
CoC Hack Rules Reference Sheet 0.4 
❖ Needs a Mountains of Madness option of reacting to the Mythos with empathy or sorrow, 

in the face of some greater horror.  

Basically Unchanged from 7th Edition Call of Cthulhu 
D100 rolls, and calculating hard (50%) and critical (20%) successes 
How hit points and magic points are used 
Weapon damage (bonus melee damage will need to be adapted - use hit points as the ability score 
to base those on)  
Spending Luck to modify a roll 
Temporary and indefinite insanity 

Missing from the Call of Cthulhu You’re Used To 
There is no longer a Spot Hidden or Listen skill - all perception skills have been removed from this 
hack. Instead, players will describe how their characters search or listen or poke around a scene, 
and the GM will just tell them what they see and hear. The purpose of clues is to be revealed; the 
purpose of creepy sounds and discoveries is to foreshadow.  
 
Constitution, Size, and Strength have been combined into Fortitude. The nuance there just isn’t 
that interesting.  
 
There is a new system for pushing rolls, as well as for rolling multiple times for the same thing.  
 
Below are optional combat rules, simplified but still deadly.  
 
Power is replaced with Psyche. Psyche is the primary social ability in this hack, and determines 
your starting magic points if you are using those.  

Stress 
As you do difficult or frightening things, or make unnerving discoveries, your character 
accumulates stress. This stress is represented by dice. So, for example, an investigator might take d6 
stress. This stress isn’t rolled, yet. It is just noted on the character sheet. So an investigator at the 

 



 
end of a tense story might have 2d4, d6, and 2d8 stress marked down. All of this stress is rolled at 
once, as damage against her Sanity, when she reaches a breaking point.  

Stress examples (ranging from d2 to d20) 

● D2: Hearing nearby gunfire, being in a fight, loss of property. Every additional roll after the 
first against the same challenge 

● D4: Seeing a dead body, or witnessing a violent crime, being the victim of a crime 
● D6: Being in a life-or-death fight, robbed at gunpoint; brush with the Mythos 
● D8: Taking a critical wound; seeing the Mythos 
● D10: Killing another person; being touched by the Mythos 
● D12: Being tortured; understanding some part of the Mythos 
● D20: Being forced to commit some kind of atrocity; seized by the Mythos 

 
NPCs can threaten PCs and cause them stress at the GM’s discretion (often with a Coercion roll 
from the NPC in question, or it can simply be situational). Normally this should only impose d2 
stress, and only once, but a critical success, or an especially convincing threat might net a d4.  

Breaking Points 

The simplest way a character reaches a breaking point is when they fail a sanity roll. Confronted 
with something horrific, entirely outside of their previous experience, or part of the Mythos, the 
character makes a Sanity roll to try to keep her mind together. If she succeeds, she still takes stress, 
but keeps it together for now. That stress keeps building up, though.  
 
Other ways to reach a breaking point include when a life crisis comes, like the sudden death of a 
loved one. The GM will sometimes determine that a breaking point has arrived, and as long as it is 
a similar standard applied to all characters, all’s fair in love and madness.  
 
But the most common and likely source of breaking points will be failed Sanity rolls.  

Relief 

All of those stress dice building up can be scary - there is a way to reduce their intensity. During 
downtime, when a character indulges in a form of relief, the player can roll against their current 
Sanity to downgrade one of those dice one step. So a d4 becomes a d2, a d8 becomes a d6, etc. A 



 
die cannot be eliminated entirely, but in theory all of your stress dice could be reduced to a d2 
before the next breaking point arrives. A failed roll brings no benefit, and a critical failure might 
worsen the stress die or affect the character’s relationship with this source of relief.  
 
A character will often have a favored form of relief, and at the GM’s discretion, an incredible 
experience indulging in that relief might reduce a die type two steps in one scene.  
 
Once a character has experienced relief once, though, they won’t benefit from more until they risk 
danger again or a lot of time has passed.  

Pushing a Roll/Rolling Again 

As a rule, there should be one roll against a given challenge. It is possible for a character, or other 
characters, to try again at a failed roll, but every time they do, they will incur d2 stress. This is the 
cost of calling for multiple rolls against the same challenge, and replaces the “pushing a roll” 
mechanics from Call of Cthulhu 7th Edition. Often a second attempt at a roll will be more 
dangerous than a first, but this should follow from the fiction. At the GM’s discretion, a third 
attempt could result in a d4 stress, and so on, going up.  

Sanity 
An average investigator will have a Sanity of about 60 on average at the start of a story, as Sanity 
is equal to Fortitude + Psyche. When that total reaches 0, that character is no longer playable by 
anyone but the GM. A sudden loss of 5 or more Sanity will lead to a bout of temporary insanity as 
usual, and a loss of 10 or more Sanity will lead to a bout of indefinite insanity as usual. As in the 
7th Edition rules, any loss of Sanity can also be a time when the GM says your character makes 
some kind of involuntary action - a stifled scream, an inopportune squeeze of a trigger, etc. (As you 
can see with a little math, only a few stress dice could easily risk a bout of temporary insanity)  
 
Restoring Sanity is a laborious process that occurs over long periods of downtime, indulging in 
relief and seeking the care of a psychotherapist. One cannot be their own therapist, and normally 
another PC will not be an appropriate therapist, as they will be struggling with the same horrific 
realizations that your character will be.  



 

Skills and Advancement 
For a skill to advance, you must succeed on at least one roll and fail on at least one roll against that 
skill. Just note those with checkmarks after the skill in question. When you have two checkmarks, 
you can erase those at the end of a session or the start of a new session and roll a d4, adding the 
result to your skill.  
 
You can also seek instruction over downtime. You must have a committed teacher who is better 
than you at the skill in question. That teacher must make a successful Teaching roll, and you must 
also roll against the skill in question and fail. This means that it is much easier to improve low-level 
skills than high-level ones. When you do improve a skill, roll a d4 and add the result.  

Credit Rating Change 

During the course of a game, a character’s Credit Rating might change. Generally speaking, increase 
it by 5 if the character is promoted and reduce it by 5 if the character is fired (or disowned, etc.) If 
the character tries to use their Credit Rating to purchase something significant and fails, they can 
take on debt in order to buy the item anyway. The GM decides the level of debt required, but a d4 
or d6 is probably most appropriate. At the end of the story, if the character hasn’t found a way to 
repay the debt (i.e. with wad of cash) then reduce their Credit Rating by the amount of debt 
rolled.  

Native Language 

If you need to know your character’s skill with their native language, it is equal to their Education 
+25.  

Optional Combat and Damage Rules 
If you wish to simplify combat using this hack, simply ignore hit points and weapon damage 
entirely. Instead, when a character is attacked, they must defend themselves using Dexterity 
(Dodge) or Fortitude (Toughness) - and only Dexterity when defending against a firearm, assuming 
there is cover. Melee attacks can be defended against using either one. If your defense fails, you 
take a bruise (from non-lethal attacks) or a wound (from lethal). Two bruises equals one wound.  
 



 
A character has a number of wounds she can endure equal to the tens digit of hdxsxdfszer 
Fortitude ability. So if she has a Fortitude of 42, then she can endure four wounds before she dies. 
With a 27, she can endure only two wounds.  
 
First Aid (or medicine) removes one bruise, or changes one wound into a bruise, but can only be 
used once after a given fight. So if you take three wounds escaping a shoggoth, First Aid can only 
change one of those three wounds into a bruise.  

Dying 

A dying character can be stabilized using First Aid or Medicine, but must quickly be transported 
somewhere to receive medical care. She is essentially out of the story at this point, her life in the 
hands of a trauma surgeon. A person who has taken all the wounds she can who does not receive 
medical care is doomed to die, though she might still deliver last words, depending on the situation.  


