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[[J Accounting (05%)
(T} Animal Bandling (05%)
[} Anthwopology (01%)
(] Bppraise (05%)

(7] Axchaeology (01%)
Art/ Craft (05%
m (05%)

INVESTIGATOR SKILLS

; % (] FastTalk (05%)

ﬂ ?CI Fighting (Brawl) (25%)

o

% = Language (Own) (EDU)

% (] Rope Use (05%)

ﬂ .'E] Law (05%)

q (] Library Use (20%) |

ﬂ - Science (01%)
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—% ] Listen (20%)

% | Firearms
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4 | [ steight of Hand (10%)

% '] Locksmith (01%)

% (] SpotHidden (25%)

—% '[J Mech.Repair (10%)

% ] stealth (20%)

% (] Medicine (01%)

(] charm (15%)
(] Climb (20%)

Credit Rating (00%)
: Cthulhn Mythos (00%)
- | [ Disguise (05%)
[J Dodge (half DEX)

D Elec. Repair (00%)

=

_1 [ Srvival (10%),.

—] (7] Natural World (20%)

% () First Aid (30%)

-—% qu Gambling (10%)

! % :EI History (05%)

-—% (] Intimidate (15%)

3:_ [ DriveWagon/Coach (20%)

ﬁ 7 Jump (20%)

% ) swim (20%)

— 0] Navigate t0%)

—% (7] Occult (05%)

% (] 9p.Hv.Machine (01%)

% [[] Persuade (10%)

ﬂ 0 Pilot (01%)

|y Language (Other) (01%)[— |
o

% () Throw (20%)

—1 ) Track(10%)

q [ Psychology (10%) |
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Unarmed
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Personal Description

Injuries & Scars

Significant People

Pholﬁal & Manias

Meaningful Locations

Arcane Tomes, Spells & Axtifacts

Treasured Possessions

Encounters with Strange Entities

Spending Level

Cash

Assets

Skill & Characteristic Rolls

Fumble| Fail |Regular| Hard | Extreme|Critical

Levels of Success: |0 o6+ >siill| <skill | siil] sskil | 01

Char.

Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Using Luck

Halve SAN loss (SAN lossx 2 Luck); Stay conscious (1 Luck, double per round after).
Avoid Death (all Luck points spent; requires Luck = 30).

Healing
Natural healing: +2 HP perday.
First Aid: +1D4 HP.
Medicine: +1D4 HP.

Adjust skill rolls (1 Luck per skill point);  Avoid malfunction/melee fumble (10 Luck).






