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This document is intended to provide a few additional reference sheets to aid the Keeper during play. Bear in mind at all times these are only suggestions, for you to use or modify at will - it is, after all, your game.
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Trail of Cthulhu Skills and Call of Cthulhu Equivalents
This is of course only approximate, and will not be perfect in all circumstances.

As a general rule, treat “ a spend of 1 or 2 points” as a skill roll of the relevant skill and “ a spend of 3 or 4 points” as a skill roll at half. However, this general rule should be modified depending on the players circumstances and descriptions of how they are acting, and if in doubt you are encouraged to err in the players favour.
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Call of Cthulhu


Accounting


Accounting


Anthropology


Anthropology


Archaeology


Archaeology


Architecture


Art (Architecture) or INTx5


Art


Art


Art History


Art (History of Art) or EDU x5


Assess Honesty


Psychology


Astronomy


Astronomy


Athletics


Climb or Jump


Bargain


Bargain


Biology


Biology


Bureaucracy


Situational - Likely to be one of Persuade, Bargain, Fast talk 


Chemistry


Chemistry


Conceal


Conceal


Cop Talk


Situational - Likely to be one of Persuade, Bargain, Fast talk 


Craft


Craft


Credit Rating


Credit Rating


Cryptography


Craft (cryptography) or INT x5


Cthulhu Mythos


Cthulhu Mythos


Disguise


Disguise


Electrical Repair


Electrical Repair


Evidence Collection


Spot Hidden


Explosives


Craft (Explosives) , Physics or Mechanical Repair


Filch


No direct equivalent : Dex x 5, Stealth, or Conceal (some editions Sleight of 


Hand)


Firearms


Pistol , Shotgun,Rifle, etc.


First Aid


First Aid


Flattery


Fast Talk


Fleeing


No direct equivalent : Characters Move attribute, Dex x 5 or Con x5 


Forensics


Situational - Likely to be one of Spot Hidden, Biology, Chemistry or Medicine


Geology


Geology


Health


Hit Points


History


History


Hypnosis


Craft (Hypnosis), Psychology (some editions : Hypnotism)


Interrogation


Situational - Likely to be one of Persuade, Fast talk (if vocal) Psychology (if 


psychological), STR x5 or Siz x5 (if physical)
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Languages


Other Language


Law


Law


Library Use


Library Use


Locksmith


Locksmith


Mechanical Repair


Mechanical Repair


Medicine


Medicine


Occult


Occult


Oral History


Situational - Likely to be one of Persuade, Bargain, Fast talk  (7th edition: 


Charm)


Outdoorsman


Natural History, Spot Hidden, Track (7th edition :Survival, Natural World)


Pharmacy


Pharmacy


Photography


Photography


Physics


Physics


Piloting


Pilot


Preparedness


Luck roll to have an item , at GMs discretion


Psychoanalysis


Psychoanalysis


Reassurance


Persuade (7th Edition : Charm)


Riding


Ride


Sanity


Sanity


Scuffling


Fist or Kick attack. Possibly Club or Improvised weapon. (7th edition: Fighting)


Sense Trouble


Spot Hidden, Listen. in some cases Psychology


Shadowing


Hide, Sneak


Stability


Sanity or a Sanity check


Stealth


Hide, Sneak


Streetwise


Situational - Likely to be one of Persuade, Bargain, Fast talk 


Theology


Situational - Occult , Edu x5 


Weapons


Weapon attack as appropriate
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Sanity Gains and Losses 

Again, these are only suggested values. They should be increased or decreased as you feel appropriate for your group.

	Encounter
	Sanity Gain or Loss 

(usually cumulative)

	Taking Nectar
	Typically -1/1d6 SAN or -/1d10 SAN, depending on circumstance

	Seeing Savitrees’ Minor Mouths
	-1/1d6 SAN

	Seeing De La Luz
	-1/1d8 SAN

	Seeing a major mouth
	-1/1d10 SAN

	Completing a campaign chapter successfully
	+1d6 SAN

	Completing a campaign act successfully
	+1d6 SAN

	Destroying a major mouth
	+ 1d8 SAN

	Killing Leticia de la Luz or Savitree
	+ 1d6 SAN

	Destroying the Liars Avatar
	+ 1d10 SAN

	Saving the world
	+ 2d10 SAN
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