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Introduction

While this booklet is meant for use with Chaosium’s Call of Cthulhu® RPG it can also be used with any 
BRP setting or in fact any RPG. It has been left systemless so you can use it with any version of Call of 
Cthulhu® from 1-7 or RuneQuest, Superworld, or a host of other games hence the variation in language. 
The first section details making your character a more fully-rounded personality in their world. Motiva-
tions, morals, and desires are all covered. The second section is all about equipment. Need that flashlight 
in a hurry? Odd that you put it in the trunk of your car, then.
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Kit & Equipment Checklist

In the heat of battle it’s handy to know where your vital kit is, where that C4 was hidden, or how easy it is 
to draw that longsword. This handy reference tool and it’s pages will detail where your much needed items 
are. Primarily focused around games that don’t detail the small items, it is also useful so you can keep 
track of weight, encumberance, and any ammunition.

The second in a series of character aids aimed at rounding out the information for your PC, the end pages 
to this document will suit a variety of games and as such will use vague terms as ‘ammunition’ rather than 
‘arrows’, ‘M14 clip’, or ‘Remaining laser charge’. Similarly, while ‘On Person’ is reasonably obvious, ‘Vehicle’ 
could relate to your characters horse and saddlebags, trunk or boot of his car, or hold of his Scout Ship. ‘At 
Home’ is a similar catch-all term to mean castle, condo, galleon, or star liner state room.

The heat of battle is a time when you really need to know what you can reach out and grab at a moment’s 
notice. Maybe you’re ambushed by a band of Orcs in The Direwood or sitting down to eat at a mall food 
court when Dr Sinestro shows up. Rather than having to explain where something is, an item that is ‘At 
Hand’ is something that takes no time to ready and is available to use instantly.  It’s ok to leave any of the 
following boxes empty if you want your hands free for any purpose, but remember they are there so you 
don’t have to decide on the spot.

Step One: At Hand

CAVEAT: All the pockets, hold alls, and other items are at the whim of TWO defining forces in your role-
playing session. The first is Common Sense. No amount of pleading that something is on your sheet will 
make it legit if it won’t fit. A 12lb Victorian artillery piece is not going to fit in the pocket of your fatigues 
no matter how much you want it too. The second is Rule Zero. Rule Zero simply states that whatever the 
GM says, goes. If he doesn’t think your ‘44 Magnum can fit in that back pocket of your jeans then it can’t. 
The GM is the arbiter of your game world and can determine what is feasable and what is not. Don’t worry 
though, just show him your sheet and if it’s reasonable (and he’s a good GM) he’ll work with you.

At Rest

Adventuring

In Combat

Left Hand Right Hand

Left Hand Right Hand

Left Hand Right Hand



‘At Rest’ means the kind of item your player-characters would carry in their hands if they were in a market 
or a quayside. A time when they are (apparently) under no threat whatsoever. Many players will simply 
leave these boxes empty. They are included for those players who like to present an affectation such as flip-
ping a coin, bouncing a small ball, drinking a 32oz Coke, or twirling a set of keys.

‘Adventuring’ means the kind of items you would hold when things are a little tense. Maybe you are 
heading down the steps in an old mansion in search of a cult, or you are heading into a dungeon with a 
fearsome reputation, or stepping into a bar on a dry planet in a port known for being a hive of scum and 
villainy. This can be a weapon in your main hand, and a light source such as a torch or flashlight, or a mo-
tion tracker in your off-hand.

‘In Combat’ details the items you carry when in a full on fight. Unless you’re a magic user, superpowered 
hero,  or a telepath, these are likely to be a weapon. Its possible of course to have both boxes filled in with 
the same weapon if it’s a long arm like a pike or plasma rifle. Otherwise, it could be a combination of 
sword or axe and shield, 9mm auto and LED flashlight, crucifix and vial of holy water, or a long sword and 
an off-hand dagger.

These are those vital items that aren’t in your hands initially but can be transfered there in a short time 
period (a few seconds, a round, a turn, or whatever your game uses as a short measure of time). They 
need not be weapons but could be a notebook, a police badge, a wallet, or a coin purse. Common sense 
is needed here to properly place items in their proper recpticle. Keep in mind the bulk of an object. Each 
pocket may be able to carry a small number of items (such as a wallet and mobile phone).

Step Two: On Person

Jacket or 
Cloak

Trews or 
Trousers

In Boots

Upper Left Side Upper Right Side

Front Left Pocket Front Right Pocket

Left Side Right Side

Jacket or 
Cloak

Lower Left Side Lower Right Side

Other Pockets

Trews or 
Trousers

Rear Left Pocket Rear Right Pocket



Most of the entries in this step are quite obvious. A ‘Jacket or Cloak’ is usually able to hold more items 
than, say, a pair of trousers. One of these ‘pockets’ in the jacket may not be a pocket at at all but a gun 
holster, or maybe it’s a secret pocket designed to hold valuables not readily found. 

The pockets of a pair of ‘Trousers or Trews’ (they’re medieval equivalent) tend to hold small items such as 
a pocket watch, keys, small change, or a wallet and I.D. but they can also hold caltrops or a switchblade. 
Bear in mind that most medieval trews and their equivalent didn’t have pockets but it’s possible your GM 
may allow them, or substitute them for a bag like a money belt or a Kilt’s Sporran.

The items usually kept ‘In Boots’ are things that normal society would frown upon if seen in clear view. 
They may be drugs, stiletto blades, a small back-up body pistol, or smuggled nano tech. Besides the illicit 
reasons for carrying things in your boots the usual item is still money when the wearer is entering a shady 
part of town.

‘Other Pockets’ is for those unusual hidey-holes that people create in order to smuggle or as part of their 
inventive nature. It could be under their hood or helm, keeping a gun in their belt, or something flat in the 
lining of their jacket.

Some things are just too bulky or awkward to carry on your person. Wearing 10 shirts is a dumb way to 
carry shirts. For items like these you need pouches, hold-alls, and suitcases. Don’t forget, you will need a 
way of transporting these bags.

Step Three: Hand Luggage

Handbag or 
Satchel

Suitcase or Chest

Kit Bag or Large 
Sack

Weapon Crate or 
Armoire

Quiver or Back 
Scabbard



These modes of transport more properly carry small holdables within bigger ones akin to Russian dolls 
(with the exception of Saddlebags). It’s easy to see why weapons crates fit on trucks and suitcases can fit in 
the trunk of a car. While it is quite possible to carry these items on your own or with another it should be 
obvious that you can’t fight while doing so and going for any sort of distance will cause pain, discomfort 
and maybe physical damage. Obviously, not all of these will be applicable to your character or setting.

Step Four: Luggage Space Within Transports

Entries in this section depend on how you carry those larger items or those multiple items when your 
character is travelling a long distance. For many, a satchel or kit bag is sufficient but others may require 
more portage, especially if they are on a long quest, trans-European 1920’s train holiday, or are moving 
home.

‘Handbag or Satchel’ is for those small items that can’t be carried on your person or a clumsy and bulky 
enough that carrying them by hand becomes awkward. Maps, journals, lunch, laptop, a blown glass vial to 
catch souls, or a spare set of underwear when things get hairy. 

‘Quiver or Back Scabbard’ is for those items carried in a bag or pouch directly on the top of your back. 
Arrows, crossbow bolts, or an RPG is a good fit for here and the ammunition chart later on can help keep 
track of the number of these you have left. In terms of actual weaponry then swords, a crossbow, a bow, 
an assault rifle, or long rifle such as Barrett 82A1, Type 81 Storm Gun, or a Squad Support Plasma Gun 
would fit here. Weapons here, unlike depicted in the movies, take a moment to prepare. Any firearm you 
can easily grab off your back and fire immediately has a risk of going off while you scramble through 
hedgerows.

‘Kitbag or Large Sack’ is for those items that you don’t need right away. A clean shirt or three, soap, tooth-
brush, phone charger, tinder box, zero-G meds, mechanics tools, ABC suit, or a tent and bed roll.

‘Suitcase or Chest’ is for items that either require more packing, more protection, or more security. In 
such holdables you can place small or folded weaponry, jewels and coin, scrolls, a fragile vase, documents, 
or a larger number of mundane objects. 

‘Weapon Crate or Armoire’ is a much larger item and usually takes two people (or perhaps one very 
agreeable Troll) to carry. While these objects are specifically designed for carrying weapons (and a few of 
them at that) they can be utilised for carrying almost anything at a push, up to the size of a body (or at 
least an undissected one).

Companion or
Servant



Large Personal 
Vehicle

Small Personal 
Vehicle

Large Craft

Pack or Riding
Animal

It is quite feasible that all your previous items, including yourself, can fit into the spaces held by transports 
and vehicles.

‘Companion’ means your faithful dog with small pouches strapped to him for carrying war time messages 
or a small amount of tools. It could also be your manservant, a programmed robot or android, or another 
NPC companion. Regardless of what your companion is, they’ll have a few items that you can easily get 
hold of when needed.

‘Pack or riding Animal’ signifies horses, mules, tauntauns, tamed t-rex, or any other animal utilised for 
carrying large bags of cargo. The containers will usually be saddlebags or lashed to the animal. Your GM 
can advise on what items are allowed and common sense is the phrase to live by. Try and transport a 12lb 
cannon by mules and you’ll discover how stubborn mules can be.

‘Small Personal Vehicle’ means everything from motor/hover bike, grav harness, car, wooden cart, or 
small boat. Some of these, like the bikes for example, will hold items in lots of small compartments and 
some will have a seperate area such as a trunk to hold luggage.

Cabin or Fore Space Rear Cargo or Trunk

Cabin or Fore Space Rear Cargo or Trunk

Cabin or Bridge Cargo Bay



‘Large Personal Vehicle’ means vehicles like trucks, a 50ft boat, or a starship shuttle.  It’s a step up from 
a small car or cart and while it may only see a slight increase in size in comparison, it’s usually a vast 
increase in carrying capacity. At the lower end this vehicle might be an Allied truck or tank on the Nor-
mandy front and at the other end could be a small starfaring vessel fulfilling scout duties in the depths of 
space. They can be used for transporting people, or for trading goods over long distances.

‘Large Craft’ are of a different order entirely. If your character is lucky enough to own a sea going mil-
lionaires yacht, a cargo starship, a hovercraft, or a small warship then this is where you list it’s contents. 
Chances are you’ll have a personal cabin to stow your gear but this entry is for listing things that the vessel 
can carry, such as personnel, or those interesting anti-shipping missiles you just happen to ‘aquire’.

These places are where you normally keep yourself. While cabins and large craft (such as canal boats) are 
treated in the previous step and are technically your home, this entry is more for your regular bricks and 
mortar dwelling. Depending on the era it can be a hovel, a cave, an apartment overlooking Hong Kong, 
and office, or a cabin on a starbase. Your home that doesn’t move is the best way to look at it. At this step 
it’s less about filling everything in and more about just listing what is most important to you.

Step Five: Home & Hearth

Home

Workplace or 
Office

Hideout or 
Retreat



‘Home’ is the place where you feel safest. That could be your keep, your con-apt, or your country mansion. 
It is a place where the vast majority of the things you own will be stored. It will probably have many rooms 
and places that things can be hidden or stored. Good GMs know that this is where you’ll keep your valu-
ables and where they are safe. It’s rare for GMs to place such items in harms way. After all, if your home is 
no longer safe, why have one at all? The very best of adventurers have a refuge where they can feel safe and 
gather themselves in readiness for the next storm. This box has been compartmentalised into rooms but 
need not be used in such a way.
 
‘Workplace or Office’ is the place you spend your working day. It is a place that is still moderately safe 
from intrusion. Police HQs are not stormed five times a week and any castle or outpost that faces weekly 
onslaught will either have been destroyed or will have become your home. Guards that patrol a fort under 
constant attack from Orcs will not be allowed to go adventuring. This place will contain your immediate 
belongings and will enable you to do your daily work. For an interstellar bounty hunter that might be a 
small base in an asteroid that has cells, comms, weapons locker, and a ship bay. For a mage that could be 
his spell room, for a pharmacist that could be his lab, and for a bard that could be the nearest tavern.

‘Hideout or Retreat’ is a place that is not common knowledge to many of your character’s aquaintances. It 
could be a place to bolt to if the Militia come a-calling, an FBI safe house, or a local cave once blessed by 
the fertility goddess. It can hold less than the other two places as it is often seen as utilitarian but it could 
equally be a basement game room at your office, a city centre apartment for when you work late, or your 
own room overlooking the waterfall at the ‘The Last Homely House West of the Mountains’

Rounding off the sections is an ammunition counter. The boxes are deliberately left empty as there is a 
variety of ammo that can fill this space and compartmentalising or illustrating them would be futile. They 
are to be filled in with the full ammo initially and scored down when it’s used.

Not all of the following sections will apply to your character but remember, you need  to be properly 
equipped when you step out onto the road to adventure..



The Ultimate Equipment Sheet

Right Hand Left Hand

Jacket or Cloak

In Boots

Upper Left Side

Front Left PocketFront Right Pocket

Left SideRight Side
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Other Pockets

Jacket or Cloak
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Suitcase or Chest Weapon Crate or Armoire

Companion

Large Personal Vehicle

Small Personal Vehicle

Large Craft

Pack or Riding Animal

Cabin or Fore Space Rear Cargo or Trunk

Cabin or Fore Space Rear Cargo or Trunk

Cabin or Bridge Cargo Bay

Home



Primary Small Weapon    (Knives, hatchets, short swords, tasers, throwing stars, etc)

  Name    Type  Skill    Damage   Ammo

Hideout or Retreat 

Workplace or Office

Primary Long Arm    (Swords, Dane axes, rifles, pole arms, Bows, staffs, RPGs etc)

  Name    Type  Skill    Damage   Ammo

Secondary Weapon    (of any type)

  Name    Type  Skill    Damage   Ammo
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