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By Mike Mason

elcome to Pulp Cthulhu!
Pulp Cthulhu is a game of two-fisted
adventure, weird science, dark deeds, and brave

heroes. With this book, some roleplaying dice, and the Ca//
of Cthulhu Rulebook, you have everything you need to build
and enjoy games set in the exciting pulp genre.

Tired of your investigators dying in quick succession
when jaunting around the world in a desperate bid to save
humanity? Wishing that sometimes your investigator could
make a stand instead of hiding and waiting for the eldritch
horror to pass? Pulp Cthulhu ups the ante and provides you
with tougher, more capable heroes—ready to take on the
villainous machinations of the Cthulhu Mythos!

“Pulp” can mean a lot of different things to different
people and so, along with an adapted character generation
system, new rules for psychic powers, weird science, and
a streamlined magic system, you will also find tips for
Keepers on developing pulp-style games and guidance on
fine tuning the level of pulp in your games. This means
that Pulp Cthulbu can be as full-throttled as you desire.

While in many aspects, the Pulp Cthulbu rules are
similar to standard Cal/ of Cthulhu, making it completely
compatible with the game’s many campaigns and scenarios,
there are several new additions and more options to allow
players to develop a game style that best suits their tastes.
The system is designed to allow players to create hardier
player characters (called heroes rather than investigators)
with which to confront villainous cults, alien horrors, and
outlandish monsters.

The core setting for Pulp Cthulbu is the 1930s, the
era of post-Prohibition, the Great Depression, and the
road to World War II. The thirties are resplendent with
heroes, anti-heroes, and straight-up villains, all supplying
inspiration for pulp games. The world is turning from the
hedonism of the bright young things into a darker, more
menacing place. Corruption is endemic, foreign powers
maneuver at the international level, and conspiracies
abound—all perfect material for your games. However,

INTRODUCTION

the game mechanics, pulp tropes, and guidance in this
book are equally suited to any time period and setting.
Using the advice within, Keepers can bring the flavor and
action of pulp to the classic 1920s or modern-day eras, as
well as anywhere they see fit. Think of Pulp Cthulbu as a
toolbox to enable you to “pulpify” your games, wherever
and whenever they may take place.

This book is structured so that you will first find an
introduction to the pulps themselves in Chapter 1. If you
are less history inclined, then dive straight into pulp hero
creation in Chapter 2 and read up on the sample pulp
organizations detailed in Chapter 3. For the Keepers
among you, you'll probably want to get straight into the
new rules and tweaks that can be found in Chapters 4, 5,
and 6, as well as taking a look at Chapter 7 which is all
about running pulp games. The rest of the book features
useful reference information for Keepers: a chapter looking
at the 1930s, a chapter of villains and non-player characters
to use in your games, four scenarios of varying pulp horror
and mystery, and lists of equipment and weapons.

As with any set of additional rules and extras, use what
you will to build the game for you and your group. It’s all
about creating memorable experiences and fun.

PULP-O-METER:
HOW MUCH PULP?

Do you prefer no-holds-barred, full-on, high-octane games,
or a somewhat gentler version of pulp? The level of pulp
action is designed to be customizable. Choosing which
level of pulp is right for your games is very much a personal
preference and Keepers are advised to try things out before
deciding on a pulp level that is best for them and their
players. Don’t be afraid to mix things up even further if
it helps you to reach the style of game you are aiming for.

Here’s some advice on which rules are better suited to
differing levels of pulp:




* Low pulp is most akin to standard games of Cal/ of
Cthulhu. Use hero generation (Chapter 2: Creating Pulp
Heroes, page 15) as is, but either limit Pulp Talents
(page 23) to one or do away with them completely. You
will probably also want to use the optional hit point
rule to reduce the heroes’ hit points (page 42). Also
don'’t allow heroes to take psychic skills or weird science
(Chapter 6: Pulp Magic, Psychic Powers, and Weird
Science, page 81). In terms of spending Luck to affect
the game (Chapter 4: Game System, page 60), you may
prefer to limit the amount of Luck points a player can
burn to affect a skill roll, and refrain from using the
Avoiding Certain Death rule (page 61).

Mid pulp is the standard for Pulp Cthulbu: use all of
the rules in this book, and allow players to take two

Pulp Talents for their heroes (Step Three: Determine
Pulp Talents, page 23).

High pulp increases the heroes’ abilities to dramatically
affect skill rolls. Use all of the rules presented in this
book and allow players to choose up to four Pulp
Talents for their characters. Likewise, players should
have access to psychic skills and weird science. No limit
on spending Luck should be set.

USING PULP CTHULHU
WITH CALL OF CTHULHU

While the Pulp Cthulbu rules and options within this book
have been designed to emulate and simulate a pulp style of
play there is no reason why, if you particularly like a specific
pulp rule, you cannot transport it across into your other
games of Call of Cthulhu. Certain previously published
Chaosium titles, like Masks of Nyarlathotep and Horror
on the Orient Express, are campaigns where investigators
face tough challenges and where the body count can be
very high. Using Pulp Cthulbu rules—like increased hit
points, spending Luck to avoid certain death, and the
adjusted Sanity rules can go some way to increasing the
investigators’ options and chances of survival.

As previously mentioned, the rules presented in Pulp
Cthulbu are tools for you, the Keeper, to use to build
the kind of game you want to play. Don’t be afraid to

experiment!
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ENTERTAINMENT FOR
THE MASSES

In 1896, publisher Frank A. Munsey started what would
become a revolution in the mass media of the first half of
the twentieth century. His retooling of the magazine Zhe
Argosy was ground-breaking; he dropped the slick paper
format prevalent in up-market magazines, eliminated run-of-
the-mill articles and reproduced photographs, and gave his
readership instead 192 pages of popular fiction, all printed
on rough, cheaply produced, wood pulp paper, and all for the
price of a dime. Its cover slogan offered “A Dollar’s worth
of reading for Ten Cents.” The rest, as they say, is history.

The effect pulp magazines have had on popular culture,
to this day, is immense. They spawned and developed the
writers, readers, and genres that would go on to dominate
mass-market paperbacks and the comics industry; as well as
significantly influencing television, cinema, and gaming—
even now, more than a century later.

“Pulp Fiction™—often a misused and misunderstood
term—refers more accurately not to a single genre but
rather to a low-cost publication format which caused an
explosion in publishing. It was made possible through a
confluence of new press technology, along with better
and cheaper distribution, and most importantly a general
public—particularly a working class—hungry for escapist
entertainment. This untapped market, for whom the price
of the more upmarket magazines (the “slicks”) was too high,
but for whom the ten- and twenty-five cent pulps were
affordable, would be pulps’ major readership. They would
be the final arbiters in deciding what succeeded and what
didn’t in pulp magazine publishing.

Though the margins were tight, publishers soon realized
there was money to be made from the pulps. The American
public—its appetite whetted particularly for adventure,
romance, action, mystery, and indeed horror—flocked in

their millions to the newsstands every month in search of
the thrills and chills that the coarsely-printed pulps provided.

To meet this demand the early pulp trailblazers were
followed by a growing wave of titles covering a wide range
of themes. This period was dominated by the likes of Z5e
Argosy, Blue Book, Adventure, Short Stories and, early on, by the
powerhouse A//-Story Magazine, which brought the world
the likes of Tarzan, John Carter of Mars, and Zorro. As the
years rolled by these would be joined by a legion of titles
ranging from the famous Black Mask, Astounding Stories,
Weird Tales, and the long-lived Western Story Magazine, to
now lesser-known publications such as Spicy Detective, Flying
Aces, Cupid’s Diary, Exciting Sports, and Jungle Stories. Also
of note were the later, single character-centric, “Hero Pulps”
considered by many to be the direct forerunners of modern
comics, such as Doc Savage, The Shadow, The Spider,and Secret
Service Operator #5.

'The true heyday of the pulps
came in the twenties and the
thirties, with individual issues
of some pulps selling a million
copies each. Pulps which
focused on escapist adventure
of one sort or another were
particularly popular during
these hard times. It is from
this age, with its hard-boiled
detectives, lost worlds, dames
to kill for, hideous monsters,
out-of-control super-
science, outlandish plots, and
larger-than-life characters
that most people today get
their conception of what
pulp means. For others,
pulp fiction also has a
darker side, it encompasses
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not just the outré but the transgressive
and truly strange, from the brutality
and implied sadism of some of the
later “weird menace” and “true crime”
pulps, to the more worthy cosmic
horror and otherworldly imaginings
of Howard Phillips Lovecraft and
Clark Ashton Smith, et al.

To the modern reader, much of
what can be found on the pages
of the pulps can seem nonsensical,
anticlimactic, or downright
unreadable, either due to outmoded
styles or changing tastes and times.
Some pulp stories can also make
for uncomfortable reading owning
to outdated and disreputable
treatments of race and gender, but
for that, they are hardly alone in
the history of literature. There is,
however, a great deal of good to outweigh the
bad in the pulps, not simply in terms of content but also in
authorship, thematic range, and treatment. Without the pulps,
there would have been little or no market for the likes of H.
P. Lovecraft to see their work in print (and therefore, no Cal/
of Cthulhu RPG either!). They also provided an early home
for the works of Edgar Rice Burroughs, Dashiell Hammett,
Raymond Chandler, Fritz Leiber, Louis L'Amour, Robert
Bloch, C. L. Moore, Ray Bradbury, and many, many more.

The Second World War saw the end of the heyday of the
pulps, not least of all owing to rising production costs. A
decade of decline followed, but rather than a sudden death
knell for the stories the pulp magazines told, it was instead
the corrosion of the medium itself. Glossy mass-market
paperbacks, four-color comics, anthologies, and higher-
grade “slick” or digest format magazines were welcomed by
the public and ultimately replaced the pulps.

The pulps themselves may have gone but many of the
stories, conventions, genres, and characters they created,
shaped, or recycled for a new audience have lived on and
returned again and again in new media, be they Buck Rogers,
Sexton Blake, Conan, or Great Cthulhu.

LONE GUNS AGAINST ALL
HELL: THE HERO PULPS

“The weed of crime bears bitter fruit”—or so claims that most
recognizable of pulp heroes, the Shadow, at the close of his
radio exploits. In the pulps, that fruit could prove peculiar
indeed. In the course of his weird adventures (in print and on
the air), the Shadow faces not only run-of-the-mill lowlifes,
but phantom killers, raving madmen, mob kingpins, mad
scientists, Satanists, Voodoo masterminds, super-spies, and
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maniacal cults—and he isn't alone.
Many of the more outlandish sub-
genre offerings of the pulp age
feature lone protagonists—or a
single hero, their attendant sidekick,
and an occasional love interest—
fighting a range of diabolical
antagonists, many of whom are akin
to those encountered in modern
superhero comics (although far more
murderous). It is this extreme end of
the pulp magazines’ output that many
modern readers think of (often in a
nebulous way) when “pulp fiction”
is mentioned, and its influence has
continued to be felt long after the
wood pulp presses finished rolling.
Primarily a feature of the 30s, the
first and arguably best of these single
character titles was Zhe Shadow, created
in 1930 as part of a radio tie-in, and
was later followed by the herculean polymath Doc Savage, the
gumshoe gunslinger Nick Carter, and a series of increasingly
bloody-handed crime-fighters such as Zhe Spider and Operator
#5. Their adventures are outlandish tales of both high contrast
color and plunging darkness. The stakes are invariably high,
be they the life of a kidnapped heiress, the fate of stolen
secret plans that could tip the balance of power, the lives of
hundreds, or even the would-be conquest of the world... or
its ending. A key axis of these stories is that it is the hero—or
more rarely heroes—of these tales that stands the only chance
of stopping the villains, and without their intervention, evil
will undoubtedly triumph.

The life of the vigilante and the dedicated federal agent
has a halo of honor and adventure about it, but the benefits
often end here. In the war on crime, a typical pulp hero and
their companions can expect to be shot, beaten up, drugged,
hypnotized, and tortured, all on a regular basis. An endless
parade of mobsters and twisted scientists, with countless
henchmen in their employ, threaten all the hero holds
dear. Evil will return again, often with another face or an
unpleasantly familiar one, out for revenge, wielding a more
outrageous weapon, a larger grudge against the world, and a
bloodier rampage planned. Regardless of the nightmare tide of
madness and bloodshed unleashed, regardless of how nefarious
or cunning the scheme, the dark heroes of these pulps stand
firm. They are often imperfect “damaged goods” themselves,
reformed villains or more than a little crazy, yet they stand
where others will not and don’t surrender to despair. They
realize that some monstrous threat will eventually overtake
them and that the odds are stacked against them. But even
if death is inevitable, it is better to die standing than live
kneeling in submission to evil.
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As for the villains in these yarns, most can expect to
meet a grisly end, sometimes courtesy of a crazed vigilante
like the Spider, the occasional competent cop, or lucky
G-man, or sometimes at the hands of their own treacherous
fellow gangsters. The highest profile criminal masterminds,
however—such as the technology-hating Dr. Death or the
twin Fu Manchu-imitators Wu Fang and Yen Sin—manage
an improbable escape at the close of each thwarted scheme,
and always stay one step ahead of that final, fatal defeat.

These villains and heroes are, with rare exception, willing
participants in the strange and epic struggles presented in the
pulps. They enter the fray knowing the cost, understanding
that any victory is temporary. In this, the hero pulps arent
much different from the typical Silver Age superhero
comic—a larger-than-life grappling match between wildly
exaggerated representatives of good and evil. But they differ
often in that the shadow of death and destruction is, in
comparison, noticeably very real and the villains frighteningly
competent in metering it out. In short, the villains of the hero
pulps actually kill people; they topple landmarks, dose crowds
with poison gas, bomb trains, and murder the innocent and
the good in their beds. They need to be stopped not because
they are about to do something terrible, but because they are
doing terrible things!

Take the New York built up around that most crazed of
vigilantes, the Spider, particularly in the tales penned by Norvell
Page. Citizens of the Big Apple find it all but impossible to
stroll down Broadway without some mastermind’s latest
death ray melting them while crazed cultists spring at them
from behind every bush in Central Park. In the more extreme
hero pulps, if it isn't chunks of the collapsing Empire State
Building raining down on New
Yorkers from on high, it’s poison-
fanged bats, claw-handed robot
monsters marauding on Broadway,
or worse. If the villains are not
stopped by the vengeful Spider, the
super-agent Operator #5, or the
enigmatic Shadow, then the worst
is yet to come.

Towards the end of the 30s, the
most outlandish of these hero pulp
stories end up as a kind of alternate
near-future fiction, going so far as to
shatter cities, see America invaded
by foreign hordes, and the use of
weapons of mass destruction—most
notably poison gas and mass aerial
bombing which, thanks to World
War One, was more than real enough
a threat for any reader to believe. These
outer-edge pulp stories—many of
which it must be said pushed the
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boundaries of the form’s popularity with readers—took up
the growing fears of impending world war and catastrophe
which would prove to be all too real in time. Unfortunately,
they sometimes lead their own characters and narratives up
blind alleys—after all, leaving Chicago in ruins in one story
means you can't have it back and fresh-as-a-daisy a month
later without losing a touch of credibility or impact when you
threaten to knock it over again.

The best of the hero pulps are wildly inventive and
characterful. They serve both as thrilling yarns and great escapist
entertainment, albeit of the darker kind, where the villain “gets
what they deserve” without moral ambiguity or the messy and
imperfect business of the courts. In these stories, however bleak,
the rising tide of chaos is almost always thwarted, if not with
finality, and often at a worryingly realistic cost.

STRANGE HORRORS
IN ROUGH PRINT

Despite the impact they would later have down the years, stories
featuring horror and the supernatural were not a major feature
of the pulps in terms of volume, neither in terms of output nor
range of titles. Early on in the pulp era there were no magazines
dedicated solely to what became most commonly known as
“Weird Fiction”and it made only a few passing appearances in
other titles by way of recycled classic tales—cozy ghost stories
and elements that hinted at, but seldom dealt squarely with,
the occult and the diabolic. There were, of course, exceptions—
of note for devotees of Lovecraftian horror is Irvin S. Cobb’s
excellent trailblazer “Fishhead” published in a 1913 issue of Zhe
Cawalier and frequently still analogized

to this day. Perhaps surprisingly, the
horror genre and uncanny tales in
general, once a stalwart feature of the
penny dreadfuls, remained untapped
for some time. The Thrill Book, a
modest effort to capitalize on this
lack of horror, launched in 1919 but
soon foundered. It was not until 1923
that a minor company called Rural
Publications Inc. was to create what it
promised on its byline a most “unique
magazine.” This was Weird Tales and
it would prove to be a seismic quake
in horror, fantasy, and science fiction
whose aftershocks can still be felt
today. Not least of all Weird Tales was
to be the publication where the words
“The Call of Cthulhu’ were first writ in

print, and it would provide the home
for many of the major tales which,

years later, came to be regarded as

founding the Cthulhu Mythos.
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'The influence and small but loyal following of Weird Tules
grew as it shifted publisher and editor in 1924, broadening its
horizons and gaining its recognizable identity as the home of
the uncanny and the strange. It grew to be the preeminent title
in its field and arguably spawned a whole market largely on its
own. As well as launching and sustaining the careers of dozens
of writers in its pages—most notably for our purposes H. P.
Lovecraft, Robert E. Howard, and Clark Aston Smith—it
effectively crystallized what was to become both the weird
fiction and heroic fantasy genres for a burgeoning audience.
Opver the years, its pages were also filled with a far wider gamut
of more conventional terrors than the horrors of the Mythos
or the primordial beasts of Hyboria, such as werewolves and
vampires, devil worshipers, slime monsters, family curses,
occult artifacts, alien invaders, and vengeful ghosts. The bulk of
these stories were supplied by the likes of the prolific Seabury
Quinn, Edmond Hamilton, and C. M. Eddy, Jr., as well as
a host of others, most now largely overlooked by a modern
audience. Weird Tales spawned some true classics of the genre
which have had a huge influence on later horror fiction far
beyond their first printing, such as “The Graveyard Rats” by
Henry Kuttner, “The Thing in the Cellar” by David H. Keller,
and Robert Bloch’s “Yours Truly, Jack the Ripper”. Alongside
these more overtly horror and supernaturally focused stories,
Weird Tales also published groundbreaking early science fiction
and some of the best dark heroic fantasy of the era, such as
Howard’s Conan and Solomon Kane stories and the fantasy
works of C. L. Moore.

Weird Tules reached its heyday in the mid-to-late 1930s,
roaring through the decade at the height of its inventiveness

and range, and entering a slow decline not long after the
untimely demise of both Lovecraft and Howard at the end
of the decade. The magazine’s downward trajectory continued
along with the rest of the pulps throughout the forties, with
further changes of ownership and editorship, and its flares
of brilliance, while bright, were fewer and further between,
and reprinted stories more common in the lead-up to its
final issue in 1954 when it ceased its run, outlasting it
must be said, many of its more populist rivals. Weird Tales
would have an impact, however, which far outlasted its glory
days, creating and defining whole genres of speculative and
bizarre fiction, launching dozens of careers, and inspiring
generations of writers and artists to come. Weird Tules is still
avidly collected today, and from its pages can be gleaned a
treasure trove of plots, antagonists, and creatures for Keepers
looking to recreate the style of pulp horror. Although it is
perhaps worth pointing out that Lovecraft as a stylist is far
from the archetype of the stories commonly presented, with
dark action-adventure, violent danger, and overt menace more
common than introspective fear and existential threat.
Although both then and now Weird Tules was regarded
as the premier of the pulps which dealt with horror and the
supernatural, there were, of course, others which followed its
lead or hoped to garner some of its success, particularly through
the ‘30s. Some of these horror and fantasy titles lasted for only
brief runs or focused on particular sub-genres in order to try
and carve out their niche, such as mythological-inspired or
oriental and arabesque stories in Zbe Magic Carpet, which ran
between 1930 and 1934 as an offshoot of Weird Tules. Others,
like Strange Tales and Strange Stories, were created as direct
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competition for the trailblazer by rival publishers and designed
to appeal to the same readership, using much the same stable
of freelance authors. It is perhaps of note that the demand for
these titles flowered in part at the very height of the Great
Depression, and this fact speaks perhaps to the desire for pure
escapism, although the financial strains of the era took their
toll on publishers and production schedules alike, and each
struggled to stay afloat in hard times regardless of demand.
After the Depression, more titles followed in an evolution that
saw the genres of fantasy, science fiction, and horror begin to
pull away from each other and take their own paths. These
magazines included (most notably) the excellent 7 Unknown
featuring a self-consciously more literary brand of tale, and Ghost
Stories which mixed fiction with supposed “true accounts” of
supernatural encounters and paranormal phenomena.

One late offshoot of the horror pulps also worth mentioning
was the somewhat infamous “weird menace” sub-genre. This
was a brand of pulp horror that largely skipped the haunted
atmosphere, fantastical vistas, and literary style in favor of
macabre murder, outré torture, strange twists of fate, and
nasty endings, often depicted in surprisingly graphic detail,
and most often carried out by ultimately human—rather than
supernatural—monsters. Immediately popular and unashamedly
low-brow stories of this ilk graced the pages of Dime Mystery
Magazine, Terror Tules, and Uncanny Tales and were soon
competing with each other to shock and disturb their readers on
a visceral level. This competition inevitably led to an escalation
in the atrocities on offer in print, creating a common currency of
crazed deviants, mad surgeons, disemboweling, flesh devouring,
and flaying. It eventually led to worse, by way of implied or
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actually depicted sexual violence, and child murder in the most
extreme cases, creating a fad, which rapidly burned itself out
in the late ‘30s and early ‘40s. Unlike the output of the likes of
Weird Tales and The Unknown, the short-lived weird menace
craze has arguably left few outstanding stories to posterity, but
better examples of the oeuvre have a certain ghoulish charm.
It also serves to prove that there is little new under the sun as
surprisingly similar fads would later be repeated in both horror
comics, the second wave of pulp ‘50s and ‘60s paperback fiction,
and later horror cinema.

As time went on, the weird fiction genre would also blur
into other titles, such as the rapidly evolving science fiction
magazine Astounding Stories, featuring the works of writers
from Weird Tales, such as Lovecraft, and with up-market
horror stories featuring occasionally in more “respectable”
magazines also mindful of the genre’s appeal. Horror and
weird fiction in its many guises would continue to feature
until the end of pulp magazines as a popular format.

It is a tribute to the quality and range of these stories
published in the pulps and the talents of its greatest proponents
that these stories—like some of their protagonists—would
not die. Anthologized for a new era and kept in print and
nurtured by the likes of Arkham House and the Pan Books
of Horror in the lean years of the ‘50s and ‘60s, these tales are
still influential and enjoyable today, as well as being widely
accessible now in forms ranging from lavish hardcovers to
roleplaying games and blockbuster movies. The best of these
stories can still raise more than a shudder or two, as well as
excite the imagination of the perhaps jaded modern reader,

nearly a century later.
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CHAPTER

n Pulp Cthulhu, investigators are called heroes and are
I designed to be hardier and more capable than standard

Call of Cthulbu investigators. The hero generation system
is different. Archetypes and Pulp Talents are introduced,
allowing for larger-than-life characters that are more
experienced, proficient, and better able to survive.

The full hero generation system follows and it is
recommended that you use this version when first creating
a pulp hero player character. A quick-fire creation method
is also provided at the end of this chapter, which cuts a few
corners to speed up the process, allowing players to build pulp
heroes in next to no time (see page 41).

CREATING PULP HEROES

Here are the steps to creating a pulp hero:

* Step One: Choose a Pulp Archetype.

* Step Two: Generate characteristics.

* Step Three: Determine Pulp Talents.

* Step Four: Determine occupation.

* Step Five: Decide skills and allocate skill points.
* Step Six: Create a backstory.

* Step Seven: Round out the hero.

STEP ONE: CHOOSE
A PULP ARCHETYPE

Pulp archetypes are shorthand character concepts, allowing
players to choose a character ideal that becomes the foundation
of their hero. Each archetype provides certain skill and
characteristic bonuses. Choose the archetype that best fits
the type of character you wish to play.

Each entry provides a brief summary of the key
personality aspects of the archetype, as well as detailing a
core characteristic and the likely skills such an archetype would

(REATING
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possess. Keep a note of these on some scrap paper and apply
them as you go through the rest of hero creation.

Option: If you prefer to more fully establish your hero’s
background before determining characteristics and skills, jump
to Step Four to decide an occupation and then to Step Six to
work out their backstory. These steps determine “who” your
hero is, what drives them, and their vocation. Once you have
fleshed out your hero in this way, jump back to Step Two and
work through their characteristics, skills, and talents.

Guidance notes:

Each archetype has a core characteristics. Sometimes there
is a choice between characteristics—choose one of these as
the core characteristic for the hero.

* Most characteristics for standard Ca// of Cthulhu investigators
normally start no higher than 90%; pulp heroes, however, can
begin with 95% in their core characteristic. To determine a
core characteristic, roll 1D6+13 and multiply the result by
5 (see Step Two).

* Any or all of the skills listed under each archetype may be

chosen; allocate the bonus points to as many or as few of

these skills as desired.

A list of suggested occupations is provided, although players

can choose whatever occupation suits their character concept
(such as choosing occupations from other Call of Cthulbu
supplements like the Investigator Handbook).

* In some cases, the archetype states whether a particular
talent is recommended or must be taken.

* Some suggested backstory traits are provided; you don’t
have to take these for the hero, just use them for inspiration.

Adventurer

A life without adventure is not worth living. The world is a
big place and there is much to experience and many chances
for glory. Sitting behind a desk, working a job nine to five
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is a death sentence for such folk. The adventurer yearns for
excitement, fun, and a challenge.

i Adjustments

* Core characteristic: choose either DEX or APP.

* Add 100 bonus points divided among any of the following
skills: Climb, Diving, Drive Auto, First Aid, Fighting (any),
Firearms (any), Jump, Language Other (any), Mechanical
Repair, Pilot (any), Ride, Stealth, Survival (any), Swim.

* Suggested occupations: Actor, Archaeologist, Athlete,
Aviator, Bank Robber, Big Game Hunter, Cat Burglar,
Dilettante, Drifter, Gambler, Gangster, Hobo, Investigative
Journalist, Missionary, Nurse, Photographer, Ranger, Sailor,
Soldier, Tribe Member.

* Talents: any two.

* Suggested traits: easily bored, tenacious, glory hunter,
egotistical.

Beefcake

Physical, muscular, and capable of handling themselves when
the chips are down. Born that way or has worked hard in the
pursuit of physical perfection. You won't find these guys and
gals in the library, but you might see their faces on a billboard.
Beefcakes come in two varieties: the caring, silent type, or the
brazen loud-mouth.

Adjustments

* Core characteristic: STR.

* Add 100 bonus points divided among any of the following
skills: Climb, Fighting (Brawl), Intimidate, Listen,
Mechanical Repair, Psychology, Swim, Throw.

* Suggested occupations: Athlete, Beat Cop, Bounty Hunter,
Boxer, Entertainer, Gangster, Hired Muscle, Hobo, Itinerant
‘Worker, Laborer, Mechanic, Sailor, Soldier, Street Punk,
Tribe Member.

* Talents: any two.

* Suggested traits: domineering, brash, quiet, soft-centered,
slow to anger, quick to anger.

Bon Vivant

A bon vivant is “one who lives well,” but that doesn't necessarily

mean they are rich. While many are accustomed to wealth, the

bon vivant is someone who could be said to enjoy life to the

fullest and damn the consequences! Why wait until tomorrow
I when you can start living life today? Enjoying food and drink,
as well as other pleasurable pursuits, is the key to a lifestyle
where excess is the norm. Whether poor or rich, such a person
puts little thought to saving for a rainy day, preferring to be
the center of attention and a friend to all.

LIV
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PULP ARCHETYPES

Adventurer Hunter
Beefcake Mystic
Bon Vivant Odutsider
Cold Blooded Rogue
Dreamer Scholar
Egghead Seeker
Explorer Sidekick
Femme Fatale Steadfast
Grease Monkey Swashbuckler
Hard Boiled Thrill seeker
Harlequin Two-Fisted
Adjustments

* Core characteristic: SIZ.

* Add 100 bonus points divided among any of the following
skills: Appraise, Art/Craft (any), Charm, Fast Talk,
Language Other (any), Listen, Spot Hidden, Psychology.

* Suggested occupations: Actor, Artist, Butler, Confidence
Trickster, Cult Leader, Dilettante, Elected Official,
Entertainer, Gambler, Gun Moll, Gentleman/Lady, Military
Officer, Musician, Priest, Professor, Zealot.

* Talents: any two.

* Suggested traits: excessive, greedy, hoarder, collector, name-
dropper, boastful, attention seeking, kind, generous.

Cold Blooded

A rationalist who is capable of just about anything. Cold
blooded types may follow some twisted moral code, however,
their view of humanity is cold and stark; you're either good
or bad. There are no shades of gray to navigate, just the harsh
realities of life and death. Such people make effective killers
as they have little self-doubt; they are ready to follow orders
to the letter, or pursue some personal agenda for revenge. Such
people may do anything to get the job done. They are rarely
spontaneous people; instead, they embody ruthlessness and
premeditation. Sometimes they will try to fool themselves
into believing they have a “line” they will not cross, when in
reality they are merciless and will go to any length to fulfill
what they see as their goal.
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Adjustments
i * Core characteristic: INT
\ * Add 100 bonus points divided among any of the following
! skills: Art/Craft (Acting), Disguise, Fighting (any), Firearms
(any), First Aid, History, Intimidate, Law, Listen, Mechanical
Repair, Psychology, Stealth, Survival (any), Track.
* Suggested occupations: Bank Robber, Beat Cop, Bounty
Hunter, Cult Leader, Drifter, Exorcist, Federal Agent,
Gangster, Gun Moll, Hired Muscle, Hit Man, Professor,
Reporter, Soldier, Street Punk, Tribe Member, Zealot.
* Talents: must take the Hardened talent, plus one other.
* Suggested traits: rationalist, sees everything in black and
white, ruthless, callous, brutal, pitiless, hardnosed.

' Dreamer
Whether an idealist or visionary, the dreamer has a strong and
powerful mind. Such types tend to follow their own direction
in life. The dreamer looks beyond the mundane realities of ADVENTIRER
| life, perhaps as a form of escapism or because they yearn for
“what could be,” wishing to right wrongs or improve the world
{ around them.

Adjustments
il ' * Core characteristic: POW. !f[fﬂﬂ/f
| * Add 100 bonus points divided among any of the following
skills: Art/Craft (any), Charm, History, Language Other
(any), Library Use, Listen, Natural World, Occult.
* Suggested occupations: Artist, Author, Bartender/Waitress,
Priest, Cult Leader, Dilettante, Drifter, Elected Official,
Gambler, Gentleman/Lady, Hobo, Hooker, Librarian,
Musician, Nurse, Occultist, Professor, Secretary, Student,

i Tribe Member.

| * Talents: any two (Strong Willed talent recommended).

} * Suggested traits: idealist, optimist, lazy, generous, quiet,

n' thoughtful, always late.

b/ Egghead éov Vivanr

Everything can be broken down and analyzed in order to
: understand how it works. Knowledge is a treasure and a
joy—a puzzle to explore. Where the scholar is bookish, the
egghead is practical and thoroughly enjoys getting their hands
[ dirty. Whether it’s wires and gears, valves and computational
engines, or blood and bones, the egghead likes to figure out
what makes things tick. Perhaps an absent-minded genius
] . or a razor-sharp virtuoso, the egghead can easily become
absorbed in the problem before them, leaving them exposed Coto-BLoovkd

and unaware of what is actually happening around them.

Depending on the pulp level of your game, the egghead may
be able to invent all manner of gizmos, useful or otherwise,
see Weird Science on page 86 for details.
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Adjustments

* Core characteristic: choose either INT or EDU.

* Add 100 bonus points divided among any of the following
skills: Anthropology, Appraise, Computer Use, Electrical
Repair, Language Other (any), Library Use, Mechanical
Repair, Operate Heavy Machinery, Science (any).

* Suggested occupations: Butler, Cult Leader, Doctor of
Medicine, Engineer, Gentleman/Lady, Investigative
Journalist, Mechanic, Priest, Scientist.

* Talents: any two.

* Suggested traits: knowledgeable, focused, tunnel vision,
information seeker, oblivious to surroundings, lack of
common sense, tinkerer, irresponsible.

Explorer

“Don't fence me in,” is the oft-heard cry of the explorer, who
wishes for a more authentic and fulfilling life. Strong willed,
virtually unshakeable, the explorer is ever questing for what
lies over the horizon. Possibly at one with nature, such types
are content to sleep where they fall, happily disdaining the
soft comforts of urban life. Whether hacking through jungles,
squeezing through caverns, or simply charting the hidden quarters
of the city, the explorer is often a misfit who grows restless and
annoyed by those they consider to be “weak” or “cowards.”

Adjustments

* Core characteristic: choose either DEX or POW.

* Add 100 bonus points divided among any of the following
skills: Animal Handling, Anthropology, Archaeology, Climb,
Fighting (Brawl), First Aid, Jump, Language Other (any),
Natural World, Navigate, Pilot (any), Ride, Stealth, Survival
(any), Track.

* Suggested occupations: Agency Detective, Archaeologist,
Big Game Hunter, Bounty Hunter, Dilettante, Explorer,
Get-Away Driver, Gun Moll, Itinerant Worker, Investigative
Journalist, Missionary, Photographer, Ranger, Sailor, Soldier,
Tribe Member.

* Talents: any two.

* Suggested traits: outcast, brave, misfit, loner, bullish, strong
willed, leader, restless.

Femme Fatale

A deadly woman or man whose outward beauty usually masks
a self-centered approach to life; one who is ever vigilant. By
constructing an alluring and glamorous persona the femme
fatale is akin to a spider. She draws others to her web in order
to possess what she desires or destroy her target. Brave and
cunning, the femme fatale is not shy of getting her hands dirty
and is a capable foe. Neither is she foolhardy, and she will wait
until her web is constructed before dealing out a sudden and
well-timed assault (be it mental or physical). A classic pulp
archetype, the femme fatale could as easily be termed homme
fatale if so desired.
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Adjustments

* Core characteristic: choose either APP or INT.

* Add 100 bonus points divided among any of the following
skills: Art/Craft (Acting), Appraise, Charm, Disguise, Drive
Auto, Fast Talk, Fighting (Brawl), Firearms (Handgun),
Listen, Psychology, Sleight of Hand, Stealth.

Suggested occupations: Actor, Agency Detective, Author,
Cat Burglar, Confidence Trickster, Dilettante, Elected
Official, Entertainer, Federal Agent, Gangster, Gun Moll,
Hit Man, Hooker, Investigative Journalist, Musician, Nurse,

Private Investigator, Reporter, Spy, Zealot.

* Talents: any two (Smooth Talker talent recommended).

* Suggested traits: alluring, glamorous, wicked, deceitful,
cunning, focused, fraudulent.

Grease Monkey
The grease monkey is practically minded, able to make
and repair all manner of things, be they useful inventions,
machines, engines, or other devices. Grease Monkeys may
be found lurking under the hood of a car, or playing with the
telephone exchange wires. Such types have a “can do” attitude,
able to make the most of what they have at hand, using their
skills and experience to wow those around them.
Depending on the pulp level of your game, the grease
monkey may be able to “jury-rig” all manner of gizmos, useful
or otherwise; see Weird Science on page 86 for details.

Adjustments

* Core characteristic: INT.

* Add 100 bonus points divided amongst any of the following
skills: Appraise, Art/Craft (any), Fighting (Brawl), Drive
Auto, Electrical Repair, Locksmith, Mechanical Repair,
Operate Heavy Machinery, Spot Hidden, Throw.

* Suggested occupations: Bartender/Waitress, Butler, Cat
Burglar, Chauffeur, Drifter, Engineer, Get-Away Driver,
Hobo, Itinerant Worker, Mechanic, Sailor, Soldier, Student,
Union Activist.

* Talents: any two (Weird Science talent recommended).

* Suggested traits: practical, hands-on, hard working, oil-
stained, capable.

Hard Boiled

Tough and streetwise, someone who is hard boiled understands
that to catch a thief you have to think like a thief. Usually,
such a person isn’t above breaking the law in order to get the
job done. They’ll use whatever tools are at their disposal and
may crack a few skulls in the process. Often, at their core, they
are honest souls who wish the world wasn’t so despicable and
downright nasty; however, in order to fight for justice, they
can be just as nasty as they need to be.
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Adjustments

* Core characteristic: CON.

* Add 100 bonus points divided among any of the following
skills: Art/Craft (any), Fighting (Brawl), Firearms (any),
Drive Auto, Fast Talk, Intimidate, Law, Listen, Locksmith,
Sleight of Hand, Spot Hidden, Stealth, Throw.

* Suggested occupations: Agency Detective, Bank Robber,
Beat Cop, Bounty Hunter, Boxer, Gangster, Gun Moll,
Laborer, Police Detective, Private Investigator, Ranger,
Union Activist.

* Talents: any two.

* Suggested traits: cynical, objective, practical, world-weary,
corrupt, violent.

Harlequin

While similar to the femme fatale, the harlequin does not
like to get their hands dirty (if they can help it). Usually
possessing a magnetic personality, although not necessarily
classically beautiful, such types find enjoyment in manipulating
others to do their bidding, and often hide their own agendas
behind outright lies or subtle deceptions. Sometimes they
are committed to a cause (personal or otherwise), or act like
agents of chaos, delighting in watching how people react to
the situations they construe.

Adjustments

* Core characteristic: APP.

* Add 100 bonus points divided among any of the following
skills: Art/Craft (Acting), Charm, Climb, Disguise, Fast
Talk, Jump, Language Other (any), Listen, Persuade,
Psychology, Sleight of Hand, Stealth.

* Suggested occupations: Actor, Agency Detective, Artist,
Bartender/Waitress, Confidence Trickster, Cult Leader,
Dilettante, Elected Official, Entertainer, Gambler,
Gentleman/Lady, Musician, Reporter, Secretary, Union
Activist, Zealot.

* Talents: any two.

* Suggested traits: calculating, cunning, two-faced,
manipulative, chaotic, wild, flamboyant.

Hunter

Maybe it’s the thrill of the chase, the prize at the end, or just
because they have an innate drive to master their environment,
the hunter is relentless in pursuing their prey. Calm and
calculated, the hunter is willing to wait for the most opportune
moment, despising the reckless behavior of the unwary.

Adjustments

* Core characteristic: choose either INT or CON.

* Add 100 bonus points divided among any of the following
skills: Animal Handling, Fighting (any), Firearms (Rifle
and/or Handgun), First Aid, Listen, Natural World,
Navigate, Spot Hidden, Stealth, Survival (any), Swim, Track.
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* Suggested occupations: Agency Detective, Bank Robber,
Beat Cop, Bounty Hunter, Boxer, Gangster, Gun Moll,
Laborer, Police Detective, Private Investigator, Ranger,
Union Activist.

* Talents: any two.

* Suggested traits: relentless, cunning, patient, driven, calm,
quiet.

Mystic

A secker of the hidden, explorer of the unseen realm; the
mystic quests for secrets and the fundamental truth of
existence. They may be book-learned academics, shamanistic
healers, circus diviners, or visionaries, but all pursue knowledge
and the experience of forces outside of the natural order, be it
for personal gain or the betterment of mankind.

With the Keeper’s permission, a mystic is able to tap into
supernatural powers beyond the ken of average folk. Often
they have been persecuted and hunted, hiding their “gifts”
from those who would call them “witch,” while others are
considered charlatans and little more than sideshow freaks.
Such heroes must take the Psychic talent, allowing them to
invest skill points in one or more psychic skills (see Psychic

Powers, page 83).

Adjustments

* Core characteristic: POW.

* Add 100 bonus points divided among any of the following
skills: Art/Craft (any), Science (Astronomy), Disguise, History,
Hypnosis, Language Other (any), Natural World, Occult,
Psychology, Sleight of Hand, Stealth; if the Psychic talent
is taken, allocate skill points to the chosen psychic skill(s).

* Suggested occupations: Artist, Cult Leader, Dilettante,
Exorcist, Entertainer, Occultist, Parapsychologist, Tribe
Member.

* Talents: any two (Psychic talent recommended).

* Suggested traits: collector, knowledgeable, irresponsible,
calculating, opportunist, shrewd, studious, risk taker, wise.

Outsider

The outsider stands apart from the rest of society, either
figuratively or literally. Such people may be alien to the
environment in which they find themselves, perhaps from a
different country or culture, or they are part of the society but
find themselves at odds with it. The outsider is usually on some
form of journey, physically or spiritually, and must complete
their objective before they can return to, or at last feel part of,
the greater whole. Often the outsider will have distinct skills
or a different way of approaching things; utilizing forgotten,
secret, or alien knowledge.

CHAPTER 2

Adjustments

* Core characteristic: choose either INT or CON.

* Add 100 bonus points divided among any of the following
skills: Art/Craft (any), Animal Handling, Fighting (any),
First Aid, Intimidate, Language Other (any), Listen,
Medicine, Navigation, Stealth, Survival (any), Track.

* Suggested occupations: Artist, Drifter, Explorer, Hired
Muscle, Itinerant Worker, Laborer, Nurse, Occultist, Ranger,
Tribe Member.

* Talents: any two.

* Suggested traits: cold, quiet, detached, indifferent, brutal.

Rogue

The rogue disobeys rules of society, openly questioning the
status quo and mocking those in authority. They delight
in being non-conformists, acting on impulse and deriding
conventional behavior. Laws are there to be broken or skirted
around. Most rogues are not necessarily criminals or anarchists
intent on spreading chaos, but rather they find amusement
in pulling off stunts that will confound others. They are often
sophisticated, governed by their own unique moral codes,
loveable and careless.

Adjustments

* Core characteristic: choose either DEX or APP.

* Add 100 bonus points divided among any of the following
skills: Appraise, Art/Craft (any), Charm, Disguise, Fast
Talk, Law, Locksmith, Psychology, Read Lips, Spot Hidden,
Stealth.

* Suggested occupations: Artist, Bank Robber, Cat Burglar,
Confidence Trickster, Dilettante, Entertainer, Gambler, Get-
Away Driver, Spy, Student.

* Talents: any two.

* Suggested traits: charming, disarming, self-absorbed, crafty,
shrewd, scheming.

Scholar

Uses intelligence and analysis to understand the world around
them. Normally quite happy sitting in the library with a book
(rather than actually facing the realities of life). A seeker of
knowledge, the scholar is not particularly action orientated;
however, when it comes to the crunch, he or she might be the
only person who knows what to do.”

Adjustments

* Core characteristic: EDU.

* Add 100 bonus points divided among any of the following
skills: Accounting, Anthropology, Cryptography, History,
Language Other (any), Library Use, Medicine, Natural
World, Occult, Science (any).

* Suggested occupations: Archaeologist, Author, Doctor of
Medicine, Librarian, Parapsychologist, Professor, Scientist.

* Talents: any two.
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* Suggested traits: studious, bookish, superiority complex,
i condescending, loner, fussy, speaks too quickly, pensive.
\ * Special: always begins the game as a non-believer of the
! Mythos (see Chapter 9: Sanity, Ca/l of Cthulbu Rulebook).

Seeker

Puzzles and riddles enthrall the seeker, who uses intelligence
and reasoning to uncover mysteries and solve problems. They
look for and enjoy mental challenges, always focused on
finding the truth, no matter the consequences or tribulations
they must face.

Adjustments 3’5’//014/?

* Core characteristic: IN'T.
4 * Add 100 bonus points divided among any of the following
skills: Accounting, Appraise, Disguise, History, Law, Library
Use, Listen, Occult, Psychology, Science (any), Spot Hidden,
' Stealth.
| * Suggested occupations: Agency Detective, Author, Beat
{ Cop, Federal Agent, Investigative Journalist, Occultist,
{ Parapsychologist, Police Detective, Reporter, Spy, Student.
* Talents: any two.
Suggested traits: risk taker, tunnel vision, deceitful, boastful,

driven. ."/ﬂ[//ﬂ(
Sidekick

The sidekick embodies aspects of the steadfast, rogue, and

thrill seeker archetypes. Usually, a younger person who has
yet to live up to their full potential, someone who seeks to
learn from a mentor type figure, or those content not to be

the center of attention. Alternatively, the sidekick wishes to
belong, to be the hero but is overshadowed by their peers or
mentor. Subordinate sidekicks can at times struggle against

their (usually) self-imposed restraints, venturing off on flights

n' of fancy that mostly just get them into trouble. Sidekicks
iy usually possess a strong moral code of duty and responsibility. SwasheyeLER
df' Adjustments

! * Core characteristic: choose either DEX or CON.

* Add 100 bonus points divided among any of the following
| skills: Animal Handling, Climb, Electrical Repair, Fast Talk,
[ First Aid, Jump, Library Use, Listen, Navigate, Photography,
] Science (any), Stealth, Track.

Suggested occupations: Author, Bartender/Waitress, Beat

b - Cop, Butler, Chauffeur, Doctor of Medicine, Federal Agent,
Get-Away Driver, Gun Moll, Hobo, Hooker, Laborer, ’A.//?/ZZ .?[5(’6?
Librarian, Nurse, Photographer, Scientist, Secretary, Street
Punk, Student, Tribe Member.

* Talents: any two.

Suggested traits: helpful, resourceful, loyal, accident-prone,

questioning, inquisitive, plucky.

AaxyovT s1igr) Aq s saghzaqpagy

2 TWo-FISTe0

-

PRy ot




g

=_a

Steadfast

Moral righteousness runs thickly in the blood of the steadfast.
They protect the weak, put the interests of the others before
themselves, and would willingly sacrifice their life for another’s
safety. Whether they follow a clear spiritual or religious path
or some internal moral code, they do not stoop to the depths
of others, fighting with honor and acting as role models to
those around them. Whatever else they fight for, they also
fight for justice.

Adjustments

* Core characteristic: CON.

* Add 100 bonus points divided among any of the following
skills: Accounting, Drive Auto, Fighting (any), Firearms
(Handgun), First Aid, History, Intimidate, Law, Natural
World, Navigate, Persuade, Psychology, Ride, Spot Hidden,
Survival (any).

Suggested occupations: Athlete, Beat Cop, Butler, Priest,
Chauffeur, Doctor of Medicine, Elected Official, Exorcist,
Federal Agent, Gentleman/Lady, Missionary, Nurse, Police
Detective, Private Detective, Reporter, Sailor, Soldier, Tribe
Member.

Talents: any two.

Suggested traits: unwavering, loyal, resolute, committed,

dedicated, firm but fair, faithful.

Swashbuckler

Passionate and idealistic souls who are always looking to rescue
damsels in distress. Gallant and heroic, the swashbuckler is
action-orientated and fights fairly, disdaining the use of
firearms as the tools of cowards. Most likely boastful, noisy,
and joyous, even when in the direst of situations. A romantic
at heart, a swashbuckler possesses a strong code of honor but
is prone to reckless behavior

that risks more than just their own life&quot;.Adjustments

* Core characteristic: choose either DEX or APP.

* Add 100 bonus points divided among any of the following
skills: Art/Craft (any), Charm, Climb, Fighting (any), Jump,
Language Other (any), Mechanical Repair, Navigate, Pilot
(any), Stealth, Swim, Throw.

* Suggested occupations: Actor, Artist, Aviator, Big
Game Hunter, Bounty Hunter, Dilettante, Entertainer,
Gentleman/Lady, Investigative Journalist, Military Officer,
Missionary, Private Detective, Ranger, Sailor, Soldier, Spy.

* Talents: any two.

* Suggested traits: boastful, gallant, action-orientated,
romantic, passionate, highly-strung.

-
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‘Thrill Seeker

Some people are like moths to a flame. For them, the easy life
is no life at all, and they must seek out adventure and danger
in order to feel alive. The stakes are never high enough for
thrill seekers, who are always ready to bet large in order to
feel the rush of adrenaline pumping through their veins. Such
daredevils are drawn to high-octane sports and activities, and
for them, a mountain is a challenge to master. Foolhardy to a
fault, they cannot understand why no one else is prepared to
take the same risks as they do.

Adjustments

* Core characteristic: choose either DEX or POW.

* Add 100 bonus points divided among any of the following
skills: Art/Craft (any), Charm, Climb, Diving, Drive Auto,
Fast Talk, Jump, Mechanical Repair, Navigate, Pilot (any),
Ride, Stealth, Survival (any), Swim, Throw.

* Suggested occupations: Actor, Athlete, Aviator, Bank
Robber, Bounty Hunter, Cat Burglar, Dilettante, Entertainer,
Explorer, Gambler, Gangster, Get-Away Driver, Gun
Moll, Gentleman/Lady, Hooker, Investigative Journalist,
Missionary, Musician, Occultist, Parapsychologist, Ranger,
Sailor, Soldier, Spy, Union Activist, Zealot.

* Talents: any two.

Suggested traits: daredevil, risk taker, manic, exhibitionist,

braggart, trouble maker.

Two-Fisted

“Live fast, die hard” is the motto of the two-fisted. Such
individuals are storehouses of energy, strong, tough, and very
capable. Such types are inclined to resolve disputes with their
fists rather than words. Usually hard-drinking and hard-
talking, they like getting straight to the point and dislike pomp
and ceremony. They do not suffer fools gladly. The two-fisted
seem to live life in a hurry, quick to anger, contemptuous of
authority, and ready to play as dirty as the next guy.

Adjustments

* Core characteristic: choose either STR or SIZ.

* Add 100 bonus points divided among any of the following
skills: Drive Auto, Fighting (Brawl), Firearms (any),
Intimidate, Listen, Mechanical Repair, Spot Hidden, Swim,
Throw.

* Suggested occupations: Agency Detective, Bank Robber,
Beat Cop, Boxer, Gangster, Gun Moll, Hired Muscle, Hit
Man, Hooker, Laborer, Mechanic, Nurse, Police Detective,
Ranger, Reporter, Sailor, Soldier, Street Punk, Tribe Member,
Union Activist.

* Talents: any two.

Suggested traits: tough, capable, determined, quick to anger,

violent, dirty, corrupt, underhand.
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STEP TWO: GENERATE
CHARACTERISTICS

& Use the following rolls to determine each of the characteristics,
although substitute a roll of 1D6+13 multiplied by 5 for the
hero’s core characteristic (as determined by the archetype
chosen in Step One).

» Strength (STR): roll 3D6 and multiply by 5.

* Constitution (CON): roll 3D6 and multiply by 5.

* Size (SIZ): roll 2D6+6 and multiply by 5.

* Dexterity (DEX): roll 3D6 and multiply by 5.

* Appearance (APP): roll 3D6 and multiply by 5.

+ Intelligence (INT): roll 2D6+6 and multiply by 5.
) * Power (POW): roll 3D6 and multiply by 5.
¢ * Education (EDU): roll 2D6+6 and multiply by 5.

Write the result for each characteristic on the Pulp Cthulbu
hero sheet, and also write in the half and fifth values for each
of them—entering the values alongside the full characteristic
| percentage:

* Divide the percentage value by two, rounding down, and
enter for the “half” percentage value.

* Divide the percentage value by five, rounding down, and
enter for the “fifth” percentage value.

Note: a Quick Reference Chart for Half and Fifth Values
can be found on page 43.

The half and fifth numbers are used in relation to
characteristics and skills in the game and all the numbers
are calculated up front so that play is not hindered by mental

calculations. If you prefer, you can always work these out
during the game as necessary.

Age
Choose any age between 15 and 90 years. Age modifiers
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(characteristic penalties or experience bonuses) are not used

i in Pulp Cthulbu.

Determine Other Attributes

] Luck: roll 2D6+6 and multiply by 5.
* Sanity points (SAN): equal to POW.
Hit points (HP): add CON and SIZ together, then divide
the total by 5 (round down).
* Magic points (MP): equal to one-fifth of POW.

A * Damage Bonus (DB) and Build: add STR to SIZ together
1 and look up the total on Table 1: Damage Bonus and Build.

* Movement Rate (MOV): compare DEX, STR, and SIZ as

per Table 2: Movement Rates.
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TABLE I: DAMAGE BONUS AND BUILD

STR+SIZ Damage Bonus Build
2-64 22 >3
65-84 €3 B

85-124 None

125-164 +1D4 +1
165-204 +1D6 2
205-284 +2D6 +3
285-364 +3D6 +4
365-444 +4D6 +5
445-524* +5D6 +6*

*Add an additional 1D6 to Damage Bonus and +1 to Build
Jfor each additional 80 points or fraction thereof.

TABLE 2: MOVEMENT RATES

If both DEX and STR are each

less than SIZ Maviy
If either STR or DEX is equal to

or greater than SIZ, or if all three MOV 8
are equal

If both STR and DEX are each MOV 9

greater than SIZ

St X T,
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STEP THREE: DETERMINE
PULP TALENTS

Pulp talents provide a way to further customize characters,
enabling certain benefits and enhancements that reflect
pulp themes and styles. While they won't turn heroes into
superheroes, they do provide specific advantages allowing

heroes to be particularly adept in certain circumstances.
Wohen creating a hero, choose two talents from the ones
listed below. During the course of the game, heroes may gain
additional talents at the discretion of the Keeper (see Hero
Development Phase, page 69, Chapter 4: Game System).
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CHAPTER 2

TABLE 3: PHYSICAL TALENTS (CHOOSE OR ROLL (D10)

1 Keen Vision: gain a bonus die to Spot Hidden rolls.
2 Quick Healer: natural healing is increased to +3 hit points per day.
3 Night Vision: in darkness, reduce the difficulty level of Spot Hidden rolls

and ignore penalty die for shooting in the dark.

4 Endurance: gain a bonus die when making CON rolls (including to determine MOV rate for chases).

5 Power Lifter: gain a bonus die when making STR rolls to lift objects or people.

6 Iron Liver: may spend 5 Luck to avoid the effects of drinking excessive amounts of alcohol (negating
penalty applied to skill rolls).

7 Stout Constitution: may spend 10 Luck to reduce poison or disease damage and effects by half.

8 Tough Guy: soaks up damage, may spend 10 Luck points to shrug off up to 5 hit points worth of
damage taken in one combat round.

9 Keen Hearing: gain a bonus die to Listen rolls

10 Smooth Talker: gain a bonus die to Charm rolls.

'There are four tables of pulp talents: either choose two talents
from any of the tables, or roll for talents randomly. The tables
are themed for physical, combat, mental or miscellaneous
talents. If deciding randomly, roll 1D4 to determine which
table to roll on:

1. Table 3: Physical Talents
2.Table 4: Mental Talents
3.Table 5: Combat Talents

4. Table 6: Miscellaneous Talents

STEP FOUR: DETERMINE
OCCUPATION

Your hero’s occupation determines the skills they are most
proficient with, their income level, and who they are likely to
know. Bear in mind the occupations suggested by the chosen
pulp archetype.

The following suggested occupations are naturally pulp
flavored and some are more closely tied to the 1930s
setting. Additional occupations can be found in Chaosium’s
Investigator Handbook.

Once you have chosen an occupation, write it down on the
pulp hero sheet and then make a note of the occupational
skills for Step Five.
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Actor, Film

* Occupation Skill Points: EDU x 2 + APP x 2.

* Credit Rating: 20-90.

* Suggested Contacts: film industry, media critics, writers.

* Skills: Art/Craft (Acting), Disguise, Drive Auto, two
interpersonal skills (Charm, Fast Talk, Intimidate, or
Persuade), Psychology, any two other skills as personal or
era specialties (e.g. Ride or Fighting).

Actor, Stage and Radio

* Occupation Skill Points: EDU x 2 + APP x 2.

* Credit Rating: 9-40.

* Suggested Contacts: theater industry, newspaper arts critics,
actor’s guild or union.

* Skills: Art/Craft (Acting), Disguise, Fighting, History,
two interpersonal skills (Charm, Fast Talk, Intimidate, or
Persuade), Psychology, any one other skill as a personal or
era specialty.

Agency Detective
* Occupation Skill Points: EDU x 2 + (STR x 2 or DEX x 2).
* Credit Rating: 20-45.
* Suggested Contacts: local law enforcement, clients.
* Skills: One interpersonal skill (Charm, Fast Talk, Intimidate,
or Persuade), Fighting (Brawl), Firearms, Law, Library Use,
Psychology, Stealth, Track.
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TABLE 4: MENTAL TALENTS (CHOOSE OR ROLL (D10)

1 Hardened: ignores Sanity point loss from attacking other humans, viewing horrific injuries, or the
deceased.
2 Resilient: may spend Luck points to shrug-off points of Sanity loss, on a one-for-one basis.
3 Strong Willed: gains a bonus die when making POW rolls.
4 Quick Study: halve the time required for Initial and Full Reading of Mythos tomes, as well as other
books.
5 Linguist: able to determine what language is being spoken (or what is written); gains a bonus die to
! Language rolls.
6 Arcane Insight: halve the time required to learn spells and gains bonus die to spell casting rolls.
| 7 Photographic Memory: can remember many details; gains a bonus die when making Know rolls.
[ 8 Lore: has knowledge of a lore specialization skill (e.g. Dream Lore, Vampire Lore, Werewolf Lore,
I etc.). Note that occupational and/or personal interest skill points should be invested in this skill.
i 9 Psychic Power: may choose one psychic power (Clairvoyance, Divination, Medium, Psychometry, or
| Telekinesis). Note that occupational and/or personal interest skill points should be invested in this
% skill (see Psychic Powers, page 83).
| 10 Sharp Witted: able to collate facts quickly; gain a bonus die when making Intelligence (but not Idea)
. rolls.
Roll Combat Talent
1 Alert: never surprised in combat.
2 Heavy Hitter: may spend 10 Luck points to add an additional damage die when dealing out melee
{ combat (die type depends on the weapon being used, e.g. 1D3 for unarmed combat, 1D6 for a sword, etc.)
| 3 Fast Load: choose a Firearm specialism; ignore penalty die for loading and firing in the same round.
f} 4 Nimble: does not lose next action when “diving for cover” versus firearms.
e 5 Beady Eye: does not suffer penalty die when “aiming” at a small target (Build —2), and may also fire
d" into melee without a penalty die.

3 6 Outmaneuver: character is considered to have one point higher Build when initiating a combat
maneuver (e.g. Build 1 becomes Build 2 when comparing their hero to the target in a maneuver,
reducing the likelihood of suffering a penalty on their Fighting roll).

7 Rapid Attack: may spend 10 Luck points to gain one further melee attack in a single combat round.
8 Fleet Footed: may spend 10 Luck to avoid being “outnumbered” in melee combat for one combat
encounter.
9 Quick Draw: does not need to have their firearm “readied” to gain +50 DEX when determining
I position in the DEX order for combat.
10 Rapid Fire: ignores penalty die for multiple handgun shots.
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TABLE 6: MISCELLANEQUS TALENTS (CHOOSE OR ROLL IDI0)

1 Scary: reduces difficulty by one level or gains bonus die (at the Keeper’s discretion) to Intimidate rolls.
2 Gadget: starts game with one weird science gadget (see Weird Science, page 86).

3 Lucky: regains an additional +1D10 Luck points when Luck Recovery rolls are made.

4 Mythos Knowledge: begins the game with a Cthulhu Mythos Skill of 10 points.

5 Weird Science: may build and repair weird science devices (see Weird Science, page 86).

6 Shadow: reduces difficulty by one level or gains bonus die (at the Keeper’s discretion) to Stealth rolls,

and if currently unseen is able to make two surprise attacks before their location is discovered.

7 Handy: reduces difficulty by one level or gains bonus die (at the Keeper’s discretion) when making
Electrical Repair, Mechanical Repair, and Operate Heavy Machinery rolls.

8 Animal Companion: starts game with a faithful animal companion (e.g. dog, cat, parrot) and gains a
bonus die when making Animal Handling rolls.

9 Master of Disguise: may spend 10 Luck points to gain a bonus die to Disguise or Art/Craft (Acting)
rolls; includes ventriloquism (able to throw voice over long distances so it appears that the sound is
emanating from somewhere other than the hero). Note that if someone is trying to detect the disguise
their Spot Hidden or Psychology roll’s difficulty is raised to Hard.

10 Resourceful: always seems to have what they need to hand; may spend 10 Luck points (rather than
make Luck roll) to find a certain useful piece of equipment (e.g. a flashlight, length of rope, a weapon,
etc.) in their current location.

* Suggested Contacts: patrons, museums,

universities.

» Skills: Appraise, Archaeology, History, Other

Language (any), Library Use, Spot Hidden,

Archaeologist Athlete
* Occupation Skill Points: EDU x 4. . Occupation Skill Points: EDU x 2 +
* Credit Rating: 10-40. (DEX x 2 or STR x 2).

. Credit Rating: 9-70.
. Suggested Contacts: sports personalities,
sports writers, other media stars.

Skills: Climb, Jump, Fighting (Brawl),

Occupations s by Fifa Finsdottir

Ride, one interpersonal skill (Charm, Fast Talk,

Intimidate, or Persuade), Swim, Throw, any one

Mechanical Repair, Navigate or Science (e.g.
chemistry, physics, geology, etc.)
other skill as a personal or era specialty.

Artist
* Occupation Skill Points: EDU x 2 + Author
(DEX % 2 or POW x 2). *  Occupation Skill Points: EDU x 4.
* Credit Rating: 9-50. *  Credit Rating: 9-30.

* Suggested Contacts: publishers, critics, historians, etc.
 Skills: Art (Literature), History, Library Use,
Natural World or Occult, Other Language, Own

Language, Psychology, any one other skill as a

* Suggested Contacts: art galleries, critics, wealthy
patrons, the advertising industry.

» Skills: Art/Craft (any), History or Natural
World, one interpersonal skill (Charm, Fast
Talk, Intimidate, or Persuade), Other Language,
Psychology, Spot Hidden, any two other skills

as personal or era specialties.

personal or era specialty.

ARTIST
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Aviator
i * Occupation Skill Points: EDU %
$ 2+DEX x 2.
! * Credit Rating: 30-60.
Suggested Contacts: old

military contacts, other
pilots, airfield mechanics,
businessmen.

» Skills: Accounting,
Electrical Repair, Listen,
Mechanical Repair, Navigate,
Pilot (Aircraft), Spot Hidden,
any one other skill as a personal
or era specialty.

Bank Robber
* Occupation Skill Points:
! EDU x 2 + (STR x 2 or
DEX x 2).
| * Credit Rating: 5-75.
{ Suggested Contacts: other

gang members (current

and retired), criminal freelancers,
organized crime.

Skills: Drive Auto, Electrical or
Mechanical Repair, Fighting, Firearms,

Aviaror

Intimidate, Locksmith, Operate Heavy Machinery, any one
other skill as personal or era specialty.

Bartender/Waitress
g Occupation Skill Points:

i EDU x 2 + APP x 2.

1 . Credit Rating: 8-25.
0 Suggested Contacts:
4 regular customers, possibly

i organized crime.
| + Skills: Accounting, two

. interpersonal skills (Charm, Fast

Talk, Intimidate, or Persuade),

Fighting (Brawl), Listen, Psychology,
Spot Hidden, any one other skill as a

i personal or era specialty.

Beat Cop

] . *  Occupation Skill Points:

EDU x 2 + (DEX x 2 or STR x 2).

0 Credit Rating: 9-30.

*  Suggested Contacts: law
enforcement, local businesses
and residents, street level crime,

organized crime.
. Skills: Fighting
(Brawl), Firearms, First Aid,

Bear Cor
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one interpersonal skill (Charm, Fast
Talk, Intimidate, or Persuade), Law,
Psychology, Spot Hidden and one of
the following as a personal specialty:
Drive Automobile or Ride.

Big Game Hunter

* Occupation Skill Points: EDU x2
+(DEX x 2 or STR x 2).

* Credit Rating: 20-50.

* Suggested Contacts: foreign
government officials, game wardens,
past (usually wealthy) clients,
black-market gangs and traders,
Z00 OWners.

e Skills: Firearms, Listen or
Spot Hidden, Natural World,
Navigate, Other Language or
Survival (any), Science (Biology or Botany),
Stealth, Track.

Bounty Hunter
* Occupation Skill Points: EDU x 2 +
(DEX x 2 or STR x 2).
* Credit Rating: 9-30.
* Suggested Contacts: bail bondsmen,

BIe Gt Howrer

local police, criminal informants.

¢ Skills: Drive Auto, Mechanical or Electrical
Repair, Fighting or Firearms, one interpersonal
skill (Fast Talk, Charm, Intimidate, or Persuade),
Law, Psychology, Track, Stealth.

Boxer/Wrestler

* Occupation Skill Points: EDU x
2+ STR x 2.

* Credit Rating: 9-60.

* Suggested Contacts: sports
promoters, journalists, organized
crime, professional trainers.

* Skills: Dodge, Fighting (Brawl),
Intimidate, Jump, Psychology,
Spot Hidden, any two other skills
as personal or era specialties.

Butler

* Occupation Skill Points:
EDU x 4.

* Credit Rating: 9-40
(dependent on their employer’s
status and credit rating). Loxer

* Suggested Contacts: waiting staff of
other households, local businesses, and

household suppliers.
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‘,'_{ + Skills: Accounting or Appraise, Art/Craft (any, e.g. Cult Leader
:’* Cook, Tailor, Barber), First Aid, Listen, Other Language, * Occupation Skill Points: EDU
it Psychology, Spot Hidden, any two other skills as personal x2+APP x 2.
0% or era specialties. * Credit Rating: 30-60.
3 * Suggested Contacts: while
{ Cat Burglar the majority of followers will
* Occupation Skill Points: EDU x 2 + DEX x 2. be “regular” people, the more
* Credit Rating: 5-40. charismatic the leader, the
* Suggested Contacts: fences, other burglars. greater the possibility of celebrity
* Skills: Appraise, Climb, Electrical or Mechanical Repair, followers, such as movie stars and
Listen, Locksmith, Sleight of Hand, Stealth, Spot Hidden. rich widows.
* Skills: Accounting, two interpersonal
Chauffeur skills (Charm, Fast Talk, Intimidate,
* Occupation Skill Points: EDU x 2 + DEX x 2. or Persuade), Occult, Psychology, Spot
* Credit Rating: 10-40. Hidden, any two other skills as specialties.
* Suggested Contacts: successful business people (criminals
ke included), political representatives. Dilettante
* Skills: Drive Auto, two interpersonal skills (Charm, Fast * Occupation Skill Points: EDU x 2 + APP x 2.
Talk, Intimidate, or Persuade), Listen, Mechanical Repair, * Credit Rating: 50-99.
Navigate, Spot Hidden, any one other skill as a personal * Suggested Contacts: variable, but usually people of a
or era specialty. similar background and tastes, fraternal organizations,
bohemian circles, high society at large.
Confidence Trickster * Skills: Art/Craft (Any), Firearms, Other
* Occupation Skill Points: EDU x 2 + APP x 2. Language, Ride, one interpersonal skill
* Credit Rating: 10-65. (Charm, Fast Talk, Intimidate, or Persuade),
* Suggested Contacts: other confidence artists, freelance any three other skills as personal or era QLT Leaver
criminals. specialties.
* Skills: Appraise, Art/Craft (Acting), Law or
Other Language, Listen, two interpersonal Doctor of Medicine
skills (Charm, Fast Talk, Intimidate, or * Occupation Skill Points: EDU x 4.
Persuade), Psychology, Sleight of Hand. * Credit Rating: 30-80.
* Suggested Contacts: other physicians,
Criminal medical workers, patients, and ex-patients.
* Occupation Skill Points: EDU % 2 e Skills: First Aid, Medicine, Other
+ (DEX x 2 or APP x 2) Language (Latin), Psychology, Science
* Credit Rating: 5-65 (Biology and Pharmacy), any two
* Suggested Contacts: other criminals, other skills as academic or personal
organized crime, law enforcement, specialties.
street thugs, private
detectives. Drifter
* Skills: Art/Craft * Occupation Skill Points:
(any) or Disguise, EDU x 2 + (APP x 2 or
Appraise, one DEX x 2 or STR x 2).
interpersonal skill * Credit Rating: 0-5.
(Charm, Fast Talk or * Suggested Contacts:
) Intimidate), Fighting other hobos, a few friendly
or Firearms, Locksmith railroad guards, soft touches
X or Mechanical Repair, in numerous towns.
‘ Stealth, Psychology, Spot * Skills: Climb, Jump, Listen, Navigate,
Hidden. one interpersonal skill (Charm, Fast Talk,
» Intimidate, or Persuade), Stealth, any two
ol other skills as personal or era specialties.
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Elected Official Explorer
i * Occupation Skill Points: EDU x * Occupation Skill Points: EDU
i 2+ APP x 2. x 2 + (APP x 2 or DEX x 2 or
! * Credit Rating: 50-90. STR x 2).

Own Language, Persuade, Language, Survival.
' Psychology.
’ Federal Agent
Engineer * Occupation Skill Points: EDU x 4.
| * Occupation Skill Points: EDU * Credit Rating: 20—40.
! x 4. * Suggested Contacts: federal agencies, law
| * Credit Rating: 30-60. enforcement, organized crime.
{ * Suggested Contacts: business * Skills: Drive Auto, Fighting (Brawl),
{ or military workers, local Firearms, Law, Persuade, Stealth,
government, architects. Spot Hidden, any one other skill as a
¥ * Skills: Art/Craft personal or era specialty.
:' ; (Technical Drawing), Electrical [Mf[ﬁM/Mfk
I| Repair, Library Use, Mechanical Gambler
Repair, Operate Heavy Machine, Science (Chemistry and * Occupation Skill Points: EDU x 2 + (APP
| Physics), any one other skill as personal or era specialty. x 2 or DEX x 2). HLOERAL AGENT
; * Credit Rating: 8-50.
!; Entertainer * Suggested Contacts: bookies, organized crime,
| ¢ Occupation Skill Points: street scene.
{ EDU x 2 + APP x 2. * Skills: Accounting, Art/Craft (Acting), two interpersonal
E . Credit Rating: 9-70. skills (Charm, Fast Talk, Intimidate, or Persuade), Listen,
i e Suggested Contacts: Vaudeville, Psychology, Sleight of Hand, Spot Hidden.
! theater, film industry, entertainment
A critics, organized crime, and television Gangster, Boss
.:?j. (for modern-day). * Occupation Skill Points: EDU % 2 + APP x 2.
| : Skills: Art/Craft (e.g. Acting, * Credit Rating: 60-95.
df' Singer, Comedian, etc.), Disguise, * Suggested Contacts: organized crime, street-level crime,

Suggested Contacts:
political operatives,
government, news
media, business, foreign
governments, possibly
organized crime.

* Skills: Charm, History,
Intimidate, Fast Talk, Listen,

two interpersonal skills (Charm, Fast

Talk, Intimidate, or Persuade), Listen,

Psychology, any two other skills as
personal or era specialties.

* Credit Rating: 55-80.

* Suggested Contacts: major
libraries, universities, museums,
wealthy patrons, other explorers,
publishers, foreign government
officials, local tribespeople.

* Skills: Climb or Swim, Firearms, History,
Jump, Natural World, Navigate, Other

police, city government, politicians, judges, unions, lawyers,
businesses and residents of the same ethnic community.

« Skills: Fighting, Firearms, Law, Listen, two interpersonal
skills (Charm, Fast Talk, Intimidate, or Persuade),

'l Psychology, Spot Hidden. RQ
Exorcist §
] O Occupation Skill Points: Gangster, Underling 2.
EDU x 4. * Occupation Skill Points: EDU x 2 + (DEX x 2 or STR 3
) Credit Rating: 25-55. X 2). §
0 Suggested Contacts: Religious * Credit Rating: 9-20. ~
organizations. * Suggested Contacts: street-level crime, police, businesses Y
Q Skills: Anthropology, History, and residents of the same ethnic community. T
Library Use, Listen, Occult, Other * Skills: Drive Auto, Fighting, Firearms, two interpersonal 5, »
Language, Psychology, any one other skill skills (Charm, Fast Talk, Intimidate, or Persuade), %
as a personal specialty. Psychology, any two other skills as personal or era specialties. 3
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* Credit Rating: 9-20.

* Suggested Contacts: customers, businesses,
law enforcement and general street-level
life.

* Skills: Accounting, Drive Auto,
Listen, one interpersonal
skill (Charm, Fast Talk,
Intimidate, or Persuade),
Mechanical Repair,

Navigate, Psychology, any
one other skill as personal or

¢ Get-Away Driver Hit Man/Woman
:’* * Occupation Skill Points: EDU x 2 + * Occupation Skill Points: EDU x 2 +
i (DEX x 2 or STR x 2). (DEX x 2 or STR x 2).

* Credit Rating: 30-60

* Suggested Contacts: few,
mostly underworld; people
prefer not to know them too
well. The best will have earned
a formidable reputation on the
street.

* Skills: Disguise, Electrical
Repair, Fighting, Firearms,
Locksmith, Mechanical
Repair, Stealth, Psychology.

era specialty.
Hobo
Gun Moll * Occupation Skill Points: EDU
* Occupation Skill Points: EDU x 2 x 2 + (APP x 2 or DEX x 2).
+ APP x 2. * Credit Rating: 0-5.

* Credit Rating: 10-80 (income is
usually dependent on boyfriend’s
income).

* Suggested Contacts: gangsters, law
enforcement, local businesses.

* Skills: Art/Craft (any), two interpersonal
skills (Charm, Fast Talk, Intimidate,
or Persuade), Fighting (Brawl) or  GUNESTER
Firearms (Handgun), Drive Auto,
Listen, Stealth, any one other skill as
personal or era specialty.

Gentleman/Lady

* Occupation Skill Points: EDU x 2 + APP x 2.

* Credit Rating: 40-90.

* Suggested Contacts: upper classes and landed
gentry, politics, servants and agricultural workers.

« Skills: Art/Craft (any), two interpersonal skills
(Charm, Fast Talk, Intimidate, or Persuade),
Firearms (Rifle/Shotgun), History, Other

* Suggested Contacts: other hobos, a few
friendly railroad guards, soft touches in
numerous towns.
* Skills: Art/Craft (any), Climb, Jump,
Listen, Locksmith or Sleight of Hand,
Navigate, Stealth, any one other skill as a 6’%{/ /”0[[

personal or era specialty.

Hooker
2 Occupation Skill Points: EDU x 2 + APP x 2.
*  Credit Rating: 5-50.

* Suggested Contacts: street scene, police, possibly

organized crime, personal clientele.
. Skills: Art/Craft (any), two interpersonal
skills (Charm, Fast Talk, Intimidate, or Persuade),
Dodge, Psychology, Sleight of hand, Stealth, any

one other skill as a personal or era specialty.

Itinerant Worker
* Occupation Skill Points: EDU x 2 +

Language (any), Navigate, Ride. (DEX x 2 or STR x 2).
0 Credit Rating: 0-10.
Hired Muscle . Suggested Contacts: hobos, drivers,
* Occupation Skill Points: farmers, law enforcement.
EDU x 2 + STR x 2. . Skills: Art/Craft (any), Climb, Sleight of

* Credit Rating: 5-30.

* Suggested Contacts: organized crime,
street-level law enforcement, local traders.

* Skills: Drive Auto, Fighting, Firearms,
two interpersonal skills (Charm, Fast Talk,
Intimidate, or Persuade), Psychology, Stealth,

Hand, Mechanical Repair, Natural World, Navigate,
any two other skills as personal or era specialties.

Investigative Journalist
*  Occupation Skill Points: EDU x 4.
*  Credit Rating: 9-30.

Occupations s by Fifa Finsdottir

» Spot Hidden. e Suggested Contacts: news industry,
ol politicians, street-level crime or law enforcement.
: : Skills: Art/Craft (Art or Photography),
GENTLEMAN
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one interpersonal skill (Charm, Fast Talk, Intimidate, or
Persuade), History, Library Use, Own Language, Psychology,
any two other skills as personal or era specialties.

Laborer

* Occupation Skill Points: EDU x 2 + (DEX x 2 + STR x 2).

* Credit Rating: 5-20.

* Suggested Contacts: other workers and supervisors within
their industry.

* Skills: Drive Auto, Electrical Repair, Fighting, First Aid,
Mechanical Repair, Operate Heavy Machinery, Throw, any
one other skill as a personal or era specialty.

Librarian

* Occupation Skill Points: EDU x 4.

* Credit Rating: 9-35.

* Suggested Contacts: booksellers, community groups,
specialist researchers.

* Skills: Accounting, Library use, Other Language, Own
Language, any four other skills as
personal specialties or specialist
reading topics.

Mechanic
* Occupation Skill
Points: EDU x 4.
* Credit Rating: 9-40.
Suggested Contacts:

Union members, trade-
relevant specialists.

e Skills: Art/Craft
(Carpentry, Welding,
Plumbing, etc.), Climb,
Drive Auto, Electrical
Repair, Mechanical
Repair, Operate Heavy
Machinery, any two other
skills as personal, era or trade
specialties.

Military Ofhcer
* Occupation Skill Points:
EDU x 2 + (DEX % 2 or
STR x 2).
* Credit Rating: 20-70.
Suggested Contacts: military, federal

Mechavre

government.

* Skills: Accounting, Firearms, Navigate, First Aid, two
interpersonal skill (Charm, Fast Talk, Intimidate, or
Persuade), Psychology, any one other skills as personal or
era specialties.

Missionary

Musician

Nurse

Occultist

T—_ s e o
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* Occupation Skill Points:
EDU x 2 + APP x 2.

* Credit Rating: 0-30.

* Suggested Contacts: church
hierarchy, foreign officials.

* Skills: Art/Craft (any), First
Aid, Mechanical Repair,
Medicine, Natural World, one
interpersonal skill (Charm, Fast
Talk, Intimidate, or Persuade),
any two other skills as personal
or era specialties.

* Occupation Skill Points: EDU x
2+ (APP x 2 or DEX x 2).

* Credit Rating: 9-30.

* Suggested Contacts: club owners,
musicians’union, organized crime, street-
level criminals.

e Skills: Art/Craft (Instrument), one
interpersonal skill (Charm, Fast Talk,
Intimidate, or Persuade), Listen, Psychology,
any four other skills as a personal or era

Mvsrera

specialties.

* Occupation Skill Points: EDU x 4.

* Credit Rating: 9-30.

* Suggested Contacts: hospital
workers, physicians, community
workers.

« Skills: First Aid, Listen, Medicine, one
interpersonal skill (Charm, Fast Talk,
Intimidate, or Persuade), Psychology,
Science (Biology and Chemistry),
Spot Hidden.

* Occupation Skill Points: EDU x 4.

* Credit Rating: 10-80.

* Suggested Contacts: libraries, occult
societies or fraternities, other occultists.

* Skills: Anthropology, History, Library
Use, one interpersonal skill (Charm, Fast
Talk, Intimidate, or Persuade), Occult,
Other Language, Science (Astronomy), any
one® other skills as a personal or era specialties.

* *With the Keeper’s agreement, may include
Cthulhu Mythos (with an advised starting
maximum of 20%).
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Occupations s by Fifa Finsdottir

Parapsychologist

* Occupation Skill Points: EDU x 4.

* Credit Rating: 9-30.

* Suggested Contacts:
universities, parapsychological
societies, clients.

* Skills: Anthropology, Art/
Craft (Photography), History,
Library Use, Occult, Other
Language, Psychology, any
one other skill as a personal
or era specialty.

Photographer

* Occupation Skill Points:
EDU x 4.

* Credit Rating: 9-30.

* Suggested Contacts: advertising
industry, local clients (including political
organizations and newspapers).

* Skills: Art/Craft (Photography), one
interpersonal skill (Charm, Fast
Talk, Intimidate, or Persuade),
Psychology, Science (Chemistry),
Stealth, Spot Hidden, any two other PROFESSOR

skills as personal or era specialties.

Police Detective

* Occupation Skill Points: EDU x 2 + (DEX x 2 or STR % 2).

* Credit Rating: 20-50.

* Suggested Contacts: law enforcement, street-level crime,
coroner’s office, judiciary, organized crime.

» Skills: Art/Craft (Acting) or Disguise, Firearms, Law, Listen,
one interpersonal skill (Charm, Fast Talk, Intimidate, or
Persuade), Psychology, Spot Hidden, any one other skill.

Priest

* Occupation Skill Points: EDU x 4.

* Credit Rating: 9-60.

* Suggested Contacts: church hierarchy, local congregations,
community leaders.

* Skills: Accounting, History, Library Use, Listen, Other
Language, one interpersonal skill (Charm, Fast Talk,
Intimidate, or Persuade), Psychology, any one other skill.

Private Investigator
* Occupation Skill Points: EDU x 2 + (DEX x 2 or STR
x 2).
* Credit Rating: 9-30.
* Suggested Contacts: law enforcement, clients.
* Skills: Art/Craft (Photography), Disguise, Law, Library
Use, one interpersonal skill (Charm, Fast Talk, Intimidate,

CHAPTER 2 e

—

skill as personal or era specialty
(e.g. Computer Use, Locksmith,
Fighting, Firearms).

Professor

* Occupation Skill Points: EDU
x 4.

* Credit Rating: 20-70.

* Suggested Contacts: scholars,
universities, libraries.

* Skills: Library Use, Other
Language, Own Language,
Psychology, any four other
skills as academic, era or personal
specialties.

Ranger
* Occupation Skill Points: EDU x 2 +
(DEX x 2 or STR x 2).
* Credit Rating: 5-20.
Suggested Contacts: local people and

native folk, traders.

e Skills: Firearms, First Aid, Listen,
Natural World, Navigate, Spot
Hidden, Survival (any), Track.

Reporter Raeer

* Occupation Skill Points: EDU x 4.

* Credit Rating: 9-30.

* Suggested Contacts: news and media
industries, political organizations
and government, business, law
enforcement, street criminals,
high and low society.

* Skills: Art/Craft (Acting),
History, Listen, Own Language,
one interpersonal skill (Charm,
Fast Talk, Intimidate, or
Persuade), Psychology, Stealth,
Spot Hidden.

Sailor
* Occupation Skill Points: EDU x 2 +
(DEX x 2 or STR x 2).
* Credit Rating: 9-30.
Suggested Contacts: military, veterans’

associations.

* Skills: Electrical or Mechanical Repair,
Fighting, Firearms, First Aid, Navigate,
Pilot (Boat), Survival (Sea), Swim.

or Persuade), Psychology, Spot Hidden and any one other REPORTER
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Scientist Street Punk
i * Occupation Skill Points: EDU x 4. * Occupation Skill Points: EDU % 2 + (DEX
{! * Credit Rating: 9-50. x 2 or STR x 2).
! * Suggested Contacts: other scientists and academics, * Credit Rating: 3-10.
universities, their employers and former employers. * Suggested Contacts: petty
* Skills: Any three science specialisms, criminals, other punks,

Computer Use or Library Use, the local fence, maybe the

Other Language, Own Language, local gangster, certainly the

one interpersonal skill (Charm, Fast local police.

Talk, Intimidate, or Persuade), Spot * Skills: Climb, one interpersonal

Hidden. skill (Charm, Fast Talk,

Intimidate, or Persuade),
Secretary Fighting, Firearms, Jump,
' * Occupation Skill Sleight of Hand, Stealth,
4 Points: EDU x Throw.

2 + (DEX x 2 or
| APP x 2). Student/Intern
! * Credit Rating: 9-30. * Occupation Skill
| * Suggested Contacts: Points: EDU x 4.

{ other office workers, senior * Credit Rating: 5-10.

{ executives in client firms. * Suggested Contacts: STREcT Pywk
* Skills: Accounting, Art/Craft academics and other

g (Typing or Short Hand), two students, while interns

I interpersonal skills (Charm, Fast may also know business

| Talk, Intimidate, or Persuade), Own people.

Language, Library Use or Computer Use, * Skills: Language (Own or Other), Library
| Psychology, any one other skill as a personal Use, Listen, three fields of study and any
; or era specialty. two other skills as a personal or era
!; specialties.
| Soldier
* Occupation Skill Points: EDU x 2 + Seenrisr Tribe Member
i (DEX x 2 or STR x 2). * Occupation Skill Points: EDU
{ * Credit Rating: 9-30. x 2+ (DEX x 2+ STR x 2).

} * Suggested Contacts: military, veterans’ associations. * Credit Rating: 0-15.
A * Skills: Climb or Swim, Dodge, Fighting, Firearms, Stealth, * Suggested Contacts: fellow tribe
i Survival and two of the following: First Aid, Mechanical members.
d'l Repair or Other Language. » Skills: Climb, Fighting or Throw,
¥ Listen, Natural World, Occult, Spot
| Spy Hidden, Swim, Survival (any).
* Occupation Skill Points: EDU x 2 + (APP x 2 or DEX x 2).
| + Credit Rating: 20-60. Union Activist
I * Suggested Contacts: generally only the person the spy * Occupation Skill Points: EDU x 4.
| reports to, other connections developed while undercover. * Credit Rating: 5-30.
* Skills: Art/Craft (Acting) or Disguise, Firearms, Listen, * Suggested Contacts: other labor leaders
] . Other Language, one interpersonal skill (Charm, Fast Talk, and activists, political friends, possibly
Intimidate, or Persuade), Psychology, Sleight of Hand, organized crime. In the 1920s, also
Stealth. socialists, communists, and subversive
£ anarchists.
* Skills: Accounting, two interpersonal
skills (Charm, Fast Talk, Intimidate, or “, TYOENT
Persuade), Fighting (Brawl), Law, Listen, ' »

Operate Heavy Machinery, Psychology.
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Yogi

* Occupation Skill Points: EDU x 4.

* Credit Rating: 6-60.

* Suggested Contacts: tribespeople, occult or spiritual
fraternities, wealthy patrons.

* Skills: First Aid, History, two interpersonal skills (Charm,
Fast Talk, Intimidate, or Persuade), Natural World, Occult,
Other Language, any two* other skills as a personal or era
specialties.

* *With the Keeper’s agreement, may include psychic skills
(see page 84).

Zealot

* Occupation Skill Points: EDU % 2 + (APP x 2 or POW
x 2).

* Credit Rating: 0-30.

* Suggested Contacts: religious or fraternal groups, news
media.

* Skills: History, two interpersonal skills (Charm, Fast Talk,
Intimidate, or Persuade), Psychology, Stealth, and any three
other skills as personal or era specialties.

STEP FIVE: DECIDE SKILLS
AND ALLOCATE SKILL POINTS

Pulp Cthulbu skills, in the main, use the same skill descriptions
as found in the Call of Cthulhu Rulebook, and so the majority
are not repeated here. A number of skills have been adapted
for Pulp Cthulhu and these skill descriptions can be found
starting on the following page.

Occupation Skills

After you have chosen an occupation, calculate your occupation
skill points using the characteristics specified alongside the
occupation. Allocate the resulting total as percentage points
among those skills listed for the occupation—your hero’s
professional skills. Points must also be allocated to Credit
Rating (see following) within the range indicated for the
occupation.

Not all the skills need to have points allotted to them;
however, any unused points are lost. Note that each skill has
a number in brackets next to it on the pulp hero sheet: this
is the base chance of success in that skill, and any points
allocated to that skill are added to this base number. There is
no cap on the number of points that can be invested into a
skill, although players are advised that a hero with a variety of
skills in the 40%-80% range (rather than possessing only three
or four skills at 90%—-100+%) is liable to be more useful in
the game, as their breadth of ability means they won't become
“one-trick ponies.”

Write down the total points for each skill on the pulp hero
sheet (the points you've allocated plus the base chance printed
on the sheet). The sheet also has space to write in the half
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and fifth values for each skill, allowing you to reference them
quickly in the middle of a game. See Table 7: Quick Reference
Chart for Half and Fifth Values on page 43. It is advised that
you allocate occupation skill points, archetype skill points, and
then personal interest skill points before writing in the half
and fifth values alongside the full value for each skill.

Archetype Skills
Decide which of the skills listed under the chosen archetype
you wish to allocate the bonus points to. Some of the archetype
skills may be the same as ones listed under the chosen
occupation; decide whether to bolster such skills or round
out the hero further by electing to use the bonus points for
non-occupation skills. Archetype bonus skill points cannot be
used for skills not listed under the archetype, and if unallocated
are lost.

Note that if your hero has a psychic skill, (see Step Three:
Determine Pulp Talents, page 23) then you will also need to
invest skill points into that skill.

Personal Interests
Multiply the hero’s INT by 2 and allocate the result as points
to any skills (which can include adding further points to
occupation skills). Note that points cannot be allocated to the
Cthulhu Mythos skill unless otherwise agreed with the Keeper.
Write down the total points for each skill on the pulp hero
sheet (the points you've allocated plus the base chance printed
on the sheet). See Table 7: Quick Reference Chart for Half
and Fifth Values on page 43.

Credit Rating

A hero’s starting Credit Rating (CR) is determined during
character creation, based on the hero’s chosen occupation.
In play, Credit Rating determines the amount of money a
character has available on hand, as well as their assets and
general living conditions.

A hero’s Credit Rating skill begins at zero. The range of
starting levels for each occupation can be broad, and the level
chosen should reflect the hero’s rank in that occupation. For
example, a criminal could be a poor, lone pickpocket (Credit
Rating 9) or for a wealthy gang boss (Credit Rating 90). Any
number of skill points can be invested in Credit Rating within
the recommended limits for that occupation.

SKILL DESCRIPTIONS

The vast majority of Pulp Cthulbu skills are identical to
those used in standard Ca// of Cthulbu. Thus, skills which are
unchanged from standard Ca// of Cthulbu are not repeated
here (see Chapter 5: Skills, Call of Cthullu Rulebook for their
full descriptions).

In some cases, certain skills have been tweaked to better
align with pulp games. Additionally, a new set of skills is
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introduced: Psychic Skills, which provide a range of mental
abilities suitable for the pulp milieu. For more about psychic
skills, see Chapter 6: Pulp Magic, Psychic Powers, and Weird
Science.

Computer Use (00%)

Computer Use is the province of scientists and inventors in
the 1930s era, and it is highly unlikely that those outside of
such professions would have any skill at all, or even know how
to turn a computer on.

The skill enables the programming, operation, and repair
of computers and other logic device operation. These devices
are not small desktop appliances; rather they can fill entire
floors and usually can’t be moved. Row upon row of glass
tubed valves, jumbles of wires, flashing lights, and strange
popping sounds are common. Such machines are programmed
by adjusting dials and inputting hole-punched cards, with
computational results displayed via light boards and gauges.

The scope of 1930s pulp computers is very much the
province of the Keeper. Some suggestions include:

* Predicting the percentage chance of specific events
happening (e.g. “It says there’s a 90 percent chance of
the Statue of Liberty becoming sentient if the ritual is
performed”).

* Decoding ciphers or translating ancient texts (e.g. “The
computer says we were wrong, the message is a warning
not a call for help!”).

* Powering the brain of servant, helper robots (e.g. “Look,
the computer sends the robot orders by radio waves. Of
course nothing can go wrong. The computer is our friend”).

* Solve complex mathematical problems (e.g. “Great! The
computer has worked out that if we draw this geometric
shape on the floor then it’ll open up a non-Euclidian portal,
allowing us to cross into other dimensions!”).

Timescales for computer or logic device operation are
uncertain and Keepers are advised to adjust times by the
success of the skill roll, although very complex operations
and highly unusual programming will always be in hours or
days rather than minutes.

In the pulp era, computers are in their infancy, strange
devices that no one really understands, with a propensity
to cause more harm than good. Those with any skill should
approach a computer with caution.

Opposing skill/Difficulty level:
* Regular difficulty: program a computer to perform a specific
activity.
* Hard difficulty: quickly repair a computer that’s been
smashed up.
* Extreme difficulty: connect a human brain to a computer
in order to download its contents.

==
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LIVING STANDARDS

Credit Rating 0: Penniless
* A person that cannot even afford the level of ‘poor’ is
considered penniless.
* Accommodation: such a person would be living on the street.
* Travel: walking, hitchhiking or stowing away on a train or
ship.

Credit Rating 1-9: Poor
* Able to afford the bare minimum of a roof over their head
and, at least, one meager meal each day.
* Accommodation: restricted to the cheapest rental housing
or fleabag hotel.
* Travel: public transport of the cheapest sort. Any transport
possessed will be cheap and unreliable.

Credit Rating 10-49: Average

* A reasonable level of comfort, three meals a day and
occasional treat.

* Accommodation: an average home or apartment, either
rented or privately owned. Expect to stay in moderately
priced hotels.

* Travel: standard forms of travel can be used, but not first
class. In a modern-day period, this person would be likely
to own a reliable car.

Credit Rating 50-89: Wealthy

* 'This level of wealth affords luxury and comfort.

* Accommodation: a substantial residence, perhaps with some
domestic help (butler, housekeeper, cleaner, gardener, etc.)
Possibly a second home in the country or abroad. Stay in
expensive hotels.

* Travel: first class. This person would own an expensive car
or equivalent.

Credit Rating 90+: Rich

* 'This level of wealth affords great luxury and comfort.

* Accommodation: a plush residence or estate with abundant
domestic help (butler, servants, cleaner, gardener, etc.).
Second homes in the country and abroad. Stay in top hotels.

* Travel: first class. In the modern day, this person would own
numerous luxury cars.

Credit Rating 99+: Super Rich
* As Rich, but money is really no object. Individuals in this
category are among the richest in the world.

e

= a= TIDET Y I LW e Sl . ST

oy T - ekt A

/'

oS




CHAPTER 2

SKILL LIST

Key: Disguise (05%)

Bold Text denotes the skill has been  Diving (01%)
tweaked for Pulp Cthulhu and a  Dodge (half DEX)
description follows. All other skill  Drive Auto (20%)
descriptions are not repeated here and  Electrical Repair (10%)
can be found in Chapter 5: Skills of the  Fast Talk (05%)

Call of Cthulbhu Rulebook.

Fighting (varies) [Specializations]
Axe (15%)

[Uncommon] denotes an uncommon Bow (15%)
skill not written on the Pulp Cthulhu Brawl (25%)
Hero Sheet. Chainsaw (10%)

Flail (10%)
[Specializations] denotes a skill that is Garrote (15%)
broken up into various separate, allied skills. Sword (20%)

Whip (05%)
Accounting (05%) Firearms (varies) [Specializations]
Animal Handling (05%) [Uncommon] Flamethrower (10%)
Anthropology (01%) [Uncommon] Handgun (20%)
Appraise (05%) Heavy Weapons (10%)
Archaeology (01%) Machine Gun (10%)
Art and Craft (05%) [Specializations] Rifle/Shotgun (25%)
Artillery (01%) [Uncommon] Spear (20%)
Charm (15%) Submachine Gun (15%)
Climb (20%) First Aid (30%)
Computer Use (00%) History (05%)
Credit Rating (00%) Hypnosis (01%) [Uncommon]
Cthulhu Mythos (00%) Intimidate (15%)
Demolitions (01%) [Uncommon] Jump (20%)

Language (Other) (01%)
[Specializations]

Language (Own) (EDU)

Law (05%)

Library Use (20%)

Listen (20%)

Locksmith (01%)

Lore (01%) [Specializations]
Mechanical Repair (10%)
Medicine (01%)

Natural World (10%)

Navigate (10%)

Occult (05%)

Operate Heavy Machinery (01%)
Persuade (10%)

Pilot (01%) [Specializations]
Psychoanalysis (01%)
Psychology (10%)

Read Lips (01%)

Ride (05%)

Science (01%) [Specializations]
Sleight of Hand (10%)

Spot Hidden (25%)

Stealth (20%)

Survival (10%) [Specializations]
Swim (20%)

Throw (20%)

Track (10%)

Pushing examples: taking longer to devise the program; using
experimental components; rewiring the instruments.

Sample consequences of failing a Pushed roll: provides
inaccurate results that could lead the heroes into disaster; the
computer blows up; becomes sentient and believes all humans
are its servants.

If an insane hero fails a pushed roll, the consequences are
limitless, for example: the computer begins to randomly
generate gates, allowing all manner of Mythos entities through.

Cthulhu Mythos (00%)

In addition to the standard description for this skill, users have
the option of spontaneous use of Cthulhu Mythos, allowing
the user to improvise magical effects akin to spells. This is
resolved in the same way as any regular skill use. The player
first states an aim; the Keeper then considers if the aim is
acceptable, suggesting a lesser aim (in preference to blocking
the player’s proposal) if possible.

The default difficulty level for use of the Cthulhu Mythos
skill in this way is Regular (the player needs to roll equal to or
under the hero’s Cthulhu Mythos skill). Alternatively, if the
character is using their Cthulhu Mythos skill to affect a target
that is resisting them, treat this as an opposed roll between
the caster’s Cthulhu Mythos skill and the target’s POW. In
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addition, the Keeper must decide on a cost in magic points

i and Sanity points. The Keeper should gauge the cost and make

\ it similar to a comparable spell.

' The cost and consequence of pushing the Cthulhu Mythos
skill roll and failing are the same as those for failing a pushed
spell casting roll (see Chapter 6: Pulp Magic, Psychic Powers,
and Weird Science). The Keeper may allow the player’s aim to
be achieved when a pushed roll is failed, however, this is not
guaranteed. Unlike casting a spell, using the Cthulhu Mythos
skill to achieve a given effect must be rolled for every time.

Some examples of spontaneous Cthulhu Mythos skill use:

To cause physical harm to one target: the caster chooses

4 the number of magic points expended, and loses half that

number of Sanity points. To be effective, the caster needs to

beat the target in an opposed Cthulhu Mythos versus POW
roll. If the caster wins the roll, the target takes damage equal
to the number of magic points expended. Damage caused

{ in this manner is always horrific, with skin blistering, blood

{ boiling, and so on.

* To banish a monster: the caster spends magic points equal to
one-fifth of the monster's POW and 1D4 Sanity points. The
caster must then succeed in an opposed Cthulhu Mythos

| versus POW roll against the monster.

* To commune with the recently deceased: costs the caster 10
magic points plus 1D10 Sanity points. The effect last 1D6
rounds before the deceased speaks no more.

* To commune with the long-term dead: costs the caster 15

magic points plus 1D10 Sanity points. The effect lasts 1D4

rounds before the bones of the corpse speak no more.

To create a physical ward: costs the caster variable magic

i points plus variable Sanity points. Each magic point invested
b in the barrier acts as if armor, on a one-for-one basis. Such
! a ward does not prevent mental and psychic attacks, nor
R Mythos spells.
d" * To comprehend Mythos languages: costs the caster 8

magic points plus 1D6 Sanity points. The caster is able
to comprehend Mythos languages, such as Aklo, Elder
) 'Thing murals, R'lyehian, and so on. This ability to read and
understand lasts for around 1 hour.

First Aid (30%)
For Pulp Cthulbu, First Aid grants 1D4 hit points of recovery
] with a successful application; otherwise, the skill performs
exactly as described in the Ca// of Cthulbu Rulebook.

As an option, Keepers may award an automatic 4 hit points
recovery with an Extreme success.

Hypnosis (01%) [Uncommon]

‘The user is able to induce a trancelike state in a target causing

them to experience heightened suggestibility, relaxation, and
possible recall of forgotten memories.

W o P L I e T} T S T R T T =

T —— ——— T e o

| CREATING PULP HEROES — ——

Using hypnosis is an opposed roll between the user’s
Hypnosis skill and the target’s POW or Psychology (with a
willing and compliant target the hypnotist only needs to succeed
in their Hypnosis skill roll). Only one target at a time can be
affected by hypnosis. Use of hypnosis for devious or malignant
purposes should always come at the cost of Sanity points.

Possible uses for hypnosis:

* Alleviate mental trauma: Hypnosis may also be attempted
on a character suffering mental trauma, eliminating the
effects of a phobia or mania for one occasion. A series of
successful hypnotherapy sessions are needed to fully cure
someone of a phobia (minimum of 1D6 sessions, at the
Keeper’s discretion).

* Post-hypnotic suggestion: an implanted suggestion prompts
the target to perform a single particular action without
forethought and without perceiving that he or she is doing
it. The urgency of the suggestion usually fades rapidly.

* Aid recollection: fragmented or suppressed memories
might be recalled to consciousness. Someone who went
temporarily insane from seeing the darkness move at the
bottom of a well may remember the fear but not remember
what was seen. Hypnosis might bring such a memory to
light, but could also cost Sanity points in the process since
fear was the reason for repressing the memory in the first
place. When a successful Hypnosis roll uncovers the sanity-
threatening memory, an Intelligence roll should be made
for the hypnotized subject; if successful, it means that the
subject fully recalls the repressed memory and suffers the
appropriate Sanity loss, while a failed roll means that the
subject only recalls vague portions and loses no Sanity.

* Alleviate pain: Hypnosis can ease symptomatic pain or
temporarily erase it, but the pain does not cease so much as
it is ignored. If the subject is in physical pain, the hypnotist
may staunch the pain, allowing the character to perform
as if uninjured for 1D6 rounds. At the end of this period,
the subject’s wounds are fully felt and, depending on the
situation, the Keeper may impose additional hit point loss
or call for a CON roll to avoid unconsciousness.

Freeze a target: using a focus (such as a gemstone, watch
on a chain, and so on) the hypnotist is able to hold the
attention of a target for as long as they like, as long as they
remain focused on the target. This effect can be used during
combat to essentially freeze an opponent, who is unable to
do anything but stare at the focus. However, if the hypnotist
or target takes damage during this time the hypnosis is
broken and the target may act normally. If the hypnotist
fails their skill roll, the target gets an immediate free attack
on the hypnotist (counts as a “Surprise” attack, giving the
target a bonus attack die, with the hypnotist unable to react
(fight back or dodge)). Using hypnosis in this way means
that the roll cannot be pushed.
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* Misinformation: the hypnotist changes a memory of a non-
player character. The Keeper may supply false and misleading
replies to future inquiries regarding those memories from
the same subject. An unscrupulous hypnotist can effect
considerable change in the memories of a trusting subject,
confusing real and unreal memories so thoroughly that
the subject is unable to distinguish real and manufactured
recollections.

Cause a subject to concentrate: with hypnotic aid, the

target can diligently focus on a specific subject, like a book,

a code, or problem. The subject may be able to memorize

long passages or strings of unrelated numbers. The outcome

is dependent on the subject’s focus:

* If a book, reduce the reading time.

* If a problem, allow a bonus die to the associated skill roll
(e.g. Mechanical Repair, Mathematics, Physics, etc.).

* If memory, the subject has remembered the passage or
number sequence, able to recall it at the drop of a hat.

Opposing skill/Difficulty level:
* Hypnosis is opposed with Psychology or POW for an
unwilling subject.

Pushing examples: increasing your influence on the target
by ensuring their full and undivided attention, or by making
a Hard Charm or Persuade roll to increase your influence;
assaulting the target’s senses with confusing lights or props; the
use of drugs to make the target more susceptible to suggestion.

Sample consequences of failing a Pushed roll: some past
memory or trauma is bought to the surface, causing the target
1D6 Sanity loss; the target falls into a trance, causing them
to walk in front of a bus at a later time; the target’s mind (or
the hero’s mind) is temporarily emptied, allowing possession
by a malevolent entity.

If an insane hero fails a pushed roll, his or her mind
regresses to a childlike state until treatment is administered.

Medicine (01%)

For Pulp Cthulhu,a person treated successfully with Medicine
recovers 1D4 hit points (in addition to any First Aid they have
received), otherwise, the skill performs exactly as described in
the Call of Cthulhu Rulebook.

Psychoanalysis (01%)

For Pulp Cthulhu, this skill refers to not only to clinical therapy
but also to “dime store” emotional therapy, which includes
the intuitive support of a friend (a shoulder to cry on, or a
slap in the face to “bring them to their senses”). Such mental
first aid reflects that, in pulp fiction, certain people have a
way with words and sometimes a good talking to is all that is
needed to bring a character out of a fugue or emotional crisis.
Such dime store medicine can only ever be a short-term fix
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and specific, long-term treatment by a professional is actually
required if the character is ever to properly recover (see Cal/
of Cthulbu Rulebook).

Quick and dirty, dime store psychoanalysis by a non-
medically trained person can return Sanity points to hero
patient. Make a Psychoanalysis skill roll; if successful then the
patient gains 1D3 Sanity points; in addition, the successful
application also reduces the length of time by half for the
effects of temporary insanity. If the roll fails, add no points.
If the roll is fumbled, then the patient loses 1D6 Sanity
points, and can never be treated by that same person again.
Psychoanalysis cannot increase a person’s Sanity points above
99—Cthulhu Mythos.

The skill can also be used to allow a hero to ignore the
effects of a phobia or mania for a brief period (1D6 minutes),
allowing a claustrophobe to hide in a broom cupboard, or
an arachnophobe to touch a spider, and so on. Equally,
Psychoanalysis might be used to help a delusional hero see
through their hallucination for a brief period.

Opposing skill/Difficulty level for dime store psychoanalysis:
* Regular difficulty: plenty of time to talk things out in a
relaxing environment.
* Hard difficulty: in the middle of dramatic action (such as a
fight or tense situation).

Sample consequences of failing a Pushed dime store
psychoanalysis roll: the patient strikes back in a fit of
uncontrolled aggression; the patient seems OK and then goes
and does something like smash up the psychoanalyst’s car with
a baseball bat; the patient loses 1D8 or 1D10 sanity points.

STEP SIX: CREATE
A BACKSTORY

Think about what personal history, friends, enemies and
achievements could have led your hero to delve into the secrets
of the Mythos. There are ten categories listed on the back of
the pulp hero sheet; try to write down, at least, one entry for
the first six (Personal Description, Ideology/Beliefs, Significant
People, Meaningful Locations, Treasured Possessions, and
Traits). It’s not essential to have an entry for each category,
but the more you are able to define, the more your hero comes
to life. Further entries may be added or existing ones altered
during play.

The categories of Injuries & Scars, Phobias & Manias,
Arcane Tomes, Spells & Artifacts, and Encounters with
Strange Entities may be written in during play. Of course,
some heroes might start the game with a significant injury
or scar if implied by your hero’s history—if so, write it in.
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USING RANDOM TABLES
FOR INSPIRATION

You can simply come up with your own backstory entries as
you see fit; however, the following tables provide a quick way
to determine some details. Either roll on the tables or just
pick ones that you like.

Above all, be clear that the random tables are there as a
springboard for your imagination. Each dice roll will give
you something from that realm of life to react to: embrace
it or reject it, but be sure to react to it and use it to help fuel
your imagination.

Personal Description
Think of a distinct “look” that sums up your hero’s appearance
(APP). Whether your appearance and your personality match
are another question; a person may look stufty but actually be
very personable and open.

Here are some possibilities listed by male, female, or unisex;

pick one that best matches your character concept, or roll

1D20 and add the results together.

Roll Male Female Unisex
1 Rugged Alluring Elegant
2 Virile Tom-boy Youthful
3 Handsome Mousy Tattooed
4 Baby-faced  Graceful Bookish
5 Strapping  Shapely Slim
6 Hardy Exquisite Plump
7 Robust Pretty Dull
8 Wolfish Homely Awkward
9 Winsome  Ravishing Frail
10 Large Vivacious Ugly
11 Flashy Dainty Odious
12 Stout Sultry Skinny

13 Slothful ~ Vixen Slovenly
14 Dashing ~ Waspish Muscular
15 Bald Beautiful Neat
16 Hairy Elfin Nimble
17 Scruffy Sassy Sullen

18 Well-built  Serene Sneering

Roll Male Female Unisex

19 Flabby Curvy Chubby

20 Stocky Slender Decent
Ideology/Beliefs

Roll 1D10 or pick one of the following; take the result and

make it specific and personal to your hero.

Roll Ideology/Beliefs
1 Everyone let me down, so I take care
of myself.
2) Don’t touch me; I'm special.
3 Everyone wants a piece,
and I'm out for all I can get.
4 I don’t trust anyone.
5 You gotta have faith brother.
6 Hard work never killed anyone.
7 There is no higher power than truth.
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