==CALL OF CTHULHU==


by screenmonkey (gathomas4@juno.com)





The following are notes to assist the GM in running a game of Call of Cthulhu using the Savage Worlds rules.  Note that this conversion has been updated to the Test Drive 2.1 rules.  Please e-mail me your comments or additions and i'll update the file.





Attributes


Strength (STR)		==>	Strength


Dexterity (DEX)		==>	Agility


Constitution (CON)	==>	Vigor


Intelligence (INT)	==>	Smarts


Power (POW)		==>	Spirit





CoC	SW


3-5	d4-2


6-8	d4-1


9-11	d6


12-14	d8


15-17	d10


18-20	d12


21-23	d12+1


etc.





For attributes >20: d12 + (CoC attribute - 20) / 3 (round fractions up)


E.g. a Flying Polyp's STR48 becomes Strength d12+10.





New Skills:


Cthulhu Mythos: No default roll allowed. PCs may raise this skill if they have access to appropriate learning materials or have had a mythos related bout of insanity. Cthulhu Mythos skill, for purposes of cost, is always considered to be greater than its linked attribute.  For each increase in Cthulhu Mythos, the character's Spirit drops by a like amount (Spirit may drop no lower than d4-2.)


Life Sciences (Smarts): This combines the CoC skills of Anthropology, Archeology, Biology, and Pharmacy.


Physical Sciences (Smarts): This combines the CoC skills of Astronomy, Chemistry, Geology, and Physics.


Liberal Arts (Smarts): This combines the CoC skills of Art, History, Law, Natural History, and Psychology.


Occult (Smarts) 


Photography (Smarts)


Psychoanalysis (Smarts) 





CoC	SW	CoC	SW


1-14	d4-2	86-90	d12+1


15-39	d4	91-95	d12+2


40-55	d6	96-100	d12+3


56-65	d8	


66-75	d10	


76-85	d12	





New Edges and New Professions


Arcane Background: Occultist (Requirements: N, Sm d8) The character has 10 power points to use in casting spells.  The character does not start with any spells, they must be found in old tomes through game play.


	There are no new professions for CoC since investigators are entirely normal and not one iota "larger than life." A profession in CoC is merely a collection of skills and there are no special powers or heroic knacks to keep such investigators from their inevitable destruction. On the other hand, those who want professions might find some useful bits in the SavageCHILL.doc conversion file.





Multipliers


When CoC has a character roll against an attribute multiplied by a number, use the same attribute, but apply a negative modifier equal to: (5 - CoC multiplier) x 2.  For example, making a STRx3 roll converts to making a Strength roll with a -4 modifier.





Creatures


Move: CoC Move x 3/4 (dropping fractions) = SW Pace


Av Damage Bonus: ignore it


Weapon: If there's no "+db", then use the value given for damage (unless it's a gun, then use the SW value). If the damage includes a "+db" on the end, then replace the db with SW Strength and convert the rest as:


up to 1d6 = +1, 1d6+1 to 1d8 = +2, 1d8+1 to 1d10 = +3.


Armor: CoC Armor / 2 (drop fractions) = SW Protection.


Sanity Loss: Sanity checks are Guts checks and use the SW Fear Table (http://www.peginc.com/Files/SavageWorlds/Fear.pdf) for my group.  If you're one of those who enjoys the whole "going slowly and irrevocably insane" bit, then one simple way is to say that every time a character gets a Heart Attack result he accrues 1 point of insanity. Every Adrenaline Surge (or appropriate amount of psychoanalysis) result eliminates 1 point of insanity. When a character's insanity exceeds their Spirit die type, they become completely insane.





Magic


	Once a character finds a Mythos Tome and begins to study it, the character may improve their Cthulhu Mythos skill (as they would improve any other skill), though without they still won't be able to cast spells. As noted above under the Cthulhu Mythos skill, the character's Spirit descreases by a like amount. After successfully studying the tome and improving their Cthulhu Mythos skill the character, rather than losing Sanity Points, makes a number of rolls on the Fear Table as if they had failed a Guts check.The number of rolls on the table is equal to the maximum amount of Sanity loss they'd have in the CoC version. E.g. 1D3 = 3 rolls, etc. Ignore all results other than Phobia, Mark of Fear, and Heart Attack.  Phobia and Mark of Fear have the stated effects, but Heart Attack results in the character gaining one point of Insanity.


	Casting spells requires the expenditure of power points with one power point equal to one Magic Point  in CoC. The Arcane Background: Occultist edge is required and Sanity Loss is handled the same way (with rolls on the fear table) each time a spell is cast.





