Cosmology for the Crowninshield Investigations

Azathoth – “The blind idiot god” – Physically resides in the singularity at the heart of the Milky Way galaxy.  Not a conscious intelligence in any human sense.  Source of power for many interstellar civilizations and high-level entities.  Ringed by Outer Gods that attempt to regulate and channel its power emanations, with varying levels of success.

Cthulhu – An Elder God that manipulated the Earth early in the history of the solar system.  Cthulhu was responsible for the formation of the moon (as a handy staging ground), as well as the unique properties of Earth that allowed the formation of deep oceans of liquid water.  Water, a near-universal solvent, is incredibly toxic to most lifeforms in the Milky Way.  Therefore, water has many applications as an offensive and defensive weapon, useful to Cthulhu in his rivalry with other Elder Gods.  Cthulhu then created the war fortress of Rl’yeh and a host of Cthonians, biological manifestations of his power, adapted to exist in a watery environment.  Protected by water and other security mechanisms, Cthulhu entered a quiescent, dreaming state.  There he will stay, with irregular and infrequent periods of greater activity, for the next several billion years, gathering power and knowledge from Yog-Sothoth.  When the collision between the Andromeda galaxy and the Milky Way occurs, Cthulhu will fully awaken.  His plan is to join or replace the Outer Gods, ascending to the great priesthood of Azathoth.  Many races throughout Earth’s history have worshipped or otherwise tried to access Cthulhu.  This usually turns out poorly for the races involved.  On more than one occasion, Cthulhu has briefly awoke and swept the Earth clean of life.

Deep Ones – Deep Ones are mutated humans that were created by a sub-sect of Cthonians thousands of years ago.  Their purpose is to serve as physical shock troops (“infantry” to shoggoth “tanks”) in case of unwanted infestations on Earth.  They have periodic contact with humanity to replenish their numbers, since they cannot reproduce without human contact.  This is uncommon, because Deep Ones are practically immortal, and they only need to replace casualties from accidents or battles.  Their deep ocean cities are where the oldest and most powerful specimens live.  Often one or more shoggoths are kept there.  The god-kings of the Deep Ones, Father Dagon and Mother Hydra, are the most chthonian of them all.  The dreams of Cthulhu are currently directing them to build their numbers, in preparation for a possible sweep of humanity, and they are becoming more and more active.

Elder Gods – These are the great interstellar powers in the Milky Way, though not at the same level as Azathoth and the Outer Gods.  They are entities, forces, and leaders of civilizations of great variation in all respects.  Sometimes they are enemies or rivals of each other.  Others are allies, and other kinds of relationships are common, as well.  Elder Gods that have influenced Earth include:  Cthulhu, Shub-Niggurath, and Hastur.

Ghouls – A human sub-race that exists primarily in the Dreamlands, ghouls often have a monstrous appearance when viewed by earthly humans.  Ghoul society is based on cannibalism – when ghoul cannibalistic rites are performed correctly in specific Dreamland regions, the ghoul experiences all the memories and emotions of the person consumed.  Ghouls often consume each other and spread around their identities and essences among their group.  This is considered extremely pleasurable and beautiful to them.  Obviously, this leads to a continual need for new recruits, and ghouls are extremely active in sending expeditions to the waking world, seeking to lure humans into the Dreamlands.  Legends of underground civilizations, caverns, and tunnels are usually inspired by ghoul activity.

Great Race – Sometimes called the Great Race of Yith, this is a species consisting of mental patterns.  Capable of travel through time and space, they have possessed the bodies of suitable species on many worlds and many eras.  They are one of the few species that can live on Earth, since they are able to inhabit bodies already adapted to the watery environment.  They have existed on Earth in at least three eras in different bodily forms.  In their second era, when they inhabited a conical form, they warred against a race of flying polyps.  They brought shoggoths from Capricorn as war beasts, but eventually abandoned that era.  The Great Race are Cthulhu worshippers, although their infrequent contact with Cthonians have been very traumatic to them.

Hastur – An elder god that has had frequent manifestations on Earth during the period of humanity’s existence, though his primary physical existence is in the system of Aldebaran (Alpha Taurus, 65 light years from Sol, K5 orange giant star).  Various ancient species that worship Hastur have created a hyperspace realm (by the power of Yog-Sothoth) that allows a non-physical existence.  Human sorcerers in pre-history learned to access that realm and created a sub-domain dominated by Earth life.  This became the Dreamlands.  The non-physical nature of Hastur and his followers is particularly disturbing to human minds.  Thus, Hastur is associated with madness.  Nevertheless, pseudo-worship of Hastur is common throughout human cultures, and his influence is felt everywhere.  Because Hastur’s minions are non-physical, most of Cthulhu’s deadly traps do not bother them.  Cthulhu views Hastur as something of a rival, or at least a pest, and has at least once swept the Earth with destruction to clean out Hastur’s influence.  Hastur’s worshippers have established a city, Carcosa, where Hastur’s influence is very strong.

Mi-Go – Biologically similar to terrestrial fungus, the Mi-Go are a collective organism that has established an interstellar presence for hundreds of light-years around Delta Capricornus.  The Mi-Go are a client race of Shub-niggurath.  Their biological expertise is such that they can replicate earthly biological matter, even human brains, with their own substance.  Technology such as this is the basis for human legends of zombies.  Many other races trade and interact with the Mi-Go, who often provide interstellar transportation.  Several human brains have been transported to other worlds through such arrangements.  Mi-Go have no individual volition, and only rarely communicate with humans.

Nyarlathotep – Originally a human sorcerer, Nyarlathotep managed to acquire great arcane and alien technological powers.  Not much of his original humanity remains, although he is the most comprehendible of the mythos powers.  He aspires to Elder God status, and plots to steal power from any and all cosmic entities touching the Earth.  He continually interferes with the minions of Cthulhu, Hastur, and Shub-niggurath, but carefully avoids attracting their ire.  
Outer Gods – Sometimes Azathoth and Yog-Sothoth are numbered among the Outer Gods, but the term properly refers to those entities that circle Azathoth, employing arcane resonance – “music of the flute” – to manipulate Azathoth’s physical manifestations and emanations.  They control the primary access to Yog-Sothoth.  Known Outer Gods include Daoloth and Ghroth.

Shoggoths – Shoggoths were originally a species of amoeboid life from one of the planets of Delta Capricornus.  Since they proved naturally impervious to the destructive effects of water, the Great Race brought them to Earth to be used as war beasts in the struggle against the flying polyps.  Abandoned by their slavers, the surviving shoggoths were lured to the deepest ocean floors by Cthonians, where they became more intelligent and savage.  Now they serve Cthulhu alone.

Shub-niggurath – An elder god like Cthulhu and Hastur, Shub-niggurath’s main physical manifestation is at Delta Capricorn (quaternary star group, 40 light years from Sol).  Often referred to as the “Black Goat of the Woods with a Thousand Young,” Shub-Niggurath is associated with fertility, biological growth, and chaotic life.  One of Shub-niggurath’s client species is the Mi-Go, and their frequent expeditions to Earth have introduced her influence there.  The original versions of the shoggoths that the Great Race brought to Earth came from one of Shub-Niggurath’s planets.

Tcho-Tcho – A human sub-race native to the plateau of Leng in the Dreamlands, the Tcho-Tcho have been mutated and corrupted by contact and interbreeding with many alien species, especially client races of Shub-niggurath, whom they now worship.  They typically have a small, slight appearance, and can pass as any number of nationalities from Asia or South America.  They have long-standing settlements in Tibet, Vietnam, various islands in the Indian Ocean, and newer communities in North America.  Their culture has many characteristics of insects or spiders, but they hide this from outsiders.  Their primary secret is their cannibalism – they view terrestrial humans as a valued food source.  They are allied with ghouls and respect Hastur.  They fear Cthulhu and the Deep Ones.
Yog-Sothoth – Is a gate or conduit for Azathoth.  Through Yog-Sothoth, the Outer Gods bask in the power of Azathoth.  Yog-Sothoth can also be accessed by various technologies and sorceries in order to circumvent local laws of physics.  For example, Wilber Whately of Dunwich, Massachusetts, attempted to open a local manifestation of Yog-Sothoth that would allow biological and physical changes to the local environment (i.e., Earth’s solar system).  It was a weaker accessing of Yog-Sothoth that allowed Wilbur Whately’s unique biology to exist in the first place.  The Outer Gods are very jealous of their monopoly on the higher access to Yog-Sothoth.

