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BORIS KONEV, AGE 55, CULT LEADER
STR 45  CON 60  SIZ 70  DEX 50  INT 60
APP 65  POW 80  EDU 60  SAN 80  HP 26
DB: 0  Build: 0  Move: 7  MP: 16  Luck: 80

Archetype: Mystic

Combat
Brawl  45% (22/9), damage 1D3
Walking stick 45% (22/9), damage 1D6
.30-06 bolt-action rifle 50% (25/10), damage 2D6+4
Dodge  25% (12/5)

Skills
Charm 70% (35/14)
Credit Rating 40% (20/8)
Hypnosis 43% (21/8)
Language (English) 50% (25/10)
Language (Russian) 60% (30/12)
Medium 60% (30/12)
Occult 60% (30/12)
Psychology 50% (25/10)
Science (Astronomy) 45% (22/9)
Sleight of Hand 40% (20/8)
Spot Hidden 35% (17/7)
Stealth 40% (20/8)

The player has 40 skill points to allocate to any skills they desire, 
apart from Cthulhu Mythos.

Pulp Talents
• Psychic Power: Medium.
• Strong Willed: gain a bonus die when making POW rolls.

Note: for a game that does not use the optional rules for 
psychic powers, replace the Psychic Power: Medium talent 
with the Mythos Knowledge talent, and raise Charm to 80% 
(40/16), Hypnosis to 70% (35/14), Occult to 70% (35/14), 
and Sleight of Hand to 53% (26/10).

Backstory
Konev fled Russia during the Revolution. He counts Siberian 
Cossacks, who intermarried with the native Buryats, as his 
ancestors. Boris accentuates his traces of Mongolian heritage, 

both out of personal interest and because the exoticism intrigues 
prospective clients and followers. He has recently gone from 
performing séances to establishing a small following eager to 
hear his wisdom in exchange for donations. He draws on Russian 
occult traditions, Eastern Orthodox Christianity, and Mongolian, 
Tibetan, and Chinese esoteric beliefs. He is fascinated by Baron 
Roman von Ungern-Sternberg, the mystically inclined White 
Russian cavalry leader who declared himself the heir of the 
Khans and rallied 10,000 Mongolians in a failed attempt to 
liberate their country in the early 1920s. The possibility that the 
lieutenant general may have been in contact with the underground 
civilization of Agharti is especially interesting. 

• Description: tall and lean, with white hair, a thin long 
mustache, and short goatee.

• Ideology/Beliefs: truth is not found in just one culture 
or creed.

• Significant People: Baron Ungern-Sternberg.
• Treasured Possessions: Selenga, his Buryat-Mongolian 

wolfhound.
• Traits: cheerful.
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JEAN BERNARD, AGE 25, MECHANIC/AVIATOR
STR 45  CON 60  SIZ 70  DEX 75  INT 90
APP 45  POW 55  EDU 80  SAN 55  HP 26
DB: 0  Build: 0  Move: 8  MP: 11  Luck: 65

Archetype: Greaser

Combat
Brawl  60% (30/12), damage 1D3
Machete  60% (30/12), damage 1D8
Mauser C96 40% (20/8), damage 1D10+1
Dodge  37% (18/7)

Skills
Accounting 40% (20/8)
Credit Rating 30% (15/6)
Electrical Repair 70% (35/14)
Language (English) 80% (40/16)
Listen 50% (25/10)
Mechanical Repair 70% (35/14)
Navigate 60% (30/12)
Occult 25% (12/5)
Operate Heavy Machinery 41% (20/8)
Pilot (Aircraft) 80% (40/16)
Science (Mathematics) 60% (30/12)
Science (Physics) 60% (30/12)
Spot Hidden 40% (20/8)
Stealth 35% (17/7)

The player has 40 skill points to allocate to any skills they desire, 
apart from Cthulhu Mythos.

Pulp Talents
• Handy: reduces difficulty by one level or gains bonus 

die (Keeper’s discretion) when making Electrical Repair, 
Mechanical Repair, and Operate Heavy Machinery rolls.

• Resourceful: always seems to have what they need to hand; 
may spend 10 Luck points (rather than make a Luck roll) 
to find a certain useful piece of equipment (e.g., a flashlight, 
length of rope, a weapon, etc.) in their current location.

Note: for a game that uses the optional rules for weird 
science, the Resourceful talent can be replaced with Weird 
Science.

Backstory
Jean has been around machines her whole life, and her 
intelligence drew her beyond practical mechanics to the 
theoretical underpinnings of how things work. She then 
took that scientific knowledge and used it to dream of how 
to improve technology even further. Like many pilots, she 
developed a set of rituals and superstitions around the act 
of flying. Since working as the pilot, mechanic, and general 
assistant to explorer Morgan Dunhurst, she has become 
more interested and knowledgeable in folklore and the 
unexplained.

• Description: lanky and slim, with curly hair, and a 
prominent nose.

• Ideology/Beliefs: hard work never killed anyone.
• Significant People: her father, Jerry Bernard, who first 

showed her how to repair something.
• Meaningful Locations: her combination hangar/workshop.
• Traits: superstitious. 
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LAURA RUTH SHEVERSKY, AGE 31, INVESTIGATIVE JOURNALIST
STR 70  CON 85  SIZ 55  DEX 60  INT 75
APP 65  POW 70  EDU 70  SAN 70  HP 28
DB: +1D4  Build: 1  Move: 9  MP: 14  Luck: 65

Archetype: Hard Boiled

Combat
Brawl  75% (37/15), damage 1D3+1D4
Switchblade  75% (37/15), damage 1D4+1D4
Dodge  30% (15/6)

Skills
Art/Craft (Photography) 50% (25/10)
Clairvoyance 60% (30/12)
Credit Rating 15% (7/3)
Fast Talk 70% (35/14)
History 60% (30/12)
Intimidate 30% (15/6)
Language (English) 70% (35/14)
Law 37% (18/7)
Library Use 40% (20/8)
Locksmith 50% (25/10)
Psychology 60% (30/12)
Read Lips 50% (25/10)
Spot Hidden 45% (22/9)
Stealth 50% (25/10)

The player has 40 skill points to allocate to any skills they desire, 
apart from Cthulhu Mythos.

Pulp Talents
• Psychic Power: Clairvoyance.
• Rapid Attack: may spend 10 Luck points to gain one further 

melee attack in a single combat round..

Note: for a game that does not use the optional rules for 
psychic powers, replace the Psychic Power: Clairvoyance 
talent with the Photographic Memory talent, and raise 
Listen to 35% (17/7), Locksmith to 60% (30/12), Spot 
Hidden to 60% (30/12), and Stealth to 70% (35/14).

Backstory
Laura grew up learning to trust her hunches. She also had 
a knack and compulsion for poking into things. Those 
hunches and her sixth sense became so developed that she 
became convinced over time that they were extrasensory in 
nature. Laura’s talents and inclinations led her to become an 
investigative reporter. She knows how to take care of herself 
and won’t hesitate to prove it. Her encounters with the 
seedier aspects of life, whether in back alleys or posh offices, 
have hardened her. But she still loves exposing a dirty secret 
to the world, even more so if it does some good.

• Description: short, with wavy hair; dresses so as not to 
draw attention.

• Ideology/Beliefs: secrets are meant to be uncovered.
• Significant People: Laura’s mentor and editor, Dick 

Burroughs.
• Treasured Possessions: her worn silver lighter.
• Traits: driven.
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MACARIO “MAC” ORTIZ, AGE 28, SOLDIER
STR 65  CON 90  SIZ 70  DEX 80  INT 65
APP 75  POW 70  EDU 60  SAN 70  HP 32
DB: +1D4  Build: 1  Move: 8  MP: 14  Luck: 70

Archetype: Steadfast

Combat
Brawl  50% (25/10), damage 1D3+1D4
.45 automatic 60% (30/12), damage 1D10+2
.30-06 bolt-action rifle 40% (20/8), damage 1D10+2
Tommygun  66% (33/13), damage 1D10+2
Dodge  50% (25/10)

Skills
Climb 32% (16/6)
Credit Rating 15% (7/3)
Drive Auto 60% (30/12)
Fast Talk 40% (20/8)
First Aid 70% (35/14)
Intimidate 60% (30/12)
Language (English) 60% (30/12)
Language (Spanish) 50% (25/10)
Medicine 41% (20/8)
Psychoanalysis* 60% (30/12)
Stealth 60% (30/12)
Survival ( Jungle) 40% (20/8)

*Mac is not a trained psychoanalyst, but his empathy and ability 
to reassure others allow him to use the “dime store therapy” version 
of the skill (Pulp Cthulhu, page 38).

The player has 40 skill points to allocate to any skills they desire, 
apart from Cthulhu Mythos.

Pulp Talents
• Nimble: does not lose next action when “diving for cover” 

versus firearms.
• Shadow: bonus die or reduced difficulty to Stealth; makes 

two surprise attacks.

Backstory
Mac’s grandparents moved to New York from Puerto Rico in 
the 19th  century. As a young man, he joined the US Marine 
Corps and was sent to Nicaragua during the last days of the 
so-called Banana Wars. There, he served as a combat medic 
and developed a deep bond with his squad mates. He is 
convinced that a guardian angel saved their lives during an 
ambush. While he is no longer a marine, he still believes 
in doing the right thing and helping those in need. He is 
fascinated by mysterious occurrences and enjoys speculating 
about what may cause them. 

• Description: stout and stocky, with a crew cut and 
sparkling eyes.

• Ideology/Beliefs: higher powers may watch over us, but 
we should help each other, too.

• Significant Person: Corporal Ryland “Spanky” Hurleheigh.
• Treasured Possessions: his collection of newspaper 

clippings of Fortean phenomena.
• Traits: resolute.
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MIRIAM BLACKMORE, AGE 26, SCIENTIST
STR 70  CON 50  SIZ 45  DEX 55  INT 85
APP 55  POW 65  EDU 95  SAN 65  HP 19
DB: 0  Build: 0  Move: 9  MP: 13  Luck: 65

Archetype: Egghead

Combat
Brawl  25% (12/5), damage 1D3
12-g shotgun (2B) 50% (25/10), damage 4D6/2D6/1D6 
Dodge  27% (13/5)

Skills
Anthropology 40% (20/8)
Credit Rating 30% (15/6)
First Aid 50% (25/10)
History 40% (20/8)
Language (English) 95% (47/19)
Language (Latin) 60% (30/12)
Library Use 50% (25/10)
Medicine 50% (25/10)
Natural World 36% (18/7)
Persuade 60% (30/12)
Science (Biology) 75% (37/15)
Science (Botany) 62% (31/12)
Science (Chemistry) 73% (36/14)
Science (Parapsychology) 76% (38/15)
Spot Hidden 50% (25/10)

The player has 40 skill points to allocate to any skills they desire, 
apart from Cthulhu Mythos.

Pulp Talents
• Keen Vision: gain a bonus die to Spot Hidden rolls.
• Quick Study: halve the time required for Initial and Full 

Reading of Mythos tomes, as well as other books.

Backstory
Miriam grew up on a farm near New Jersey’s Pine Barrens. Her 
love of outdoor activities, along with her sharp, inquisitive mind, 
led to her study of the natural sciences. Since childhood, she has 
enjoyed ghost stories and folktales, and she turned her scientific 
mind to the study of paranormal phenomena. Miriam believes 
that rigorous research and experimentation can uncover the truth 
behind evidence of extrasensory perception and hauntings. A 
couple of years ago while completing her degree, she got to work 
at the Slater Institute for Parapsychological Studies in Upstate 
New York. Unfortunately, it didn’t qualify for school credit, but 
the experience was valuable nonetheless. Perhaps someday the 
study of parapsychology will be regarded as a valid science. 

• Description: slender, with brown hair; dresses practically.
• Ideology/Beliefs: all things can be understood.
• Meaningful Locations: the New Jersey Pine Barrens.
• Treasured Possessions: the microscope her parents 

scrimped to buy her in high school.
• Traits: loyal.
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MORGAN DUNHURST, AGE 37, EXPLORER
STR 85  CON 75  SIZ 50  DEX 90  INT 75
APP 60  POW 55  EDU 80  SAN 55  HP 25
DB: +1D4  Build: 1  Move: 9  MP: 11  Luck: 70

Archetype: Thrill Seeker

Combat
Brawl  50% (25/10), damage 1D3+1D4
Machete  50% (25/10), damage 1D8+1D4
.45 revolver  50% (25/10), damage 1D10+2
12-g shotgun (semi-auto) 60% (30/12), damage    
  4D6/2D6/1D6 
Dodge  45% (22/9)

Skills
Archaeology 41% (20/8)
Charm 50% (25/10)
Climb 50% (25/10)
Credit Rating 60% (30/12)
History 25% (12/5)
Language (English) 80% (40/16)
Language (Spanish) 50% (25/10)
Natural World 60% (30/12)
Navigate 40% (20/8)
Occult 20% (10/4)
Stealth 65% (32/13)
Survival (Mountain) 41% (20/8)
Swim 40% (20/8)
Track 65% (32/13)

The player has 40 skill points to allocate to any skills they desire, 
apart from Cthulhu Mythos.

Pulp Talents
• Lucky: regains an additional +1D10 Luck points when 

Luck Recovery rolls are made.
• Rapid Fire: ignores penalty die for multiple handgun shots.

Backstory
Morgan wasn’t content with a life of leisure that was too, 
well… leisurely. He enjoyed exotic environments and the 
thrill of the hunt. During a hunting expedition in South 
America, he became enamored of the ruins there and the 
traces of fallen empires. He is now set on making his own 
great discoveries and unlocking the secrets of the ancients. 
He eagerly devours any report that hints at lost civilizations, 
especially those scorned by hidebound academics who lack 
imagination. Perhaps he and his pilot and confidante Jean 
Bernard will be the ones to discover Atlantis, El Dorado, or 
Shambhala!

• Description: rugged, with a five o’ clock shadow and 
handlebar mustache.

• Ideology/Beliefs: what we know of history is merely the 
surface of a deep and mysterious pond.

• Significant People: Jonathan Winthorpe, a rival explorer.
• Meaningful Locations: Machu Picchu.
• Traits: fearless.
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ARAKIEL, AGE 27, MUSCLEBOUND HALBERDIER
Arakiel is a member of Olathoë’s militia, wielding an elegant polearm; a crystal of Naphkon is embedded in the grip, which 
Arakiel can focus raw mental power into.

STR 95   CON 80  SIZ 70  DEX 70   INT 70  
APP 55   POW 60  EDU 65   SAN special* HP: 30
DB: +1D6  Build: 2   Move: 8  MP: 12  Luck: special*
*Based on your modern hero’s current values.

Combat
Brawl  60% (30/12), damage 1D3+1D6
Pole Axe*  90% (45/18), damage 1D12+1D6
Dodge  35% (17/7) 
* Special: spend 1D4 MP to gain +2 points of damage with poleaxe per attack.

Skills
Climb 45% (22/9), Cthulhu Mythos 5% (2/1), First Aid 40% (20/8), Intimidate 50% (25/10), Jump 50% (25/10), Listen 30% 
(15/6), Natural World 30% (15/6), Navigate 30% (15/6), Psychology 30% (15/6), Spot Hidden 35% (17/7), Stealth 30% (15/6), 
Swim 30% (15/6), Throw 30% (15/6), Track 25% (12/5).

Pulp Talents
• Power Lifter: gain a bonus die when making STR rolls to lift objects or people.
• Heavy Hitter: spend 10 Luck points for additional 1D12 with poleaxe.

Armor: 4-points of studded leather armor.
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LOMARIAN HEROES
Use these pre-generated characters as directed in Chapter 6.
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SERAL, AGE 30, FORMIDABLE HUNTER
Based in the vapor-draped Valley of Banof, Seral hunts prey in the nearby mountains and forests, often fending off the hairy, 
cannibal Voormis. 

STR 70   CON 95  SIZ 70  DEX 75  INT 75  
APP 60   POW 65  EDU 70   SAN special* HP: 32
DB: +1D4  Build: 1   Move: 8   MP: 12  Luck: special*
*Based on your modern hero’s current values.

Combat
Brawl  50% (25/10), damage 1D3+1D4 or knife 1D6+1D4
Spear (melee) 90% (45/18), damage 1D8+1+1D4
Spear (thrown) 70% (35/14), damage 1D8+1D2, range 14 y/m
Dodge  40% (20/8)

Skills
Climb 60% (30/12), Cthulhu Mythos 10% (5/2), First Aid 50% (25/10), Jump 60% (30/12), Listen 50% (25/10), Natural World 
60% (30/12), Navigate 50% (25/10), Psychology 20% (10/4), Spot Hidden 60% (30/12), Stealth 60% (30/12), Swim 30% (15/6), 
Throw 70% (35/14), Track 60% (30/12)

Pulp Talents
• Fleet Footed: 10 Luck to not be outnumbered for one encounter.
• Shadow: Bonus die or reduced difficulty to Stealth; makes two surprise attacks.

Armor: 3-points of furs.
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THOLTKAN, AGE 25, HULKING WRESTLER
Tholtkan is an enormous barbarian with bright scarlet skin and jet-black hair from the continent of Lemuria in the Pacific 
Ocean. The foreign wrestler’s striking appearance and skill have won acclaim in Olathoë’s sports arena.

STR 85   CON 80  SIZ 95  DEX 75   INT 55  
APP 40   POW 55  EDU 50   SAN special* HP: 35
DB: +1D6  Build: 2   Move:7  MP: 11  Luck: special*
*Based on your modern hero’s current values.

Combat
Brawl*  100% (50/20), damage 1D3+1D6
Dodge  50% (25/10) 
* Special: spend 1 MP to find a weak spot, ignoring opponent’s armor for one attack.

Skills
Climb 40% (20/8), Cthulhu Mythos 5% (2/1), Fast Talk 30% (15/6), Intimidate 60% (30/12), Jump 40% (20/8), Language 
(Lomarian) 40% (20/8), Language (Naacal) 50% (25/10), Listen 30% (15/6), Natural World 20% (10/4), Navigate 20% (10/4), 
Ride 40% (20/8), Spot Hidden 30% (15/6), Stealth 25% (12/5), Swim 30% (15/6), Throw 50% (25/10).

Pulp Talents
• Tough Guy: spend 10 Luck points to ignore up to 5 HP damage per round.
• Outmaneuver: Build 3 when initiating maneuvers.

Armor: 2-points of leather and metal harness.
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NETHKIL, AGE 28, AGILE ARCHER
Nethkil is a refugee from Daikos and wields a crystal caster, a pistol-like weapon carved from a single crystal of Naphkon. 
Nethkil fires it by focusing psychic energy into shredding bursts of kinetic force capable of impaling. The archer is able to use 
“dime store” therapy.

STR 50   CON 60  SIZ 50  DEX 95  INT 70  
APP 65   POW 80  EDU 65   SAN special* HP: 22
DB:  0  Build: 0   Move: 8   MP: 16  Luck: special*
*Based on your modern hero’s current values.

Combat
Brawl  25% (12/5), damage 1D3
Crystal Caster* 95% (47/19), damage 1D10+2, range 20 y/m, attacks 1 (3)
Dodge  85% (42/17) 
* Special: spend 1D6 MP for paralyzing shot with crystal caster; victim is frozen for 1 round following and then suffers a penalty 
die to all actions in the second round.

Skills
Charm 40% (20/8), Climb 50% (25/10), Cthulhu Mythos 5% (2/1), First Aid 40% (20/8), Jump 70% (35/14), Listen 40% 
(40/8), Locksmith 30% (15/6), Natural World 20% (10/4), Navigate 20% (10/4), Psychoanalysis 20% (10/4), Sleight of Hand 
40% (20/8), Spot Hidden 35% (17/7), Stealth 75% (37/15), Swim 40% (20/8), Throw 60% (30/12).

Pulp Talents
• Rapid Fire: ignores penalty die for multiple handgun shots.
• Endurance: gain a bonus die when making CON rolls (including to determine MOV rate for chases).

Armor: 3-points of leather armor.
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PARATHKER, AGE 32, ENCHANTING NOBLE
Parathker has lived in the capital, Olathoë, for years, though the noble comes from the recently fallen city of Daikos. Parathker’s 
natural attractiveness can be augmented with their crystal of Naphkon, entrancing viewers. The noble is able to use “dime store” 
therapy. 

STR 55   CON 65  SIZ 50  DEX 70  INT 70  
APP 95   POW 80  EDU 80   SAN special* HP: 23
DB:  0  Build: 0   Move: 9  MP: 16  Luck: Special*
*Based on your modern hero’s current values.

Combat
Brawl  40% (20/8), damage 1D3
Saber  90% (45/18), damage 1D8
Dodge  50% (25/10) 
*Special: spend 1D6 MP to make an opposed APP vs. POW roll against a human or Voormi who can see Parathker; the target 
is stunned for 1D4 rounds or until harmed.

Skills
Charm 80% (40/16), Cthulhu Mythos 10% (5/2), Law 55% (27/11), Listen 30% (15/6), Persuade 75% (37/15), Psychoanalysis 
50% (25/10), Psychology 50% (25/10), Spot Hidden 50% (25/10).

Pulp Talents
• Rapid Attack: may spend 10 Luck points to gain one further melee attack in a single combat round.
• Resilient: may spend Luck points to shrug-off points of Sanity loss, on a one-for-one basis.

Armor: 7-points (4-points studded leather armor; 3-points shield).
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TIME RESCUE

NERALITH, AGE 90, KNOWLEDGEABLE SCHOLAR
Neralith studies life, death, and points between in Olathoë’s libraries. Their great knowledge of the Cthulhu Mythos allows the 
scholar to spontaneously create a number of magical effects. Neralith is able to use “dime store” therapy. 

STR 45   CON 50  SIZ 45  DEX 60   INT 80  
APP 55   POW 75  EDU 99   SAN special* HP: 19
DB:  0  Build: 0   Move: 8  MP: 15  Luck: special*
*Based on your modern hero’s current values.

Combat
The Serpent’s Kiss: telescoping whip that dispenses a variety of poisons that affect humans, Voormis, and animals if it breaks 
the skin. All of the poisons cause 2D10 damage in addition to any other “benefits;” an Extreme CON roll by the victim halves 
the damage and the additional affect. It cannot be used to fight back.

Poison Settings (choose which per attack)
• Heart’s Rage: causes 2D4 rounds of berserk fury against random nearby targets; at end, target makes CON roll or dies of heart 

attack (negated if Extreme CON roll was successful). 
• Devouring Ice: 4D8 damage to STR and DEX.
• Numbing Fog: 4D8 damage to INT and POW.

Brawl  30% (15/6), damage 1D3
Serpent’s Kiss 75% (37/15), damage 1D6 + poison, range 10 y/m
Dodge  40% (20/8) 

Skills
Charm 40% (20/8), Cthulhu Mythos 50% (25/10), First Aid 60% (30/12), Language (Voormish) 35% (17/7), Listen 30% 
(15/6), Medicine 50% (25/10), Natural World 40% (20/8), Navigate 30% (15/6), Occult 80% (40/16), Persuade 50% (25/10), 
Psychoanalysis 30% (15/6), Psychology 35% (17/7), Science (Biology) 80% (40/16), Science (Chemistry) 90% (45/18), Spot 
Hidden 50% (25/10).

Pulp Talents
• Resilient: may spend Luck points to shrug-off points of Sanity loss, on a one-for-one basis.
• Gadget: Serpent’s Kiss.

Armor: 2-points of leather robes.
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CHAPTER 6
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TERALOS, AGE 48, INSIGHTFUL SORCERER
Teralos lives in Olathoë. Along with formalized spells, Teralos can spontaneously use Cthulhu Mythos to improvise magical 
effects. Teralos has already cast Flesh Ward (see below). 

STR 45   CON 60  SIZ 70  DEX 65  INT 95  
APP 55   POW 85  EDU 80   SAN special* HP: 26
DB:  0  Build: 0   Move: 7  MP: 17  Luck: special*
*Based on your modern hero’s current values.

Combat
Flesh Ward (spell): choose how many magic points have been spent; each point provides an additional 1D6 points of armor 
against non-magical attacks. The protection is eaten away by each point of damage stopped. Lasts for 24 hours.

Attacks per round: 1
Brawl  70% (35/14), damage 1D3
Staff  70% (35/14), damage 1D8
Dodge  50% (25/10) 

Skills
Cthulhu Mythos 40% (20/8), Fast Talk 50% (25/10), First Aid 50% (25/10), Listen 40% (20/8), Locksmith 25% (12/5), 
Medicine 20% (10/4), Natural World 40% (20/8), Occult 80% (40/16), Persuade 30% (15/6), Sleight of Hand 40% (20/8), Spot 
Hidden 45% (22/9), Stealth 40% (20/8).

Spells
Create Mist of R’lyeh, Flesh Ward, Wrack.

Pulp Talents
• Strong Willed: gain a bonus die when making POW rolls.
• Keen Vision: gain a bonus die to Spot Hidden rolls.

Armor: 2-points of leather robes.
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TIME RESCUE

HERASH, AGE 32, IRON-WILLED TELEPATH
Herash fled during the fall of Daikos. An astral traveler who has learned much of the Cthulhu Mythos and can use their 
knowledge to spontaneously create a number of magical effects. Herash is able to use “dime store” therapy. 

STR 65   CON 75  SIZ 70  DEX 70  INT 55  
APP 70   POW 95  EDU 70  SAN special* HP: 29 
DB: +1D4  Build: 1   Move: 8  MP: 19  Luck: special*
*Based on your modern hero’s current values.

Combat
Brawl  40% (20/8), damage 1D3+1D4
Saber  75% (37/15), damage 1D8+1D4
Dodge  35% (17/7) 

Skills
Charm 40% (20/8), Climb 40% (20/8), Cthulhu Mythos 40% (20/8), First Aid 40% (20/8), Intimidate 50% (25/10), Jump 35% 
(17/7), Listen 50% (25/10), Persuade 60% (30/12), Psychoanalysis 30% (15/6), Psychology 70% (35/14), Spot Hidden 50% 
(25/10), Stealth 50% (25/10), Throw 30% (15/6).

Pulp Talents
• Alert: never surprised in combat.
• Psychic Power: Psychic Attack—POW vs. POW; success drains 1D10 magic points. A victim drained of all magic points goes 

unconscious.

Armor: 3-points of leather armor.


