
Accounting (05%)

Anthropology (01%)

Archaeology (01%)

Appraise (05%)

(05%)

Firearms

Art / Craft

Fighting

Charm (15%)

Climb (20%)

Credit Rating (00%)

Cthulhu Mythos (00%)

Disguise (05%)

Dodge (half DEX)

Drive Auto (20%)

Elec. Repair (10%)

Fast Talk (05%)

Fighting (Brawl) (25%)

Firearms
(Handgun) (20%)

Firearms
(Rifle/Shotgun) (25%)

First Aid (30%)

History (05%)

Intimidate (15%)

Jump (20%)

(01%)

(EDU)

Language (Other)

Language (Own)
Law (05%)

Library Use (20%)

Listen (20%)

Locksmith (01%)

Mech. Repair (10%)

Medicine (01%)

Natural World (10%)

Navigate (10%)

Occult (05%)

Persuade (10%)

(01%)

(01%)

Pilot
Psychoanalysis (01%)

Psychology (10%)

Ride (05%)

Science

Sleight of Hand (10%)

Spot Hidden (25%)

Stealth (20%)

Survival
(10%)

Swim (20%)

Throw (20%)

Track (10%)
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Brawl 1D3 + DB 1 - - -
Weapon Skill Damage # of Attacks Range Ammo Malf.
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1920S ERA INVESTIGATOR

Name

ResidenceOccupation
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Jade Griffin
Cross-Out
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Char.
Player
Char.
Player
Char.
Player

Char.
Player
Char.
Player
Char.
Player


	��������������
First Aid heals 1 HP Medicine heals 1D3 HP

Major Wounds = loss of ≥ ½ max HP in one attack

Reach 0 HP with Major Wound = Dying
Reach 0 HP without Major Wound = Unconscious

Natural Heal rate (non Major Wound): recover 1 HP per day
Natural Heal rate (Major Wound): weekly healing roll

Dying: First Aid = temp. stabilized; then require Medicine

QUICK REFERENCE RULES
�����������������������	���

Pushing Rolls: must justify reroll;
cannot push combat or Sanity rolls

Level of
Success:

Fumble
100/96+ > skill ≤ skill

Fail Regular Hard CriticalEtreme
01skill1/5skill1/2

MY STORY

BACKSTORY

GEAR  &  POSSESSIONS WEALTH
Spending  Level
Cash
Assets

Personal  Description Traits

Ideology  &  Beliefs Injuries & Scars

Significant  People

Meaningful  Locations

Encounters with Strange Entities

Phobias  &  Manias

Treasured  Possessions

Arcane  Tomes  &  Spells
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	Portrait: 
	STR: 40
	DEX: 75
	INT: 60
	CON: 45
	APP: 65
	POW: 70
	SIZ: 45
	EDU: 50
	INT_fifth: 12
	INT_half: 30
	SIZ_fifth: 9
	SIZ_half: 22
	EDU_fifth: 10
	EDU_half: 25
	APP_fifth: 13
	APP_half: 32
	CON_fifth: 9
	CON_half: 22
	POW_fifth: 14
	POW_half: 35
	DEX_fifth: 15
	DEX_half: 37
	STR_fifth: 8
	STR_half: 20
	MOV: 8
	Dodge_Copy_half: 20
	Dodge_Copy_fifth: 8
	Dodge_Copy: 41
	Build: 0
	DamageBonus: 0
	Skill_Accounting: 
	Skill_Accounting_fifth: 
	Skill_Accounting_half: 
	Weapon_Regular0: 50
	Weapon_Name1: Knives (stabbing)
	Weapon_Regular1: 50
	Weapon_Damage1: 1D4 + DB
	Weapon_Range1: 
	Weapon_Attacks1: 1
	Weapon_Ammo1: 
	Weapon_Malf1: 
	Weapon_Name2: Knives (thrown)
	Weapon_Regular2: 55
	Weapon_Damage2: 1D4
	Weapon_Range2: 
	Weapon_Attacks2: 1
	Weapon_Ammo2: 
	Weapon_Malf2: 
	Weapon_Name3: 
	Weapon_Regular3: 
	Weapon_Damage3: 
	Weapon_Range3: 
	Weapon_Attacks3: 
	Weapon_Ammo3: 
	Weapon_Malf3: 
	Weapon_Hard0: 25
	Weapon_Extreme0: 10
	Weapon_Hard1: 25
	Weapon_Extreme1: 10
	Weapon_Hard2: 27
	Weapon_Extreme2: 11
	Weapon_Hard3: 
	Weapon_Extreme3: 
	SpendingLevel: 
	Cash: 
	Character_Name1: Drew McDermott
	Character_Player1: 
	Character_Name2: George Ames
	Character_Player2: 
	Character_Name3: Hyacinth Clarke
	Character_Player3: 
	Character_Player4: 
	Character_Name5: Theo Granger
	Character_Player5: 
	Character_Name6: 
	Character_Player6: 
	Character_Name4: Ruth-Anne Moore
	Skill_OtherLanguage_Chk: Off
	Skill_OtherLanguage_half: 
	Skill_OtherLanguage_fifth: 
	Skill_OtherLanguage: 
	Skill_Accounting_Chk: Off
	TempInsanity_Chk: Off
	IndefInsanity_Chk: Off
	MajorWound_Chk: Off
	Unconscious_Chk: Off
	Dying_Chk: Off
	PersonalDescription: Blonde hair and intense eyes, an alluring woman.
	Traits: You are loyal to those you trust, no-nonsense, naturally suspicious of anyone you don't know, and feel angry instead of scared at the thought of anything labeled "evil".
	Ideology/Beliefs: You don't often go to church. Your mother isn't religious either. You don't know what you believe beyond being loyal to your friends and standing up for what is right.
	Significant People: Hannity Chadwick (your mother) and Drew McDermott (childhood friend who wants to be more)
	Locations: The Granite Diner, where you work.
	Possessions: An unusual wooden ring with a weird star symbol carved into it. You were told this is from your father.
	Injuries: You have a large, unusual scar on your back. You were told by your mother that you got it because someone wanted to hurt you when you were a baby.
	Phobias/Manias: You are unnaturally fearless. You are also hopeless with locks and cannot gain any skill in Locksmith--ever.
	Tomes/Spells: 
	Encounters: 
	CurrentSanity: 
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	Skill_FireArmsRifles_Chk: Off
	Skill_FireArmsRifles: 35
	Skill_FireArmsRifles_half: 17
	Skill_FireArmsRifles_fifth: 7
	Skill_FirstAid_Chk: Off
	Skill_FirstAid: 35
	Skill_FirstAid_half: 17
	Skill_FirstAid_fifth: 7
	Skill_History_Chk: Off
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	Skill_History_fifth: 
	Skill_Intimidate_Chk: Off
	Skill_Intimidate: 60
	Skill_Intimidate_half: 30
	Skill_Intimidate_fifth: 12
	Skill_Jump_Chk: Off
	Skill_Jump: 
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	Skill_Law_Chk: Off
	Skill_Law: 
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	Skill_LibraryUse_Chk: Off
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	Skill_LibraryUse_fifth: 9
	Skill_Listen_Chk: Off
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	Skill_Stealth: 50
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	Skill_Survival_Chk: Off
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	Skill_Throw_Chk: Off
	Skill_Throw: 55
	Skill_Throw_half: 27
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	Skill_Track_Chk: Off
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	Skill_FastTalk_Chk: Off
	Skill_FastTalk: 45
	Skill_FastTalk_half: 22
	Skill_FastTalk_fifth: 9
	Skill_Fighting_Chk: Off
	Skill_Fighting: 50
	Skill_Fighting_half: 25
	Skill_Fighting_fifth: 10
	Skill_Disguise_Chk: Off
	Skill_Disguise: 
	Skill_Disguise_half: 
	Skill_Disguise_fifth: 
	Skill_Firearms_Chk: Off
	Skill_Firearms: 
	Skill_Firearms_half: 
	Skill_Firearms_fifth: 
	Skill_NaturalWorld_Chk: Off
	Skill_NaturalWorld: 
	Skill_NaturalWorld_half: 
	Skill_NaturalWorld_fifth: 
	Skill_Occult_Chk: Off
	Skill_Occult: 25
	Skill_Occult_half: 12
	Skill_Occult_fifth: 5
	Skill_Custom4_Chk: Off
	Skill_Custom4: 
	Skill_Custom4_half: 
	Skill_Custom4_fifth: 
	Skill_Fighting1_Chk: Off
	Skill_Fighting1: 50
	Skill_Custom1_Chk: Off
	Skill_Custom1: 
	Skill_Custom1_half: 
	Skill_Custom1_fifth: 
	Skill_Custom2_Chk: Off
	Skill_Custom2: 
	Skill_Custom2_half: 
	Skill_Custom2_fifth: 
	Skill_Custom3_Chk: Off
	Skill_Custom3: 
	Skill_Custom3_half: 
	Skill_Custom3_fifth: 
	Skill_Psychology_Chk: Off
	Skill_Psychology: 60
	Skill_Psychology_half: 30
	Skill_Psychology_fifth: 12
	Skill_ElecRepair_Chk: Off
	Skill_ElecRepair: 
	Skill_ElecRepair_half: 
	Skill_ElecRepair_fifth: 
	Skill_Fighting2_Chk: Off
	Skill_Fighting2: 
	Skill_Fighting2_half: 
	Skill_Fighting2_fifth: 
	Skill_Pilot_Chk: Off
	Skill_Pilot: 
	Skill_Pilot_half: 
	Skill_Pilot_fifth: 
	Skill_Psychoanalysis: 
	Skill_Psychoanalysis_Chk: Off
	Skill_Psychoanalysis_half: 
	Skill_Psychoanalysis_fifth: 
	Skill_Science1: 
	Skill_Science1_half: 
	Skill_Science1_fifth: 
	Skill_Science1_Chk: Off
	Skill_Science2_Chk: Off
	Skill_Science2: 
	Skill_Science2_half: 
	Skill_Science2_fifth: 
	Skill_Science3_Chk: Off
	Skill_Science3: 
	Skill_Science3_half: 
	Skill_Science3_fifth: 
	MyStory: You have lived your whole life in Graniteville, VT and have a feeling there is a lot more to the world. You have not ventured out because your mother tells you it is a dangerous place and you must be prepared. Honestly, the whole town has been fairly routine until recently. Yesterday, you noticed two of your usual customers at the diner talking non-stop about the new German psychiatrist
	MyStory1: but they went deaf while you took their orders. Father Romano, who heads the Catholic church in town, rarely comes into the diner. He did at that moment and escorted the ladies away. You didn't ask at the time but everything about that has been bothering you and you haven't seen those two customers since then.
	Assets1: 
	Gear/Possessions: 3 knives
	Gear/Possessions1: 
	SkillDef_Custom4: 
	SkillDef_Custom3: 
	SkillDef_Custom2: 
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	SkillDef_Survival: 
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	SkillDef_ArtCraft2: 
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	Skill_Fighting1_half: 25
	Skill_Fighting1_fifth: 10
	Skill_Archaeology_half: 
	Skill_Archaeology_fifth: 
	InsaneSanity: 12
	MaxSanity: 
	Age: 22
	Pronouns: she
	Residence: Graniteville, VT
	Birthplace: Graniteville, VT
	Occupation: waitress
	Investigators_Name: Anneliese Chadwick


