SECRET

CTaLw

A ColTISH RE-THEME OF SECRET HITLER

The year is unknown. The place is somewhere on Earth. In Secret Cthulhu players are attempting to stop
Cthulhu devouring the planet by enacting enough Rites of Salvation to protect the planet and all that
currently live on it. Watch out though, there are secret Cultists among you, and one player is possessed by
Cthulhu himself. These Cultists will be doing everything in their power to pave the way for Cthulhu, and
the destruction and chaos he brings with him.

OVERVIEW

At the beginning of the game each player is assigned one of three roles: Cultist,
Investigator, or Cthulhu. The Investigators have a majority, but they don’t know for sure
who anyone is; Cultists must resort to what they know best to accomplish their goals:
secrecy and sabotage. Cthulhu plays for the Cultists, and the Cultists know Cthulhu’s
identity, but Cthulhu isn't always aware of who his fellow Cultists are and must work to
figure them out.

The Investigators win by performing FIVE Rites of Salvation - saving the known
universe from the madness caused by the Cultists; or if Cthulhu is banished to the Void
of Damnation.

The Cultists win by performing SIX Rites of Madness - destabilising the universe and
allowing them to reign in chaos; or if Cthulhu is elected Cult Preacher after THREE
Rites of Madness have been enacted.

Whenever Madness increases, the Cult becomes more powerful, and the Cult Leader is
often granted a single-use power which must be used before the next round of
nominations and voting can begin. It doesn’'t matter what loyalty the Cult Leader has; in
fact even an Investigator might be tempted to perform a Rite of Madness to gain new
powers...
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OBJECT OF THE GAME

Every player has a secret identity as a member of either the Cultists or Investigators.

Players with loyalty to The Investigators win if either:
FIVE Rites of Salvation are performed
- OR -
Cthulhu is sent to the Void of Damnation

Players with loyalty to Cthulhu win if either:
SIX Rites of Madness are performed
- OR -
Cthulhu is elected Cult Preacher any time after
the third Rite of Madnes

GAME CONTENTS

34 . Chaos cards

17 o Rite cards (6 Salvation, 11 Madness)
10 . Secret Role cards

10 . Lovyalty cards

10 . “Yes” voting ballot cards

10 . “No” voting ballot cards

Q. "Confirmed Not Cthulhu" cards

1 Currently Elected Cult Leader card

1o Currently Elected Cult Preacher car
1 Superseding Cult Leader card

1 Nominated Cult Preacher card

1 Draw Pile card

1 Discard Pile card

1 Ritual/Election tracking board

1 Election Tracking marker

Not Included (But Useful)
100 .......... Card Sleeves - Dragon Shield Standa
10 . Role/Loyalty card envelopes - Small Brown; approx 98xé7mm

SET UP

Place the Ritual/Election tracking board on or near the middle of the playing area.
Players should be able to see the board but do not all need to reach the board.

Place “Superseding Cult Leader” and “Currently Elected Cult Preacher” cards near the
board.

Shuffle the 6 Salvation and 11 Madness Rite cards into a single face-down deck, and place
that deck to the left of the tracking board.

Give each player one “Yes” and one “No” voting ballot card.
Take one envelope for each player. Each envelope should contain one Secret Role card

and one corresponding Loyalty card.
Use the table below to determine the correct distribution of roles:



SET UP (continued)

# PLAYERS 5 6 7 8 9 10

Investigators 3 4 4 5 5 6
Cultists 1 1 2 2 3 3
Cthulhu 1 1 1 1 1 1

Investigator Secret Role cards must always be packed together with an Investigator
Loyalty card.
Cthulhu and Cultist Secret Role cards must always be packed together with a Cthulhu
Loyalty card.

Once the envelopes have been prepared, shuffle them so that each player’s role is a
secret!
Each player should receive one envelope selected at random.

WHY ARE THERE SECRET ROLE AND LOYALTY CARDS?

Secret Cthulhu features an investigation mechanic that allows other players to find
out what loyalty other players have. This only works if Cthulhu’s special role is not
revealed.

When investigated players will show their Loyalty and not their Secret Role,
protecting Cthulhu'’s identity during the game.

Investigators who uncover Cultists must work out for themselves if they've found
Cthulhu or not.

Once each player has been dealt an envelope, all players should examine their Secret Role
cards in secret. Randomly select the first Cult Leader and pass that player the following
cards: Currently Elected Cult Leader; Nominated Cult Preacher.

The selected player should stand the Currently Elected Cult Leader card in front of
themself.




THE DIRECTIONS

For games of 5-6 players, give the following directions to all players:

« Everybody close your eyes.
o Cthulhu and Cultists, open your eyes and acknowledge each other.
[ Pause to give them time to do this ]
« Everyone close your eyes.
[ Pause a second or two ]
« Everyone open your eyes.
« [f anyone is confused, or something went wrong, please tell the group now.

For games of 7-10 players, give the following directions to all players:

« Everybody extend your hand into a fist in front of you.
« Everybody close your eyes.
e Cthulhu - keep your eyes closed.
» Cultists, open your eyes and acknowledge each other. Keep your eyes open.
o Cthulhu - force your vessel to raise a thumb into a thumbs-up gesture.
« Cultists, take note of who has raised their thumb - that player is Cthulhu.
[ Take a long pause ]

e Cthulhu, put your thumb down.
« Everyone close your eyes.

[ Pause a second or two ]
« Everyone open your eyes.
« [f anyone is confused, or something went wrong, please tell the group now.

THE CHAOS DECK

The Chaos Deck ...

« separate the "Play Immediately" cards from the rest of the deck

« shuffle the remaining (non-Play Immediately) cards and deal two, face-down, to each

player

» each player chooses one card to keep and passes the other, face-down, to the player on

their left

e once a player has received a card from the player to their right they should choose one

card to keep and discard the other, face-down.

Once ALL players have discarded a Chaos card, collect all Chaos cards not held by a
player (i.e. all" Play Immediately", cards not dealt to players, and cards discarded by

players) and shuffle them to form the Chaos card draw deck.

Place the shuffled draw deck near the Rites draw deck.



