
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

 ©
 2

02
1 

Ch
ao

si
um

 In
c.

 P
er

m
is

si
on

 is
 g

ra
nt

ed
 to

 c
op

y 
fo

r p
er

so
na

l, 
no

n-
co

m
m

er
ci

al
 u

se
 o

nl
y.



 ©
 2

02
1 

Ch
ao

si
um

 In
c.

 P
er

m
is

si
on

 is
 g

ra
nt

ed
 to

 c
op

y 
fo

r p
er

so
na

l, 
no

n-
co

m
m

er
ci

al
 u

se
 o

nl
y.


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

	Portrait: 
	STR: 50
	DEX: 50
	INT: 80
	CON: 40
	APP: 50
	POW: 60
	SIZ: 60
	EDU: 70
	INT_fifth: 16
	INT_half: 40
	SIZ_fifth: 12
	SIZ_half: 30
	EDU_fifth: 14
	EDU_half: 35
	APP_fifth: 10
	APP_half: 25
	CON_fifth: 8
	CON_half: 20
	POW_fifth: 12
	POW_half: 30
	DEX_fifth: 10
	DEX_half: 25
	STR_fifth: 10
	STR_half: 25
	MOV: 7
	Dodge_Copy_half: 22
	Dodge_Copy_fifth: 9
	Dodge_Copy: 45
	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: Flamboyant and slightly eccentric, but nobody's fool. 
	Ideology/Beliefs: 
	Significant People: Your late father. Yes, he probably indulged you more than he should have, but he was a kind, patient man who just wanted everyone around him to be happy. 
	Locations: The Uffizi Gallery in Florence. Papa always promised to take you, but it wasn't until after he died that you made the trip in his memory and discovered your love of art. 
	Possessions: 
	Injuries: 
	Phobias/Manias: 
	Tomes/Spells: 
	Encounters: 
	CurrentSanity: 
	CurrentHP: 
	StartingHP: 10
	StartingMagic: 12
	CurrentMagic: 
	StartingLuck: 
	CurrentLuck: 
	StartingSanity: 60
	ExtraText: You've dabbled in numerous fields in your life, thanks to having the personal finances to indulge your little whims and foibles. But recently, you've discovered you're real love is art: painting animals and landscapes, as well as studying the classic Renaissance masters. 
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