
PI{YSITAL INJURIES
For full conbat and in:1ury ru16, see pag6 51 -65 ol

the Call of Cthulhu rules.

ACID,CoNI4Cr
.,14!q!i6aid$ilDlil d{magg, per, roLrnd.

. Stron8 acids: 1 D4 damage per round.

. V1ry1 1tro1g dii$i' 1 D6 dAmage per round,

DROWNING, SUFFOCATION
. Roll CON xl0 or less on D100 in the first

round; CON x9 or less in the second; CON xB

or less in the third; and so on, to CON x1 per

round.

o Failure costs 1 D6 damage plus 1 D6 each ad-

ditional round until rescue. No further CON

rolls need be made.

POISONING (S* Sample poircns, m page st ot thc

rulebook.)

Match poison's POT vs. targett CON on Resis

tance Table.

. lf POT wins, poison takes effect, usually doing

damage equal ro full POI

. If CON wins, damage equals half POT rx lt,ss.

AII.ING RUI.ES IN AT,t. SIIUAIIOiIS
. \rr lrr,rr,lrrl,rlrlr,, olrvrorrs, or lriviitl itt littn always

',tt,,,'t,tl,,
. \rr ttrrpo,,,.rlrL,,r lrorr,rlw,rys l,rils.
. '\ll ,,llrlr r ,rrr", ,r liorrs wltott'lltr,oult ome is in

rl,rrlrl ,,rll ll,r,r sl'ill k,sl.
. \Vlrr,n rl r,, rrrrlro,,silrL, kr invol.r' ,t skill l0sl, test the

rr\ r',,1 r),,rluI i,,rllr il ruk's or r lt,lttr lt'rislit:s.
o \ r rrlrr,rl ,,rrr, r,rr,rlw,rys llr,,tls,r slttr i,tl success,

rrlrr, lr rl,,r.ll .rlr,r,,rys lx,,rls,r rtrrnrt,tl surr:css.
. ll,,r.r r.r,rl r rl )lrr n\,r{,,rv,ril,rlr[',,rlways support the

l l l\'r "'l ll', l lIl ',

40 45 50 55 60 55 70 75 B0 85 90 95

35 40 45 50 55 60 65 70 75 B0 85 90 95

CHAITACTERISTIC

50 55 60 55 70 75 B0 85 90 95

45 50 55 60 65 70 75 B0 85 90 9s
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30 35 4A 45 50 55 60 65 70 75 B0 85 90 95 _
25 30 35 40 45 50 55 60 65 70 75 B0 85 90 95

20 25 30 35 40 4s 50 5s 60 5s 70 75 B0 85 90 95

15 20 25 30 35 40 45 50 55 60 65 70 75 B0 85 90 95

10 15 20 25 30 35 40 45 50 55 60 65 70 75 B0 85 90 95

05 10 15 20 25 30 35 40 45 s0 55 6o 65 70 75 B0 85 90 95

05 t0 15, 2a 25 3,0 35 +A 4S 50' 55 60 65 7fi,,/5, B0 85 90 95

05 10 15 20 25 30 35 40 45 s0 55 60 65 70 75 B0 85 90 95

05 10 15 20 25 30 35 40 45 50 55 60 65 70 75 B0 85 90

05 10 15 20 25 30 35 40 45 50 55 60 65 70 75 B0 85

_ _ _ : _ : ;; t; il il ;; il 1; il il il :; :; ;; ';:i
0s 10 15 20 2s 30 35 40 45 50 55 60 6s 70

RAiIGE (IF

AUI{}MAI!T
FAILURE

05 10 15 20 25 30 35 40 45 50 55

05 10 15 20 25 30 35 40 4s s0

05 10 15 20, 25 30 35 40 45 50 55 60 65

05 10 15 20 25 30 35 40 45 50 55 60

fiol success, roll Dl 00 equal to or less than the indicated nunber.This lormula determi nes a Resistance Table chance:

Base Chance ofSuccess = 50% + (Active Characterhtic x5) - (Passive Characteristic x5)

Though the table above has only 2 I on an axis, the dimcnsions may be ertended as [ar as desired. The results are valid. To mentallv talculate
onei posilion on the tdble, sublrdcl the 5mdller amounI lrom the laiger amount and mulriply the difference bv 5: then either add or subtratt
lhdl result trom 50 lor the percenlage chance. Whether you add or subtrar t depends only upon whether the Iirger number is the ar tive or the
passive force.

ll Sln,rrgth Thc nrusr:lc.power of the investigator.

( I )l\l ( ,It,,trtIttoil A rr,lhr lr0rr 0l lrr',tlth, vigor, and vitality.

Sirr, An avurage of height and weight into one
numllt'r.

It..l I lntr,llryr.rrr l A rllkr tion ol klrning, memory, and

,rn,rlyris. lN1x5,X, reveals the IDEA ROLL,

tlrr, rr,,rlrn ol hunchcs and ability to spot
llr,.,,l,vrottr

Force o[ will and the capacity for magic.
l)OWx59/n reveals the LUCK ROLL, the
ihility to be in the right place at the right
limc.

I )l \ I )r.\tr.rtr Nirrrlrlcrrcss, rluir.kness, and flexibility,

Aplx,,uirrtr r, Altrir( tivcness and friendliness.

llrll lrhrr,rtrorr Iorrn,rl,lrrll,rrtrr;rlknowledge.EDUxS%
rr,vr,,rls llrr.KNOW ROLL, the bits of
l rxrwkrlg'irr llrr, luain's knowledge attic.

S,rrrily A mcasure ofan investigator's mental
fkrxibility and resilience to emotional
lriluma.

DAMAGE BONUSE$
',//,'ri/.' ltli \llltSl/ DB

'tol' ll)1, llto4O +1D6

lrrrr ll, ll).1 4lto56 +2D6

I ril 'l rl) \7 107') +3D6

',rrr l' rll),1 /tttrt){l +4D6

l,t ,,.rr lr r lt) ot lt,r lkilt llrrul. +lD6 more
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It EFORE ANY ACTION

OETI.ARAI!ON
OT INIENI

t) oder of lheir characlet
t (, playcrs announce their
h' rarlu's int ontled act ion.

PHASE ONE

IIlRE AIMEO AND
li:AOY FIREARMS
,l haracters shoot once in

c#isr'['rr,
IIIAND_IO.I{AND

TOMBAI, ANO
USE SKILI-S

h nclers act in DEX

duding the following:

, ilomatic Actions,

I and-to-Hand attacks,

I :rearms needing to be
drawn or shouldered.

t ,ady weaponsfiring a
;econd time,

: till Use,

\rcllCasting.

PHASE THREE

THrR0-Sr{0r
F!REARMS

order of DEX, characters
lding guns rated at three

shots in a round fire

2 5"1,

50"1,

90'll,
\,]

SEI-E(IEO WEAPONS NOIES

IMPROVISED WEAPONS

Very Srn.rll I l)l

Very Large I D8

fxan4rir,'

scissrlrs, lctlcr-o1x'ncr, scrt,wdrivcr, stilt'lltlltcr'l

iilr, kirr ll,n linik,, ir r, liir li, lork, lrot'l'r'l

lrroktn lxrltlt,, h,rnrnrtr, lhrou,n rrx k, sr'r,ilr hhl,rrk', r h,rin

r hl r, lrttlt hcr knitr', l tr'pl,rrr' pokcr,'trr,rl t lrtlr, h,rtrtl,trt'

iiN: axe, largo club, pick.rxc, blat kynt k, b,rstb,rll b,rl

HAND-TO-HAND WEAPONS

Type Danra,qe Ran,qe

Fighting Knife (dirk, etc.t 1D4+2 close

Thrown Knife

lD6 close

1 DB+2 close

I D4 near

1 D6+1 near

I l)tj+ I ne.lr

1D8 long

Hand Crenade

I),rnr.lgr. Rangi,

2D6 + fire near

5l)(, ne;lr

6D6 near

1l)t, I)e{tr

NATURAL WEAPONS

,lllacki

I

I

,I

I

1

I

1

Kick

I rsl

Head

/ ),r/)),rqe

I [)6 + knockback

ll)i r lirrrxl'b,rr:k

1 D4 + knockback

ARMOR
typ" Pniler lian

Medieval Armor 4

l1r:.rvy l.tullrcr'l,r kcl I

BulletproofVest 4

I lcavy Kevl,rrVlsl ltrtxl'rnt u

Military Combat Armor 12

QurtK WEAp0Ns, RANGES, AND M00!FIERS

COMBAT SUMMARY

Attack Roll Parry or DodgeRol/ Resuir

Success Success Attacker's blow is

deflected or dodged.

Success Fails Defender is hit and

ma,v lose hit points.

Fails No roll required Defender nraintains

guard, does not

need to roll.

Fumbles No roll rr:quired Defender maintains

guard, dot:s nrtt

need to roll.

SK!!=I- EOLL RESULIS

A dramatic mishap; firearms malfunction. . A result of the

1 /20 of the chance of failure, usually ranging from 96-1 00 for

skill levels to a roll of I 00 when skill levels are over 100%.

SPICIAL/IMPALE: [)r.rinterl weapons or bullets chance to strike a vital

area. . An attack rcsult equal to 1/5 of your charader's skill rating. o

Roll ior danrage tivice and total results. . lf a hand-to-hand rveapon

impales, it sticks n the target u,jelder nru-<t roll D1 00 equal to or less

than skill in wealxrn to pull free.

CRITICAL: A Dl 00 result equal to 1 /20 of your character's skill ratinB.

lmpaling weapons impale. Unless countered with a critical pany, a

critical attack result always hits.

STAIES OF INJURY

STUN: A knock-out attack, electrical shock, or injury may stun

a character for 1 D6 rounds. A stun victim may only parry or

dodgc.

SHOCK: rxr:urs to a victim who suffcrs a single wound oi hali

or nture o[ lotal remaining hit points. Virtirn must roll CON x5

or less on Dl 00 or fall unconscious.

UNCONSCIOUS: a character with only 1 or 2 hit points left

falls unconscious until hit points rise to J or more.

DIATH: rvhrn a character's hit points drop to zero or 1ess, hc

rx shc rlics at the end ofthe following conrbat round. He or she

may recover if hit points are restore(l k) at least +1 belore then.

. 
GRAPPT-E RESU!=TS

Maneuver 7e.st tfiect

tMMOBlttzt STR vs. STR target is held

KNOCK DOWN Ii used, this option aulomatically
succeeds.

KNOCK OUT (ir,rprple 1D(r damage vs. lilrgel HP on
Resistance [.rble

DISARM I)[X vs l)EX seize the wcapon or we]pon
hand

INIURY Cr.rpple lD6 hit pointr plus the,rtl.rcker's
damJge Dor)us.

STRANCLI STR vs. STR Suffocation + 1 D J

" AITACK MODIFIERS FOR TOUER

.lype /x,rrrr1r/r,r ll.ltlltllrrr!' l)islance

standing bchind a krw wall -1 0'%

Murleratc sl,rntling lx'hintl ,t lrrr: | 0'i,, .l(Iii,

antial squatting btfiintl sandbags -20'X, nt'trls Spccial

r ntod/icrs litt ( ovtr tx! 1'rt /itngi'.iit'r urttuh/irr'.

NATIIRAI: Rccover I l).| hil

points per game weok.

IIRST AID/MEDICINT:

nxtores I DJ hit poinls t0,r

single injurv. . Conlinurti

lrcatnrent w th ,\1edic nc

oiiiers a healing ratc o[l[) ]

hit points per ganre week.once mole.



STATES OF SANIIY
For full Sanity rulu, see pag6 75"87 of Call ot Cthulhu, 6th edition.

SANITY- begins with a value equal to POWxS. The investigator appears stable and sober, with a conveniiorial
:understanding of humankind arid its place in the cosmos. People comment that he or she seems a credit to society.

HALF SANITY (-10% to Credit Rating). The investigator seems either a bit distracted or a little too intense for polite

company. His or her world views are at odds with conventional thinking. People whisper that he lives in his own world

SANITY- (-20% to Credit Rating). The investigator appears eccentric, asocial, or simply odd. His or her

ilodd,viewsrare wildly deviant from common social beliefs, making ordinary people uncomfortable or iearful.

5 POINTS OR TEWER REMAIN -The investigator has lost interest in all social conventions, living wholly within his or
her own bubble and with little contact with mainstream society. People purposely avoid contact with him or her.

INSANITY*5 or more Sanity points lo{ in a single roll; player must roll D100. lf result is INT x5 or.less,

ion*ult Ternpo-ia;y lnsanity Tables. Keeper decides i{ of longer or shorter duration. Short-term lasts for 'l D10+4 combat
longet-term lasts for 1Dl0x10 game hours.

INDEFINITE INSANITY-20% or more of cunent Sanity points lost in one game hour Gee gauge above). Effects last for
1 D6 months, or as arranged. Keeper and player consult to choose an appropriate mental disorder.

PER/\,|AN!NI:INSANITY--zero Sanity points reached. The investigator suffers a total disconnect from reality, and may

An nonllayer qlrafacter as determined by the keeper Effects last for years, if not forever. Keeper arld player

lo:chooieian appropriate mental disorder.

SHORT TEMPORARY INSANITY (roll t Dt0; lasts for t Dt0+4 conbat rounds)

1 fainting or screaming fit

2 Ilees in panic

3 physical hysterics or emotional outburst (laughing, crying, etc.)

4 babbling, incoherent, rapid speech, or logorrhea (a tonent of coherent speech)

5 intense phobia, perhaps rooting investigator to the spot

6 homicidal or suicidal mania

7 hallucinations or delusions

8 echopraxia or echolalia (investigator does/says what others around him doAay)

9 strange eating.desire (dirt, slime, cannibalism, etc.)

1 0 stupor (assumes foetal position, oblivious to events) or catatonia (can stand but

has no will or interest; may be led or forced to simple actions but takes no independent action)

I-ONGER TEMPORARY INSANITY (rctt t Dtl; tasts for t Dtlxto game hours)

1 amnesia or stuporkatatonia

2 severe phobia (can flee, but sees object of obsession everywhere)

3 hallucinations

4 strange sexual desires (exhibitionism, nymphomania or satyriasis, teratophilia, etc.)

5 Ietish (investigator latches onto some object, type of object, or person as a safety blanket)

6 uncontrollable tics, tremors, or inability to communicate via speech or writing

7 psychosomatic blindnes, deafness, or loss of the use of a limb or limbs

B brief reactive psychosis (incoherence, delusions, aberrant behavior, and/or hallucinationg

9 temporary paranoia

1 0 compulsive rituals (washing hands constantly, praying, walking in a particular rhythm,

never stepping on cracks, checking one's gun constantly, etc.)

INSANE INSIGI{I
A character who has just gone

insane may have an insight into

the provoking situation or en-

tity. The player rolls Dl00 and

must receive a result greater

than the character's INT x5.
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