
<front cover>
<call of Cthulhu logo + trademark>

DOES LOVE FORGIVE?

THREE ONE-TO-ONE SCENARIOS FOR CALL OF CTHULHU 

Lynne Hardy, Airis Kamińska, Anna Maria Mazur, Asia Wiewiórska, and Friends

TWO ONE-TO-ONE SCENARIOS FOR CALL OF CTHULHU

Collected Player Handouts



CREDITS (ENGLISH EDITION) 
Translation to English

Anna Maria Mazur
Authors

Chaosium recognizes that credits and copyrights for the 
Cthulhu Mythos can be difficult to identify and that some 
elements of the Mythos may be in the public domain. If you 
have corrections or additions to any credits given here, please 
contact us at mythos@chaosium.com.

This material is protected under the copyright laws of the 
United States of America. Reproduction of this work by any 
means without written permission of Chaosium Inc., except 
for the use of short excerpts for the purpose of reviews and 
the copying of character sheets and handouts for in-game 
use, is expressly prohibited.

Find more Chaosium Inc. products at chaosium.com.

Chaosium Inc.
3450 Wooddale Court
Ann Arbor, MI 48104

Chaosium Publication @@@@@

2

COLLECTED 
HANDOUTS

Handout: Love 3



Lynne Hardy with Airis Kamińska, Anna Maria Mazur, and 
Asia Wiewiórska
Development

Lynne Hardy, Mike Mason, and Matthew Sanderson
Editing

Lynne Hardy and Mike Mason
Proofreading

Susan O’Brien
Cover and Interior Art

@@@@@
Layout

@@@@@
Handouts

@@@@@
Licensing
Michael O’Brien, James Lowder, and Mike Mason
Call of Cthulhu Creative Director
Mike Mason
CREDITS (POLISH EDITION)
Authors

Airis Kamińska, Anna Maria Mazur, and Asia Wiew-
iórska
Publisher

Michał Lisowski
Initiator 

Kuba Polkowski
Project Coordinator

Daria Pilarczyk
Editor-in-Chief

Adam Wieczorek
Assistant Editor

Paweł Marszałek

Dedications

Many thanks to all my Facebook friends for keeping 
me straight on various aspects of American slang and 
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for their help and assistance in guiding this book to pub-
lication. 
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(page @@) © Dilorf, Pixabay, used with permission, and 
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This supplement is best used with the Call of Cthulhu (7th 
Edition) roleplaying game, with either the Call of Cthulhu 
Starter Set or the Call of Cthulhu: Keeper Rulebook, both 
available separately.

Does Love Forgive? © copyright 2020 Chaosium Inc. All 
rights reserved.

Call of Cthulhu Starter Set © 2018–2020 Chaosium Inc. 
All rights reserved. Call of Cthulhu © copyright 1981–2020 
Chaosium Inc. All rights reserved. 

Call of Cthulhu, Chaosium Inc., and the Chaosium dragon 
are registered trademarks of Chaosium Inc. All rights 
reserved.

This is a work of fiction. This book includes descriptions and 
portrayals of real places, real events, and real people; these 
may not be presented accurately and with conformity to the 
real-world nature of these places, people, and events, and are 
reinterpreted through the lens of the Cthulhu Mythos and 
the Call of Cthulhu game in general. No offense to anyone 
living or dead, or to the inhabitants of any of these places, 
is intended.
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THE AUTHORS

INDEX

<box>

Key for Scenario Ratings

Difficulty Level
Very easy ★, Easy ★ ★, Medium ★ ★ ★, Hard ★ ★ 

★ ★, Very hard ★ ★ ★ ★ ★
Estimated number of game sessions: ➊➋➌➍ 
</box>
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INTRODUCTION

Welcome to Does Love Forgive? This is a collection of one-
to-one scenarios for the Call of Cthulhu roleplaying game. 
Usually, Call of Cthulhu is played with one Keeper and 
between two to six investigators. Sometimes, though, it can 
be hard to get a group of players together, so the scenarios 
in this collection have been specifically designed for just two 
people: one Keeper and one player-investigator. 

Each of the scenarios can be played over the course of 
one session, although the Keeper may wish to expand the 
adventures (based on the investigator’s actions), or cre-
ate their own follow on adventures. While the first sce-
nario, Love You to Death, is tied to a historical Valentine’s 
Day event in Chicago, the other two scenarios—Mask of 
Desire and Double Take—can be moved to different loca-
tions and, potentially, different time periods other than 
the ones specified, and advice is provided in both for how 
to handle such moves.

The scenarios are one-shot standalones and not de-
signed to be linked together in a mini-campaign or to 
be used as sidetracks in an ongoing campaign. A deter-
mined Keeper could do so if they wished, although this 
would require a lot more work on their part to make the 
scenarios fit together.

In terms of rules, the Call of Cthulhu Starter Set or the 
Call of Cthulhu: Keeper Rulebook can be used to run these 
adventures. All are suitable for Keepers and players of any 
level of experience, and guidance is provided throughout to 
help less experienced Keepers support their player during 
each game. The scenarios build in complexity, as indicat-
ed by the number of stars each one has been assigned: 1 
star (Love You to Death) means that it ’s a straightforward 
scenario, while three stars (Double Take) means it ’s a bit 
more complex and the Keeper will need to improvise more 
around the basic plot. Advice and guidance is given on 
creating investigators for each scenario, as well as how 
existing investigators might be adapted to fit. 

LOVE STORY?

Originally, these scenarios were released in Poland by Black 
Monk Games for February 14th, 2020. Unsurprisingly, the 
loose connecting motif of all three scenarios is love, in one 
form or another. By their very nature, one-to-one scenarios 
tend to be a more intense experience than games involving 
larger groups, so there are some extra considerations to take 
into account when running and playing them, especially 
with that underlying theme. 
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Depending on the nature of their out-of-character re-
lationship, the player may feel uncomfortable roleplaying 
romantic or highly emotionally-charged scenes with their 
Keeper, and vice versa. The Keeper should discuss any 
potentially problematical plot elements with their player 
as, depending on their own or their player’s personal past 
experiences, one or other of them may not be comfort-
able with the nature of some of the non-player charac-
ters’ (NPCs’) behavior toward the investigator, or certain 
elements of the plot in general. Regardless of the reason, 
the Keeper and player should discuss any concerns they 
have before the game session begins in earnest to estab-
lish boundaries and consent for each scenario. Even if the 
player doesn’t raise any concerns, it is the Keeper’s duty of 
care throughout each game to make sure that the player 
still agrees with the way the story is progressing.
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If the player is not comfortable with any aspect of their 
investigator’s relationships with the various NPCs, or how 
those relationships are used in the plot, the Keeper should 
work with them until they are. If the player is uncom-
fortable with any plot element, for whatever reason, ei-
ther before or during the game, the Keeper must respect 
their wishes and, as necessary, change or draw a veil over 
a particular scene. It works the other way, too—the player 
should not insist on focusing on elements that are uncom-
fortable or distressing for their Keeper. The idea of the 
game is to have fun and respecting each other’s wishes is 

key to that experience.

Advice is given in the Creating the Investigator sections of 
each scenario about how to build or adapt an investigator so 
they “fit” the story being played. One of the last things the 
player will need to do before a scenario begins is to determine 
their investigator’s Luck value. To do so, have them roll 3D6 
and multiply the result by 5, and then circle the appropriate 
number in the Luck box on their investigator sheet.

C 
o 
l 
l 
e 
c 
t 
e 
d 
 
H 
a 
n 
d 
o 
u 
t 
s

10

COLLECTED PLAYER HANDOUTS

Handout: Mask 4

Handout: Mask 8

blood

Handout: Mask 5



SUPPORT NETWORK

One of the main differences in one-to-one play is that the 
investigator has a relatively limited range of skills at their 
disposal for investigating the mystery at the heart of each 
scenario. In games with multiple players, an investigator 
without a particular skill isn’t necessarily a problem, as 
someone else in the group will (most likely) be able to cover 
that shortfall. Combat is also more fraught with danger in a 
one-to-one game, as the investigator is the sole focus of an 
aggressor’s attention and can easily be outnumbered if there 
is more than one assailant involved.

 Even though these are all one-to-one scenarios, it ’s 
important to remember that the investigator is not alone. 
Each scenario has NPCs the investigator can call on for 
support as the story progresses, be that in terms of spe-
cialist expertise—such as Dr. Nielsen in Double Take—or 
just in terms of muscle power—such as Officer Cicharski 
in Love You to Death. How helpful each NPC may be de-
pends on the investigator’s relationship with them. Hints 
and advice are provided in the roleplaying hooks section 
of each character’s Dramatis Personae entry. 

There should always be someone who can help the 
investigator, though, as it ’s no fun for either the player 
or the Keeper to have the story flounder for want of the 
right skill or some much needed back up. Of course, there 
might be a price for asking for that assistance, one the 
investigator may or may not end up regretting in the end. 

USING LUCK
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