
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.

C
OM

BA
T

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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	Portrait: 
	STR: 65
	DEX: 55
	INT: 75
	CON: 65
	APP: 55
	POW: 70
	SIZ: 60
	EDU: 80
	INT_fifth: 15
	INT_half: 37
	SIZ_fifth: 12
	SIZ_half: 30
	EDU_fifth: 16
	EDU_half: 40
	APP_fifth: 11
	APP_half: 27
	CON_fifth: 13
	CON_half: 32
	POW_fifth: 14
	POW_half: 35
	DEX_fifth: 11
	DEX_half: 27
	STR_fifth: 13
	STR_half: 32
	MOV: 7
	Dodge_Copy_half: 13
	Dodge_Copy_fifth: 5
	Dodge_Copy: 27
	Build: 1
	DamageBonus: +1D4
	Skill_Accounting: 5
	Skill_Accounting_fifth: 1
	Skill_Accounting_half: 2
	Weapon_Regular0: 25
	Weapon_Name1: Pocket Knife
	Weapon_Regular1: 25
	Weapon_Damage1: 1D4 + DB
	Weapon_Range1: -
	Weapon_Attacks1: 1
	Weapon_Ammo1: -
	Weapon_Malf1: -
	Weapon_Name2: .32 Revolver
	Weapon_Regular2: 20
	Weapon_Damage2: 1D8
	Weapon_Range2: 15 YD
	Weapon_Attacks2: 1
	Weapon_Ammo2: 12
	Weapon_Malf2: 100
	Weapon_Name3: 
	Weapon_Regular3: 
	Weapon_Damage3: 
	Weapon_Range3: 
	Weapon_Attacks3: 
	Weapon_Ammo3: 
	Weapon_Malf3: 
	Weapon_Hard0: 12
	Weapon_Extreme0: 5
	Weapon_Hard1: 12
	Weapon_Extreme1: 5
	Weapon_Hard2: 10
	Weapon_Extreme2: 4
	Weapon_Hard3: 
	Weapon_Extreme3: 
	SpendingLevel: 50
	Cash: 400
	Character_Name1: Aaron Winters
	Character_Player1: Cyle
	Character_Name2: Gerald O'Shea
	Character_Player2: Eric
	Character_Name3: 
	Character_Player3: 
	Character_Player4: Todd
	Character_Name5: Gunter Von Stiglitz
	Character_Player5: Scott
	Character_Name6: 
	Character_Player6: 
	Character_Name4: Larry Simmons
	Skill_OtherLanguage_Chk: Off
	Skill_OtherLanguage_half: 12
	Skill_OtherLanguage_fifth: 5
	Skill_OtherLanguage: 25
	Skill_Accounting_Chk: Off
	TempInsanity_Chk: Off
	IndefInsanity_Chk: Off
	MajorWound_Chk: Off
	Unconscious_Chk: Off
	Dying_Chk: Off
	PersonalDescription: An upright member of society who does his best to help and definitely doesn't do it for the money. I won't give up on a task until it's completed
	Traits: Steadfast in his own ways, difficult to convince. 
Empathetic to all, only wants to help
Highly resiliant in al;l situations, hard to rattle
	Ideology/Beliefs: Skeptic who only believes in science. 
	Significant People: 
	Locations: 
	Possessions: My dad's cival war era yellow bone pocket knife
	Injuries: Many deep fingernail scars from patients digging into my skin during WW1 (mostly arms), along with a deep scar in my right leg above my knee from shrapnel. 
	Phobias/Manias: 
	Tomes/Spells: 
	Encounters: 
	CurrentSanity: 
	CurrentHP: 
	StartingHP: 12
	StartingMagic: 14
	CurrentMagic: 
	StartingLuck: 60
	CurrentLuck: 
	StartingSanity: 69
	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: 
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	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
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	Skill_Drive_half: 10
	Skill_Drive_fifth: 4
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	Skill_FireArmsHandguns: 20
	Skill_FireArmsHandguns_half: 10
	Skill_FireArmsHandguns_fifth: 4
	Skill_FireArmsRifles_Chk: Off
	Skill_FireArmsRifles: 25
	Skill_FireArmsRifles_half: 12
	Skill_FireArmsRifles_fifth: 5
	Skill_FirstAid_Chk: Off
	Skill_FirstAid: 99
	Skill_FirstAid_half: 49
	Skill_FirstAid_fifth: 19
	Skill_History_Chk: Off
	Skill_History: 5
	Skill_History_half: 2
	Skill_History_fifth: 1
	Skill_Intimidate_Chk: Off
	Skill_Intimidate: 15
	Skill_Intimidate_half: 7
	Skill_Intimidate_fifth: 3
	Skill_Jump_Chk: Off
	Skill_Jump: 20
	Skill_Jump_half: 10
	Skill_Jump_fifth: 4
	Skill_OwnLanguage_Chk: Off
	Skill_OwnLanguage: 80
	Skill_OwnLanguage_half: 40
	Skill_OwnLanguage_fifth: 16
	Skill_Law_Chk: Off
	Skill_Law: 5
	Skill_Law_half: 2
	Skill_Law_fifth: 1
	Skill_LibraryUse_Chk: Off
	Skill_LibraryUse: 70
	Skill_LibraryUse_half: 35
	Skill_LibraryUse_fifth: 14
	Skill_Listen_Chk: Off
	Skill_Listen: 20
	Skill_Listen_half: 10
	Skill_Listen_fifth: 4
	Skill_Locksmith_Chk: Off
	Skill_Locksmith: 1
	Skill_Locksmith_half: 0
	Skill_Locksmith_fifth: 0
	Skill_MechRepair_Chk: Off
	Skill_MechRepair: 10
	Skill_MechRepair_half: 5
	Skill_MechRepair_fifth: 2
	Skill_Medicine_Chk: Off
	Skill_Medicine: 91
	Skill_Medicine_half: 45
	Skill_Medicine_fifth: 18
	Skill_Navigate_Chk: Off
	Skill_Navigate: 10
	Skill_Navigate_half: 5
	Skill_Navigate_fifth: 2
	Skill_Persuade_Chk: Off
	Skill_Persuade: 50
	Skill_Persuade_half: 25
	Skill_Persuade_fifth: 10
	Skill_Ride_Chk: Off
	Skill_Ride: 5
	Skill_Ride_half: 2
	Skill_Ride_fifth: 1
	Skill_Sleight_Chk: Off
	Skill_Sleight_half: 45
	Skill_Sleight_fifth: 18
	Skill_SpotHidden_Chk: Off
	Skill_SpotHidden: 85
	Skill_SpotHidden_half: 42
	Skill_SpotHidden_fifth: 17
	Skill_Stealth_Chk: Off
	Skill_Stealth: 20
	Skill_Stealth_half: 10
	Skill_Stealth_fifth: 4
	Skill_Survival_Chk: Off
	Skill_Survival: 
	Skill_Survival_half: 
	Skill_Survival_fifth: 
	Skill_Swim_Chk: Off
	Skill_Swim: 20
	Skill_Swim_half: 10
	Skill_Swim_fifth: 4
	Skill_Throw_Chk: Off
	Skill_Throw: 20
	Skill_Throw_half: 10
	Skill_Throw_fifth: 4
	Skill_Track_Chk: Off
	Skill_Credit: 80
	Skill_Credit_half: 40
	Skill_Credit_fifth: 16
	Skill_OtherLanguage1_Chk: Off
	Skill_OtherLanguage1: 
	Skill_OtherLanguage1_half: 
	Skill_OtherLanguage1_fifth: 
	Skill_OtherLanguage2: 
	Skill_OtherLanguage2_half: 
	Skill_OtherLanguage2_fifth: 
	Skill_Sleight: 91
	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: 25
	Skill_Fighting_half: 12
	Skill_Fighting_fifth: 5
	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: 10
	Skill_NaturalWorld_half: 5
	Skill_NaturalWorld_fifth: 2
	Skill_Occult_Chk: Off
	Skill_Occult: 5
	Skill_Occult_half: 2
	Skill_Occult_fifth: 1
	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: 37
	Skill_Psychoanalysis_Chk: Off
	Skill_Psychoanalysis_half: 18
	Skill_Psychoanalysis_fifth: 7
	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: Born into a middle class family in Arkham, I lived a good life. Early on I spent much of my time taking odd jobs as I was often bored. I ended up fixing random machinery, patching floors and walls, sewing clothes, etc. I have always been good with my hands. I decided to pursue being a surgeon because of this skill. As I am quite smart, school came easy and I breezed through my Doctorate 
	MyStory1: and focused on neurosurgery. In 1910 I grew bored of Arkham and decided to take my practice to Cairo for a few years. I met Jackson Elias here, a brilliant author. I was shipped off to war where I encountered a battalion who claimed they saw the most outrageous, unexplianable things. I choose to not believe it, but so many claimed the same exact thing...
	Assets1: 40,000: A home in both Arkham and Cairo.  
	Gear/Possessions: 
	Gear/Possessions1: 
	SkillDef_Custom4: 
	SkillDef_Custom3: 
	SkillDef_Custom2: 
	SkillDef_Custom1: 
	SkillDef_Survival: 
	SkillDef_Science3: 
	SkillDef_Science2: 
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	SkillDef_Pilot: 
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	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: 13
	MaxSanity: 
	Age: 42
	Pronouns: Male
	Residence: Cairo
	Birthplace: Arkham
	Occupation: Doctor of Medicine
	Investigators_Name: Kenny Filmore


