() g

o
>

Pulp Hero

<-o
el

Name Social Status Age
Occupation Archetype Gender
- Characteristics .
Regular ~ Hard  Extreme Regular  Hard  Extreme Maximum Current
STR( ) sz | ) Hit Points )
Maximum Current
CON[ ] POW( J Magic Points C:]
Starting Current
DEX [ ] APP ) Luck ( )
Starting Current Changed -
INT ) EDU( ) Sanity( ) PULP CTHULHU
- Jlealth - s Pulp “Jalents vo-
[JMajor Wound [JUnconscious (] Dying
- oanity v
( )Max Sanity [J Shock [ Changed
- é%killg e
Regular Hard Extreme Regular Hard Extreme Regular Hard Extreme
0 ©05%) ([ [ ) DLibrary Use (20%) O_ (01%)
rt raft cience
O ([ T ) Otisten (20%) (1 | ) OsleightofHand(10%)( [ [ )
[J Climb (20%) (1 ] ) OMechRepair20%) (| [ ) OSpotHidden(25%) (| | )
Credit Rating (00%) (| | ) [JNavigate (10%) (T [ ) O stealth 20%) CT 1)
Cthulhu Mythos 00%) (| [ ) [JOceult (05%) (1 [ ) OSurvival (10%) C T 1)
Ovodeebarpey (|| ) Opemeteay ([ ) Oswmewy (]
[ Drive Carriage 20%) (| | ] OPersuade(10%) ([ | ] [ Throw (20%) C T 1)
OFirstAid30%) (| [ ) OPsychology(10%) ([ | ) O Track (10%) C T 1)
[ Jump (20%) ([ [ ) OReassureimapp) (| | ) O CL [
0 —ow ([ [ o oew( [ [ )0 (LD
anguage ther, ae
CIT T )o_— ew(C [ [ 0O CL [
I — L O = CL 1o CL T
- Combat -
Skill Reqular Hard Exeme ~ Damage  #of Attacks Range Ammo  Malf. Move D
L] Fighting (Brawl) (25%) 1D3 + DB 1 - - - Starting _Current
Fm() MP(0 ] )

Handgun (20%)

Build ()

Rifle/Shotgun (25%)

Regular Hard Extreme :
DodgeC_ I 1)

Damage Bonus ()

© 2026 Chaosium Inc. Permission is granted to copy for personal 1, non-commercial use onl ly.




PULP CTHULHU

?

t

Hackstory

?

egeription Personality

ﬁigniyieant Person & Plase jlotable ﬂtems

Jaars “njurigg & otars

dreang f[.a)mqg & ﬁpal[s [nesunters with é%trange [ntitieg

\)zealth

(ear & Possggsions
Spending Level
Cash

Assets

Quiek ﬁ%gerenee ﬁ@qg

Skill & Characteristic Rolls

Level of |Fumble | Fail Regular | Hard |Extreme Cri‘tqi"cal
Chaf. Success: [100/96+ | >skill | <skill | % skill | % skill
Player Pushing Rolls: must justify reroll; cannot push combat or Sanity Rolls
Using Luck
Char_ Half SAN loss (SAN loss x 2 Luck)
Adjust Skill roll (1 Luck per skill point)
Player Avoid malfunction/melee fumble (10 Luck)
Stay conscious (1 Luck, double per round after)
Chaf Avoid Death (all Luck points spent; requires Luck > 30)
' Healing
Player Natural Healing: +2 HP per day
First Aid: +1D4 HP Medicine: +1D4 HP
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