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“They worshiped, so they said, the Great
Old Ones who lived ages before there were
any men, and who came to the young

world out of the sky. Those Old Ones were
gone now, inside the earth and under the
sea; but their dead bodies had told their
secrets in dreams to the first men, who
formed a cult which had never died. This
was that cult, and the prisoners said it had
always existed and always would exist,
hidden in distant wastes and dark places
all over the world until the time when the
great priest Cthulhu, from his dark house
in the mighty city of R'lyeh under the
waters, should rise and bring the earth
again beneath his sway. Some day he

would call, when the stars were ready, and
the secret cult would always be waiting to

liberate him.”

THE CALL OF
CTHULHU



Welcome
to Arkham

The year is 1926, the height of the Roaring Twenties. Flappers

dance till dawn in smoke-filled speakeasies drinking alcohol

supplied by rum runners and the mob. It’s a celebration to end all

celebrations in the aftermath of the War to end all Wars.

Yet a dark shadow grows in the city of Arkham. Alien entities

known as Ancient Ones lurk in the emptiness beyond space and

time, writhing at the gates between worlds. These gates have

begun to open and must be closed before the Ancient Ones make

our world their ruined dominion.

Only a handful of investigators stand against the Arkham

Horror. Will they prevail?
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