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Rolling up Characters [TOC] – January 1, 2021 

 

When rolling up characters use one extra D6 for each characteristic and drop the lowest value. 

 Roll 4D6 for STR, CON, POW, DEX, APP and Luck drop the lowest result and multiply by 5. 

 Roll 3D6 for SIZ, INT and EDU drop lowest result add 6 points and multiple by 5 

Optional Rules in Effect [TOC] – January 1, 2021 

 

All page numbers reflect PDF pagination. 

1) Specializations: transferable skill benefits Call of Cthulhu main rulebook p. 79 & 80  

2) Spending/Recovering luck Pulp Cthulhu main rulebook p. 61 or see next page 

3) Optional rules for Combat Call of Cthulhu main rulebook p. 126-130 

 

All rules except d 

 

a. Rolling for initiative 
b. Knock-out blows 
c. Spending luck to remain conscious 
d. Avoiding nothing happening when sides fail their fighting skill roll 
e. Suppressing fire 
f. Armor revisited 
g. Optional hit locations – probably only occasionally 
h. Sights 
i. Bracing 
j. Movement during combat 
k. Complete concealment 
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l. Shooting at a target through cover 
m. Point blank revisited 
n. Prone 
o. Poisons 

4) Experienced Investigators Investigator’s Handbook p. 61, 62 
 
You can all the components of these packages except the extra skill points. 

Hit Points [TOC] – January 1, 2021 

 

Hit points are calculated by adding CON and SIZ and dividing by 5 rather than 10.  This will double a character’s 

hit points. 

Luck [TOC] – January 1, 2021 
 

The following rules from Pulp Cthulhu are in effect.  
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Retaining New Skills Gained on Missions [TOC] – January 1, 2021 

 

During missions agents often gain new skills or get increased percentages in skills.  Post mission part or all of 

these increases or new skills may be retained.   

NOTE: all skill improvement checks must be rolled before checking for skill retention!!!! 

This is the mechanism: 

1. Roll on Luck for each skill. 

2. On a fumble you lose 1D10% from your skill, if you’re rolling for an increased skill OR 1D10 points from 

Luck if the skill is at base value. 

3. On a failure you don’t gain or loss anything. 

4. On a success you gain 10% in the skill or the amount of the difference if it was less. 

5. On a hard success you gain 25% in the skill or the amount of the difference if it was less. 

6. On an extreme success you gain the skill in full. 

All additions are to the base skill.  Don’t forget about the effects of Specializations: Transferable Skill Benefits 

on other related skills as found on page 79 of the Call of Cthulhu rules books.  These may have affected your 

skills already. 

Example 1: Dave has come back from a mission where he had the use of Operate Heavy Machinery at 55% 

where he normally only has the 1% base.  This is what happens to him with each possible Luck roll: 

1. On a fumble he loses 1D10 points of Luck as he was at base in the skill.  If he had had points in the skill 

above base he would instead have lost 1D10 points in the skill (down to base!) 

2. On a failure he neither gains nor loses anything. 

3. On a success he gains 10% in the skill (11% Operate Heavy Machinery). 

4. On a hard success he gains 25% in the skill (26% Operate Heavy Machinery). 

5. On an extreme success he gains the whole skill (55% Operate Heavy Machinery). 

Example 2: Ludwig got to use Firearms (Handgun) at 50% when he normally only has 40%.  Here’s what 

happens with each roll: 

1. On a fumble he loses 1D10 points in Firearms (Handgun). 

2. On a failure he neither gains nor loses anything. 

3. On a success he gains 10% in the skill (From 40% to 50% Firearms (Handgun). 

4. On a hard success he gains 10% in the skill.  The difference between his existing skill and his gained skill 

in Firearms (Handgun). 

5. On an extreme success he again gains only 10 points in Firearms (Handgun). 

If this is the first time Ludwig has raised a skill in the Firearms family to 50% he can now raise all the related 

skills by 10% (but not higher than 50%).  This applies as well if a skill rises above 90%, all related skills are 

raised 10% but not above 90%. 
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Retaining New Abilities Gained on Missions [TOC] – January 1, 2021 

 

During missions agents sometimes gain new abilities that are not skills.  These can only be retained on an 

extreme Luck roll.  In the case of grouped abilities spell casting, assassin abilities, super powers you retain all 

or none of the abilities. 

NOTE: Many of these abilities are world specific and do not work in every reality. 

Retaining Items Gained on Missions [TOC] – January 1, 2021 
 

During missions agents sometimes gain items.  These are only retained on extreme Luck rolls.  Again they may 

or may not work in certain realities.   

Any items gained in this manner will always be available during a mission where they would work.   

For example:  Biff manages to retain the Dread Maul.  Every time he travels to a magical reality the Dread 

Maul will be there.  


