
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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Indefinite InsanityTemporary Insanity Major  Wound Unconscious DyingMax Sanity
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1920S ERA INVESTIGATOR

Name

ResidenceOccupation

Birthplace

Age
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FELLOW
INVESTIGATORS

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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	Blank Page

	Portrait: 
	STR: 65
	DEX: 80
	INT: 75
	CON: 65
	APP: 45
	POW: 80
	SIZ: 60
	EDU: 70
	INT_fifth: 15
	INT_half: 37
	SIZ_fifth: 12
	SIZ_half: 30
	EDU_fifth: 14
	EDU_half: 35
	APP_fifth: 9
	APP_half: 22
	CON_fifth: 13
	CON_half: 32
	POW_fifth: 16
	POW_half: 40
	DEX_fifth: 16
	DEX_half: 40
	STR_fifth: 13
	STR_half: 32
	MOV: 9
	Dodge_Copy_half: 40
	Dodge_Copy_fifth: 16
	Dodge_Copy: 80
	Build: 1
	DamageBonus: +1D4
	Skill_Accounting: 5
	Skill_Accounting_fifth: 1
	Skill_Accounting_half: 2
	Weapon_Regular0: 70
	Weapon_Name1: Knife, Large
	Weapon_Regular1: 70
	Weapon_Damage1: 1D8 + DB
	Weapon_Range1: -
	Weapon_Attacks1: 1
	Weapon_Ammo1: -
	Weapon_Malf1: -
	Weapon_Name2: .45 Automatic
	Weapon_Regular2: 70
	Weapon_Damage2: 1D10 + 2
	Weapon_Range2: 15 yds
	Weapon_Attacks2: 1 (3)
	Weapon_Ammo2: 7
	Weapon_Malf2: 100
	Weapon_Name3: .303 Lee-Enfield
	Weapon_Regular3: 60
	Weapon_Damage3: 2D6 + 4
	Weapon_Range3: 110 yds
	Weapon_Attacks3: 1
	Weapon_Ammo3: 10
	Weapon_Malf3: 100
	Weapon_Hard0: 35
	Weapon_Extreme0: 14
	Weapon_Hard1: 35
	Weapon_Extreme1: 14
	Weapon_Hard2: 35
	Weapon_Extreme2: 14
	Weapon_Hard3: 30
	Weapon_Extreme3: 12
	SpendingLevel: 50
	Cash: 300
	Character_Name1: 
	Character_Player1: 
	Character_Name2: 
	Character_Player2: 
	Character_Name3: 
	Character_Player3: 
	Character_Player4: 
	Character_Name5: 
	Character_Player5: 
	Character_Name6: 
	Character_Player6: 
	Character_Name4: 
	Skill_OtherLanguage_Chk: Off
	Skill_OtherLanguage_half: 30
	Skill_OtherLanguage_fifth: 12
	Skill_OtherLanguage: 61
	Skill_Accounting_Chk: Off
	TempInsanity_Chk: Off
	IndefInsanity_Chk: Off
	MajorWound_Chk: Off
	Unconscious_Chk: Off
	Dying_Chk: Off
	PersonalDescription: A lean, solid build with a little less than average height and a little less than average looks.  Relatively inconspicuous.(Key Conn: Evil IS real, I'm not wasting my time)
	Traits: Loyal/ProtectiveUnforgiving of evilSelf-sacrificing
	Ideology/Beliefs: The occult is real and there is an evil force out there that MUST be stopped.  Good must be protected and Evil must be destroyed.
	Significant People: My mother Leonora raised my younger brother Isaac and I to destroy an unknown evil.  Isaac doesn't believe, but I know it's true!  I WILL protect them!
	Locations: My parents were part of a secret organization.  I still go to their headquarter building (an clubhouse on the edge of town) to analyze potential clues and to think.
	Possessions: My mother gave me the journal she kept from their research.  Maybe someday it will give me a clue.
	Injuries: 
	Phobias/Manias: I'm always worried about losing someone having lost my father to a strange accident and lost friends during the Great War.
	Tomes/Spells: 
	Encounters: 
	CurrentSanity: 
	CurrentHP: 
	StartingHP: 12
	StartingMagic: 16
	CurrentMagic: 
	StartingLuck: 80
	CurrentLuck: 
	StartingSanity: 72
	ExtraText: 
	ExtraText1: 
	Skill_Track: 10
	Skill_Track_half: 5
	Skill_Track_fifth: 2
	Skill_Anthropology_Chk: Off
	Skill_Anthropology: 1
	Skill_Anthropology_half: 0
	Skill_Anthropology_fifth: 0
	Skill_Appraise_Chk: Off
	Skill_Appraise: 5
	Skill_Appraise_half: 2
	Skill_Appraise_fifth: 1
	Skill_Archaeology_Chk: Off
	Skill_Archaeology: 1
	Skill_ArtCraft1_Chk: Off
	Skill_ArtCraft1: 
	Skill_ArtCraft1_half: 
	Skill_ArtCraft1_fifth: 
	Skill_ArtCraft2_Chk: Off
	Skill_ArtCraft2: 
	Skill_ArtCraft2_half: 
	Skill_ArtCraft2_fifth: 
	Skill_Charm_Chk: Off
	Skill_Charm: 15
	Skill_Charm_half: 7
	Skill_Charm_fifth: 3
	Skill_Climb_Chk: Off
	Skill_Climb: 20
	Skill_Climb_half: 10
	Skill_Climb_fifth: 4
	Skill_Cthulhu: 
	Skill_Cthulhu_half: 
	Skill_Cthulhu_fifth: 
	Skill_Dodge_Chk: Off
	Skill_Dodge: 80
	Skill_Dodge_half: 40
	Skill_Dodge_fifth: 16
	Skill_Drive_Chk: Off
	Skill_Drive: 20
	Skill_Drive_half: 10
	Skill_Drive_fifth: 4
	Skill_FireArmsHandguns_Chk: Off
	Skill_FireArmsHandguns: 70
	Skill_FireArmsHandguns_half: 35
	Skill_FireArmsHandguns_fifth: 14
	Skill_FireArmsRifles_Chk: Off
	Skill_FireArmsRifles: 60
	Skill_FireArmsRifles_half: 30
	Skill_FireArmsRifles_fifth: 12
	Skill_FirstAid_Chk: Off
	Skill_FirstAid: 70
	Skill_FirstAid_half: 35
	Skill_FirstAid_fifth: 14
	Skill_History_Chk: Off
	Skill_History: 25
	Skill_History_half: 12
	Skill_History_fifth: 5
	Skill_Intimidate_Chk: Off
	Skill_Intimidate: 15
	Skill_Intimidate_half: 7
	Skill_Intimidate_fifth: 3
	Skill_Jump_Chk: Off
	Skill_Jump: 40
	Skill_Jump_half: 20
	Skill_Jump_fifth: 8
	Skill_OwnLanguage_Chk: Off
	Skill_OwnLanguage: 70
	Skill_OwnLanguage_half: 35
	Skill_OwnLanguage_fifth: 14
	Skill_Law_Chk: Off
	Skill_Law: 5
	Skill_Law_half: 2
	Skill_Law_fifth: 1
	Skill_LibraryUse_Chk: Off
	Skill_LibraryUse: 20
	Skill_LibraryUse_half: 10
	Skill_LibraryUse_fifth: 4
	Skill_Listen_Chk: Off
	Skill_Listen: 20
	Skill_Listen_half: 10
	Skill_Listen_fifth: 4
	Skill_Locksmith_Chk: Off
	Skill_Locksmith: 11
	Skill_Locksmith_half: 5
	Skill_Locksmith_fifth: 2
	Skill_MechRepair_Chk: Off
	Skill_MechRepair: 10
	Skill_MechRepair_half: 5
	Skill_MechRepair_fifth: 2
	Skill_Medicine_Chk: Off
	Skill_Medicine: 11
	Skill_Medicine_half: 5
	Skill_Medicine_fifth: 2
	Skill_Navigate_Chk: Off
	Skill_Navigate: 25
	Skill_Navigate_half: 12
	Skill_Navigate_fifth: 5
	Skill_Persuade_Chk: Off
	Skill_Persuade: 10
	Skill_Persuade_half: 5
	Skill_Persuade_fifth: 2
	Skill_Ride_Chk: Off
	Skill_Ride: 5
	Skill_Ride_half: 2
	Skill_Ride_fifth: 1
	Skill_Sleight_Chk: Off
	Skill_Sleight_half: 5
	Skill_Sleight_fifth: 2
	Skill_SpotHidden_Chk: Off
	Skill_SpotHidden: 40
	Skill_SpotHidden_half: 20
	Skill_SpotHidden_fifth: 8
	Skill_Stealth_Chk: Off
	Skill_Stealth: 20
	Skill_Stealth_half: 10
	Skill_Stealth_fifth: 4
	Skill_Survival_Chk: Off
	Skill_Survival: 20
	Skill_Survival_half: 10
	Skill_Survival_fifth: 4
	Skill_Swim_Chk: Off
	Skill_Swim: 30
	Skill_Swim_half: 15
	Skill_Swim_fifth: 6
	Skill_Throw_Chk: Off
	Skill_Throw: 20
	Skill_Throw_half: 10
	Skill_Throw_fifth: 4
	Skill_Track_Chk: Off
	Skill_Credit: 60
	Skill_Credit_half: 30
	Skill_Credit_fifth: 12
	Skill_OtherLanguage1_Chk: Off
	Skill_OtherLanguage1: 
	Skill_OtherLanguage1_half: 
	Skill_OtherLanguage1_fifth: 
	Skill_OtherLanguage2: 
	Skill_OtherLanguage2_half: 
	Skill_OtherLanguage2_fifth: 
	Skill_Sleight: 10
	Skill_OtherLanguage2_Chk: Off
	Skill_FastTalk_Chk: Off
	Skill_FastTalk: 5
	Skill_FastTalk_half: 2
	Skill_FastTalk_fifth: 1
	Skill_Fighting_Chk: Off
	Skill_Fighting: 70
	Skill_Fighting_half: 35
	Skill_Fighting_fifth: 14
	Skill_Disguise_Chk: Off
	Skill_Disguise: 5
	Skill_Disguise_half: 2
	Skill_Disguise_fifth: 1
	Skill_Firearms_Chk: Off
	Skill_Firearms: 
	Skill_Firearms_half: 
	Skill_Firearms_fifth: 
	Skill_NaturalWorld_Chk: Off
	Skill_NaturalWorld: 20
	Skill_NaturalWorld_half: 10
	Skill_NaturalWorld_fifth: 4
	Skill_Occult_Chk: Off
	Skill_Occult: 75
	Skill_Occult_half: 37
	Skill_Occult_fifth: 15
	Skill_Custom4_Chk: Off
	Skill_Custom4: 
	Skill_Custom4_half: 
	Skill_Custom4_fifth: 
	Skill_Fighting1_Chk: Off
	Skill_Fighting1: 
	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: 10
	Skill_Psychology_half: 5
	Skill_Psychology_fifth: 2
	Skill_ElecRepair_Chk: Off
	Skill_ElecRepair: 10
	Skill_ElecRepair_half: 5
	Skill_ElecRepair_fifth: 2
	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: 1
	Skill_Psychoanalysis_Chk: Off
	Skill_Psychoanalysis_half: 0
	Skill_Psychoanalysis_fifth: 0
	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: My parents were part of an organization that worked to destroy an ancient evil.  My father died along with the rest of the team, my mother survived but was left mentally scarred.  She raised my brother and I with knowledge of the occult.  My brother doesn't believe any of it, but I believe it's real and it must be stopped before the world is destroyed.  I developed relationships with museums
	MyStory1: to go on explorations around the world, in order to try and uncover more information that might point to a way to stop the evil....or what that evil even is?  My mother emphasized how dangerous things are and that they were too weak to stop it, so I took my chances with the Great War to train myself in preparation for whatever may come. I will protect everyone, at any cost!
	Assets1: 30000: The clubhouse my parents, et al used
	Gear/Possessions: MacheteColt .45 Automatic 1911Lee-Enfield Mk III Rifle
	Gear/Possessions1: 
	SkillDef_Custom4: 
	SkillDef_Custom3: 
	SkillDef_Custom2: 
	SkillDef_Custom1: 
	SkillDef_Survival: Sea
	SkillDef_Science3: 
	SkillDef_Science2: 
	SkillDef_Science1: 
	SkillDef_Pilot: 
	SkillDef_Firearms: 
	SkillDef_OtherLanguage: Latin
	SkillDef_OtherLanguage1: 
	SkillDef_OtherLanguage2: 
	SkillDef_OwnLanguage: English
	SkillDef_Fighting2: 
	SkillDef_Fighting1: 
	SkillDef_ArtCraft2: 
	SkillDef_ArtCraft1: 
	Skill_Fighting1_half: 
	Skill_Fighting1_fifth: 
	Skill_Archaeology_half: 0
	Skill_Archaeology_fifth: 0
	InsaneSanity: 14
	MaxSanity: 
	Age: 34
	Pronouns: Male
	Residence: Arkham
	Birthplace: Arkham
	Occupation: Explorer
	Investigators_Name: Aaron Winters


