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Choose an Era 
 

As a group, choose the era in which you wish to carry out 
your investigation. 
 

90s: The Gaslight Era  
Transportation: train (coal powered), steamship, horse and 
buggy 
Communication: telegraph, letters, courier 
Research: public/private libraries, expert consultation, 
museums, personal laboratories  
 

1920s: The Roaring 20s 
Transportation: diesel train, diesel ship, private automobile, 
bus, prop plane 
Communication: telegraph, letters, telephone and short 
wave radio, courier 
Research: public/private libraries, expert consultation, 
museums, personal/private laboratories 
 

1950s: The Cold-War Era 
Transportation: diesel train, gas turbine ship, private plane, 
jet airlines, private automobile, bus 
Communication: telephone, radio, letters, telegram 
Research:  public/private libraries, expert consultation, 
museums, private laboratories, microfilm archives 
 

Present Day: The Modern Era 
Transportation: private auto, taxi, bus, jet airliner 
Communication: cell phone, email, snail mail 
Research: Internet, public library, expert consultation, 
private consultation firms, private laboratories 

Create Your Character 
 

1. Choose a profession for your character: Academic, Artist, 
Author, Collector, Heir(ess), Journalist, Private Eye, or  
Scientist. 
2. Choose a style for your character: Driven, Eccentric, 
Inquisitive, Manic, Naïve, Sensitive, Skeptical, or Tenacious. 
3. Choose a personal goal for your character: Debunk the 
paranormal, Discover lost knowledge, Keep being 
awesome, Make a name for yourself, Obtain forbidden 
power, Perpetuate the family legacy, Save humanity, or 
Uncover the truth.  
4. Choose a name for your character. 
5. Choose a number for your character, from 2-5. A high 
number means you’re better at Academia (technology, 
science, cold rationality, calm, precise actions). A low 
number means you’re better at Artistry (intuition, 
diplomacy, seduction, wild passionate action). 
6. As a group, choose 1 advantage: Auspicious, Connected, 
Respected, or Well-Funded. 
7. As a group, choose 1 disadvantage: Cursed, Cynical, 
Haunted, Marked, Notorious, or Obsessed.  

Roll the Dice 
 

When you do something risky, roll 1d6 to find out how it 
goes. Roll +1d6 if you are an expert and +1d6 if you are 
prepared (the GM tells you how many dice to roll based on 
your character and the situation). Compare each die result 
to your number. 

> if you’re using artistry, you want to roll over your number. 

< if you’re using academia, you want to roll under your 
number. 

0 dice succeed: it goes wrong. The GM says how things got 
worse. 

1 die succeeds: you barely manage it. The GM inflicts a 
complication, harm, or cost. 

2 dice succeed: you do it well. Good job!  

3 dice succeed: critical success. The GM tells you some extra 
effect you did. 

= for each die roll equal to your number, you get a special 
insight into the situation. Ask the GM a question and they 
will answer you honestly. 

Some good questions: What are they really feeling? How 
could I get them to ______? What should I be on the lookout 
for? What is the best way to _____?  

After hearing the answer, you may change your action if you 
want to and then roll again. 

Helping: If you want to help someone else who is rolling, 
describe how you try to help and make a roll. If you succeed, 
this gives them an additional 1d6. 

 

 
You are an eclectic group of academics and artists 
brought together to investigate mysterious events. 
Your discoveries may very well change (or doom) the 
fate of mankind. 



 Teachers and Tentacles  GM Notes 
  Create the Scenario 

 
Roll 1d6 on each table (or choose as you like) to form the basic 
outline of your story. All tales of terror follow the same formula in 
one fashion or another. 
 
The Clue 
1. A missive: telegram, letter, legal notice 
2. Article: headline, classified, scientific journal 
3. Book: diary, journal, research/field notes 
4. Mysterious Artifact: book, statue, weapon, jewelry 
5. Appointment: conference, meeting, workshop 
6. Shared Dream: vision, out of body experience, astral travel 
 
Leads to a Location 
1. Ancient Ruin 
2. Sleepy Village 
3. Family Estate 
4. University / Library 
5. Sanitarium / Hospital 
6. Exotic Location 
 
Requiring Investigation 
1. Scientific Anomaly: unseasonable weather, mutated plant/animal, 

ball lightning, magnetic fluctuation  
2. Disappearance(s): animal, child, celebrity, airplane, ocean vessel, 

art, artifact, book 
3. Astronomical Event: solar/lunar eclipse, meteor shower, planetary 

alignment 
4. Curious Discovery: Crop Circle, underground lake, cave system, 

sealed/locked container, unidentified skeleton  
5. Preternatural Occurrence: ghost sighting, UFO, rain of frogs, blood 

rain 
6. Obscene Ritual: human/animal sacrifice, blood orgy, cannibalism, 

necrophilia 
 
Producing a Revelation 
1. “The nameless gods live!”: proof that the nameless gods exist;  or 

a glimpse of their forms to know they watch us, and wait … 
2. “We are not alone!”: alien civilizations have visited Earth, either 

in the distant past or in the present 
3. “We’re not all human!”: evidence that some human bloodlines 

are intermingled with alien/otherworldly beings 
4. “We aren’t the first!”: proof of non-human civilizations on Earth 

predating our own 
5. “They live among us!”: ghouls, vampires, shape-shifters  
6. “The horror! The horror!”: something has been summoned or 

awakened that should never be 
 

 
 

The Effects of Revelation 
 

The shock and horror of the Revelation affects each character in a 
different manner. This blow to a character’s formerly sane and 
rational world view is resolved with a die roll based on whether they 
chose Artistry or Academia as their number. 
 
Academia: Academics are more firmly grounded in reality, making 
horrific Revelations more difficult to assimilate. Characters choosing 
academia for their number must roll above their number to 
maintain their sanity. 

Successful sanity check must be > Academia Number. 
Failure results in the following behaviors: 
1. The mind rebels! The character blacks out for a short period of 

time and upon regaining awareness has no memory of the 
triggering event. 

2. It couldn’t be! The character will create any rational justification 
(no matter how thin) to explain away the event. 

3. I’ll never eat frog legs again! Some aspect of the Revelation 
attaches itself to the character’s mind resulting in a severe 
aversion or phobia. 

4. The world must never know! The character will make every effort 
to destroy all evidence of the Revelation or its occurrence.  

5. What else have I been wrong about? The character is plagued by 
intense doubt regarding their beliefs, leading to uncharacteristic 
mood swings and actions. 

6. Now they know I know! The character suffers from a growing 
suspicion that they have somehow been marked for observation 
by forces associated with the Revelation. 

 
Artistry: Artists, being more open-minded to wonder and mystery, 
have an easier time assimilating fantastic Revelations. Characters 
choosing artistry for their number must roll below their number to 
maintain their sanity. Failure, though, produces more intense 
results. 

Successful sanity check must be > Artistry Number. 
Failure results in the following behaviors: 
1. I want my blankie! The character regresses to a younger state of 

mind – being an adult is scary! 
2. The world must know! The character decides that the Revelation 

must be shared with the world through their favored medium 
(art, literature, position papers, etc.). 

3. I’m in my pretty place… I’m in my pretty place… The character 
enters a state of catatonia, retreating into their own mind for 
safety … possibly forever. 

4. One of Us! One of Us! The character wholly embraces the 
Revelation, attempting to integrate themselves into it.  

5. There can be only One: Knowledge of the Revelation equates to 
power; the fewer who know, the better. The character will 
eliminate witnesses to the Revelation to secure their position. 

6. Good bye, Cruel World: The Revelation is too much to bear, 
eventually leading the character to commit suicide. An 
explanatory letter or journal is, of course, compulsory…  

 
 

 

Helpful Words 
 

Aberrant Enormous Mutilated 
Abominable Fabulous Nameless 
Abysmal Faceless Nauseous 
Alien Fantastic Nebulous 
Ambiguous Festering Noxious 
Amorphous Fetid Obscene 
Ancient Fibrous Odious 
Angular Fiendish Oily 
Anomalous Filthy Ominous 
Antediluvian Flabby Oozing 
Appalling Foaming Palpitating 
Astounding Foul Pasty 
Atrocious Ghastly Peculiar 
Baleful Gigantic Perverse 
Beastly Gibbering Poisonous 
Bellowing Globular Profane 
Blasphemous Gory Protoplasmic 
Bloated Grisly Pulsating 
Blubbery Gushing Putrid 
Bulbous Hazy Quivering 
Cadaverous Heaving Reeking 
Cancerous Hideous Repellent 
Chattering Howling Reptilian 
Colossal Huge Repugnant 
Colorless Immense Repulsive 
Congealed Infected Rubbery 
Convoluted Infested Scabby 
Corrupt Inhuman Scaly 
Croaking Iridescent Shadowy 
Crystalline Jabbering Sickly 
Dank Jutting Skeletal 
Dark Leprous Slimy 
Dazzling Liquefied Slithering 
Debased Loathsome Slobbering 
Delirious Lumbering Spectral 
Decomposing Lurking Sticky 
Deformed Maggoty Terrible 
Degenerate Malevolent Unclean 
Degraded Malignant Undigested 
Delirious Massive Unspeakable 
Depraved Menacing Vaporous 
Diseased Moaning Vile 
Disfigured Moldering  Viscous 
Distorted Monstrous  Warped 
Dreadful Morbid  Withered 
Dripping Mottled Wormy 
   

 
 

 


