




Haunted Psychic
Introduction -An agent is investigating the potential abilities of a woman who claims to be able to talk with dead people’s spirits. She conducts séances. But recently, she has had a problem. Whenever she performs a séance, the room looks like a disaster area and the woman herself is out of sorts. After confirming her abilities as genuine and witnessing the after effects of a séance, the agent has decided to call in an investigation team.

Player handouts- 1, 2, 3, 6

*Players stop here. GM data only*

Arthur Wade is a Bureau 13 agent working for I G/F (Investigations Genuine/Fraud). He was sent to investigate reports of a possible psychic in a small town called Newtonville. After making contact with the woman, Ms. Miko Kushogi, he asked her to perform a séance for him. The results were startling; she did indeed successfully conduct the séance. However, afterwards, the room seemed to be a victim of some kind of poltergeist activity. She explained that the events were a relatively new occurrence, beginning just within the past two months. Agent Wade made a deal with her. He explained who he was and whom he worked for. He told her that he could bring some people who could stop the occurrences, if she agreed to join the Bureau. Ms. Kushogi readily agreed.

People
Wade- Arthur Wade will meet the agents at the only restaurant in town, Ma and Pa’s. After lunch he will take them to his room and ask for Bureau 13 ID’s. Once he is sure who he is dealing with, he will tell them what he knows, which is not much. Wade knows:
	-High spiritual and psionic energy during the séance.
	-He has gone into a trance during the séance. Miko says she does as well.
	-The room and Miko are disturbed, but he is untouched.
	-Several Indian curses are rumored, but he has yet to check them.

Once Agent Wade has delivered his information, he will go on to his next assignment, wishing the team good luck. He will give them Miko’s address as well as several data sheets he has pulled up on some of the local people.

Player handouts- 4, 5, 7

Miko- Miko Kushogi will greet the team eagerly, yet shyly. She is quiet, but quite hospitable. She will get the team rooms in her house, feed them, and offer them tea, you get the idea. Whatever they need, she will  get it if she  can. Her  house  looks  like




every other house in the subdivision; a two-story log cabin. It will be about two or three in the afternoon when the team meets Miko.

Player handout- 8

Miko will answer any questions the team might have. She does not know much about Chief Standingwater or the Hipawachee Indians. She also has no idea what is causing her problems. 
Miko knows:
	-There are five entities. They look like balls of light when they first come in then they turn into shadow-like creatures.
	-They only appear during séances.
	-They always enter through the same window, regardless of whether it is closed or open.
	-Clients never see the entities.
	-One seems to have ‘sparkles’ for eyes. The rest are featureless.
	-They trash the house and touch her during the séances, but never the clients.
	-When the séance ends, they seem to be forcibly drawn out of the house.
	-They leave from the same window they entered.
	-She has seen them ten times in the last two months.
	-She has conducted ten séances in the last two month.
	-None of them has ever spoken to her.
Miko does not like to hold séances right now, but will grudgingly do so if she is asked and pressured into doing one.

Chief Standingwater- Chief Standingwater does not really know what is going on, at Miko’s or in town. He is somewhat out of touch with reality. He is really more of a red herring, meant to delay or mislead the team, though unintentionally. He will mention the court battle that the state had with Mitchell Construction (see GM handout 5). As far as Miko is concerned, he believes she practices ‘bad magic’ and that any misfortune she suffers, she brings upon herself. It is not that he does not like her, he just does not like the profession she has chosen.
The only really useful information that Chief Standingwater will have is that once in a while, he sees ‘balls of white light’ enter or leave Miko’s house through an upper story window. Sometimes he sees them fly quickly from the house and towards the swamp. He really has no explanation or clue as to what they are and will only shrug his shoulders, mutter about ‘bad magic’ then start talking about and arrowhead his great, great, grandfather made and killed a deer with, saving the tribe from starvation. The story will take forever to tell, as do all of the Chief’s stories.

Other Townspeople- All of the townsfolk will have no idea what is going on at Miko’s Gladys Hinder
house. Most do not even know anything is wrong. Miko has not reported it to the sheriff. Some of Carmine’s crew or maybe even Carmine himself may have seen the floating balls of light leaving or entering the swamp, but have just dismissed them. Gladys Hinder will put forth all kinds of possible explanations, ranging from ghosts to aliens to Bigfoot. She is a firm believer in the supernatural, romance novels and make-up. She is usually reading some supermarket tabloid when the team walks into her office.

History
A pioneer by the name of Daniel Newton founded the town of Newtonville. His descendants have lived in the town ever since he got there. He made friends with the local Indians, the Hipawachee tribe, and settled the town. He and others who came with him built log cabins, though his is the only one still standing. It has been made into a national landmark and the town is very proud of it, especially Ma and Pa Newton. Ma and Pa Newton are the oldest living Newtons and have amassed quite a fortune living in Newtonville. They are kind people and love to give back to the community through charity and funding school projects and the like.

Daniel Newton’s Cabin
When Daniel Newton was on his deathbed, he made a promise to always watch over and protect Newtonville, as long as the Newton family lived there. Some say that when he did die, he never was buried. They say his undead spirit roams the woods and swamp of Newtonville, should he ever be needed. Others even claim to have seen his spirit walking through town, though they were usually coming home from a night of drinking at the Newtonville Bar and Grill.
More recently (ten years ago), a five-year-old boy named Josh Deal had wandered into the swamp. He had been following four Will-O-Wisps, though he did not know what they were. Unfortunately, he never returned from the swamp; he followed the Wisps into the muck and drowned. A search party was mounted to find the little boy, but his body was never found. Grief-stricken, his parents moved away five years later, unable to live in the town where their little boy had disappeared. Many of the older residents of Newtonville will remember the event as well as there being several articles in the local newspaper archives.
The Wisps that the boy had been following somehow felt remorse for having caused the death of an innocent, so each gave up a quarter of its own life force to the boy’s spirit. This gave him an anchor on our plane of existence to cling to and he became a spirit similar in appearance to the Wisps. Every night they would play together until dawn, when the sun would force them to hide in the swamp until the next dusk.
As the years went by, Josh’s mind aged, but his body stayed the same in appearance. Now, ten years later, his mind is fifteen. His spirit is still playful, but he feels he needs something his four playmates cannot provide him. That’s when Miko came into the picture. When he saw her, he knew what it was that he was missing, but he could not get to her. Something always stopped him from entering her house, until one night, Miko had a séance. Even his Wisp friends were drawn to the psychic emanations. Josh found out he and the Wisps could enter the house. He became excited by the fact that he could actually touch Miko whenever she went into a trance. The spirits went into the house and assumed the forms of shadows shaped like boys. After all, it was Josh’s natural form. They touched Miko and moved things around in the room, but did not even take notice of Miko’s clients. They seemed to ignore them. The only other thing not disturbed in the room was a potted plant. Miko was not afraid of the five, but she could not move while the séance was being conducted. When she did end the séance, the Wisps and Josh were forcibly removed, almost thrown from the house. And without Miko’s psychic ability working, they could not reenter the house. But they did think it great fun to be in Miko’s house, playing with her and all of her things. They decided to come back as much as they could to try and get back in.

The Investigation
Miko’s house- Staking out Miko’s house will let the agents see the Wisps and Josh. They will appear on the third night after the agents arrive. If they ask Miko to hold a séance, they will appear as well. But if any agents are in the room with Miko when the séance begins, they will have to make an MRE roll. If they fail, they are in a trance and only see the spirit of the contacted person. Should they succeed, they will be able to see Josh and the Wisps enter the house and begin their mayhem. Touching a Wisp will result in an electrical shock of 2d10 WBD. Touching Josh will only deliver a shock of 1d10 WBD and an eerie cold shiver. The Wisps and Josh will not use their shadow forms unless they are inside the house. They will also not attack unless they are provoked. The team (the ones that are not in a trance) can ask Josh questions, which he will answer to the best of his ability. (Remember he is 15 and a bit of an immature teenager). If the Wisps are questioned, they will only look curiously at the agent for a few seconds then continue with their destruction. Josh will tell agents who he is, how he died, and where he died. If his bones are recovered and/or he is put to rest in the swamp, he will be no problem and disappear, smiling. The Wisps will leave as well, going back to the swamp never to be seen in town again (or at least until another powerful psychic moves in). 


Chief Standingwater

Exorcism- If an exorcism is performed, the Wisps will become dust piles and Josh will become a ghost. He will appear as he did when he was five, then turn and run into the swamp, leading the agents to the spot where his bones are located. As long as Josh is ‘alive’, the Wisps cannot be completely ‘killed’. Should Josh be laid to rest, the Wisps can be ‘killed’. A ‘killed’ Wisp becomes a pile of dust until the next summer solstice, when it will reform in the swamp.

Swamp- Without being able to follow Josh, agents will find little of use in the swamp except dead vegetation and swamp creatures. Should they decide to search the swamp for an hour, they will eventually come upon an old rotting structure that used to be a clubhouse. Only three walls and part of the roof remains. It is near the pond where Josh drowned and used to be his. Searching the clubhouse at night might invoke the curiosity of the Wisps and Josh. Should the agents decide to attack the Wisps, it is doubtful they will do any appreciable damage to any of them. The Wisps will merely stun a few of them then drop back into the swamp. Inside the clubhouse they will also find an old school identification card inside with the name “Josh Deal” on it. Since it is laminated, it has survived the rigors of the swamp. But his books and such are piles of soggy mush near the ID card.

Newspaper- Not much help, though Marshall and his daughter will remember hearing about the disappearance of Josh. Brenda will recall that as she walked home from school, she used to see him going into the swamp with his books. The agents can also find a few articles about the boy’s disappearance in the microfiche section. They will mention that the boy’s parents moved to Dayton, OH.

The End- The Wisps have never harmed anyone and have never even been seen until they were attracted to Miko’s psychic ability. The encroachment of Carmine’s construction crew may eventually force the Wisps to reveal themselves, but for now, they are harmless despite the fact that they are ‘unkillables’. However, Josh does need to be laid to rest.

Experience Point Suggestion
	Laying Josh to rest-1500
	Finding Carmine’s drugs- 700
	Each Agent avoiding trance- 200







Handouts
	Player 1- Arthur Wade’s Letter
	Player 2- Newtonville Map & Key
	Player 3- Wade Data
	Player 4- Miko Data
	Player 5- Chief Standingwater Data
	Player 6- Sheriff Summer Data
	Player 7- Carmine Mitchell Data
	Player 8- Miko’s House Map

	






















GM 1- Newtonville Key
	GM 2- Miko Personnel File and 		Séance Spell List
	GM 3- Chief Standingwater
	            Personnel File and Sheriff 		Summers Personnel File
	GM 4- Carmine Mitchell Personnel
	            File
	GM 5- Will-O-Wisp Creature File
	GM 6- Ghost Wisp Creature File
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From: Agent Arthur Wade, IG/F Dept.
Location: Newtonville
Re: Miko Kushogi
Authorization Code: AW-C9436-Bm-7691313



Bureau Headquarters:

Upon reports of a possible psychic, IG/F dispatched me to investigate one Ms Miko Kushogi, a medium specializing in séances. I set up an interview with her as a potential customer to evaluate her talents and see if they were indeed genuine. I was quite surprised with the results.
Ms Kushogi conducts her séances with the use of a crystal ball, either as a focus or battery; I'm not sure which. A quick scan with my Kirillian Meter detected minor Psionic energy, too much to be just background noise. To back-up the Meter's findings, I requested a séance to contact a long-dead relative of mine. I was convinced her abilities were real. As soon as the séance began, my Meter jumped several notches in Psionic energy. However, upon ending the séance I noted the room was greatly disrupted and Ms. Kushogi was in somewhat of disarray. Her hair was a wild corona about her head and her clothes were disheveled. Neither of us had been injured, but someone or something had been in the room and caused much damage to it.
Ms. Kushogi is willing to join the Bureau if we can solve the problem surrounding her ability. Ms. Kushogi informed me that she has had this talent all her life, but the violence is a relatively recent development. I am officially requesting a team to investigate the matter. I will be staying at Newtonville's only hotel. Please contact me there.


Arthur Wade, IG/F B13
Field Agent


Bureau Team:
You are officially assigned to contact Agent Wade in Newtonville and assist Ms Miko Kushogi with her problem. She may be a valuable asset to the Bureau. After successful completion of the mission, escort Ms Kushogi to the Division HQ in Bangor, Maine.
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1- City Hall, Post Office, Sheriff, Jail
2- Leland Mason, Attorney
3- Super Savers Shopping Senter
4- The Written Word
5- Newtonville Toy Shop
6- Empty
7- Acorn Appliance and Fix-it
8- Redemption Bingo Hall
9- Newtonville Library
10- The Newtonville Newspaper
11- Fire Department
12- Harry’s Gas and Auto Repair
13- Ma and Pa’s Country Inn
14- Ma and Pa’s Country Cookin Diner
15- School Athletic Field
16-Loving Touch Veterinary Clinic	
17- Our Lady of Redemption Church
18- Newtonville Elementary/Junior High
19- Newtonville High School
20- Newtonville Clinic
21- Museum of Newtonville
22- Redemption Rest Cemetery
23- Hipawachee Indian Burial Mound
24- Construction Site
25- Swamp
26- Construction Site Trailer
27- Chief Standingwater’s Home
28- Miko Kushogi’s Home
29- Daniel Newton’s Cabin
30- Newtonville Bar and Grill

[bookmark: _GoBack]
Name: Arthur Wade


Physical Description:
	25 yrs old
	5' 8"  157 lbs
	Red curly hair
	Green eyes
	Big smile
	No distinguishing marks


Last Known Location:
	Roving Bureau 13 Agent


Criminal Record: None


Notes: No magical or Psionic abilities on record.
            Rest of records sealed; security level 6 Omega required for access


Bureau 13 Record: Agent for I G/F in good standing


















PLAYER HANDOUT 3

[image: miko]Name: Miko Kushogi 

Physical Description:
	25 yrs old
	4'7" 103 lbs
	Long black hair
	Blue eyes
	No distinguishing marks



Last Known Location:
	11274 Circle Dr.
	Newtonville, Mi



Criminal Record: None



Notes: Born and raised in Newtonville
	Grandparents moved from China and had house built
	Mother and grandmother both were mediums (unchecked by Bureau)
	Parents deceased: 3yrs; car accident
	Grandparents deceased: 10yrs; natural causes
	No living relatives; unmarried
	Mi driver’s license- K520 585882201
	1987 Pontiac Sunbird DMK027
	Owns residence at 11274 Circle Drive, Newtonville



Bureau 13 Record: None








	PLAYER HANDOUT 4


[image: chiefstandprofile2a]Name: Chief Henry Standingwater

Physical Description:                                               
	95 yrs old
	5'10" 1481bs
	Long black hair
	Brown eyes
	Tattoo of eagle on left arm



Last Known Location:
	11278 Circle Dr.
	Newtonville, Mi


Criminal Record: None



Notes: Born in area now known as Newtonville
	Chief and last of the Hipawachee Indians
	Caretaker for town's tourist locales
	Has large collection of Indian artifacts in home (most personal belongings)
	No living relatives; widowed
	No Bureau flags
	No driver’s license
	Owns residence at 11278 Circle Drive, Newtonville, Mi



Bureau 13 Record: None










	PLAYER HANDOUT 5


Name: Edward Summers


Physical Description:
	55 yrs old
	6' 4"  226lbs
	Well-kept grey/black hair
	Green eyes
	No distinguishing marks


Last Known Location:
	4748 Sheridan
	Newtonville, Mi


Criminal Record: None


Notes: Sheriff and Mayor of Newtonville
	New York police Dept, 15 yrs
	Received Presidential citation his last year on New York police force
	Married, 22 yrs
	Two sons; Tim (11), Anthony (15)
	NY driver’s license- S 337 680971 002
	Owns residence at 4748 Sheridan, Newtonville, Mi



Bureau 13 Record: None
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[image: carminmitch1a]Name: Carmine Mitchell

Physical Description:
	31 yrs old
	6'2" 240 lbs
	Shoulder length blonde hair
	Blue eyes
	'Tonya' tattooed on left bicep
	Tiger tattoo on right bicep



Last Known Location:
	6480 E. Larsing
	Warren, Mi





Criminal Record: 
	Numerous speeding tickets (paid)
	Possession of Marijuana (pled guilty)



Notes: Owner/foreman of Mitchell Construction
	Court battle with historians about Newtonville property
	Both parents deceased: 3 yrs; house fire
	Married, 6 yrs
	No children
	Mi driver’s license- M 683583287331
	Red Ford pick-up YV5308
	Owns residence at 6480 E. Larsing, Warren, Mi

Bureau 13 Record: None
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	PLAYER HANDOUT 8


NEWTONVILLE

	City Hall, Sheriff, Jail, Post Office- City hall is managed by Ms. Gladys Hinder.  She is very forthright and comes on to nearly every man who enters the building.  She is 43, wears far too much makeup, and her curly red hair is generally kept in a beehive hairstyle.  A large beehive.  Though she may seem flaky, she is very efficient.  The sheriff and mayor are the same person, Edward Summers (see profile).  The jail is usually empty.  Gladys also runs the post office.  She knows a lot about the people in town as well as the town’s past, though her knowledge of the past is a bit foggy.
	Leland Mason, Attorney- Leland is a short, round man who won’t take what he refers to as stupid cases.  He is an excellent lawyer with above average stats in Law.  He is also very personable, when he wants to be (CRZ: 20).  A lover of fine cigars and brandy, Leland will relate stories of the town and his practice as long as the listener pays his hourly fee.
	Super Saver’s Shopping Senter- Sure it’s spelled wrong, but its one of the only grocery stores where the vegetables are actually fresh everyday. It’s owned by Ma and Pa Newton, but run by townsfolk.  Everyone there is friendly, but prices are a little steep and selection is a bit sparse.
	The Written Word- A bookstore, run by Maris McCoy, which deals mainly in bestsellers and popular fiction.  Maris is a bit of an airhead, hooked on romance novels and believes they could actually happen to her.  She’s a big fan of Stephen King and is somewhat superstitious.  She is one of the only people in town who have been a client of Miko.
	Newtonville Toy Shop- All the excitement of a dead squirrel, even the name is boring.  It is slowly dragging itself into the 20th century with low-grade computers and Nintendo systems.  It also has toys and games.  There is a large supply of Hula-Hoops.
	Empty- An empty store waiting for a tenant.  Gladys has keys as well as the lease.
	Acorn Appliance and Fix-it Shop- This electronics and appliance store sells older, nearly out-of-date equipment for next-to-new prices.  If you get in good with the manager, John Goshen, he’ll show you the newer ‘high tech’ stereos.  Its actually pretty good stuff.  His cousin, Cooter Goshen, fixes equipment.  The repair jobs are substandard. 
	Redemption Bingo Hall- Twice a week, Reverend Jack and Sheriff Summers hold a bingo game to keep taxes low as well as share fellowship with the residents of Newtonville and the surrounding towns.  All money raised is invested back into Newtonville.
	Newtonville Library- A modest-sized library.  Surprisingly, several new books are on the shelves, donated by Ma and Pa Newton.  They want to make sure the children of the town have a good education.  The librarian is Mrs. Marion White.  She’s the stereotypical mousy librarian.  She hears a lot of gossip from the kids at the library.
	The Newtonville News- The town’s local paper.  The editor is a man by the name of Marshall Landau.  He can be found at the paper most nights, well past midnight. Often his daughter, Brenda ‘Scoop’ Landau is with him.  Editions of the paper date back to the early 1900’s.  Marshall is no-nonsense and appears either quite busy or just hyperactive.
	Fire Department- One truck and three men are always on duty as well as a dispatcher.  Many of the residents are volunteers.
	Harry’s gas and Fix-it- On of the few businesses in Newtonville not owned by Ma and Pa.  It’s owned by Harry watts, the head mechanic.  Harry is a very competent mechanic and charges reasonable prices.  Honest and hard working, he doesn’t say very much.
	Ma and Pa’s Country Inn- A small 30 room, 2-floor old-fashioned inn.  Ma and Pa and their legion of 18 kids and family aged 5-42 run it.  The inn is immaculately clean, remarkably quiet and very well kept.  Each room has a king-sized bed (or two full-sized), a bathroom with full bath and free cable television.  Each patron gets a free breakfast at the Country Cookin’ diner.  There are also several vending machines.  The inn is the town’s only hotel.
	Ma and Pa’s Country Cookin’ Diner- Owned and operated by Ma and Pa Newton, the diner is adjacent to the inn and has the best food in the county, possibly the state.  It’s impeccably clean and the prices are fair.  The specialty is fried chicken.  Sheriff Summers can be found here throughout the day as he stops in from his patrols.
	School Sports Field- A baseball diamond as well as a full-sized football field is here.  Both have bleachers. The high school team, the Newtonville Flying Tigers play their home games here.  The school janitor, Johan ‘Skippy’ Charsky maintains the field.
	Loving Touch Veterinary Clinic- Dr. Gwen Buggera runs the animal clinic.  She takes care of house pets and the larger farm animals.  When needed, she makes house calls.  There is a large barn behind her clinic for housing sick animals requiring overnight stays.  It’s heated and comfortable.
	Our Lady of Redemption Southern Baptist Church- It’s presided over by the good Reverend Jack Moreland.  Reverend Jack, as he likes to be called, is in his mid-70’s with white hair, green eyes and a piety of 19.  A strong, healthy man, he is the ‘shepherd’ of the town, regularly making house visits on his flock and doing good works all over town.  If one of his congregation misses Sunday meeting, he knows it.
	Newtonville Elementary/Junior High- Both schools are in the same building.
	Newtonville High School- The classes average between 20-30 graduates.
	Newtonville Clinic- Dr. Kevin Evans M.D. and Dr. Achmed Gouda, D.D.S. runs the clinic.  Simple treatments can be done here, but major surgery requires shipping to City Hospital, an hour and a half away.  Dr. Evans is a volunteer firefighter.
	Museum of Newtonville- The museum houses artifacts of the Hipawachee Indians and the settlers of Newtonville, specifically Daniel Newton, though most of his things can be found at his cabin.  Chief Standingwater is the museum curator and runs the souvenir shop.  He also gives guided tours of Daniel Newton’s cabin.  Chief Satndingwater (see profile) can be found at the museum.
	Newtonville Cemetery, Redemption Rest-Those who have died in Newtonville are buried here.  Most of the town’s settler’s are buried there and Daniel Newton has a plot, though many townspeople believe he is not buried there.  Plots date back to the late 1800’s.
	Hipawachee Indian Burial Mound-Ancient burial mound erected before settlers ever came to the area. Many great warriors are buried there.
	Construction Site- Carmine Mitchell (see profile) is the foreman of the site.  It’s surrounded by orange snow fence, except where the swamp borders it and where the trucks pull in.  A trailer and miscellaneous heavy equipment populate the site and one basement has already been dug.
	Swamp- Trails criss-cross in and out of the swamp and it smells somewhat bad. There are patches of quicksand.
	Construction Site trailer- Carmine Mitchell will be in the trailer 70% of the time at night.  He will have 1d6+2 workers with him.
	Chief Standingwater’s Home- A modern, 2 story, newly built house (see Miko’s house).  All the houses on the block look the same with only minor differences.  His house is filled with Indian relics of his tribe.
	Miko Kushogi’s Home- Where Miko lives (see map).
	Daniel Newton’s Cabin- The cabin has had some of its wall and doors replaced with glass partitions.  Chief Standingwater sometimes gives guided tours.  Daniel’s musket is also on display in the cabin.
30. 	Newtonville Bar and Grill- A place where the townspeople can go to unwind, listen
	to music and have a good time. Reverend Jack is not too keen on the idea of his
	flock in a bar, but is placated by the thought that everyone seems to behave, at least
	while he is in there surveying his congregation.
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Miko Kushogi- 4’7”, 97 lbs, long black hair, blue eyes, 25 yrs old

	Miko Kushogi was born and raised in Newtonville.  Her grandparents moved there from China and bought the house she currently lives in.  Miko’s mother and grandmother both have the same psychic abilities and used them in the same manner.  Not only is she able to make a living, she allows others to talk to relatives who are inaccessible by any other means.  With the aid of a crystal ball, she is able to conduct séances, contacting the spirits of client’s dead relatives (see below for spell list).
	Being a bit of an introvert, she is somewhat shy until it comes time for a séance.  Then she is out-going and talkative.  Miko feels very secure of her ability and sure of herself when it comes to her work. She is well referenced by her clients and doesn’t have to advertise.  All new clients come to her by word of mouth from old clients.  However, due to her reclusiveness, most of the townspeople think she is ‘spooky’.  Many of the town’s children think she is a witch and that her house is haunted.  Since Miko rarely leaves the house, some of the town’s adults have begun to believe their children’s stories.





SÉANCE                                                      COST            TIME

	Sense Spirit…………………………..5                    1m
	Identify Spirit………………………..5                    1m
	Speak With Spirit……………….….10                    2m
	Allow Other to Speak to Spirit.……20                   10m
	Allow Other to See Spirit….……….20                    5m
	View Other’s Dream……………….25                     5m
	Enter Dream………………………..50                    20m
	Send Others into Dream…………...75                    30m
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Chief Standingwater- 5’10”, 168 lbs, long black hair, brown eyes, 95 yrs old

	Chief Standingwater is a very friendly, but lonely old man.  He is an actual chief and the last of the Hipawachee Indians in Newtonville.  Being an expert on his tribe’s history (Skill Level 20 in Tribal Lore And History), he was asked by the Chamber of Commerce to be the caretaker for the town’s two historical markers: Daniel Newton’s cabin and the Indian Burial Mound.  He gladly accepted and loves to display his vast store of knowledge.  Any tourist asking him a question will receive 500+ years of Hipawachee Indian history and practices.  Requesting a specific answer is like trying to get blood from a turnip, as Chief Standingwater’s mind occasionally wanders off on untraceable tangents.  He maintains in his home a large collection of Indian artifacts, which he gladly shows if asked.
	The entire town loves Chief Standingwater and they treat him like a grandfather, a senile grandfather, but a grandfather nonetheless.  They wave and say hi to him as they see him walking to the museum from his home.  The only person in town Chief Standingwater has any problem with is Miko.  He doesn’t dislike her, just considers her to be “an odd, odd woman who speaks with the dead. Bad magic.”


Sheriff Edward Summers- 6’4”, 226 lbs, grey/black hair (receding), green eyes, 55 yrs old (looks and moves like he’s younger)


	Edward Summers was a cop in New York for 15 years and had seen just about everything when his hometown of Newtonville called him.  He was offered the position of sheriff and jumped at it immediately.  He has been sheriff in the small town for over 15 years.  Not much crime takes place in Newtonville and that’s the way Sheriff Ed Summers likes it.
	A friendly, easy-going man, Sheriff Summers’ kind open manner hides a keen intellect and the instincts of both big city and small town law enforcement.  He does NOT believe in magic, psionics or monsters.
	He is married and has two sons: Tim (11) and Anthony (15).  In his spare time, he makes his own beer. Four years ago, he was unanimously voted mayor.
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Carmine Mitchell- 6’2”, 240 lbs, long blonde hair, ice blue eyes, 31 yrs old

	Carmine Mitchell has been in construction for over 20 years.  He started as a go-fer for his father’s construction company, fetching tools and such for the men doing the work.  As he grew, so did his responsibilities.  By the time he turned 19, he was a foreman and well respected by others who had been there longer.  He is very good at construction work and exceptional when it comes to giving the crew orders.
	Currently, Mitchell Construction is behind schedule, very behind schedule.  So far, only brush has been cleared from the site.  At least two housing units should have been built by now, but the basements aren’t even dug yet.  Development of the site was delayed due to Indian Burial grounds.  Carmine wanted to go ahead with the project, but local historians demanded it was a burial ground.  After a five year long court battle, Chief Standingwater finally gave Carmine the information he needed by explaining to the historians that the only burial grounds for his tribe were the ones near the cemetery.
	With little time for talk, Carmine will appear somewhat tense. However, show him a badge and he will become quite cooperative.  This is to draw attention away from the marijuana stash in one of the trucks. Other than that, he and his crew (1d10+5) are good, hardworking guys.
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‘Buse 13 Pesenormal Fisld uids.

Ghost-Wisp

Being made from the essencet of
sumber of Wil-O-Wisps, a Ghost- Wisp
is very simlarto 2 Wil.O-Wisp. They
possess alof the same immunities md
banes as a Wil-O-Wisp but bave less of
0 immumityto magic. B has been reported
that they seemto be looking for something,
which has Jead researchers to speculate
that they are searching fo th ks they lost
‘Which s most ey the case. The easiest
way to id yoursef of a Ghost Wisp i to
1ay the spit o rest by finding sometting of
the body or the place where the perton
was kiled and less i, ltingth person
rest in peace.

Once a Ghost-Wisp bas been id o res,
the spit vl ot come back lce a egular
‘WiL-O-Wisp. The spr passes onino s
next e or s great reward.

Except for the fact that they have two brght
spots where their eyes would be, they ook
jus ke Wil-O-Wisps and have al ofthe
‘some charactecists.

A Ghost- Wisp can be found anywhers
2 Will-O-Wisp can. They enjoy the

same eavironment and need the same.
things o stay alive.

GAME DATA

TMP:55  SIR3  DEX3
HPT:60  AREA

MRE: 65 %

DAMAGE Hlectric Shock: 2d6

Cold: 446

‘DY 20

PERSONALITY Curious, secking

BANE am, bz, cc





