
STR  Muscle power of an investigator.  

CON  Health, vigor and vitality. 

SIZ  Height and Weight in a single number. 

DEX  Speed, nimbleness and flexibility. 

APP  Physical attractiveness and personality.  

INT  Learning, remembering and solving. 

POW  Force of will. 

EDU  Formal and factual knowledge 

SAN Sanity. Ability to withstand horrors. 

HP Hit Points. Overall health. 

Luck How much fate is helping the character. 

Characteristics 

Skills 

Skills represent what is known within a certain era.  

01%–05% Novice: complete amateur. 

06%–19%  Neophyte: Small amount of knowledge. 

20%–49%  Amateur: Rudimentary training. 

50%–74%  Professional. Bachelor’s degree 

75%–89%  Expert: Master’s degree or Ph.D. 

90%+  Master: Among the world’s best in the skill  

Skill Rolls 

Whenever there is uncertainty on whether your PC can 

perform an action or not, you make a Skill roll. 

Roll d100 and compare it vs your Skill level. 

Regular difficulty: Roll equal or below your Skill. 

Hard difficulty: Roll equal or below 1/2 your Skill. 

Extreme difficulty: Roll equal or below 1/5 your Skill. 

Pushing the Roll 

You can try to “push a roll” if you can explain how. 

The pushed roll might require way more time and will 

always multiply the effects of failure. 

Luck, Sanity and Combat rolls CANNOT be pushed. 

Fumbles & Criticals 

01% Critical Success: Something great happens. 

96%-100% Fumble: Something very bad occurs. 

Opposed Skill Rolls 

Both sides roll for their appropriate Skills. 

A Critical success beats an Extreme success. 

An Extreme success beats a Hard success. 

A Hard success beats a Regular success. 

A Regular success beats a Failure or Fumble.  

In case of a tie, the side with the higher Skill wins. 

Bonus and Penalty Dice 

Roll an extra die for the ‘tens’. 

Bonus die: Keep the best (lowest) number. 

Penalty die: Keep the worst (highest) number. 

Spending Luck 

You can spend luck to alter the result of a roll. Luck, 

damage and sanity rolls cannot be altered with luck. 

Criticals, fumbles and firearms malfunctions cannot be 

bought off with Luck points. 

Sanity 

Make a SAN roll when confronted by horror. If you 

lose a SAN roll, you suffer an involuntary reaction. 

SANITY LOSS 

5+ single roll — Make INT roll. If failed, memory is  

suppressed. Is successful, PC goes temporarily insane. 

1/5 single day — Indefinitely insanity. 

SAN 0 — Permanent insanity. 

Combat 

Surprise: If surprised, the surprising side gets a free ac-

tion. The other side may try to LISTEN, SPOT HID-

DEN or use PSYCHOLOGY to avoid it. 

 

Order of Actions based on DEX rating (high to low) 

ACTIONS 

 

Attack (physical) - Roll Brawling/Weapon skill. Other 

side can try to Fight back (Brawling/Weapon) or Dodge 

(Avoid the attack). If they do nothing, the attack suc-

ceeds automatically. 

Attacker succeeds, roll damage. Defender succeeds, roll 

damage if Fighting back. Ignore result if Dodging. 

 

Attack (firearms) - Roll Weapon skill. Check modifiers: 

  Range–  x1 = Normal, x2 = Hard, x4 = Extreme 

  Bonus die - Aim, Point Blank, Large targets (Build+4) 

  Penalty die - Target diving, Fast moving, Partial con-

cealment, Small target (Build –2), multiple shots, load-

ing and firing or Firing into melee 

 

Extreme Damage: If attack is an Extreme Success 

Blunt weapon: Max Damage + Max Dmg Bonus 

Penetrating weapon: Max damage+ Max Dmg bonus + 

one extra weapon damage. 

Call of Cthulhu 7th Ed 
Cheat sheet 

LE
G

A
L 

ST
U

FF
: T

h
is

 R
e

fe
re

n
ce

 S
h

ee
t 

u
se

s 
tr

ad
em

ar
ks

 a
n

d
/o

r 
co

p
yr

ig
h

ts
 o

w
n

ed
 b

y 
C

h
ao

si
u

m
 In

c/
M

o
o

n
 D

es
ig

n
 P

u
b

lic
ati

o
n

s 
LL

C
, w

h
ic

h
 a

re
 u

se
d

 u
n

d
er

 C
h

ao
si

u
m

 In
c’

s 
Fa

n
 M

at
er

ia
l P

o
lic

y.
 W

e 
ar

e 
ex

p
re

ss
ly

 p
ro

h
ib

it
ed

 f
ro

m
 c

h
ar

gi
n

g 
yo

u
 t

o
 u

se
 o

r 
ac

ce
ss

 t
h

is
 c

o
n

te
n

t.
 T

h
is

 R
ef

e
re

n
ce

 S
h

ee
t 

is
 n

o
t 

p
u

b
lis

h
ed

, e
n

d
o

rs
ed

, o
r 

sp
ec

ifi
ca

lly
 a

p
p

ro
ve

d
 b

y 
C

h
ao

si
u

m
 In

c.
 F

o
r 

m
o

re
 in

fo
rm

ati
o

n
 a

b
o

u
t 

C
h

ao
si

u
m

 In
c’

s 
p

ro
d

u
ct

s,
 p

le
as

e 
vi

si
t 

w
w

w
.c

h
ao

si
u

m
.c

o
m

. I
m

ag
es

 p
ro

vi
d

ed
 b

y 
©

Je
sh

ie
ld

s 
(h

tt
p

s:
//

je
sh

ie
ld

s.
co

m
/)

 e
xc

ep
t 

fo
r 

th
e 

C
th

u
lh

u
 c

lip
ar

t 
(h

tt
p

s:
//

o
p

e
n

cl
ip

ar
t.

o
rg

/d
et

ai
l/

2
94

6
83

/c
th

u
lh

u
-

sy
m

b
o

l#
go

o
gl

e_
vi

gn
ett

e)
. 


