
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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1920S ERA INVESTIGATOR

Name

ResidenceOccupation

Birthplace

Age
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Char.
Player
Char.
Player
Char.
Player

Char.
Player
Char.
Player
Char.
Player
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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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	Char Sheet 1920s - letter - Front 6c2 - nometerport-01
	Blank Page

	Portrait: 
	STR: 60
	DEX: 80
	INT: 50
	CON: 50
	APP: 60
	POW: 50
	SIZ: 40
	EDU: 70
	INT_fifth: 10
	INT_half: 25
	SIZ_fifth: 8
	SIZ_half: 20
	EDU_fifth: 14
	EDU_half: 35
	APP_fifth: 12
	APP_half: 30
	CON_fifth: 10
	CON_half: 25
	POW_fifth: 10
	POW_half: 25
	DEX_fifth: 16
	DEX_half: 40
	STR_fifth: 12
	STR_half: 30
	MOV: 9
	Dodge_Copy_half: 30
	Dodge_Copy_fifth: 12
	Dodge_Copy: 60
	Build: 0
	DamageBonus: 0
	Skill_Accounting: 
	Skill_Accounting_fifth: 
	Skill_Accounting_half: 
	Weapon_Regular0: 45
	Weapon_Name1: 
	Weapon_Regular1: 
	Weapon_Damage1: 
	Weapon_Range1: 
	Weapon_Attacks1: 
	Weapon_Ammo1: 
	Weapon_Malf1: 
	Weapon_Name2: 
	Weapon_Regular2: 
	Weapon_Damage2: 
	Weapon_Range2: 
	Weapon_Attacks2: 
	Weapon_Ammo2: 
	Weapon_Malf2: 
	Weapon_Name3: 
	Weapon_Regular3: 
	Weapon_Damage3: 
	Weapon_Range3: 
	Weapon_Attacks3: 
	Weapon_Ammo3: 
	Weapon_Malf3: 
	Weapon_Hard0: 22
	Weapon_Extreme0: 9
	Weapon_Hard1: 
	Weapon_Extreme1: 
	Weapon_Hard2: 
	Weapon_Extreme2: 
	Weapon_Hard3: 
	Weapon_Extreme3: 
	SpendingLevel: 
	Cash: 
	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: 
	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: 
	Traits: Loyal - to a point. Suspicious and cautious - you have a lot to lose if anyone else finds out who you used to be. 
	Ideology/Beliefs: 
	Significant People: Your business partner. They know about your past but trust you when you say you're a reformed character - and you're grateful for that. 
	Locations: 
	Possessions: Your jeweler's loupe - you never go anywhere without it. 

	Injuries: 
	Phobias/Manias: 
	Tomes/Spells: 
	Encounters: 
	CurrentSanity: 
	CurrentHP: 
	StartingHP: 9
	StartingMagic: 10
	CurrentMagic: 
	StartingLuck: 
	CurrentLuck: 
	StartingSanity: 50
	ExtraText: A month or so ago, an old partner in crime, smuggler George Cassidy, sent you a strange letter asking if you were still in the business of selling strange and exotic goods. 

After nearly being busted several years ago, you both vowed to cease your life of crime and obtain respectable occupations. You decided to exploit your knowledge of antiques and fancy goods and went legit as an antiques dealer. Cassidy, always fond of the sea, decided to become a lighthouse keeper up on Beacon Island, of all things! 

Now. while Cassidy's letter states the matter is far from illegal, you know him better than anyone else and strongly suspect he wasn't being honest with you. You were both saddened and annoyed that he would attempt to pull you back into that world again. You didn't reply to his letter, but it's been preying on your mind, especially as you've been hearing rumors of someone asking lots of questions about antique coins. Coming so soon after your letter from Cassidy, you're sure the two are connected. 

You're currently journeying to Rockport so you can pay Cassidy a surprise visit on his little island "retreat" and see just what the fool's got himself mixed up in this time. You never know, maybe you'll be able to slap some sense into the reckless old smuggler. 

Even if he won't tell you what he's up to, he always leaves a pretty solid paper trail (one of the reasons you nearly got caught last time), so perhaps you can rummage through his things to find out why he's (probably) lying to you. He won't be happy about it, but tough - someone's got to save him from himself 

Roleplaying hooks:

• To find out what sort of trouble Cassidy's gotten himself into this time and see if you can't straighten him out Again.
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	Skill_OwnLanguage_half: 35
	Skill_OwnLanguage_fifth: 14
	Skill_Law_Chk: Off
	Skill_Law: 
	Skill_Law_half: 
	Skill_Law_fifth: 
	Skill_LibraryUse_Chk: Off
	Skill_LibraryUse: 50
	Skill_LibraryUse_half: 25
	Skill_LibraryUse_fifth: 10
	Skill_Listen_Chk: Off
	Skill_Listen: 40
	Skill_Listen_half: 20
	Skill_Listen_fifth: 8
	Skill_Locksmith_Chk: Off
	Skill_Locksmith: 60
	Skill_Locksmith_half: 30
	Skill_Locksmith_fifth: 12
	Skill_MechRepair_Chk: Off
	Skill_MechRepair: 
	Skill_MechRepair_half: 
	Skill_MechRepair_fifth: 
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	Skill_Medicine: 
	Skill_Medicine_half: 
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	Skill_Navigate_Chk: Off
	Skill_Navigate: 
	Skill_Navigate_half: 
	Skill_Navigate_fifth: 
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	Skill_Ride: 
	Skill_Ride_half: 
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	Skill_Stealth_Chk: Off
	Skill_Stealth: 40
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	Skill_Swim: 
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	Skill_Throw: 
	Skill_Throw_half: 
	Skill_Throw_fifth: 
	Skill_Track_Chk: Off
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	Skill_FastTalk_Chk: Off
	Skill_FastTalk: 40
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	Skill_FastTalk_fifth: 8
	Skill_Fighting_Chk: Off
	Skill_Fighting: 45
	Skill_Fighting_half: 22
	Skill_Fighting_fifth: 9
	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: 50
	Skill_Occult_half: 25
	Skill_Occult_fifth: 10
	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: 
	Skill_Psychology_half: 
	Skill_Psychology_fifth: 
	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: 40
	Skill_Pilot_half: 20
	Skill_Pilot_fifth: 8
	Skill_Psychoanalysis: 
	Skill_Psychoanalysis_Chk: Off
	Skill_Psychoanalysis_half: 
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	Skill_Science1: 
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	Skill_Science3: 
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	Skill_Science3_fifth: 
	MyStory: 
	MyStory1: 
	Assets1: 
	Gear/Possessions: Screwed up letter from Cassidy 
Jeweler's loupe (lens)
Lock picking tools
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	SkillDef_Custom4: 
	SkillDef_Custom3: 
	SkillDef_Custom2: 
	SkillDef_Custom1: 
	SkillDef_Survival: 
	SkillDef_Science3: 
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	InsaneSanity: 10
	MaxSanity: 
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	Pronouns: 
	Residence: 
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	Occupation: Antiques Dealer
	Investigators_Name: 


