character 
enters such a risk, he rolls dice.

Your Dice
This game uses d6s for determining the 

outcome of risks. Here’s the list of how many dice 
you can roll for each risk.

If your Profession is appropriate to the risk, 
add 3d6 to your roll.

If a Personality Trait is appropriate to the 
risk, add 2d6 to your roll. (Only one.)

If a Description is appropriate to the risk, add 
1d6 to the roll.

If a Goal is appropriate to the risk, add 1d6 to 
the roll.

Target Numbers
When the GM calls for a risk, he assigns a 

Target Number. You roll your dice and try to roll 
equal to or greater than the TN.

Every TN starts at 5. Then, as the GM sees fit, 
he raises the TN by increments of 5 based on how 
difficult he considers the risk. A good gauge to 
measure by is “How many complications are 
getting in the way?” For each complication, 
increase the TN by 5.

For example, if fighting a cultist, consider the 
complications. Does the cultist have a weapon? If 
yes, that makes things more difficult, and the GM 
should add 5 to the TN. Is the fight in the dark 
and difficult for the character to see? Add another 
5 to the TN.

If defusing a bomb—because cultists love 
bombs—consider the skill of the cultist. Does he 
have “Bomber” as a profession? I’d add a few 
points to the TN for that. Is the timer below 2 
minutes? Yeah, I’d throw a 5 on the top of that.

If you need a quick TN for things like bombs, 
lockpicking, solving puzzles, etc., add up a 
number of dice equal to the person the character 
opposes. For example, the person who made the 
bomb, the lock, the puzzle, etc. Then, multiply 
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A lot of folks have asked me, “When are you going to do a Lovecraft game?” I always answered, 
“Call of Cthulhu does it just fine.” (The same answer can be given for a King Arthur game and 
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active 
adventurous 
affectionate 
alert 
ambitious 
angry 
annoyed 
anxious 
apologetic 
arrogant 
attentive 
bold 
bored 
bossy 
brainy 
brave 
bright 
brilliant 
busy 
calm 
careless 
cautious 
charming 
cheerful 
childish 
clever 
clumsy 
coarse 
concerned 
confident 
confused 
considerate 
cooperative 
courageous 
cowardly 
cross 
cruel 
curious 
dangerous 
daring 
dark 
decisive 
demanding 

dependable 
depressed 
determined 
discouraged 
dishonest 
disrespectful 
doubtful 
dull 
dutiful 
eager 
easygoing 
efficient 
embarrassed 
encouraging 
energetic 
evil 
excited 
expert 
fair 
faithful 
fearless 
fierce 
foolish 
foul 
fresh 
friendly 
frustrated 
funny 
gentle 
giving 
glamorous 
gloomy 
graceful 
grateful 
greedy 
grouchy 
grumpy 
guilty 
happy 
harsh 
hateful 
healthy 
helpful 

honest 
hopeful 
hopeless 
humorous 
ignorant 
imaginative 
impatient 
impolite 
inconsiderate 
independent 
industrious 
innocent 
intelligent 
jealous 
kindly 
lazy 
leader 
lively 
lonely 
loving 
loyal 
mature 
mean 
messy 
miserable 
mysterious 
naughty 
nervous 
nice 
noisy 
obedient 
obnoxious 
peaceful 
picky 
pleasant 
polite 
popular 
positive 
precise 
proper 
proud 
quiet 
rational 

reliable 
religious 
responsible 
restless 
rough 
rowdy 
rude 
sad 
safe 
satisfied 
secretive 
selfish 
serious 
sharp 
shy 
silly 
skillful 
sly 
smart 
sneaky 
spoiled 
stingy 
strange 
strict 
stubborn 
sweet 
talented 
thankful 
thoughtful 
thoughtless 
tired 
tolerant 
touchy 
trusting 
trustworthy 
unfriendly 
unhappy 
upset 
useful 
warm 
weak 
wise 
worried 

Personality Traits



those dice by 5. That should give you a good idea 
how high the TN should be.

Results
If the player rolls greater than the TN, it 

means the character succeeds. The GM narrates 
the character’s success. 

If the player rolls less than the TN, it means 
the character causes a complication. This means 
the character is successful in his task, but has 
caused an additional problem down the road (or 
perhaps, immediately).

Sanity/Madness
Each character begins the game with 20 

Sanity Points. Whenever a character faces the 
horrible truth of the universe (confronts an entity 
or reads a book, etc.), he makes a Sanity Check.

Roll 1d20 (that’s for Jill; she loves d20s) and 
compare your roll with your current Sanity. If the 
roll is lower than your current Sanity (not equal), 
deduct 1 Sanity Point from your total.

After that, add one Madness Point to the other 
side of your character sheet.

Losing Sanity
When you lose a Sanity Point, you must put a 

point into the Madness box. But when you do, you 
get to also put a point into one of the Traits on the 
right-side of the sheet.

Each Madness Trait can have up to 3 points.

Madness Traits
Hysterical Strength adds dice to any physical 

risk equal to its rank.

Insinuate allows the character to disappear in 
a crowd, to seem a bland face in a crowd. To 
appear completely normal.

Intuition gives the character knowledge about 
the Cthulhu Mythos—it’s creatures, tomes, secret 
histories, etc.

 A character may use Summon to bring forth 
the horrors of the Cthulhu Mythos. The TN for 
Summoning things is usually 10 for smaller 
beasties but increases for larger ones. 10 for a 
Deep One, for example, but 30 for Great Cthulhu 
himself. And yes, Summoning something this 
awful usually costs 1 Sanity Point.

Violence adds its rank in dice to any risk 
involving injuring another character.

(For those of you who are curious, you may 
add Hysterical Strength and Violence.)

Complete Madness
When a character has no more Sanity to lose, 

he goes completely insane. Complete madness. 
His only goal is serving the Dark Gods and the 
utter destruction of mankind.

Those with enough Insinuate can cause a lot 
of damage before they’re put down.

Fighting
When characters fight, both roll dice. Whoever 

rolls higher wins the round and the loser takes an 
Injury Tag.

An Injury Tag is a description of how the 
character was hurt. A broken wrist, a torn off ear, 
a bruised eye or liver… these are Injury Tags. 

When an Injury Tag is appropriate to a risk, 
the character loses one die from the risk. Injury 
Tags can stack, so a broken wrist and a sprained 
ankle can deduct two dice from a risk.

When a character takes his fifth Injury Tag, 
he dies.

Melee And Ranged Weapons
Anything used as a melee weapon gives the 

player a bonus die for fighting. Ranged weapons 
gain two bonus dice.

The End Is Only The 
Beginning...

And that’s really all you need to run 
Unnamable. I mean, there are plenty of other 
Cthulhu Mythos games out there if you want an 
encyclopedia of monsters, spells, gods and other 
beasties. And, you probably own them already.

If you need anything else… just ask me! I’ll 
put your questions in future issues.



Unnamable
Name

Profession

Personality Traits

Description

Hysterical Strength

Insinuate

Intuition

summon

Violence

Sanity Madness

Description

Injury Tags


