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**You have lived on the streets of Chicago for as long as

information for more details.

you can recall, which isn't that far back. Memory ain't so

good. You have a lot of scars but no idea where they came

Pulp Talents:

from. Doesn'’t matter. What matters is you have animals to

» Aware — Never surprised in combat/snuck up on.

talk to whenever they are around and, when they aren't,

* Speak To Animals — can speak to and understand most

you have your saxophone and harmonica, which always

mammals but not fish, insects, or reptiles. Roll Luck to see

seems to make people happy. See Mac'’s backstory

if speak to birds. Bonus die with Science: Animal Handling.

Personal Description
Lanky, usually dirty and unpleasant-smelling, often staring

S

lliterate, easily bored fidgeter who is randomly anxious

into the distance or talking with any animal around.

and completely insane. People also let you into really nice

places, despite being homeless and dirty.

Ideala? 5 Belie fs In{jm’as 4 SLArs
Animals'are usually friendlier than people. You don't need

nobody, but they usually need you. You may be insane but

you still have morals... more or less.

S?n dftcmt Peoyl Phobins 5 Manns

n't rememb who your family is, you have no

Illiterate and insane, you cannot lose SAN and cast spells

friends but critters on the street and your musical

without realizing it, usually through playing music.

instruments.

Memmgful Locations

Arcane Tomes 4 Jaells
You know a few spells but can also sense the presence of

otherworldly things, even if you do not realize why you

don't like something or someone.

Treasureq Possessions

Enconnters with Stmnge Entities
A few. Don't remember.

Gear 4 Possessions

Wealth

* dirty blanket Spending Level
* switchblade Cash
* matches Assets
* harmonica
* beat-up saxophone
Fellow QUICK REFERENCE RULES
o InVesttgntorS Skill & Characteristic Rolls
dar. . Char Levelof |Fumble | Fail | Regular | Hard | Etreme] Critical
Player . Success: [100/96+ | >skill | <skill | % skill | % skill | 01
Player Pushing Rolls: must justify reroll;
cannot push combat or Sanity rolls
Char, Ch Wounds & Healing
Player ar. First Aid heals 1HP  Medicine heals 1D3 HP
Player Major Wounds = loss of > %2 max HP in one attack
Reach 0 HP without Major Wound = Unconscious
Char. 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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you none. You ain't got a house, a family, nothin’. This

evenin’ is like any other in your pad of Chicago’s alleys —

open, wet, dreary. Just like you. That's why this is home.

: Ram_ag_ain._You let it hit your face like a sfﬁv@ you
haven't seen in who-knows-when. Rain never bothered

S——— - S

_ NOTE: You are illiterate and insane. What little hold you )
have on reality is due to your love of music. You never
remember anyone’s name and make up nicknames for
them as you go along. Most of the time you forget those,
too, and come up with new ones. The one thing you never

You don't remember your past. You assume you came
from some family but don’t know anything about that. Ran
from the orphanage when they beat you, and that's when

you started livin’ on the streets. It was hard at first but you '

had more than a knack for music and it kept you from
starving as a kid. Had to get more creative as an adult
when the cuteness wore off but you are a music savant
and can play anything you pick up. =4

_One night, over ten years ago, you were in your alley and
heard a commotion. You don’t remember all of it but you
do know you saw men die. Don't know who they were or

forget is music. Whether it is one of the million original
solos in your head or the symphonies of the greats, music
is your only constant and trusted companion. It never fails
you. Because you are insane, you cannot suffer any other
sanity loss. Because of things that seem drawn to you that
want to attack you, you have a fair Cthulhu Mythos skill.
You have come up with weird names for these infrequent

and unnatural creatures and say these names on occasion

as if everyone should know what you are talking about, as
if such unnatural things are now commonplace to all. You
have often been able to sense the dangerous nature of

how many of ‘em but they were musicians. You remember
what killed them. It was the biggest, blackest, ugliest

these unnatural things. People also let you into really nice
places, despite being homeless and dirty. Must be your

et

unnatural creature you ever set eyes on. You sank into a
quivering pile right alongside those dead men, pissed

personality.

[
L

-

yourself, and had no mind to pray as you saw your own

the polished cool metal of a saxophone. It centered you.

You put it to your lips and played some sweet notes and

that monster — that demon — shrieked and fled. You don't

know if it was God and His divine power or something else

gifted to you, but you never questioned it. Any bad shit
comes your way, you just play your sweet notes and will
those monsters away. It's happened a few times since.

SPECIAL NOTE: You cast spells without realizing it, most
often when playing instruments. You can sense the danger
of unnatural things even if you do not understand what you
are sensing. You can also see auras. This requires a POW
foll (not opposed). * & AW A SeE¥ 7 .
* Average person, investigators — auras fluctuate based on_
emotions (red=anger, yellow=fear, orange=excitement,

pink=infatuation, purple=contentment, blue=sadness, etc.).

Don’t know how many. Quite a few maybe. Doesn’t matter.
You got your sax, and also a harmonica discarded from

those poor dead musicians. Maybe they were also

» Cultist — a dark, sickly green-black indicating otherworldly
IRfMERCE. _aumswe 5% SOENE . e N
* Anyone inside the Paisley Foundation — cannot see

that anyone ever pays attention to some homeless man.

Probably better they don’t. Animals, though... They see B

you — and talk to you — on the regular. Very
companionable, animals.

auras, not sure why.

Oftentimes, you see auras on people. You see one of Spell List: =
‘em right now, standin’ outside Dearborn Train Station. Or, Bless
rather, you don't see it. Just a person, regular-lookin’, Call Fish
standin’ by theirself, but the aura is all blank. Weird. Ward
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	Ideology/Beliefs: Animals are usually friendlier than people. You don't need nobody, but they usually need you. You may be insane but you still have morals... more or less.
	Significant People: You don't remember who your family is, you have no friends but critters on the street and your musical instruments.
	Locations: 
	Possessions: 
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	Phobias/Manias: Illiterate and insane, you cannot lose SAN and cast spells without realizing it, usually through playing music.
	Tomes/Spells: You know a few spells but can also sense the presence of otherworldly things, even if you do not realize why you don't like something or someone.
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	ExtraText:                    Julius “Mac” Mann – backstory information
 
   Rain again. You let it hit your face like a shower you haven’t seen in who-knows-when. Rain never bothered you none. You ain’t got a house, a family, nothin’. This evenin’ is like any other in your pad of Chicago’s alleys – open, wet, dreary. Just like you. That’s why this is home. 
   You don’t remember your past. You assume you came from some family but don’t know anything about that. Ran from the orphanage when they beat you, and that’s when you started livin’ on the streets. It was hard at first but you had more than a knack for music and it kept you from starving as a kid. Had to get more creative as an adult when the cuteness wore off but you are a music savant and can play anything you pick up.  
   One night, over ten years ago, you were in your alley and heard a commotion. You don’t remember all of it but you do know you saw men die. Don’t know who they were or how many of ‘em but they were musicians. You remember what killed them. It was the biggest, blackest, ugliest unnatural creature you ever set eyes on. You sank into a quivering pile right alongside those dead men, pissed yourself, and had no mind to pray as you saw your own death coming. As you curled in a ball, your hand brushed the polished cool metal of a saxophone. It centered you. You put it to your lips and played some sweet notes and that monster – that demon – shrieked and fled. You don’t know if it was God and His divine power or something else gifted to you, but you never questioned it. Any bad shit comes your way, you just play your sweet notes and will those monsters away. It’s happened a few times since. Don’t know how many. Quite a few maybe. Doesn’t matter. You got your sax, and also a harmonica discarded from those poor dead musicians. Maybe they were also magicians. Maybe you are, too. A magic bard of old. Not that anyone ever pays attention to some homeless man. Probably better they don’t. Animals, though… They see you – and talk to you – on the regular. Very companionable, animals.
   Oftentimes, you see auras on people. You see one of ‘em right now, standin’ outside Dearborn Train Station. Or, rather, you don’t see it. Just a person, regular-lookin’, standin’ by theirself, but the aura is all blank. Weird. 

	ExtraText1: 

    NOTE: You are illiterate and insane. What little hold you have on reality is due to your love of music. You never remember anyone’s name and make up nicknames for them as you go along. Most of the time you forget those, too, and come up with new ones. The one thing you never forget is music. Whether it is one of the million original solos in your head or the symphonies of the greats, music is your only constant and trusted companion. It never fails you. Because you are insane, you cannot suffer any other sanity loss. Because of things that seem drawn to you that want to attack you, you have a fair Cthulhu Mythos skill. You have come up with weird names for these infrequent and unnatural creatures and say these names on occasion as if everyone should know what you are talking about, as if such unnatural things are now commonplace to all. You have often been able to sense the dangerous nature of these unnatural things. People also let you into really nice places, despite being homeless and dirty. Must be your personality.
 

SPECIAL NOTE: You cast spells without realizing it, most often when playing instruments. You can sense the danger of unnatural things even if you do not understand what you are sensing. You can also see auras. This requires a POW roll (not opposed):
• Average person, investigators – auras fluctuate based on emotions (red=anger, yellow=fear, orange=excitement, pink=infatuation, purple=contentment, blue=sadness, etc.).
• Cultist – a dark, sickly green-black indicating otherworldly influence.
• Anyone inside the Paisley Foundation – cannot see auras, not sure why.
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Bless
Call Fish
Ward
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