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J My STORY L

You like Graniteville and have been here many years but some sort of hellfire is imminent. Maybe you need to see
feel like an evil eye is on you. Tossing salt over your that new psychiatrist. Or could your paranoia be
shoulder doesn’t come close to the extra steps you take to warranted?

try and ward off bad luck. You have a few pendants you
wear around your neck that are supposed to ward against
evil. Maybe you should spend less time cautiously picking
where you step, but you just can't shake the feeling that

J BACKSTORY

Personal Description Traits

An easyqgoing if worry-tempered face weathered by the The world is getting weird and advanced and you don't like
sun and quarry work. A big man but all muscle. Well, it. Mostly, you sit around and worry when not focused on
almost all of it. work.

Ideology & Beliefs Injuries & Scars

You attend church every Sunday with Father Romano but Just the normal sort from quarry work and a compound
there's weird things in the world and you are very fracture of the left arm as a kid.

superstitious. Money, however, you can always count on.

Significant People - Phobias & Manias

Not attached to anyone or anything. You are very superstitous and will do little rituals to keep

the bad juju away.

Meamn%ful Locations Arcane Tomes & Spells
The Rock of Ages quarry (workplace)

Treasured Possessions Encounters with Strange Entities
Gold pocketwatch from your uncle. It's always slow but

you'll fix it someday. Got a weird star-shaped symbol on it
that you think makes it special.

GEAR & POSSESSIONS WEALTH
* various amulets and Spending Level
pendants to ward evil. Cash
* small bag of salt Assets
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Player Pushing Rolls: must justify reroll;
Ch Anndiiese Cradam cannot push combat or Sanity rolls
ar. Char._Theo Granger B Wounds & Hgalmg
Player g First Aid healsTHP  Medicine heals 1D3 HP
Player Major Wounds = loss of > %> max HP in one attack
: Reach 0 HP without Major Wound = Unconscious
Char. _Hyacinth Clarke Reach 0 HP with Major Wound = Dying
Pla er ; Char Dying: First Aid = temp. stabilized; then require Medicine
y Player Natural Heal rate (non Major Wound): recover 1 HP per day
Natural Heal rate (Major Wound): weekly. healing roll
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