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These Cards & Thei

B

At the end of a one-shot adventure'}
where your character survives,

have you ever wondered what hap-
pened to them? Did they go on to
fight the Cthulhu mythos or did
they retire to safety? With these
cards you can find out. #

Best used  with/ pre-generated
characters in one-shot or conven-
tion games, these cards are intend-
ed to be handed out, face down, to
each player who has a surviving
characeter. They should read out
their doom or destiny to those
around the table giving closure to
their character’s life.
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A Warning
These cards support a game that
depicts horror at its darkest and
most disturbing. It is a game

of madness, monsters, and the
haunting of the self.

At times, the Call of Cthulhu®
roleplaying game can turn down
some very dark alleyways and
deal with subjects that are quite
mature such as suicide, murder,

mental illness, torture, and death.

Our aim is not to make light of
these issues but to stay faithful to
the source material and to bring
in to focus the tragic horror of
these issues.

-
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- Join The Cult of thé Fox!

Weraim to bring you the very best
of Games, Hobbles, and General
: Welrdness You can find more Call
i of Cthulhu®-at chaosmm com and
| "c')ur “products at stygianfox.com
i “and also find us| lon Facebook by
/ . searching for Styglan Fox Publish-
ing or Stygian Fox Fiction.

Afterlives is ©StygianFox 2018.
Call of Gthulhu® is a trademark of Chaosium, Inc
and is used with permission.
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tephanle 'Mc elal ,

S WWW. stygzanfox com

Main Artis

WwWw.cotronis.com % ,

* Mihai'Bila *&“ X

- WWW. artstation. com/mcmssusart \!\

RPG by Chaosmm, Inc.
www.chaosium.inc
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After) numerous attemptsiatsy
therapy:it waskthought by all
who knewgyou'kthat itiiwas
kinder' to).commit’ you long

term to a sanitarium. Q/

You endem%adecade
later with a rusty;nail. No one,
apart from ‘your; fellows, ever. .
believed you about' ‘monsters. -
from beyond space and time’ j

SRR S Sy
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A\QuietCotner
After years of dealing with those
strange events that night, your

‘haractor cankintsg addiction an

, character sankinto addiction and

eventually escaped to North Pa-
tagonia, found a partner, raised
a family, and farmed Barley.

You may still be haunted by
your dark nightmares but
have found a peace of sorts.

2
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galned from your harrowmg;
experlence and _eventually \
found a lost and ancient alien - \‘, i

city deep below the Austrahan i
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ASWell=EarnediRest

After a few months recuper-
ation your character was ap-
proached by the government
and invited to lead a task force
against this new and emerging
threat to all of Mankind from
the supennatural. You were one
of the fabled “Top.Men’

You served valiantly until the
end of your-years. You died in
your sleep surrounded by fam-
ily and friends.

A rare end indeed.
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A
Ignorance Is Bliss

After two months you began to
throw yourself into your work
and it began to seem like the
events you bore witnessed to
were a horrible dream.

You did well-for yourself finan-
cially in the following years in
your chosen career and then
retired to live %your days in

comfort. “r Q

You never spoke about the
horror.
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Driven

Your character left the area at
their earliest opportunity and
became a Teacher. You married,
raised a family, and became a
much respected member of the
community.

Your character lived a long life
but was killed in a hit-and-run
in their 80%.
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strange events your
%r»acter sank into 1nsan1ty

You soug| strange calls
you dreamed of and joined a
group outside Dunwich ‘where
you worshipped alien gods.
You were killed in an FBI raid
in 1932. =
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The Ultimate:Sacrifice

4

Only scant hours after the
events of that night, you were
waylaid by cultists at home.
Your companions would never
find your corpse. You became
a sacrifice for a dark entity
that evening and the only clue
would be a hasty note left be-
hind:

“I hear them. They come for
me. If you find this..”

//
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Lost'In The Peaks

After that night things started
to calm down. No one noticed
you were missing until it was
too late. Inexplicably, your re-
mains were found gnawed and
scattered on the high slopes of
amountain in Vermont 3 years
later.
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Makingian Art oféthes,
f I‘\‘/I";acablﬁe0 i

- \
L
\ g

Yourfbrush with cosmic horror
was difficult to erase from your
mind and you embarked on a life
of risk taking and debauchery to
drown out your despair. You died
alone of an unnamed disease a

decade later.
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Thei@hurchYofithe
Thoughtful €Clouds

Your experience led you to search
for answers which you found in
rural Massachusetts. You joined
their new church praising the
Twisting Wind Dancers and to
feed them lost travellers.

e

X
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You suffered a psychotic break
after your mythos encounter
and used mythos spells and
rituals to look for victims as
America’s latest serial killer.

s
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A Star Is Born

\

You siezed life after your brush
with cosmic horror and became
an accomplished actor.

Engaging in a masquerade seems

to be your forté.
75

s
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gﬁ%crets using live ‘test sEb]ect

j/,

(ou were eventually uncovered
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Kn@»fl’ed\ge IsjRower

After em;gur\nterﬁmg the mythos
you decided to look deeper into
' its machinations, unaware that
you had become vulnerable to
\it. Youlfell into (aemirror and

n‘ow:exis»t,i.n the cracks between !
o j i)

Tealities:

7
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You took a*8trange herb in
some tea to help you sleep and
ent to bed. You are unsure

whether you. d1ed#o’f$stepped

e‘world - oftdream.

-1- ato. som
g{here 1S N0 Wi gy! out

1.
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A Vast/Alien Living
Intelligent:System

Your fascination with new

technologies such as radio \

and powered flight lead you.to
dream of an artificial god.

It speaks only to you and you
are its willing conduit. In<1945
your twisted remains-are found
inside a prototype computer.
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To better seek the knowledge

{  of the universe you commune

/ 1 with tree spirits who bring you

into the worship of Shub-Nig- -
gurath, thé Goat of the Woods
| with a ,fljh01_isénd Young.

You die of exposure, quite
insane, at the next equinox.

P

\

B\

\
\
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Rivalries

/ }ji
Within a month a rival thinks

- you have a mythos artifact and
| wants it fpr themselves

i

\;1
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/ secret of mhuman reedmg an

A@f Doom
il :

dark worship. i E ’ \

You manage to escape and assist |
the EB.L in planning a raid on [l
decrepit Innsmouth. After years
of being an ‘advisor’ you eventu-
ally retire a hero to the U.S. govt.,
albeit a secret one.
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After many years of your health

_ worsening, you feel a call to the /

sea. Your body is changing and
soon you will join your ancestors
beneath the waves.
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Leftovers
/
» ‘A
4 ! \

v-
>

After your horrific experience
with the Mythos you gradually
slide into madness. You then join
the Ghoul realms in the darklit
Underworld and feast.

7

: " " Y4 LY
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After your horrific experlence i / i
with the Mythos you give up l/
investigating outre horrors and '

- open abar in Canada and listen

to the stories of others. You live
a long and happy life. / > 1/




THE <0
CLASSIC CTHULHY

DECK -~ .

g

[ AT

N7

N\ \ KR




Years later, whlle travellmg‘the
country, you make the'acquaint-
ance of a Mr Seems. He befriends __‘
you, then stabs you 1n'the nigh
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you/ run a‘qemetery&.where you
help dispose of certain ‘remains’
for other Investiga
those that c gt‘;beégexplamed or
need to stay; lost They call you
‘St. Peter’
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After your brief monster hunting
career you settle down and-begin
to establish a secret library in a.
local university in order to. a351st
other Investigators. You retlre at
a venerable age to brew cider in
Herefordshire.

=
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Missing At Sea

You took to sailing the coast
and seeking solitude after those
awful events that prey on your
mind. Eight years later your
boat is found adrift with no
sign of you or anyone else apart

from strange scratches on the
side of the vessel. You are never
found.
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tomb. ——

Three -Pharoah Just one
with threei}lfferen ulses? You

travel'to the Valley of the'Kings
] g

. -
looking for answers. You were -

last seen three weeks ago gm&g
ﬁlde a hitherto_undiscovered

\\

Z241!
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Drums/In The Deep

7 You investigate the unusual
, sounds of distant drums in an old
mine near yourthome.

You realise too late that the old
mine is occupied’:No one hears ||
from youagain. o8& | | |

X "\‘:‘ - '

Ly |
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You leave mythos investigations
behind and focus-on historical
questions. After a few.years.you
become the foremost authority
on Mesopotamian ziggurats. % !
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Realising  the = preternatural
dangers threatening humanity
need to be countered, you join
Professor Henry Armitage in
Arkham hoping to safeguard -
ancient and dangerous tomes.
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Qur/Revels'Now: Are'Ended...

After long years of madness, you
find a kind of peace by heading

| to Kingsport and revelling in an

ancient festival in a once familiar
town now seemingly out of time.

i om |

A ""‘ ¥
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\ |

18

|
|
1 After being missing for 6 months [m]

1| your fellows track you down to an <
'\ abandoned church in an Austrian / }
|| forest. Here they cry in anguish | |
‘ \ as they find your ghost, trapped /|
in this rotten edifice. They re-
lease you by burning down the

damned church.
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You follow clues detailing the
location of the real Atlantis and
find it in the Mediterranean. It is

revealed to be a city of the dark
god Cthulhu. You resolve to de-
stroy the remaining temple with
explosives, dying in the blast.

s
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Staying in the old Gilman Hotel
overnight seemed like such a
good idea. It really shouldn’t have
ended with your friends missing
and you drowning alone in the
surrounding marshes.
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\

After your- horrific experience
you fell to poverty and froze to
death a few winters later.
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g(our honing of forbidden mythos
magicks attracts the attention of
‘an.anti- mythos organisation who
burn your house to the ground
with you in it. You die pledging
your allegiance to dark gods.
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A WillingWorshipper

You descent—into—madness is /
swift and yﬂu offer up your soul
to Hastur on a cool moor under
starlight.
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Giving your fellows time to es-
cape the Ghoul warren, you light

the fuse on a pile of dynamite, |

killing them just as they reach
you.

You badass.

\\\ :>:/
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\ While ’%%ailand a local cult
infects 'you with a Hell-Plant
which bursts four months later
while youre gardening at home.
You are now a small and hideous
scarecrow shaped shrine to the
Old Ones.

2

~

s
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While  trekking the Himalayas
| you discover a Mi-Go city. You |

| die being snatched from an air- || |

\ ship gondola by the Fungi in the / |
. ensuing Zeppelin raid. '
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After years. of searching " yb"

find the lair of Rhan-Tegoth.
You plant explosives and escape
just before the mountain comes
down. You go into hiding to live
out your days.
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oulfighthin®WorldSWar T réscu—
1nggefugees from the clutches of
evil men bent on their murder.

You pay the price of many heroes
by firing squad.
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You fight bravely in the Second
World War facing a determined
enemy. You retire honourably
and pass away at a venerable age.




