


By Bryce Whitacre

Roleplaying in the World of 
Sherlock Holmes

“I  th t ngr  ay n t mnc  tr, 
n th r n tr n  t ldr gnri ay pr  
nci t.” 

 - Sr Artr Cn Dl 



Grateful acknowledgment to Conan Doyle Estate Ltd. for 
permission to use the Sherlock Holmes characters creaed by the 
late Sir Arthur Conan Doyle. 







“ min qui r tagst t 
cler eng.”

- Srlc Hm,  Sig  t Fr

 

The year is 1891, and Dr. Watson needs your help. 
Holmes is missing and cases are pouring into Baker 
Street. It is up to you to select a Victorian profession 
and put your brain power to work against Sherlock 
Holmes’s greatest foes.

In this book you will find rules for making your ownIn this book you will find rules for making your own
 investigator, investigating mysteries, fighting 





“I s   pl, hwvr, th   hl 
  nled c s kly t  f t 
  s r, n ts, I hv ndevre  y 
c t d.” 

- Srlc Hm,  Fv Orng Ps

Wherein the investigators learn the language and 
terminology of 







Specialty – A narrow aspect of a Skill that has been mastered. When a Specialty applies to a Skill Roll, 
roll two extra dice. Acquiring a Specialty costs 2 Investigator Points at character creation and 3 
Experience Points in between sessions.

Villains – Villains are fully-statted characters used as antagonists to the investigators. Professor 
Moriarty is an example of a Villain.



“W I glnce ag s ac ha me th e-
Ini cpr c ha ad  ny egr 
 s  acn tr th  .”

- Dr. Wt,  Crke M

Wherein investigators are created through the 
expenditure of Investigation Points.



"Cm, Wt, cm!  gm s f.” 
- Srlc Hm,  Avr  t A Grng

Step 2 - Spend Investigator Points

Each player receives 30 Investigator Points that can be spent on Skills, Specialties, and Item 
Characteristics for their character. Keep in mind that Investigator Points are slightly different than 
Experience Points: Investigator Points are used when creating a character; Experience Points are used to 
improve a character. Unspent Investigator Points are lost if not used during character creation.



Every investigator begins with three points of 
Resolve that refresh at the start of each Case. 
Complete the Investigator Profile with 
additional details by considering questions like:

What is the investigator’s name?

Where did the investigator grow up?

What language(s) does the investigator What language(s) does the investigator 
read/write/speak?

How old is the investigator?

Does the character know any of the other 
investigators? (Reference the optional rule for 
Connection Characteristics on page 44 for more 
information)

What kind of equipment does the investigator What kind of equipment does the investigator 
own? Investigators begin play with one year's 
salary to spend on starting equipment.

Step 3 – Determine Characteristics

Give some thought to the investigator being created and come up with two Personal, two Professional, and 
two Negative Characteristics. More information on Characteristics can be found on page 43.

Step 4 – Complete the Investigator Profile

Skills chosen that are not part of a Profession cost three Investigator Points and start at Rank 3.  A player 
may also spend Investigator Points to improve a Skill Rank. Improving a Skill Rank requires the player 
spend Investigator Points equal to the next Rank when improving that Skill. Improving fromRank 3 to 
Rank 4 costs four Investigator Points, from 4 to 5, costs five points, and so on. No Skill may start higher 
than Rank 5. A player is not restricted in any way on a choice of Skills, but it is a good idea to put some 
thought into the chosen Profession.

Characters may choose Specialties to apply to a Skill that is Rank 3 or above by spending two 
Investigator Investigator Points. Specialties are narrow aspects of a Skill that only apply under certain circumstances. 
When the Mastermind agrees that a Specialty applies to a Skill Roll, add two dice to the roll. See 
Specialties on page 29 to determine the number of Specialties that an investigator may possess.

All investigators are fluent in their native tongue without spending Investigator Points. An investigator 
with the opportunity to learn a language may spend two Investigator Points for the ability to read, write, 
and speak it.
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In                       , players choose a Profession to 
provide the basis of the character creation. These 
Professions are based on a cross-section of Victorian 
society. They provide one with social Status and give 
the character starting Skills and Specialties relative 
to the chosen occupation. The player then 
customizes the investigatocustomizes the investigator.

In addition, Professions provide Professional Skills 
that allow an additional die to be rolled whenever a 6 
comes up during a Skill Roll. As long as the new die 
results in a 6, an additional die is rolled.

“I crv r t ti.  s y I hv ch y w rclr ri, r tr crete , r I  
t ly n  t rl.” 

–Srlc Hm,  Sig  t Fr

How to read the Profession entries:

The name of the 
profession

Class determines difficulty 
levels for certain interactions

Specialties are focused 
areas of study and add 2 
dice to relevant Skill Rolls

Skill Rank 
determines the 

number of dice rolled 
when the skill is used

Annual salary 
in Pounds

Portrait of our sample 
Apothecary

Social Status 
provides dice for 
interacting with 
characters

When making Skill Rolls 
with Professional Skils, a 
character adds an aditional 
die for each 6 rolled

Exl: 

Dn  Ivigi Rn, Iper 
Stfr s ch t m t Lea 
Iper. H k  Prin O
i R n gs 2, 5, 6, n 6. H  
 w adin c r t 6s, n gs  
4 n nr 6. H s n adin i 
r th 6, gs  2, n ns s  t v 
ucc. If ts ha    Prin 
S R,  l hv ly g tr 
ucc.



Apothecary
Trained in the dispensing of drugs and other medicines, the Apothecary probably owns a shop in London. 
Armed with a great deal of knowledge when it comes to chemicals and biology, the police consult the 
Apothecary from time to time for information on rare and obscure poisons. Many people come into the shop 
in any given week. It has become second habit to detect truly sick people from the run-of-the-mill 
hypochondriac.

Antiquities Dealer
This Profession takes one around the world to find, buy, and sell rare antiquities. An uncanny eye for 
historical artifacts is well known in the London Area. The Antiquities Dealer has been called in by the 
police department on more than one occasion to spot forgeries. Members of this Profession either operate 
a small antiquities shop, or work for one of the large auction houses, selling artifacts to the wealthy.



Baker Street Irregular
The Baker Street Irregulars are either children or teenagers who were in the employ of Mr. Sherlock 
Holmes - until his untimely death. They often spent their time gathering information for the great detective 
by watching people in the high street. With Mr. Holmes gone, they hope the new residents of 221B will 
continue to employ their services.

Bartender (Publican)
Owning or managing a pub down by the Thames is a decent enough living, but it does require sharp eyes 
for finding troublemakers. The common tavern tends to be known for having a bit of a seedy element. 
Being able to hold one's own in a barroom brawl is a very useful skill. Perhaps one day that will change and 
maybe more gentlefolk with deeper pockets will frequent the establishment.



Cavalry Officer
He is the son of a wealthy man who sought fame, glory, and the accolades of the female persuasion in the 
Cavalry. Social positioning has secured a spot as an officer and bravery in combat has secured the 
attentions of a few girls from wealthy families. Time spent among native cultures has provided insight 
into their customs.

Chimney Sweep
People might say that there is a certain freedom in the life of a Chimney Sweep, but experience says other-
wise.  There is nothing romantic about the job. Each day is filled with soot, dirt, and that nasty black lung 
cough. At least now a seven-year-old apprentice is handling the really awful work. Having him down the 
chimney might just add a couple more years to this glorious existence.



Consulting Detective
The exploits of Mr. Sherlock Holmes are now famous, and a select few are flocking to his Profession. He is 
no longer ‘the only one in the world’. Police departments around the world are searching for their very own 
consulting detectives. Armed with skills in Observation, Deduction, and Reason, there may just be a 
bright future in this new career.

Coroner
It is not a pleasant job dealing with all of the bodies, but a good Coroner knows that even the dead have a 
story to tell. Bound and determined to find their cause of death in the name of justice, the Coroner knows 
the dead are a constant reminder of the horrors that one person can visit on another.



Doctor
There’s no more noble calling that that of the physician. Helping the sick and wounded has provided a 
measure of respect and a very comfortable living. Such is the case that now, in private practice, an 
established Doctor can work as little or as much as desired. This leaves time enough to practice the noble 
calling while allowing for other interests or hobbies.

Gentleman World Adventurer
The Gentleman (or Lady) World Adventurer is a famous world traveler. Having spent the last few years 
traveling exotic locales, they are always in the middle of adventure. Members of this Profession possess 
the Skills that are needed to survive the danger and intrigue that surround this lifestyle. Returning to 
London may seem boring, but it is a great time to rest and recuperate.



Governess
Contracted to teach the children of a wealthy family, the Governess has been trained as a teacher. She 
offers insight into matters of academia that well may earn a place in the social circles of her employers. 
However, not everyone considers a good education a sign of breeding. She must walk the difficult road of 
being more than a servant, but less than a member of the upper class. Unlike most poor people, moving in 
social circles of the upper classes means that status is paramount.

Hansom Cab Driver
The life of a cab driver is a life of routine. Having gone back and forth across the great metropolis, the 
driver knows London like the back of his hand. Excitement comes once in a while in the form of avoiding a 
carriage accident or having a fare that creates some public spectacle. Though, for every drunk, or pair 
discussing society’s secrets in the cab, there are 100 fares of boredom. Still, the job could be worse; there's 
no walking about, the pay is stable, and the work is steady.



Journalist
Newspapers are big business in the Victorian world. Everyone needs their news, and it is the duty of the 
Journalist to provide that news. The job might involve working the social scene, printing all sorts of 
wonderful gossip about the wealthy. Maybe it is an assignment to a high profile police case - nothing sells 
papers like a good murder. Either way, this character is constantly looking for the next big story.

Opera Singer
A well-loved and highly-talented singer at the Paris Opera House, who has traveled to England for a new 
project, is sure to be the hit of the Social Season. This star is well-known and likely to find many new 
patrons here in London. The Opera Singer lives to perform and loves being the center of attention.



Police Constable (A Bobby)
A Bobby is a member of the Metropolitan Police Force. Assigned to a beat and armed with a whistle, the 
constable is constantly on the lookout for people up to no good. The tenets of a good constable are not the 
ability to solve crimes, but rather the ability to prevent crimes, respond quickly, and let the people on his 
beat know the force is always present. Breaking up fights, running off children, and hauling in drunks are all 
part of a normal workday.

Professor of Science
Having tenure at a local university means one must be committed to a life of shaping young minds and 
preserving the institutions of higher learning. One might teach Chemistry, Biology, Botany, Anatomy, or 
Astronomy. Many nights are spent lecturing and discussing new ideas in different fields of study. The 
Professor of Science tends to rely on more rational explanations than most.



Reformed Cutpurse 
After a stint at Dartmoor for purse snatching, it seems that giving up the criminal ways and getting a life 
back in order might be a sound course of action. The problem is that a Reformed Cutpurse's skills only 
have to do with crime. Who better to turn to for employment than Consulting Detectives? The pay is 
good and unlike other positions, a criminal past does not mean one is automatically turned down for the 
job.

Professor of Social Science
Having tenure at a local university means one must be committed to a life of shaping young minds and 
preserving the institutions of higher learning. One might teach History, Psychology, Oratory, or 
Philosophy. Many nights are spent lecturing and discussing new ideas in different fields of study. The 
Professor of Social Science tends to rely on more rational explanations than most.



Retired Army Officer
After a fellow has finished his service to Queen and Country, he needs a challenge to make his new retired 
life interesting. Detective work seems like just the thing. It is a great opportunity to serve the public in a 
new and exciting way.

Retired Gentleman Thief
Suspected by the police to be a famous cat burglar, but far too cunning to be caught, the Gentleman Thief 
has made fortunes robbing the wealthy while traveling the social circles. To allay suspicions, he has given 
it all up and decided to help people solve crimes instead of perpetrate them. Who knows when the 
excitement and lure of the big score will turn him back to a life of crime?



Scotland Yard Inspector
Until recently, the Yard prized physical skills that let one catch suspects and beat a confession out of 
them. Sherlock’s influence on the police force, however, is slowly starting to change things. Now, 
inspectors with keen Observation and Deduction Skills find themselves with the best pay and quickest 
promotions.

Returning Soldier
The Returning Soldier has had his fill of war. The unbearable heat of Africa, India, or Afghanistan was 
only the least of the problems. Watching friends die, seeing the horrors of war, and for what, Queen and 
Country? Nothing would be better than to come home and forget it all. He is talented with a rifle and he 
can hold his own in a fight; maybe someone needs those skills.



Shopkeeper
The goods could be books, hardware, housewares, or just about anything that can be sold. Customers are 
the bread and butter of the trade. As the owner or manager of the shop, one must become an excellent 
salesman. Some customers suggest the Shopkeeper could sell fire and brimstone to the devil himself. 
Shopkeepers love their stores and the products they sell. 

Stage Actor
As a famous stage actor or actress traveling in high social circles, it is expected that this character 
becomes the face of the party. A natural charismatic charm opens doors and quite often provides a center of 
attention for admirers. Creating new costumes and disguises allows one to immerse themselves in the 
trade, and there isn't much that can be more exciting than traveling in disguise.



Street Urchin (Flower Girl)
The Flower Girl makes her penny selling flowers on the street. She has become quite good at sizing up a 
person and deducing why they might need a flower. Some say she is downright intuitive about it. She has 
enough Skill at Street Smarts to know if a neighborhood is dangerous or not.

Street Urchin (Bootblack)
It is a talented Shoe Shine Boy that can converse on a variety of topics or give customers good directions. 
Such interactions can only improve their tips. With a natural boyish charm, customers often return. The 
Observation Skill allows the Street Urchin to know just about anything happening in the neighborhood.



Street Urchin (Newspaper Boy)
Selling newspapers on the corner is not easy. Up before dawn, fighting for papers with the other boys, then 
hustling to the street to sell until the end of the day is a full-time job. He knows his trade as well as the 
contents of the newspaper. It is a rare gift to be able to talk about things from puzzles to politics. Folks in 
the neighborhood know where to go to get the latest.

Vicar
The local Vicar is in charge of the spiritual needs of the neighborhood. Sometimes it is all about listening 
and giving advice. Sometimes it means offering sanctuary and comfort. Sometimes it is as simple as 
performing weddings and funerals. Regardless, the Vicar has a natural way of putting people at ease, 
except when a fiery sermon is called for to shake the congregation into action.



Waitress/Beer Maid
Working at the tavern has taught her a few things. It is easy to spot when a fight is going to break out, so 
she can get out of the way. She has become agile avoiding the slaps and unwanted advances of the men 
who have had too much to drink. She knows how to work the room easily for tips and juicy gossip. 
Sometimes, even the police pay a little something for information on what she overheard.

Victorian Boxer
Earnings from a prize match are certainly more than one could ever get working a day at the docks - 
especially when the champ has never been defeated. With all of the wealthy gents betting on him, it is 
certain to be the biggest purse yet. This weekend, he is taking on all challengers and it is time to move up 
from the late-night street fights. Being big and powerful will make a man rich.



Wealthy Industrialist
The industrial age has arrived and factories churn out products almost as fast as the sky around London is 
turning black. Part of a new breed, Wealthy Industrialists come from the middle class, but have grown even 
wealthier than many members of the upper classes. Though still not accepted by those of the upper echelon, 
it is within the power of the Wealthy Industrialist to buy estates now and force their acceptance, if that is 
desired. Business keeps one busy, but being busy keeps one rich.

Wealthy Landed Gentleman
Part of the upper classes, the Wealthy Landed Gentleman is well-bred, has good manners, and is absurdly 
rich. It is not difficult to make a name for oneself as a ladies man at country dances and London balls. 
There is no end to the number of eligible ladies that have been introduced, and everyone expects a marriage 
soon. The gentleman wears his status like armor.



Well-Known Adventuress
The life of a Well-Known Adventuress is what many women imagine having. Free and in charge of their 
own lives, they are drawn to the danger and excitement that lurks around every corner. Sometimes it is 
romance, sometimes it is natives seeking revenge for stealing a precious artifact, sometimes it is singing in 
a tavern, and other times it is performing in New York. She is able go where the wind takes her and she is 
beholden to no man.

Wealthy Sporting Yachtsman
Although part of the wealthy landed gentry, the yachtsman is one who prefers time on the rivers and seas 
around England. A love for racing and water and a knack for sailing means social occasions are often 
ignored for the life of the sailor.



Whitechapel Unfortunate
Unfortunate? That is the understatement of a lifetime. Unfortunate is someone who has to share a 
bedroom with five other people. Unfortunate is someone that doesn't have two pennies to their name, who 
is broke, and likely to get fleeced by a pimp this evening. Life on the streets in Whitechapel is rough. Gangs 
and criminals lurk everywhere. Cling to the hope that something will change and soon.

“I s  ct stk t tz fr  hv  t vidnc. I i 
t udm.” 

- Srlc Hm,  Sig  t Fr

Any character can use a Skill at Rank 2, which is considered Untrained. 
When an investigator buys a Skill, that player spends three Investigator 
Points, and begins play with the Skill at Rank 3 (Average). Improving a 
Skill from Rank 3 to Rank 4 costs four Investigator Points, from 4 to 5, 
costs five points, and so on. No Skill may start higher than Rank 5.

       The Rank of a Skill determines how skilled an investigator is:

Urne  -          2
Avrag -         3
Wrthy  -           4
Excl -          5
Excpin  -      6
Wrl Cl -       7
BB  t Wrl -   8

Creng Pris

r r r Pris  t rs,  r lars   t cret tr w, gv eac Pri  v Ss n 
tr Spii. If dre,  Pri ay hv Ss th tr   R  4. U w  t v Ss t cret  R 
4 S  creng  Pri. 

L  t s  t Crnr Pri. By ng w  t Pri's v s r Mecn  R 4, t crnr 
ly hs tr mng s  R 3.
PPrin Ss: Deuci (R 3), Mecn (R 4), Oi (R 3), Rerc (R 3)

N th creng Pris s igtly ffr th creng  chractr by pnng Ivigtr Pts. Sn s r 
des r Pris  w.eritgm.c.



“Wr   ge t magni  ig  t gre igts  s ri.” 
- Srlc Hm, Svr Blz

“My m s Srlc Hm. I s y n t n  r l d' n.” 
- Srlc Hm, Avr  t Bu Crl

Specialties are narrow aspects of a Skill. Adding a Specialty costs two Investigator Points. When 
using a Specialty, an investigator may add two extra dice to their roll. In some cases, more than one 
Specialty might apply to a Skill Roll. When this occurs, the Mastermind may allow the player to roll 
one extra die for each relevant Specialty. The Mastermind determines whether Specialty applies to a 
Skill Roll.

The Skill Rank determines how many 
Specialties an investigator may have in 
that Skill:

The Specialties listed in this book are by no means a complete list of possible Specialties. 
Masterminds and investigators should work together when creating Specialties to ensure that 
they fit into the world of Sherlock Holmes and the Victorian Era.

Exl: 
WWe hs t Spity “Pl” 
ndr Oi. S hs  R  3 
 Oi,    v 
l tracng,    v 
c s t Srlc Di. ( ag 58 
r ng t Srlc Di).

0
1
2
3
4
5
66

2
3
4
5
6
7
88

Untrained
Average
Worthy
Excellent
Exceptional
World Class
Best in the Best in the World 

When making a Skill Roll with a Professional Skill, rolled 6s add an additional die to the Skill Roll. 
Players may continue rolling additional d6s as long as the dice keep coming up 6s. Make the 
additional die rolls before resolving the Sherlock Die result. (see page 58 for using the Sherlock Die). 
Players are not required to roll any additional dice when making a Professional Skill Roll.



Charm

Sometimes personal magnetism is all an 
investigator needs to get answers. The Charm 
Skill is opposed by Perception. Just because a 
target is Charmed does not mean they do 
whatever is asked of them without hesitation. whatever is asked of them without hesitation. For 
instance, it is not a super power that is usable in 
the middle of combat. The target is not being 
mind-controlled. Charm means that the target is 
beguiled, making it easier to offer a suggestion, 
make them less observant, or instill a desire to 
please the charmer. Seduction is using Charm as a 
way of suggesting possible romantic encounters. way of suggesting possible romantic encounters. 
Friendly Persuasion makes a target regard the 
charmer in a favorable light. Altering Emotions 
could potentially defuse a fight. Misdirection is 
the Specialty of making someone focus on one 
location, object, or person to the exclusion of 
everything else. 
Specialties of Charm include:

Altering Emotions
Deceit
Friendly Persuasion
Misdirection
Seduction

Climb

This is the physical art of scaling an object. The This is the physical art of scaling an object. The 
difficulty depends on the height, scalability, and 
danger of the obstacle to be climbed. This Skill 
covers the smallest fence to the highest mountain 
peak.
Specialties of Climbing include:

Buildings
FFences
Mountains

Commerce

Commerce is an all-encompassing Skill of the use Commerce is an all-encompassing Skill of the use 
of a trade. A Commerce Roll could be used when 
asked to recall a specific fact about a trade, or 
while applying the trade to make money. Almost 
any business can be made into a Specialty. 
Some examples of Commerce include:

Acting

Acting is the art of pretending to be someone else. It 
is an important Skill when faced with the dubious 
necessities of some criminal investigations. A 
Perception Roll can be made to see through a 
disguise. 
Specialties of Acting include:Specialties of Acting include:

Impersonation / Disguise
Stage Performance 
Street Performance

Area Knowledge

Sometimes it is important for an investigator to 
intimately know his surroundings. The difficulty of intimately know his surroundings. The difficulty of 
an Area Knowledge Roll mostly depends on how big 
the area is, or if the investigators would have any 
reasonable knowledge of it from newspapers, maps, 
writings, or from having passed through the area. 
Specialties of Area Knowledge include:

Another Country: (Specify Country i.e., China, Another Country: (Specify Country i.e., China, 
India, United States, etc.)
London Districts: (Specify District i.e., Bermondsey, 
Paddington, Whitechapel, etc.)
The English Countryside: (Specify Region i.e., Berk-
shire, Cornwall, Northumberland, etc.)

Artistry

This Skill covers any form of art that an investigator 
might possess. An investigator may be a wonderful 
singer, an agile dancer, or an accomplished painter. 
Most upper-class female characters will have at least 
one Artistry specialty they cultivate before entering 
the social season for the first time. Some Specialties 
include: 

Creative Creative Writing
Dancing
Drawing
Instrument (Player's Choice)
Merchandising
Painting 
Sculpting
         Singing         Singing
           Window Dressing



introduce himself to German royalty or avoid a 
scandalous misstep at a London social occasion. 
Specialties of Customs include:

Class: (Wealthy or Middle Class)
Country: (Specify Country i.e., China, India, 
United States, etc.)
Social Group: (Specify Group i.e., actors, Social Group: (Specify Group i.e., actors, 
businessmen, tribal warriors, Ladies' Tea Circle, etc.)

Deduction

Deduction is one of the three detective Skills in the 
game. It is often used during an Investigation Scene 
to ask questions of Mastermind, a witness, or 
suspect. Deduction has other purposes as well, such suspect. Deduction has other purposes as well, such 
as the detection of lies. 
Specialties of Deduction include:

Deduce Lie
Motive

Dodge & Defense

This is an all-encompassing Skill for avoiding 
injuries due to attacks. Characters make Dodge & injuries due to attacks. Characters make Dodge & 
Defense Skill Rolls to oppose any Fight or other 
Attack Roll to avoid being hit. Keep in mind that 
Combat Advantages may impact the roll made by 
providing the attacker or the defender with extra dice. 
Specialties of Dodge & Defense include:

Vs. Blades
Vs. BVs. Boxing
Vs. Brawling
Vs. Firearms
Vs. Grab
Vs. Grapple
Vs. Martial Arts

Drive & Pilot

This Skill is used to steer and operate anything from This Skill is used to steer and operate anything from 
carriages and automobiles to hot-air balloons and 
boats. Each Specialty should include the type of 
conveyance being used. Some examples of Drive & 
Pilot are:

Hansom Cab
Horseless Carriage
Hot-Air BalloonHot-Air Balloon

Art Appraisal 
Banking
Barrister
Chimney Sweep
Doctor’s Practice
Government
Flower StallFlower Stall
Landlord
Manager
Shop Keeping

Craft

This Skill is used to make something with one’s This Skill is used to make something with one’s 
own hands. It might be building a model ship, 
welding an iron door, or sewing clothes. It also 
covers the nefarious art of forging documents and 
counterfeiting money.
Specialties of Craft include:

Costumes / Disguises
CounterfeitingCounterfeiting
Forgery
Iron Works
Sewing
Woodworking 

Criminal Artistry

This Skill represents a hodgepodge of skills 
criminals may find useful in their endeavors. criminals may find useful in their endeavors. 
These Specialties are very specialized art forms in 
and of themselves, like being able to crack a safe, 
or pick pocket a gentlemanwithout his notice. 
Characters can use Criminal Artistry in place of 
Strength to escape being Restrained.. 
Some Specialties of Criminal Artistry are:

BurglaryBurglary
Escape Restraints
Lock-Picking
Pick Pocket
Safe-cracking
Shoplifting
Sneaking

CustomsCustoms 

Customs is a Skill used to recall or perform 
certain customs of a class or nationality of person. 
Maybe an investigator needs to know how to 



Hunting

Hunting is the art of trapping or finding prey. It is 
useful when tracking criminals or when a fellow has 
been invited on a game hunt.
Specialties of Hunting include: 

Stalking
TTracking
Trapping

Jump

Much like the Climb Skill, this is a physical Skill for 
exactly what the name implies: jumping.
Specialties of Jump include:

Running
StandingStanding
Vertical

Law

Investigators with this Skill understand crime and 
punishment as well ascriminal proceedings. This Skill 
also covers non-criminal aspects of the law.
Specialties of Law are specific areas and include:

Capital OffensesCapital Offenses
Criminal Law
Estate Law
Police Procedures
Sensational Crimes

Medicine

Medicine is the special Skill of healing wounds. Medicine is the special Skill of healing wounds. First 
Aid is required to treat a person at an injury level of 
Wounded or less. Surgery is necessary for worse 
wounds and requires an entire scene to make the Skill 
Roll. (See Injured and Worse on page 77 for more 
details) 
Specialties of Medicine include:

AnatomyAnatomy
Autopsy
Diagnosis
First Aid
Poisons
Surgery

Ship
Rowboat

Endurance

Endurance is a physical Skill that has a few 
applications. It represents how well a character 
holds up to extended physical strains, such as 
running and swimming over long distances. running and swimming over long distances. 
Specialties include the type of activity performed. 
Specialties of Endurance include:

Climbing
Fighting
Running
Swimming

FFight

The Fight Skill covers all forms of unarmed 
combat, fisticuffs, and other fighting arts. 
Fight Skill Rolls are opposed by Dodge & 
Defense Skill Rolls.
Specialties of Fight include:

Boxing
BrawlingBrawling
Disarming
Martial Arts

Hide

Hide is a Skill used to conceal one’s self or an 
object. It is normally an opposed roll vs. 
Perception. 
Some Specialties of Hide are:Some Specialties of Hide are:

Conceal Object
Hide in Urban Surroundings
Hide in Natural Surroundings

History

As the Skill name implies, History is the Skill for 
remembering historical events.
Specialties of History include eras of history or Specialties of History include eras of history or 
specific fields such as:

Classical Era
         History of London
            History of Nobility
              Oriental History



Menace

Menace is using one's appearance or words to inspire 
Fear in a target. Menace can compel the target to 
comply with demands, flee, or even surrender. The use 
of the Skill can cause an instant Status loss to a 
character even for attempting to use it. The amount of character even for attempting to use it. The amount of 
loss is up to the Mastermind. Menace is an opposed 
roll against Perception.
Specialties of Menace include:

Evil Eye
Imposing Physique
Strong-arm

NavigateNavigate

This Skill is used to find the way to a particular 
destination. This differs from Area Knowledge. Area 
Knowledge provides details about an area, but 
Navigate provides the know-how to get to the desired 
location.
Specialties are various geographic areas, such as:

CitiesCities
Countryside
Forest
Ocean
River

Masterminds wanting a particularly detailed game 
can break Cities into specific Districts.

ObservationObservation

Observation is one of the three Detective Skills used 
in the game. It is the art of finding clues from visual or 
auditory inspection. The better the Observation Roll, 
the more details that are discovered. Outside of 
Investigation Scenes, Observation can be used to 
listen to conversations or spot something important.
Specialties of Observation include:Specialties of Observation include:

Listen
Objects
Read Lips
Rumors & Gossip
People
Places

Oratory

This is the art of speaking. With the Oratory 
Skill an investigator can make a rousing speech, 
convince a police officer he belongs at the 
investigation, or persuade someone to provide 
him with some extra information. 
Specialties of Oratory include:Specialties of Oratory include:

Fast Talk
Lying
Persuade
Public Speaking
Sales

Perception

PPerception is a Skill used to see what others 
may be hiding. Perhaps they are concealing an 
object, pretending to be someone they are not, or 
just hiding their true motivations. Perception 
Rolls are opposed rolls.
Specialties of Perception are resistances to 
certain Skills.

Vs. ActingVs. Acting
Vs. Charm
Vs. Hide
Vs. Menace
Vs. Oratory

Photography

Photography is in its infancy in the world of Photography is in its infancy in the world of 
Sherlock Holmes, but it can be a valuable
 investigation tool. The Skill includes 
knowledge about taking and developing 
pictures.
Specialties of Photography include:

Composition
Photography EquipmentPhotography Equipment
Developing Pictures

Reason

Reason is one of the three Detective Skills. It is 
the ability to figure out if a clue is false, or 
meaningless and unimportant in an 
investigation. Outside of the 
Investigation Scene, Investigation Scene, Reason Skill Rolls 



can be used to piece together someone’s motive.
Some Specialties of Reason are:

Logic
Puzzles
Riddles

Research

TTo unravel mysteries, investigators may have to research 
topics. This can be the simple task of reading newspapers 
or visiting the local library, police archive, or museum.
Specialties of Research include:

Archive/Library Use
Newspaper/Magazines

Ride

When thinking of the Ride Skill, the normal assumption When thinking of the Ride Skill, the normal assumption 
is horses, but in rare cases it could be exotic animals like 
elephants. It could even apply to bumpy carriage rides as 
well.
Specialties are the type of conveyance.

Clarence or Growler
Exotic Animal: (Specify Animal)
HorseHorse
Horseless Carriage

Sailing

The Sailing Skill could cover anything from a small sloop 
to a large three-masted schooner. The Skill includes all 
aspects of sailing.
Some Specialties of Sailing include:

ChartingCharting
Rigging

Science

This Skill rates a character’s understanding of scientific 
endeavors. Specialties are the specific branches of science.
Some examples of Science include:

Astronomy
Botany
Chemistry
Math
Pharmacology
Physics

ShootShoot

Shooting is the discharging of all projectile 
weapons. This Skill is used when firing any-
thing from a bow and arrow to an artillery gun.
Specialties include Aiming and the specific type 
of weapon being fired:

Aiming
Airguns
Bow and Arrow
Revolvers
Rifles
Shotguns

Social Sciences

Social Sciences are the academic subjects on Social Sciences are the academic subjects on 
humans and their society.
Specialties of Social Sciences include:

Anthropology
Archeology
Political Science
Sociology

Street SmartsStreet Smarts

Street Smarts are a measure of the character’s 
ability to use the underbelly of a criminal net-
work or city to their advantage.
The type of criminal activity is often the type of 
Specialty:

Cheating
Gambling
Guttersnipes
Petty Criminals
Professional Crime



Is  r t  ig S R go  
mng dt  hvng  Spity?

 hr wr s . A chractr t  
Arstry  5 n  Spity  Sngng d n 
mng  Dncng,  clerly s  s go s  pist dncr. If ke t rfr  dnc  
tr chc,  s l,  f ke t t t chrogrhy  S Lk,  ig m  
rl. W ry, t Mtrn c p  nty t  S R  -2 f tng  
Spity r  ry pi e, n t chractr d   t Spity.
TTk t cidri t c  Grg Hs,  tif t  Cn Arstry  v,  th 
t Lc-Pcng Spity. Undr rm crctnc, Grg c  s Cn Arstry S t 
lc-c rm drs. H hs dn  fr,  ts m Grg s png t lc-c  u 
t dr th leas t  ry r re. I ts c,  s rfely accptl r t Mtrn t 
p  -2 nty. Grg hs vr   lc k ts n d   t nled   
pist. S  ts c,   ly  tr c ag t dr. Rmr hwvr, t nty 
hl ly  ie t pi, pfi, n r c. M  t m, Grg c g  dr p 
t s Cn Arstry S  n.
I  c k Are Knled, t Mtrn ig  r r t lyng t -2 nty. I 
c r t vigtr hs vr er  r  t lac  qui,  Mtrn s t 
                 s igts t cidr t vigtr Urne r th  (eng w c r le).

D rs Lyng
I nc, t w Spii hv t sm , 
cvncng rs th  chractr s tng t t  
t r . Lyng, t Spity  Ortry, s creng  
rfely il ho. D s ng Chr t k 
l iv   hn r  chractr s n 
tr  r  tru rnty. W tng  
ho, tr S c  e n r e by 
Deuci r Prcpi.  Mtrn hs t n say 
egrng  S i t t ui. 

Strength

As the name implies, Strength is the measure of 
a character's physical strength. Often used to 
restrain others, stun characters, and escape restrain others, stun characters, and escape 
holds, Strength can also cause serious bodily 
harm- if the character is trained in Boxing or 
Martial Arts. Strength is used in Damage Rolls 
after making a successful Fight Attacks.
Specialties of Strength include:

Escape Grab/Grapple
Lethal BlowsLethal Blows
Lifting
Restrain
Stunning Blows

Swim

The name sums it up nicely. It is a character’s 
ability to Swim. 
Specialties of Swim are the body of water:Specialties of Swim are the body of water:

Oceans
Ponds
Pools
Rivers

Theology

Theology is the study of religion and all its earthly 
and heavenly aspects.
Some Specialties include:

Church of England
Judaism
RRoman Catholicism

Weapon

The Weapon Skill is the use of melee weapons. 
Types of weapons are the Specialty:

Blackjacks
Clubs
Knives
Single StickSingle Stick
Swords



“I s y if, Wt, nde p y pinc, th t lw n l ls  Ln d  r  r 
reaf r   th d t ng n ef cryid.” 

- Srlc Hm, - Cr B

Tracking Status

Status has a track of five circles with it. The 
Mastermind awards or subtracts circles based on a 
character’s behavior and how they are living up to 
VVictorian ideals. Whenever the track exceeds the fifth 
circle, the character gains a Rank (one die) in the 
Status Skill. The Mastermind may subtract circles at 
any time for improper behavior. If there are no filled 
circles remaining, the character loses a Rank of 
Status. They will then fill in the five circles, and 
subtract the required loss.

R/Dc    Trac

A beggar approaches Ms. Weatherly and begs for money. She scorns the man, telling him to “Find a job” 
and “Stop pilfering from those of means.” Since she is being uncharitable the Mastermind tells the player 
of Ms. Weatherly to subtract three circles of Status for her behavior. Her Status currently is Rank 5 with 
two circles. She loses a total of three circles, lowering her Status to Rank 4 with four circles filled.

Mr. Johnson, a well-to-do English Squire is confronted by the same beggar. He offers the man a few 
shillings. The Mastermind decides to reward Mshillings. The Mastermind decides to reward Mr. Johnson with two circles of Status. Johnson has a Status 
of 4 with 4 circles filled. His Status becomes Rank 5 with one circle filled.

Using Status

When asking something of an NPC, the player investigator can roll his Status dice against a difficulty 
assigned by the Mastermind. If successful, the NPC is receptive to the idea but still requires convincing 
against their Perception. If the Status Roll is unsuccessful, they may try to find a reason to remove 
themselves from the situation, but will still have enough etiquette if cornered to respond civilly. 
         Howeve         However, the amount of successes the Status Roll failed by adds to the target’s Perception. If the 
           roll exceeds the target number, those dice are bonus dice that a character can use on any Skill they 



use to convince their target with Charm, Persuasion, or another social interaction Skill.

Let’s look at the example of John the bootblack attempting to get Constable Davenport to follow him to a 
crime. The Mastermind determines that a low-class character interacting with a middle-class character is 
an Easy (2) Difficulty. John's Status is Rank 2, so he rolls two dice when making the Status Roll. John 
rolls his Status dice, but gets only one success. This is not enough to convince the Constable to pay him 
much mind. The Constable begins to find excuses not to talk to the boy, and tells him to run along. 
HoweveHowever, John quickly decides to use his Fast Talk Specialty against the Constable's Perception. Since 
John failed his Status Roll by one success, the Constable adds one bonus die to his Perception roll. 
Hopefully John can overcome his Status as a poor bootblack and make a convincing argument to 
Constable Davenport.

"Y r Hm, t edlr."
My in le.
"Hm, t ody!"
Hs l roadne.
"Hm, t Scln Yr Jac--c!"
Hm cucle erly.

  Avr  t Sple Bn

Every investigator has Personal, Professional, and 
Negative Characteristics. The player records these 
characteristics on their Investigator Profile sheet. 
Characteristics can be catchphrases, descriptions, 
feelings, or anything that describes the investigator 
that they have created. Each player records two 
Personal Characteristics, two Professional 
Characteristics, and two Negative Characteristics Characteristics, and two Negative Characteristics 
about their investigator. Here are some example
 characteristics for a constable:

When a Characteristic applies to an investigator’s Skill Roll, the 
investigator earns a free point of Resolve to use on that Skill Roll 
only. Only one point of Resolve can be gained in this manner, no 
matter how many Characteristics apply to the situation. 

Exl: 
Krby’s vigtr hs t Chractrst “K Sh.” H 
s s vvr ac n act t Chractrst 
“K Sh,” adng  r i t t ac.



The Mastermind may call a Negative Characteristics into play during the story at any time. The 
investigator must either then pay a point of Resolve, or take whatever course of action best describes this 
Negative Characteristic, normally suggested by the Mastermind. 

Exl: 
A ctl s rng  c    b,  t Mtrn act t ctl’s Negv 
Chractrst  “Nvr rs dw  ”.  lar  did f s ctl s gn t g  
r  , r ay t   Rv t t Mtrn t gnr t Negv Chractrst. If  
as, t Mtrn ads th Rv t  gnr   Rv th c  e ag t 
vigtrs nvr  ts. Aving t ny Negv Chractrsts c cm bac t h 
t vigtrs. 

A player can give an item a Characteristic through 
the use of two Investigator Points or three 
Experience Points (in the case of items acquired 
after character creation). For instance, an 
investigator might carry around a rabbit’s foot. By investigator might carry around a rabbit’s foot. By 
placing an Item Characteristic “Lucky” on the 
rabbit’s foot, the investigator can activate the item 
to gain a point of Resolve. Players can also give the 
item a Negative Characteristic to gain an 
Experience Experience Point when activating the item. Items 
can never have more than two Characteristics, one 
that is an Item Characteristic and one that is a 
Negative Characteristic.

Item Characteristics are independent of Personal Characteristics. Therefore, an investigator can have 
both an Item and a Personal (or Professional) Characteristic active for a roll. While one Item and one 
Personal (or Professional) Characteristic may apply to a roll, more than one of the same type of 
Characteristic can not be applied. 

Sm sl t chractrsts:
“Hig Pwre” Magfyng Gl“Finl” To H“Cfrtl” Dr Sh“ru” S  Encyclpeis“Chrng” Br Dr““Su Ar” Rr C                        (Negv Chractrst)“Prn t Msfir” Rvvr                        (Negv Chractrst)

Optional Rules:  Connection Characteristic

If a Mastermind prefers, each investigator can add one Connection Characteristic. 
This Characteristic functions just as a Personal or Professional Characteristic, but 
ties the investigators together and provides more roleplaying opportunities during 
an adventure. Some examples include: “past love,” “college pals,” or “war 
buddies.” Each investigator can have one Connection Characteristic with up to buddies.” Each investigator can have one Connection Characteristic with up to 
two other investigators. Additionally, this optional rule can provide some context 
as to why the investigators all know each other before the first case begins.



Personal

Victorian to a Fault
Happy Go Lucky
Social Climber
Dashing Good Looks
Stronger Than I Look
Charms the Charms the Pants Off Them
Smartest Man in the Room
Deduction Expert
Filthy Rich
Familiar with Crime
Large Hands
Fencing Master
YYou Wouldn’t Like Me Angry
Belongs to Gentleman’s Club
Proper Manners at All Times
Friends in High Places
Daredevil
Armed with Fashion Sense
Jack of All Trades
Accomplished Accomplished Painter
A Smile that Lights the Room
No One Messes with My Friends
College Boxing Champion
Puzzle Master
The Belle of the Ball
Incredibly Observant
Clue MasterClue Master
You Can’t Fool Me
It’s My Business to Know These Things
Always on Time
Always Finds a Bargain
London is My Second Home
Loyal and Brave
PPerfect Memory



“I hv  t Lrad ng  t ly s t t ds c r  ng, n c   ly 
g r  ha re s .   ay  sfly te t d, r thu  s tly dvi  e,  
s s tnacis s  ldog   nc ndrtns   hs t d, n nde,  s  ts 
tnacty c hs ru  t t to  Scln Yr." 

Srlc Hm,  Avr  t Cror Bo

Skill Rolls or allowing a character to mitigate damage. 

There is no limit to how much Resolve an investigator may hold during a case, but it will reset to three 
        points when the next case begins.

Missing a Finger
Did Hard Time
Has Memory Issues
Always Late
Loud and Brutish
Constant Talker
Heavy SleeperHeavy Sleeper
I Curse Like a Sailor
Awkward Around the Ladies
Can’t Lie
Strong Code of Moral Ethics
Poor Shot
Not in the Face!
CowardCoward
Color Blind
Antisocial
Curious as a Dead Cat
Doesn’t Make Friends



The Timing of Resolve

Active Player rolls are made before non-active opposed player rolls. The Active Player must decide to 
use Resolve before seeing what their opponent rolls as his or her opposed roll. Thus the opposing 
player always knows what number they need in order to succeed.

Farthing (fourth-thing) = ¼ of a penny
Halfpenny (haypenny) = ½ of a penny
Penny = 1d
Half-groat = 2d
Threepenny bit = 3d
Groat = 4d
Six-pence (tanner) = 6dSix-pence (tanner) = 6d
Shilling = 1s
Florin = 2s
Half-crown = 2s-6d
Crown = 5s
Half-sovereign = 10s
Half-guinea = 10s-6d
Sovereign (gold coin) = £1Sovereign (gold coin) = £1
Quid (paper currency) = £1
Guinea = £1-1s
Two-pound coin = £2
Five-pound coin = £5

 gne s eu t n n s n 
ng. Gne cs n Srlc m 
r gn t    r, gv tr 
rouci s hte  1799. A pi 
gne s uc t ay t Dk  
Wngt’s rmy  1813,  th s  
te .  gne ms  
erm  cncy, hwvr, s ny 
ts (uly ln n xry ts) r 
rce  gnes. A r  ay t n 
el,  aculy  gnes. Fr 
l,  pv r co cng 400 
gnes l  rche r 420 ns.

8 st = 1 long hundred weight (cwt)
20 long cwt =1 long ton

A brief description of Victorian money is in order. The three main coins are the pound (£), the shilling 
or bob (s or /-), and the penny (d). One pound equals 20 shillings equals 240 pennies. These are not 
the only coins, however. 







“I s   pl, hwvr, th   hl   
nled c s kly t  f t   s r, n ts, 
I hv ndevre  y c t d.” 

- Srlc Hm,  Fv Orng Ps

Completing a Case with a favorable outcome will usually each 
investigator 4-5 points of experience. Less than favorable 
outcomes and the levels of the Threat Meter may reduce 
experience awarded. The Mastermind may award extra 
Experience Points to anyone that role-played their character 
particularly well or for particularly entertaining moments. In 
some cases, the Mastermind may award experience for 
character backstories or portraits. Additionallcharacter backstories or portraits. Additionally, a player 
 may add one new Negative Characteristic to gain 1 point 
     of experience. Characters may not have more Negative 
     Characteristics than they possess Personal Characteristics. 



- Buy a new Skill for four Experience Points. New Skills start at Rank 3.

- Raise a Skill they already have. The number of Experience Points needed to increase a 
Skill is double the new Rank. If an investigator was to go from a 3 in Deduction to a 4 in 
Deduction, they must spend eight Experience Points. A Skill may never be increased by  
more than one Rank between Cases and no Skill Rank can ever exceed 8. This represents 
the pinnacle of achievement. (see Skills on page 34).

- Improve a Skill through Specialization. Adding a new Specialty costs three Experience - Improve a Skill through Specialization. Adding a new Specialty costs three Experience 
Points. The number of Specialties that an investigator may have is dependent on Ranks in 
that Skill. (see Specialization on page 35).

- Create a new Professional, Personal, or Item Characteristic for three Experience Points 
(see Characteristics on page 43).

- Spend two Experience Points to remove a Negative Characteristic.

- Learn to read, speak, and write a new language for two Experience Points.

Investigators can use Experience Points to:





“I s t nci rc – t Bkr Sr Ieglrs.”

- Srlc Hm,  Sig  t Fr

In which the investigators learn the ins and outs of 
working together.



The setting for the                        RPG is sometime after May 4th, 1891, when Sherlock Holmes and 
Professor James Moriarty tumble to their deaths in the Reichenbach Falls. The faithful Dr. Watson no 
longer has the spirit or passion for partaking in investigations. The cases, however, continue to pour into 
Baker Street. Compelled from a sense of civic duty, he searches for able-bodied investigators to tackle 
these cases in his stead.

He offers the investigators the use of 221B Baker Street as their headquarters. He makes himself available He offers the investigators the use of 221B Baker Street as their headquarters. He makes himself available 
for occasional consultation, but mostly leaves the investigators to their own devices. He makes only one 
demand: Sherlock’s bedroom is not to be disturbed under any circumstances. 

Mrs. Hudson sees to any reasonable requests of the investigators as a helpful landlady should. The only Mrs. Hudson sees to any reasonable requests of the investigators as a helpful landlady should. The only 
thing she will not tolerate is the investigators mucking about in Sherlock’s bedroom. Aside from Sherlock’s 
room, the flat has only one other bedroom, Watson’s former room. One investigator, maybe the party 
leader, could occupy the extra bedroom, or if the investigators agree, they could use the additional bedroom 
for some other purpose like a medical examination room or a library. 

I s t  ey er th I tk  y  t t t t l rs  c I h vr r t nglr 
gs by c y in Mr. Srlc Hm s stnge. 

– J H. Wt,  Fn Prl



“Go l Wt! Y r t n xe    chngng ag.” 
–Srlc Hm,  L B

Dr. Watson is an ideal NPC to introduce the characters to the world of 
Sherlock Holmes. He knows London well, has a keen sense of the criminal 
mind from working with Sherlock, and is a fountain of helpful advice should 
the characters ever find themselves in need of guidance. That said, Watson 
is not a hand-holder or crutch to be overused. The investigators’ conclu-
sions, methods, triumphs, and disasters, for better or worse, are owned by 
themselves. Watson’s role is one of a mentor, not a meddler, and certainly 
not a savior. Watson is not currently residing in Baker Street. 

"H s t Npl  cm, Wt. H s t rgr  hf th s v n  erly  th s ndee  ts 
gre cty. H s  gs,  lr,  rac tkr. H hs  r  t r rdr. H ts il, k  
sidr  t ctr  ts b,  th b hs  thsn aiis, n  nws  vry qvr  eac  t." 

 - Srlc Hm,  Fn Prl

“Any p  vn t oi s tly hpl, n tr, 
d dw  th reaf clr  wrng tr n ng o, 
 i r  m t  dngrs cn n t rm 
chi  t l  tr gnri.” 

– J H. Wt,  Fn Prl.

The disappearance of Sherlock provides the investigators a chance 
to fill the great detective’s shoes. It is tempting for any 
Mastermind to return Sherlock to the game world or, indeed, make 
it so he never left. Stats are provided for Holmes at the back of this 
book for any Mastermind that wishes to use him.

A word of warning: The players are choosing this game to step into the life and role of Mr. Sherlock 
Holmes, and that is hard to do if he is around. An investigator cannot shine as brightly if always in the 
shadow of someone greater.  





“A ng  Gl's Rtr, Gluctr Roa, 
Kngt. Ple cm  nc n   tr. 
Bn t   my,  dr ltr,  c, n  
vvr. S.H.” I s  c em r  pel 
c t cy tru t , og-rpe rs.

-  Avr  t Buc-Prngt Pls



“Euci vr ns, Wt. I s  i  ls, t t 
gret r t l.”  

- Srlc Hm,  Re Crcl

“Wt r  t  th I vr c st  tuc  t rm.” 
- Srlc Hm,  N Trety

Roll the special Sherlock Die along with every other roll in the game. If the result is a numerical value (1, 2, or 
3), that value rolled on any of the other dice is counted as a success. If the die comes up a 2, then any 2s in the 
roll are successes (note the Sherlock Die is not counted as a success itself). 

The Sherlock Holmes icon is a wild result. The investigator may choose 1s, 2s, or 3s to be counted as success-
es on this roll only. At times, other conditions may cause 4s or 5s to be unsuccessful. These results may also 
be chosen on a Sherlock result. 

A Watson result allows the investigator to gain one extra success or to assist another player on their next 
roll as a Free Action (see Assisting in Time, Actions, and Rounds on page 59). 

Finally, the Professor Moriarty result is a bad result; each unsuccessful result removes one success from the 
roll. 

For thematic purposes, a Mastermind may switch the results of Moriarty and Sherlock for his NPCs. In 
those cases the Sherlock icon has the Moriarty effect, and the Moriarty icon has the Sherlock effect. 

Hm                     Wt                    Mirty

Difficulty Chart



When using a Professional Skill, an investigator 
may roll an extra d6 for each 6 rolled in a Skill 
Roll. Any additional dice may be rolled before 
applying the effect of the Sherlock Die. This 
means the investigator counts the 6 as a success 
and gains the potential for the extra roll to be 
another success. As long as the dice keep coming another success. As long as the dice keep coming 
up 6s, the investigator can continue to add dice. 
Be careful of the evil Professor Moriarty! Some 
investigators choose not to reroll if he appears!

"Wh t duc s  t ?"  tpte pitly; 
" say th  g n t . If   n t 
  l  k  nywrt  ffrnc t  
r t y r." 

 - Srlc Hm, A Sudy  Scrl

A h cb vr l c s Dv n Pl  
s Prin, adng c r ny x le.

“r c   qui, y der Wt,  t u  rc fr ref.”  
- Srlc Hm Avr  t Blac Pr

Typically, it is unimportant to break Investigation Scenes down into time increments. Since the 
players are clue-finding, a general idea of the approximate time of the investigation is all the players 
and Mastermind need.

In Non-Investigation Scenes or Investigation Scenes that have suddenly become physical fights or 
chase scenes requiring a smaller amount of time, each round now represents a few seconds. We turn 
to using Free, Simple, and Complex Actions.

Opposed Rolls and Ties

Many times a character will find that they are making opposed rolls against an NPC. The higher 
number of successes always wins, and in the case of a tie, the winner is the character who is currently 
taking their turn. In other words, the Active Player (or NPC) wins.



Action Kind of Action
Assisting

Drop a Weapon

Escape a Grab

Shouting a Word

Draw a Weapon
Mounting or Dismounting a Horse or Mounting or Dismounting a Horse or 
Carriage

Move 30 feet

Open Window or Door

Pick Up a Weapon

Reload One Bullet or Shell

Speaking a Sentence

TTaking a Defensive Posture in Melee

Taking a Drink

Attack

Assisting

Disarm

Escape a Grapple

Lighting a Torch or Lantern

RReload a Pistol Completely

Render First Aid
Taking a Completely Defensive 
Posture in Melee

Use a Skill

Free - when a Watson 
Result is used

Free

Free

Free

Simple

Simple

SimpleSimple

Simple

Simple

Simple

Simple

Simple

Simple

ComplComplex
Complex - unless a Watson 

Result is used

Complex

Complex

Complex

Complex

ComplComplex

Complex

Complex

“Wt. Cm  nc f 
cvi. If ncvi, 
cm  t sm.”  
- Srlc Hm, Avr  

t Crng M

When combat begins, the 
Mastermind selects an 
investigator to take the first investigator to take the first 
turn. That investigator then 
completes their turn and picks 
either another investigator or 
an NPC to go next. The 
Mastermind may spend two 
points of Resolve to allow a 
villain or NPC to interrupt villain or NPC to interrupt 
the Initiative order and take 
their turn. This is a benefit 
only the Mastermind may use; 
investigator Resolve cannot 
be spent this way. The NPC 

Lstng  Cm Acis



interrupting the Initiative order will then choose 
who goes next. The last character to take their 
turn in a round decides who takes the first turn in 
the next round.

Wt ts iv t  ay  tpng t 
nt   t vigtr chractrs fr 
nng n  t Mtrn's chractrs. 
Wl ts crtly s l, f t Mtrn's 
chractrs g l, t r kly t nt 
tv t g r  t  n. s c 
hv rt prcis f cr s  tk.

“I  l th y Bw” 
 - Srlc Hm, A Scn  Bi

An investigator may spend an action assisting 
another character's next action.

As a ComplAs a Complex Action, a character with a trained 
Skill can assist the Active Player by providing a 
number of dice equal to half of their Skill Rank 
(rounded down). When the assisting character 
has a relevant Specialty, the bonus to the Skill 
Roll gets an additional die.

Determining whether or not a Skill or Specialty Determining whether or not a Skill or Specialty 
applies as part of an Assist Action is left to the 
Mastermind's discretion.

Exl: 
PPrr Stfr s kng  tcf  
 r  ffi th ay lea t te t 
t cns’ id. J t lac 
s t  n s  t . s hs 
 drne t   Oi S 
R.  rr's R  Oi s 
4. J's Oi s R 3,    
hhs t Pl Oi Spity. J 
 ad n i r s S R (hf 
nde dw n  t   
n i) n n adin i r t 
l Spity t t go rr’s 
S R.

“I si   Ln, Wt, n I say  ag , th vr  hv  pe t  dw  r 
dngrs  th   s lyng ndr.”  

- Srlc Hm, Hn  t Bvl

The Watson result on the Sherlock Die can be used for one success, or it can be used to take an 
Assist Action as a Free Action on another investigator’s turn. In this way, helpful advice comes at 
the most dramatic time, providing much-needed assistance. The free Assist Action must be taken 
before the assisting investigator’s next turn, or it will be lost. When rolled in an Investigation Scene 
or as part of a Damage Roll, the Watson result is always treated as an additional success.





“Wh d  k  , Hm?”
“I s vily  p t cv r frmi.”

- Dr. Wt n Srlc Hm,  Vl  Fer

In which our investigators learn to apply Holmes’s 
methods.



“Y n y hos. Aly t!”  
- Srlc Hm,  Hn  t Bvl

All of the answers at a scene wait patiently to be 
investigated. Given enough time and a sharp enough 
eye, the clues will reveal themselves. Unfortunately, the 
perpetrators of crimes are less patient and time is of the 
essence.

Investigating a scene is the driving engine of this game. Investigating a scene is the driving engine of this game. 
The trick is to accumulate enough clues before the 
criminals get away or further their plans.

Investigation Scenes play out in a series of rounds. During these Observation, Reason, and Deduction 
Rounds, investigators make Skill Rolls to uncover clues, weed out false clues, and uncover possible leads to 
aid in their investigation. Players can choose to take additional scenes after the first - each extra scene taken 
increases the Threat Meter of the Adventure.

The Observation Round

Observation is the uncovering of clues in a scene. 
One player (normally the player with the highest 
Observation) becomes the Lead Investigator and 
rolls for the investigative team. Each other player 
may contribute half (rounded down) of their 
Observation dice to the Lead InvestigatoObservation dice to the Lead Investigator. The 
assisting investigators must have at least an 
Average Rank in the Skill to contribute. For 
instance, if an investigator has Observation at 
Rank 3, one additional die can be contributed to 
the Observation Roll. The difficulty of 
uncovering clues depends on how many clues are uncovering clues depends on how many clues are 
waiting to be revealed in the scene. A number of 
successes equal to the assigned Difficulty reveals 
one clue. Each extra success reveals one 
additional clue.

Some published adventures include Clue Card Some published adventures include Clue Card 
sheets as handouts. Other times investigators 
may fill out Clue Cards as details are revealed 
during the scene.

An example Clue Card looks like this:

For parties with fewer than five pla
yers, subtract 1 from the 

difficulty for each player below five
 (down to a minimum 

of 1). For parties with more than fiv
e players, add 1 to the 

difficulty for each additional player
. 



The Reason Round

Reason is the Skill used to weed out unimportant or false clues. 
One player (normally the player with the highest Reason) 
assumes the role of the Lead Investigator and will roll for the 
team. Each other player may contribute half (rounded down) of 
their Reason dice to the Lead Investigator. The assisting 
investigators must have at least an Average investigators must have at least an Average Rank in the Skill to 
contribute. For instance, if a player has Reason at Rank 5, they 
can give the Lead Investigator two additional dice for this 
Reason Roll. The difficulty of uncovering false clues depends on 
how many clues there are to decipher. A number of successes 
equal to the assigned Difficulty reveals one clue to be true or 
false. Every two successes above the Difficulty reveal whether 
another clue is true or false. The Lead Investigator chooses the another clue is true or false. The Lead Investigator chooses the 
clues to evaluate as true or false clues. 

Smm t r  ere 
ucc ers ig. Ev  t 
Acv Plar hs  l S R, 
Chractrsts ay ly n ad 
c t t . As , t ay  
Rv r adin c t 
lm, n r lars l t 
st ay ln  m  Rv 
 t t r  c t 
cte. S f Prr Argyl 
ste t w c,  ay 
rvid  t w Rv r
 adin c f ede.

For parties with fewer than five players, subtract 1 from 
the difficulty for each player below five (down to a 
minimum of 1). For parties with more than five players, 
add 1 to the difficulty for each additional player.

F Cu Dei
Number of Clues to 
determine true or false

Difficulty 
(Required Successes)

1-2
3-4
5-6
7+

Demanding (5)
Heroic (6)

Challenging (4)

Average (3)

Exl: 

Fv cu hv  vele n r  t tl. 
Nn hv  drne t  u r . SSc’s 
vigtr hs Re  R 3 n hs t 
ig R  t vigv te.  r 
vigtrs cte tr c t t ,  
Sc s  t   c  s Re R. H 
s  t   ucc. Fr ucc r 
ede t ncvr n cu s u r  ( 
Chlngng Dfficty). Wt t r w ucc, 
 hs drne th nr  t v cu s 
tr  u cu t t c r   n 
prt cu. r cu m t  
Rene.



Deuci R Dfficty

Number of Leads to be 
Determined Good or Bad Difficulty

1-3
4-6
7-9
10-12
13+

Heroic (6)
Demanding (5)
  Challenging (4)
Average (3)
Easy (2)

Fr ri t wr th r lars, brac 1  t fficty r 
eac lar l r (dw t    1). Fr ri t r 
th r lars, ad 1 t t fficty r eac adin lar. 

Exl: 

SSc’s vigtr hs le  

n  t r cu s . s 

lev  t tr cu n 

eac hs tr l leas.  

fficty r t    Vry 

E. H s  ucc  s 

Deuci R n nt  

l leas, w r cu.  

lev t ce lea  eac cu. 

Wt  ngl , Sc’s 
vigtr hs uccfly 
deuce  l leas. 

 vigv rty  hs  ry 

cler rei  h t rce 

t tr vigi.

The Deduction Round

A clue has multiple leads, but only one will guide the investigative team to their goal. Some leads are going 
to be false. A Deduction Roll is required to rule out false leads. One player (normally the player with the 
highest Deduction) assumes the role of the Lead Investigator and rolls for the team. Each other player may 
contribute half (rounded down) of their Deduction dice to the Lead Investigator. The assisting 
investigators must have at least an Average investigators must have at least an Average Rank in the Skill to contribute. For instance, if a player has 
Deduction at Rank 4, they can give the Lead Investigator two additional dice for this Deduction Roll. The 
difficulty of ruling out leads depends on how many clues there are and the number of leads remaining to be 
eliminated. A number of successes equal to the assigned Difficulty rules out a false lead, and for each 
additional success, the Mastermind eliminates another lead from any clue the Lead Investigator chooses.

As rolls are made, the Mastermind or Players mark clues to reveal the proper lead:



Not all interactions with NPCs are Investigation Scenes with Observation, Reason, and Deduction 
Rounds. Sometimes an NPC is confronted about his or her guilt, or investigators want to ascertain 
verification to their theories. Perhaps the investigators are following up on one of their leads. Whatever 
the case, these encounters can be role-played without the need for a full-fledged Investigation Scene. 
Ultimately, a published adventure (or the Mastermind’s decision when writing his or her own case) 
determines what is, and what is not, part of an Investigation Scene.

The Rule of Four

When using the Rule of Four in a scene, investigators are allowed 
to ask up to four questions regarding the case. By increasing the 
Threat Meter, investigators may ask an additional set of 
questions.

There are instances when modifying the There are instances when modifying the Rule of Four becomes 
necessary. Some cases have the Mastermind calling for 
investigators to ask fewer than four (or more than four) questions 
of the character or characters in a scene. While four questions on 
average tends to provide the important information, the Rule of 
Four is a game mechanism that is adjustable when required.

D NPCs hv t wr quis 
tfly?

I ely d  e t  si 
th NPCs r  gn t  
tf   t m. Quing 
 chractr gv t vigtrs 
t rty t dmrt tr 
rw t Prcpi n 
Deuci Ss. Sm ay v 
hv Spii th k t 
qt go  png  ir.

“Gv  t lr n     ig. If   r t  I c ng vrytng. If  r ag  I 
 p .” 

Srlc Hm,  Avr  t Sn St

Be warned, investigators! Criminals do not stand idly by during an investigation. The investigators must 
be as thorough as possible, but understand that they should not exhaust all of their time and resources doing 
so. A good investigative team weighs having some of the clues in the case against the repercussions 
of taking too long to find all of the clues.



The Threat Meter provides the necessary tension to an adventure. The investigators have the choice of 
discovering all of the clues and investigating all of the leads at the expense of increasing the Threat Meter. 
The other choice is an attempt to get ahead of the threat with intuition by going forward with only a 
portion of the clues and leads.

Players can choose to take additional Investigation Scenes after the first - each Players can choose to take additional Investigation Scenes after the first - each extra scene taken increases 
the Threat Meter of the Adventure. Consequences are then applied to the adventure for each increase. 
These consequences may cause the Sherlock Die to function erratically, provide reinforcements to the 
criminal element, lower an investigator’s Resolve, or even hamper Experience Point rewards. It is all up to 
the Mastermind and may provide a complete turnabout of events in the investigation.

TTypically, an adventure has an Endgame threat consequence. This is the last straw, the final chance to 
close out the case. If the Endgame threat is triggered, events become dire indeed. Endgame consequences 
may cause a Moriarty result that triggers the failure of a roll, a complete loss of Resolve, or allows the 
villain to escape from justice.

Take care when choosing to increase the Threat Meter! The party must decide whether to increase it or not, 
and then live with the choice.

Exl: 
  vigtrs hv rne   lea th nct t lc P Offic ay hv r frmi. 
If t rty ly nqr  t P Offic’s lci, rv m t t Offic, n hrs, ., 
tr l   ncre t t re Mr. If t d did t rv tr n togt m 
r clr, t re Mr  accrngly. If, r m dbt, t vigtrs r r  t 
tegty  t lea, t ay nqr  t Mtrn  t racty  t lea. I chng 
r cfirmi  t lea n  r , t re Mr ncre.



“Hm t s vvr  s rwr n e  
t s ck. I s cler th  thu th r 
ig's r ig   is n.”

-  Sig  t Fr.

In which our investigators learn to handle physical 
confrontation.



“I hv m nled, hwvr,  bt, r t Jpn t  
rtng, c hs r th nc  ry f t . I 
e tru s g, n  t  hl scre cke 
aly r   ns, n clwe t r t b s hns.” 

 - Srlc Hm,  Avr  t Epty H.

There are two basic types of attacks in                        : Ranged 
Attacks and Fighting Attacks. Ranged Attacks include both 
shooting and throwing of weapons. Fighting Attacks cover 
brawling, fisticuffs, martial arts, and the use of blunt objects 
in hand-to-hand combat.
 
Once an attack has been declared, the attacker rolls a number 
of dice equal to their appropriate Skill, and the target makes 
an opposed roll using a number of dice equal to their Dodge 
& Defense. Do not forget to add The Sherlock Die to each 
roll! If the number of the attacker’s successes equal or exceed 
the number of successes rolled by the target, the target is hit.

Fighting Attack. A Disarming Attack allows an attacker to disarm or even gain control of a weapon as 
part of a Fighting Attack. These special types of Fighting Attacks must be declared before making an 
Attack Roll.

Sm eps c  e  
r th n ay. Fr 
l,  acng t 
 f, hn-t-hn s 
ddlre s  Figng Aac. 
 f d 1 Dmag Lv 
s t ackr’s Srngt 
S. If  s trw s  
Rnge Aac,  d 1 
Dmag Lv,  t ackr’s 
Srngt S s gnre. S 
ag 72 ag 72 r Wep Rngs 
n Dmag Rs.

Sometimes it may be necessary to Stun a character rather than injure them. So long as the attack is made 
with a fist or club (makeshift or otherwise), an attacker can declare they are making a Stunning Attack. 

    On a successful hit, the attacker makes a Damage Roll using their Weapon Rating. (see page 72 for 
         Weapon Ratings and Damage Rolls). Successes force the target to lose their next turn(s) (1 damage = 1 
           turn, 3 damage = 3 turns, etc). Since this is a non-lethal attack, damage is not recorded, but the 



Disarming Attacks

A Disarming Attack is a special kind of Fighting 
Attack. The attacker must beat the Dodge & Defense 
roll of the character holding the weapon in order to 
disarm them. Unlike most other opposed rolls, the 
Active Player does not win ties when making a 
Disarming Attack. Disarmed weapons fall to the Disarming Attack. Disarmed weapons fall to the 
ground unless the attack beats the defender's Dodge & 
Defense roll with three or more successes. This 
overwhelming success grants the attacker the option of 
holding the weapon after the attack. In either case, no 
damage is rolled against the defender.

Grabbing and Grappling

Grabbing an adjacent character is a variation of a Grabbing an adjacent character is a variation of a Fighting Attack. As a Simple Action, a character may 
attempt to grab an adjacent character. This is a Strength Skill Roll that opposes the target's Dodge & 
Defense. If the Roll succeeds, the target has been Grabbed and cannot take a Move Action without first 
escaping. A Grabbed target is allowed a Strength or Dodge & Defense Skill Roll against the attacker's 
Strength to escape as a Free Action. If they fail the contest, they have been Grappled. The character 
must now spend a Complex Action to attempt a Strength or Dodge & Defense Skill Roll against the 
attacker's Strength to escape. If the roll is successful, the character may use any of their remaining attacker's Strength to escape. If the roll is successful, the character may use any of their remaining 
Actions as normal.

The Grappling character has a few options as to what actions to take. The grappler may make a Fighting 
Attack against his target (Strength opposed by Endurance). The Weapon Rating of the attack is the 
attacker's Strength Rank. The grappler may take the target to the ground (no roll necessary). This leaves 
the target Prone and gives actions against them a Minor Combat Advantage. Alternatively, the attacker 
may release their grasp as a Free Action.

A character can attempt a full Grapple instead of a Grab by spending a ComplA character can attempt a full Grapple instead of a Grab by spending a Complex Action and making a 
Strength Skill Roll vs. Dodge & Defense on an adjacent target.  

character is considered Injured for the duration of the Stun 
Effect (see Injured and Worse beginning on page 77). A 
character may spend Resolve to reduce the Stun Effect on a 
one-to-one basis. The duration of the Stun Effect cannot be 
reduced below one turn.

Exl: 

A A udr’s Sng Aac ag Rb’s Scln 

Yr Iper ils w ucc  t Dmag 
R.  per hs  Sne n l w 

rs. Rb ay pn Rv t euc t ffe t 

n r,  cn euc t ri  t S 

Effe l n r.



 “H r  ep,   e   n tr s lng rs rn . H n th s w gm s , n 
s ly xis t vng f p .” 

 - Srlc Hm, Avr  t Epty H.

Exl: 
PPrr St s acke by  lr rme t  wr (Wep Rng 
2 + Srngt).  lr’s Srngt s 4.  s  c s t Srlc 
Di r dmag, ng  1, 1, 2, 4, 5, n 5 t  Srlc Di   
1, r  t  v ucc.  Prr c pn m  s Rv t 
euc t r  Dmag Lvs,  v r ns  e th 
t Prr hs  Ijre n t nty r uc  i.



It is not often (although it has happened) that 
Watson and Holmes find themselves in a life-or-
death struggle. However, during the course of a case, 
it is very possible for the investigators to find 
themselves stuck in the jaws of mortal peril. Combat 
plays out like any other scene, but there are times 
when a Skill Roll alone does not adequately represent 
the situation. Here are some examples:

     - An investigator jumps behind a stone wall 
                  for protection from gunfire.

     - An investigator creeps up behind a thug 
                  with the intent of getting the drop on him.                  with the intent of getting the drop on him.

     - Two villains attack one investigator hoping 
                   to take advantage of his divided 
                   concentration.

     - A concealed sniper shoots his unsuspecting 
                  target.

"Y r r th I hv m rcincy  t go l B 
pr  oxng. Occinly  s  vc. T-day, r l, I 
hl hv cm t ry gnis gif th ." 

- Srlc Hm, Avr  t Stry Cycst

Exl: 

A tu hs  htag  t ed   ig oo. A vigtr nes n t cr t 
t t  ng   n t  Sng Aac. Snc t tu’s i s 
ce  t htag, t Mtrn l ts t   Mjr Cb Atag rt 
r r c  ng t Aac R.  vigtr hs  Fig S R  3,  
t t r s c,  s v c. A   1, 1, 3, 4, 5, 6, 6, n  3  t 
SSrlc Di s  t  v ucc.  Mtrn s r c  t ng Dod 
& Df  ng   1, 3, 4, 5, n  Wt   t Srlc Di. A t  
tr ucc d  e t vigtr’s ,  t cr s  n dmag s le.



give you one point for being small, one point for the light cover, and another point for the fact he’s taking a 
shot on the run. Add three dice to your Dodge & Defense as a Major Combat Advantage. 

John: My Dodge & Defense is 3, so that’s six dice. I rolled 1, 1, 3, 3, 4, 4, so my 4s give me two successes. I 
only rolled a 2 on the Sherlock Die, so that's no help.

Mastermind: His Shooting is only 3, and it's a Professional Skill so he can reroll any 6s he might get. He 
rolled a 3, 4, 6, and a 2 on the Sherlock Die. The 4 and 6 give him two successes, and a Professional Skill 
gives him a reroll on the 6. He gets a 5! That’s a total of three successes, so the bullet hits you square in the 
back.back.

          John: I cry out in pain! I hope my companions are near.

Exl: 
If t vigtr hs r 

ts  is cb 

atag n t NPC hs 

tr, t vigtr s 

n r i.

It is possible for multiple combatants to have different types of 
advantages. In those cases, just subtract the numbers from each 
other; the remainder is the Combat Advantage in extra dice 
rolled.

The Mastermind is the final arbiter on what constitutes a The Mastermind is the final arbiter on what constitutes a 
Combat Advantage, at what level, and how many dice are 
added. They should endeavor to keep all advantages fair and 
consistent, but may use the “moment of the situation” as they 
see fit. Ultimately, the Mastermind has the final say and can 
choose to customize fight scenes based on what story elements 
they consider important, and make rulings on the fly.

The following combat resulted as John, 
the bootblack (played by Matt), stumbled 
across a kidnapper’s lair. The kidnapper 
pursues John through the woods as John 
runs back to the open field where he plans 
to meet his investigator partners (played 
by Scott and Rob).

Matt (as John): My action is to run like Matt (as John): My action is to run like 
hell. I'll use all three of my Simple 
Actions for my turn.

Mastermind: The kidnapper follows in Mastermind: The kidnapper follows in 
pursuit, but you are outdistancing him. 
Unfortunately he has a pistol, and the 
cad does not want any witnesses. He 
aims for you and shoots.

John: I’m only 4 feet tall. Is there a 
chance that will play into the shot?

Mastermind: Maybe a little, plus this Mastermind: Maybe a little, plus this 
kidnapper is trying to move and shoot. I’ll 



Mastermind: The kidnapper rolls five dice for the Weapon Rating of his revolver. He gets 1, 2, 3, 3, 5, and 
on the Sherlock Die, Professor Moriarty! Do not forget that Moriarty works for bad guys like rolling 
Sherlock works for investigators. I’m going to count both 3s as successes, so you take three Damage 
Levels.

John: Ouch! I was already Nicked! Three more Damage Levels moves me to Injured.

Mastermind: Also, because you reached Injured, your rolled 4s no longer count as successes. Let’s see if Mastermind: Also, because you reached Injured, your rolled 4s no longer count as successes. Let’s see if 
your friends are near. Everyone else make an Observation Skill Roll to Listen and see if you can hear 
John.

Scott (As Professor Stamford): I have Observation at Skill Rank 3, but I have the Listen Specialty. So I 
roll three dice for Observation plus two for Listen?

Mastermind: Listen would be the relevant Specialty for this Observation Skill Roll, so that is correct.

Stamford: I rolled 1, 1, 2, 2, and a 3. What a terrible roll… Stamford: I rolled 1, 1, 2, 2, and a 3. What a terrible roll… Wait, my Sherlock Die came up as Holmes! 
What do I do?

Mastermind: You get to treat any 1s, 2s, or 3s as successes. You should probably pick the 1s or 2s.

Stamford: That gives me two successes. Do I hear the screams?

Rob (as Inspector Edwards): My Observation is 3, but I do not have the specialty for listening. I rolled a 
2, 4, 6 and my Sherlock Die is Watson. I’m going to take the extra success. Observation is a Professional 
Skill so I’ll re-roll the 6 and try for an additional success

Mastermind: No need to re-roll it, 2 is the Target 
Number to meet for Easy, and with Watson you got 
at least three successes. You hear the cries of a 
twelve-year-old boy coming from the nearby field.

Mastermind: Well it’s a new round, so what does 
John want to do?

John: I’m still running and screaming.

Mastermind: Ok. Now you have really opened the Mastermind: Ok. Now you have really opened the 
gap on the kidnapper, it’ll be a long range shot. Who 
do you want to go next?

John: The professor. 

Stamford: I run as fast as I can.

Mastermind: You’ll reach the field at the end of this 
run. Who do you want to go next? 

Stamford: Stamford: Well, it has to be the inspector, right?

Mastermind: Or you can have the 
kidnapper go.



Point Blank Shot

Prone

Small Target

Taking a Defensive 
Posture in Melee

Taking a Full 
Defensive Posture in 
Melee

Taking an 
Aggressive Posture 
in Melee

Minor / 1 or 2

Major / 3 or 4
Minor / 1 or 2
Minor / 1 or 2
Minor / 1 or 2

Major/ 3 or 4

Major/ 3 or 4

Minor / 1 or 2
Minor / 1 or 2
Minor / 1 or 2

Major / 3 or 4

Minor / 1 or 2
Minor / 1 or 2

Minor / 1 or 2

Minor / 1 or 2

Major / 3 or 4

The Defender

The Defender
The Attacker
The Defender
The Defender

The Defender

The Attacker

The Attacker
The Defender
The Attacker

The Attacker
The Attacker
The Defender

The Attacker

The Defender

The Defender

Target is Running Minor / 1 or 2 The Defender

Combat 
Advantage

Attacker Attempts to 
Make a Frontal Stun 
Attack With the 
Defender Aware 

Cover, Heavy

Defender is Caught 
Unaware of the 
Attack

Flanking

Long Range
Melee High Ground 
Advantage

Attacker is Blinded

Close Range

Cover, Light

Cover, Medium

Level /Extra Dice Bonus For

s s  -hv st  l Cb Atag. Tlr t gm t tvr 
Cb Atag   t lars n Mtrn.  r ly uis.  k 
r s  t l t l to t try. U cm  n k tngs vng. D  
k  ry t   t l t k ngs. Fcs  t aci!

Stamford: No Way! Go ahead, Inspector.

Mastermind: I’m spending two points of Resolve to have the kidnapper go before him.

Edwards, Stamford, and John: Boo!!!!!

Mastermind: Now let’s see if we can put the young lad out of his misery. The kidnapper pulls up short and 
takes aim. Oh! But wait! You are now running in an open field and not through the woods. This will be a 
long range shot, and you’re still small, so without cover from the trees, I’d say two points of Combat 
Advantage. John- roll two Advantage. John- roll two extra dice with your Dodge & Defense!



“I s rt  n;  s rt ny ns; t 
n t dpt  lty n lv c lay n 
th cl .”

-  Avr  t r Gids

Wherein investigators learn the limits of their mortality.



“Y d  n nrnc. Y,  dor —  r nu t 
v  i t  .” 

- Srlc Hm,  Dyng Dev

Each Damage Roll success increases a character's Damage 
Level by one. When a character reaches the Injured level (or 
worse), they have an injury that is so severe it causes them to 
lose focus and have difficulty concentrating on their Skills. 
While Injured (or worse) a character's rolled 4s no longer count 
as successes. The only way to remove this effect is to heal the 
investigator above the Injured Damage Level. Investigators 
will not last long if they do not possess the will not last long if they do not possess the Resolve to live, and 
the determination to see the case through to the end.

Reducing Damage

The first option a damaged character has when they take damage is to use The first option a damaged character has when they take damage is to use Resolve for damage reduction. 
This is done on a one-for-one basis. If the character sustains five Damage Levels, they can spend 1, 2, 3, or 
4 points of Resolve to reduce the number of Damage Levels taken, or spend five points of Resolve and 
completely ignore the damage dealt. From a roleplaying perspective this is explained by the character's 
stoic resistance to injury and their complete and utter single-mindedness. The character is still “hit” by the 
attack; they are just determined not to let the damage shake them.

A player must decide whether or not to use A player must decide whether or not to use Resolve before applying the Damage Levels to his investigator 

Healing Injuries

Healing in the 1890s is not easy. To heal a character, make a Medicine Skill Roll against the Difficulty 
Level of the injuries sustained. If the Skill Roll is successful, the target heals one Damage Level plus an 
additional Damage Level for each success above what was required. After a successful Medicine Skill 
Roll, any remaining Damage Levels will not heal until the end of the case.

Heng Dffici:



Optional Rule: Additional Healing Attempts
 
Normally, investigators only have one 
opportunity to heal their wounds. Damage Levels 
that are not healed remain to affect the investigator 
for the rest of the adventure. However, with this 
optional rule, an investigator may have a different optional rule, an investigator may have a different 
physician or surgeon look at the wounds and 
attempt to heal them. The Difficulty Level is the 
same as if the investigator was never healed in the 
first place. The investigator heals the better of the 
two rolls.
 
Example:Example:
An investigatoAn investigator, Lawrence Blackpool, has taken 
four Damage Levels, making him Injured. The 
doctor in the party rolls against a Demanding (5) 
Difficulty Level and gets five successes. This will 
heal one level of injury. The investigators then 
decide to take their injured colleague to the hospital. 
The doctor there rolls against the same Demanding 
(5) Difficulty Level, but gets seven successes. (5) Difficulty Level, but gets seven successes. 
Blackpool then applies the better of the two rolls: he 
therefore heals three Damage Levels and is Nicked 
instead of healing one Damage Level and being 
Battered.

Exl: 
Or cng dev ffre r Dmag 
Lvs n s  Ijre.  dor k  
Mecn S R (ng  cl aci) 
ag  Dmnng Dfficty Lv n gs  
ucc. Fv ucc euc t dmag t 
BBre, n t r  ucc rtr 
euc t dmag t Grze. Hwvr, r t  
 t avr t lar ay   ele  
n Grze (1890s ecn c ly d  
uc).

Notice that Damage Levels above Injured require surgical expertise. This means minutes and hours, 
beyond the span of a Complex Action. To make the Medicine Skill Roll, a special Surgical Scene outside 
of combat and physical altercations is required. 



During the course of play, investigators may suffer from various conditions. Conditions include both 
physical effects (like poison or fire) and mental ones (like fear or charm). When a condition (like Fear) causes 
a die result to no longer count as a success, a Sherlock result on the Sherlock die does allow for the number 
to be counted as a success.

Charmed

This effect happens when a character successfully uses the Charm Skill against another character’s 
PPerception.

While charmed by seduction, friendly persuasion, etc., rolled 5s no longer count as successes when actively 
opposing the desires and wishes of the Charming character. If an event occurs in the story which would 
shift feelings against the Charming character, the Charmed character may make a new roll of their 
Perception Skill vs. the opponent’s Charm Skill. It is left to the Mastermind’s discretion as to when such a 
roll can be made to break the Charmed condition. 

Masterminds should award any investigator an extra Experience Point when they are Charmed and 
roleplay out their influence under the Charmed condition rather than fighting it.roleplay out their influence under the Charmed condition rather than fighting it.

A vigtr s 30  t  cltn r.  Mtrn s  c (lng 
t  Srlc Di) n gs 2, 2, 3, 4, 5, 6 n  t Srlc Di,  3. A t  r ucc 
es th t chractr tk r Dmag Lvs.

Falling Damage

When a character falls more than five feet, there is the danger of sustaining bodily harm.

For every 5 feet when landing on a hard surface and every 10 feet when landing on a soft surface, roll a d6. 
Characters take a Damage Level for each 4, 5, or 6 rolled.

Drowning Damage

A character that fails a Swimming Skill Roll begins to drown. Sometimes, an investigator may be held 
underwater - in which case they begin to drown.

When Drowning, a character needs to make an Endurance Skill Roll against a Very Easy (1) difficulty. Each 
additional round the character is Drowning increases the Difficulty Level by one. Failing the Endurance 
Skill Roll causes one Damage Level for each success needed but not rolled. 

A udr gs t r   vigtr   g n s  l t vr's rfac. Ul 
 gs , t vigtr  n f ng ncrengly ffic Enrnc S Rs. 
Fr eac ucc ede   le, t chractr  ffr n Dmag Lv.



Fire Damage

A character who is unprotected from open flame or heavy 
smoke risks taking fire damage.

A character in contact with fire or lethal smoke must make an 
Endurance Skill Roll with a Very Easy (1) Difficulty. For each 
consecutive turn that a character is exposed, the level of 
difficulty increases by one. difficulty increases by one. Failing the Endurance Skill Roll 
causes one Damage Level for each success needed but not 
rolled. 

Fear

This effect occurs when a character successfully uses the Menace Skill against another character’s 
Perception.

When under the effects of When under the effects of Fear, rolled 5s are not counted as successes when actively trying to resist the 
source of the Fear. The situation becomes dire when characters are both Injured and suffering from a Fear 
effect, since this means that neither rolled 4s or 5s can be counted as successes. Fleeing, of course, is always 
an option.

Masterminds should award any investigator an extra Experience Point when they are under a Fear 
condition and choose to roleplay being afraid rather than fighting it.

A vigtr th hs  pe t 
r r tr cv ns k 
 Enrnc S R s.  Avrag 
(3) Dfficty. If ly w ucc r 
le, t vigtr  tk n 
Dmag Lv.

Grabbed

A character reaches out and attempts to take 
hold of an adjacent character.

As noted on page 71, a character that has been As noted on page 71, a character that has been 
Grabbed cannot take a Move Action without 
first escaping. The character must use a Free 
Action to make a Strength or Dodge & 
Defense Skill Defense Skill Roll against the attacker's 
Strength. If they fail the contest, they have 
been Grappled. If the roll is successful, the 
character may use their Move and Complex 
Action as normal.

Iper Pr ctc  r t s hn 
 s ck. Bfr t r hs t chnc t 
g ay, t Iper   Sl Aci t 
p t grb t r.



Poisoned Damage

Exposure to substances of a poisonous nature can cause harm.

A Poisoned character must make an Endurance Skill Roll against a difficulty assigned by the Mastermind. 
Meeting the Difficulty Level means the character takes no damage. Failing the Endurance Skill Roll causes 
one Damage Level for each success needed but not rolled. The character makes a new Endurance Skill Roll 
each round until they succeed - or succumb to the effects of the poison.

RResolve may be spent to reduce Damage Levels from poison on a one-for-one basis. Common poisons of the 
time included arsenic, cyanide, and prussic acid. In a rare case, it was reported that chloroform was ingested.

The Mastermind rules that overcoming the dose of poison will be a Challenging (4) Difficulty. The 
investigator rolls three successes. She will take one Damage Level, and must continue rolling each round 
until she overcomes the poison’s difficulty.

Grappled

When a character fails a Strength or Dodge & Defense Skill 
Roll after being Grabbed, the Grapple condition applies. 

A Grappled character must spend a Complex Action to 
attempt an opposed Strength or Dodge & Defense Roll 
(character’s choice) against the attacker's Strength to break free.

 r th Iper Pr 
Gre  t ac  cng cks s 
s Dod & Df S R n m 
Grle. Iper Pr qcly tk 
 t t grn n cs  r 
stnc.

Restrained

Shackles and bindings are examples of physical restraints 
that impose the Restrained condition.

When tied up, an investigator must make a Strength or 
Criminal Artistry Skill Roll against the difficulty of the 
bindings to free themselves (as assigned by the 
Mastermind).Mastermind).

Stunned

When a character uses the Fight Skill in a Stunning Attack 
and applies Damage Levels to the target, the target is 
Stunned.

Successes force the target to lose their nSuccesses force the target to lose their next turn(s) and any 
rolled 4s do not count as successes. The character may only 
take Free Actions.

A r  vigtrs n tv 
hacle hn n   t bac   t 
l's id.  Mtrn drn 
th t r  t nngs  er t 
vigtrs t k Srngt S Rs 
ag  Dmnng (5) Dfficty r 
CCn Arstry S Rs ag  
Chlngng (4) Dfficty t cp.

 A rkr gs t ro   vigtr 
n lns  Sng Aac. H gs w 
ucc  t Dmag R,  t 
vigtr l w rs. As , r t 
ri  t S, t vigtr s 
egrde s Ijre- v thu  Dmag 
Lvs r ie.



“r’s  e n cng  t sm, uc  n s 
vr l  Engln . I   cl n r, 
Wt, n  go ny  s ay tr fr ts l.”

- Srlc Hm, Hs L B

In which the investigators learn about the world 
around them.



“ min qui r tagst t cler eng. I r  th t  ng m I vr n 
s hnge r ng tr l clr r tr rnc-n, n t  pl   y 
acqutnc s  ltrst  hs p erly  qurtr   i p t Ln r.” 

–Srlc Hm,  Sig  t Fr

The Victorian era began with the ascension of Queen Victoria to the throne in June of 1837 and lasted 
until her death in January of 1901. During this era, Great Britain enjoyed a time of peace, prosperity, and 
innovation. With advancements in medicine and technology, quality of life improved greatly. This 
produced a significant increase in population. Social norms evolved along with the environmental 
changes, bringing forth new standards of conduct and behavior.





“W ha g s r s ts,   hl    t gtlm f,  ha  ng s r  t 
t- n ha er t l cvrsi. Wh s I? Wh i I ? Wh i I e by ng quis? 
H ha  n   lnguag, n s ajev r ry igrs.”

- Srlc Hm,  Avr  t Stry Cycst

"Wh  m -- ,   m!" cie t Kng  
Bi,   ha  tr ea ts stl. "Di I  
t  h qc n t  s? Wl   hv 
ad  arl u? Is    ty th  s  
 y lv?" "Fr  I hv   t lady  s 
nde t    ry ffr lv t r Mjty."  
-  -  Kng  Bi n Srlc Hm, A Scn  

Bi

The upper class is the ruling class of her Majesty’s 
Empire. Formed from those of noble title and landed 
gentry, it is an entire class of people so wealthy that 
they do not need to work. For these individuals, society 
is to be enjoyed at each and every turn. The social 
season, beginning in April, has the upper class 
descending on London en masse, to their city homes. descending on London en masse, to their city homes. 
They will enjoy balls, galas, the London Theater, and 
hosted entertainments for the next three months. It is 
during this time that young girls, now of a marrying 
age, are introduced into society, and suitable matches 
are proposed for matrimony.

Although the upper class may seem like all wealth and Although the upper class may seem like all wealth and 
leisure, maintaining status and standing is of utmost 
importance. There is a rigid code of etiquette which 
must be followed at all times. Breaking this code is a 
terrible folly which might ostracize the individual or, 
worse still, their family.



“W     t krs  th c n t 'P '' rung   s ck,  c as r 
 by  ... I dray th f I ha  100 ns dw    , th  l  hv gv  uc 
cl frmi s s rw   by t de th  s dn    agr.” 

– Srlc Hm, Avr  t Bu Crncl

The middle class is the working class of the empire. Doctors, lawyers, captains of industry, shopkeepers, 
bankers, importers and exporters, clerks, and government officials are all examples of middle class 
professions. Sherlock Holmes and Dr. Watson distinctly belong to this class of citizen. During Victorian 
times, the middle class is the growing class in England. Education reform and the population explosion in 
urban settings greatly increased the need for the services and industry provided by the middle class.

The middle class follow the code of etiquette as closely as possible given their status and wealth.

“H s  rin r, thu  rdr t vi t c eglis  rns t  m rad   ts. 
Sm l stnc dw reanel Sr, p t l-hn id, tr s, s  ay hv mrke,  m 
ngl  t . Hr  s th ts crer tk s dly e, cr-le t s ny tc  tc  s 
l, n s  s  ts peacl  m   chty dcns t t gre letr c c i p t 
vm id .” 

– Srlc Hm,  M t  Twste L

While the middle class may be the fastest growing 
segment of the population, no segment is larger 
than the poor. Lower class men may find 
themselves working the docks as hired daily labothemselves working the docks as hired daily labor. 
Families share one-room hovels in order to survive. 
The influx of immigrants made the problem worse 
in London, where labor was plentiful and wages 
low. Many poor send their children to work daily, 
out of necessity. A great housing shortage 
increases rents dailincreases rents daily. In London, workhouses are 
meant to care for the poor, but there are not enough 
workhouses for the population. Men and women 
are given work and wages here, but the conditions 
are harsh, demanding, and exacting. Diet, 
education, attire, and discipline are strictly 
enforced. The workhouse sends poor children to enforced. The workhouse sends poor children to 
dangerous positions in mines and factories.

The poor care little for the rules of society and 
etiquette, and are more concerned with earning 
enough money for their next meal.



In most role-playing games, characters prefer to be strapped to the hilt 

with weapons. In 1890s England, however, that just is not likely to happen. 

The laws concerning guns are simple. A character can have a weapon on 

their property, but once it is taken anywhere- a license is required. 

Getting a license is fairly simple for a law-abiding citizen. One simply 

needs to file the appropriate paperwork and pay the licensing fee of 

10 shillings. The Gun License Act of 1870 says if anyone is caught 

carrying a firearm without a license, the fine levied is to be 10 pounds carrying a firearm without a license, the fine levied is to be 10 pounds 

(that is about 1,000 dollars in US currency today). A fine of such 

magnitude would be crippling to a member of the middle class, and the loss 

of status and the ensuing scandal would be unthinkable for a member of 

the upper class.

IInvestigators may very well spring for the 10 shilling license, but that 

does not give them the right to go waving weapons about London. No one 

would look twice at a country squire carrying a shotgun about his 

property; however, brandishing a weapon in the city is certainly

considered disturbing the peace. Even if a weapon is simply spotted on an 

investigator, he or she will surely be asked for their license. A Mastermind 

has every right to have constables detain any character waving around a 

firearm.

One last word of warning about firearms: The discharge of such weapons 

will have police swarming. An official inquiry will take place and the 

characters can expect to be detained until such a time as the police are 

satisfied. If the isatisfied. If the investigators used a firearm in any crime, they can expect 

little leniency from the court- no matter what their prior working 

relationship with the police may have been.



Profession Profession
Approximate Annual 
Income (in pounds)

Approximate Annual 
Income (in pounds)

Antiquities Dealer
Apothecary
Bakers and Butchers
Baker Street Irregular
Bank Clerk
Barmaid
Bartender (Bartender (Publican)
Butler
Cabmen
Calvary Officer
Child Labor
Chimney Sweep
Conductor, Train
Consulting DetectiveConsulting Detective
Cook
Coroner
Dockworker
Doctor
Dressmaker
Enlisted Soldier
FFactory Labor
First Footman
General Office Clerk
Gentlemen World Adventurer

Governess
Housekeeper
Jewelers and Watchmakers

JournalistJournalist
Landed Gentry
Landlady
Law Clerk
Maid
Mayor
Medical Student

Moneylender
Nurse
Opera Singer
Penny Theater Actor
Police Constable (Bobby)

Police Inspector
PPostman
Professor of Science
Professor of Social Science

Reformed Cutpurse
Retired Army Officer
Retired Gentleman Thief

Returning Soldier
Scotland Scotland Yard Inspector

Shopkeeper
Stable Master
Stage Actor
Stockbroker
Stockbroker's Clerk
Street Urchin (Bootblack)

Street Urchin (Flower Girl)Street Urchin (Flower Girl)

Street Urchin (Newspaper Boy)

Telegraph Clerk
Theatre Manager
Undertaker
Valet
Vicar
VVictorian Boxer
Wealthy Industrialist
Wealthy Landed Gentleman

Wealthy Sporting Yachtsman

Well-Known Adventuress

Whitechapel Unfortunate

200
400
70
10
50
35
40-7040-70
45-75
50
50
8
40
60
200200
30
500
15-20
800
30
25
2020
30
60
5,000
40
40
80
7070

5,000-15,000
140
50-110
12-20
1000
500

2000
10-35
100
13
50
100
5050
70
70
35
40
100
20
120120
40-70
40
85
2000
100
10
1010
10
78
800
300
25
20
8080
10,000
15,000
10,000
200
10



at a moment’s notice, worrying about what their 
employer and his or her guests think of the dinner. 

Butlers

Butlers are in charge of the house, the footmen, Butlers are in charge of the house, the footmen, 
and the other male staff. A butler arranges the 
dinner table,announces the dinner, and serves 
wine and can be called upon to cut the meat. He 
watches over the stores of wine, silver, and any 
other serving valuables. Cellars and pantries are 
under his direct control. Sometimes the position 
was hereditarwas hereditary, other times it is based on 
promotions through the ranks of footman and 
under-butlers.

Housekeepers

Housekeepers are female and serve as second-in-
command of the domestic staff.She directs the 
maids, manages accounts, and keeps track of the 
household linens. An inventory master, the 
housekeeper monitors the stores of soap, candles, 
sugar, flour, dishes, and china, and every other old 
household  consumable or item, save for the wine 
and silver. A housekeeper orders all the goods 
necessary for running and maintaining a home 
from village or town tradesmen. She is tasked 
with any household polishing that needs to be 
done along with her long list of duties.

The Upper Class of Staff

The upper tier of the household staff contains positions of authority that rank higher that the rest of the 
servants. Often these people are older, with a distinguished career in service. They demand respect for 
their position, mimicking their positions as the “upper class” of servants. 

The Chef or Cook

The cook or chef handles all the meals of the house. Many households seek the best chefs from around the The cook or chef handles all the meals of the house. Many households seek the best chefs from around the 
world. A cook (most often a female) is employed if a suitable chef was unavailable. Cooks and chefs do not 
control the kitchen purse strings; they simply make the meals. They can become nervous or temperamental 

A large English country estate, a posh London townhome, or even a well-to-do middle class house is 
bound to have servants. A social status exists in their ranks similar to the outside world of the Victorian 
Era. It is important to understand these positions if attempting to navigate the world downstairs.



The Middle Class of Staff

The middle tier of servants includes the people with specialized positions within the household staff. They 
report to the butler or housekeeper but tend to their particular and personal duties.

Valet

A valet, also known as a gentleman’s gentleman, is tasked with ensuring his employer’s day goes 
smoothlsmoothly. This includes a clean room, clean clothes, dressing and grooming, mending clothes, packing for 
trips, making travel arrangements, brushing hats, polishing shoes, and any other assistance his employer 
requires.

Lady’s Maid

A ladA lady’s maid is very similar to that of a valet, except she attends the lady of the house. This includes 
dressing the lady, hairstyling, maintaining her wardrobe, washing delicates, and seeing to her lady’s daily 
routine. The servants keep their thoughts of their employers to themselves around a lady’s maid. She may 
not always be trusted by the rest of the staff because of her close relationship with the lady. Some lady’s 
maids become trusted confidantes of their lady and are charged with keeping family secrets safe.

Governess

A governess is a particular oddity in a household. She A governess is a particular oddity in a household. She exists as neither servant nor family. She is there to 
teach and instruct the children. She teaches reading, writing, and arithmetic. More well-rounded 
governesses may possibly teach foreign languages or history and geography. They are also expected to be 
the moral teachers of children. A governess is expected to attend to both servant and family requirements. 
Thus, tasks such as mending a child’s clothes or tending to a sick child must be maintained as well as 
requirements such as attending church or a family gathering where the child is to be the focus. On 
occasions where the family is away without the need of her services, she may even help supervise the occasions where the family is away without the need of her services, she may even help supervise the 
servant staff.

The Lower Class of Staff

The lowest class or lower tier of servants is employed to do various tasks under the supervision of the 
butler and housekeeper. This is often a starting level position for people wanting to enter a life of service.

Housemaids

Housemaids could take many positions depending on what the employer could afford. Housemaids could take many positions depending on what the employer could afford. Parlor maids are 
tasked with rising early and cleaning the common areas such as the drawing room, the front hall, the dining 
room, and sitting rooms. Cleaning lamps, polishing candlesticks, sweeping, dusting, and arranging rooms 
are typical duties. Laundry maids spend all their time doing the laundry of their employer’s family. 
Nursemaids see to the needs of the young children all day long. Kitchen maids assist the cook by lighting Nursemaids see to the needs of the young children all day long. Kitchen maids assist the cook by lighting 
the fires, preparing the dishes, or making food for the servants. Their assistants, known as scullery maids, 
are in charge of cleaning the dishes and the kitchen which was a very dirty job. Scullery maids are the entry 
level position into service and normally have the worst job of the lot.



Footmen

Footmen are male servants in charge of cleaning footwear and cutlery, and setting tables for meals. 
Footmen serve the courses of dinner to the employer, his family, and guests. They can be called upon to be 
valets to visiting gentlemen, carrying their belongings to their room. Each footman bears the title of first, 
second, or third- a rank that is normally based on seniority. If the butler becomes incapacitated or is away 
from the house, the first footman can take over his responsibilities until he returns.

“I s y if, Wt, nde p y pinc, th t lw n l ls  Ln d  r  r 
reaf r   th d t ng n ef cryid.” 

- Srlc Hm,  Cr B

Horse-Drawn Carriages

There are various kinds of horse-drawn transport There are various kinds of horse-drawn transport 
around the city. The first, a four-wheeled vehicle 
known as a “Clarence” or “Growler”, (named 
for the growling sound made as it traveled over 
the road) has a comfortable cab for four, and a 
fifth seat where another can ride with the cabbie. 
Another type, most famously used by Sherlock 
Holmes is a two-wheeler known as a Hansom. Holmes is a two-wheeler known as a Hansom. 
Named after its inventor, Joseph Hansom, the 
small conveyance seated one or two individuals. 
Many women choose to travel by Growler
 instead of a Hansom as traveling in a small 
transport meant for two is often associated with 
having loose morals. Men on the other hand, not 
stereotyped by the cozy nature of the transport, readily travel by Hansom. The typical cost of such a ride 
is about two shillings for two miles and a sixpence for each additional mile. 

These carriages do pose several safety risks. The streets of London are overpopulated with pedestrians 
walking, mingling, and shopping in narrow streets. Carriage drivers are of the poor class, known to drink, 
and often have a reputation for being less than diligent in their duties. Fatalities resulting in carriage 
incidents are all too common. Carriages are also dirty, wet, and occasionally full of fleas. Still, all the 
disadvantages do not discourage people from using this cheap form of transportation. 

FFor mass transport one might use the omnibus, sometimes called a horsebus. These carriages, particularly 
the red “Favorite”, are large enough to carry forty-eight people at a time. While moderately useful in 
getting around, horsebuses have some limitations. First, they follow a per-determined route, and second, 
some of the larger buses are excluded from operating in tightly-congested areas during busy traveling 
times. Even with such limitations, some three thousand horsebuses are in operation, waiting for an 
investigator’s patronage.



Electric-Power “Tube” Trains

Technology is a wonderful thing, and perhaps nothing is as exciting as characters taking a ride on the 
world’s first electric train. The City and South London Railway features the electric “tube” train, with 
stops at Stockwell, the Oval, Kennington, Elephant & Castle, Borough, and King William Street. The 
claustrophobic carriages are cramped and feature no windows, but this does not prevent hundreds of 
travelers from using it daily.

Steam-Powered Underground Trains

Underground steam engine trains were first used by the public in 1863. This predecessor to the electric 
train makes many more stops than the “tube”, with more tracks and stops being added all the time. 
Making great circles beneath London, there’s the inner circle, a middle circle, and the outer circle for 
making one’s way about. Although steam vents are engineered at strategic places, smoke, steam, and 
soot fills the tunnels- making it a less than pleasant environment. The cost of a ride is a tuppence or 
halhalf-groat anywhere along the way.

Steam-Powered Boats

Also known as steamers, these boats are readily available to take investigators up and down the Thames. 
Steamers are useful for carrying ladies and gentlemen from one side of London to the other. One 
amusement of the Upper Class and affluent Middle Class is hiring a steamer for a day, holding parties 
and social occasions aboard the ship. Rates run from a penny to a sixpence depending on the length of the 
trip.



The concept of recreation for the Middle Class is 
fairly new, having only started in the past few 
decades. decades. Recreation is mainly focused on the arts or 
physical sporting events. People gravitate to music 
halls, plays, museums, and dances on one side, and 
racing, gambling, soccer, rugby, and bicycling on the 
other. Playing chess, attending a dog show, and going 
to the circus were popular pastimes as well. Some 
pastimes offer a perfect excuse for a young gentleman 
to “call” upon a lady for an afternoon about London. to “call” upon a lady for an afternoon about London. 
Hosting a social event at one’s home could include a 
recital, a reading, or a slew of silly parlor games.

One interesting pastime that does not fit the arts or 
sports preference is the gentleman’s club. Such clubs 
are typically based on a man’s profession or political 
beliefs, although a club formed around literary interest 
might spring up. In order for a gentleman to join such 
a club, he must be accepted by the current 
membership. Once he is accepted, he pays a yearly fee membership. Once he is accepted, he pays a yearly fee 
to enjoy the club’s benefits. In many cases, men treat 
these clubs as a way to escape the female element in 
their lives and conduct business, politics, and 
recreation in private. 

Human-Powered Transportation

The bicycle was invented in 1839, but it is not until the 1890s that the more modern iteration of the bicycle 
comes into use. People begin biking for recreation more than using the bike as a major means of 
transportation. The bike is very affordable by both the Upper and Middle Classes. Young people 
especially enjoy the freedom, solitude, and independence that a biking trip can provide, particularly females 
wanting to get away for a few hours.

The Police

Before 1829, the citizens of London were in charge of policing the great metropolis themselves. The influx 
of migrants, the growing population, and the decrease in available work caused the crime rate to soar. A 
full-time professional police department was what London needed. Introduced by Robert Peel in 1829, the 
Metropolitan Police Act divided London into districts that were each policed by their own force. Things 
were not perfect. Police were not allowed firearms. They had to police the beat on their own and were only 
               equipped with a rattle to call for help. They were severely underpaid and some succumbed to                equipped with a rattle to call for help. They were severely underpaid and some succumbed to 
                  bribery attempts. However, after the first few decades of policing, the officers’ situation did 
                     improve. Labor strikes led to better wages, louder whistles replaced rattles, the number of 



public street lamps increased, constables began 
carrying lamps, and the number of capable police 
officers grew at a steady rate.

The commissioner of police, his staff, clerks, 
accountants, and eventually the Criminal 
Investigation Division were all housed at Great Investigation Division were all housed at Great 
Scotland Yard. The police force continued to grow, 
and in 1890 they moved to new headquarters 
overlooking the River Thames. This location became 
known as New Scotland Yard. It is also during these 
years that the idea of record keeping on habitual 
criminals began. Although the science of 
fingerprinting may well be known to the fingerprinting may well be known to the 
investigators, the police will not start using it until 
1894. Additionally, a special anti-terrorism force, 
known as Special Branch was formed in 1883 to 
combat extremist activity and other perceived 
threats.

Crime

RRobbery, murder, burglary, theft, and assault are all common crimes during the Victorian Era. Criminals 
went unchecked during the 1830s and early 40s with blatant crimes. Originally, police departments found 
themselves severely understaffed and under-equipped. As the Victorian Age continued, improvements in 
police response reduced the number of blatant street robberies. Criminals moved more into sneakier crimes 
like burglary. Though not as violent as in the 1830s, crime has become more sophisticated and the need for 
detective work has increased. Criminal detection is still new and only dogged determination, endless 
questioning, and a tenacious desire to pursue leads can catch cunning criminals.questioning, and a tenacious desire to pursue leads can catch cunning criminals.

Punishment

At the time Queen Victoria took the throne, no fewer than two hundred crimes were punishable by death. 
Public executions were commonplace even for minor crimes, and deportation to Australia was the only 
alternative. Courts were not known for their fairness. Take the case of Mary Wade, an eleven- year-old 
girl who in October of 1788 stole the frock from another little girl and was sentenced to death by hanging. 
Her sentence was later commuted to deportation. There were no such things as defense lawyers and, until 
1843, persons such as an accused man's wife could not even give testimony on behalf of the defendant. By 
the 1880s, prosecution teams had been professionalized, defense counsels were permitted, children were no 
longer tried as adults, and probation had been instituted as a first-time punishment. Criminals can now 
expect a trial- and not a railroading to the gallows. Lawyers are able to assist a defendant with legal expect a trial- and not a railroading to the gallows. Lawyers are able to assist a defendant with legal 
counsel, but a barrister is needed to argue a case in open court. Minor crime cases are heard by police 
courts, and major offense cases are heard by the assizes - periodic criminal courts that deal with the most 
serious offences - in each county of England. For capital offenses, defendants are held for trial in the 
Central Criminal Courts known as the Old Bailey. 



The Metropolitan Fire Brigade

Until 1865, individual insurance companies employed their own fire departments to take care of fires in 
buildings they insured. Cooperation between companies resulted in the London Fire Engine Establishment 
in 1833. They had eighty firefighters stationed across thirteen stations throughout London. In 1861 a large 
fire broke out in Tooley Street. This fire caused a large amount of damage, deaths, and most importantly 
cost to the insurance companies. The companies raised their premiums and threatened to disband their 
private firefighting companies. As a result, in 1865, the Metropolitan private firefighting companies. As a result, in 1865, the Metropolitan Fire Brigade was formed. Funded by 
taxpayers, the brigade fell under the leadership of Eyre Massey Shaw, an old army Captain. Shaw had 
resigned his army commission to become the Chief Constable of Belfast, and would be in charge of the 
police and fire brigades.  During this time, Shaw advocated for the use of brass helmets, steam fire 
engines, and an increase in the number of stations around London. In 1891, he resigned over disagreements engines, and an increase in the number of stations around London. In 1891, he resigned over disagreements 
with the fire brigade being placed under the control of the London Country Council. On his last day of 
office he was Knighted by Queen Victoria. The position then fell to James Sexton Simmonds.



“Wh n  c v nr c scvr.”

- Srlc Hm,  Avr  t Dncng M

In which we discuss the role of the person who 
orchestrates the investigators' adventures.



“Gv  t lr n     ig. If   r t  I c ng vrytng. If  r ag  I 
 p .” 

- Srlc Hm,  Avr  t Sn St

“N, : I vr gu. I s  hcng h — ducv t t logc acty. Wh s rng t  s ly  
  d  l y r  thu r v t m acts p c lrg frnc ay dpn.” 

- Srlc Hm,  Sig  t Fr

The Mastermind (often called a Game Master in many roleplaying games) presents the story and controls 
the non-player characters, the plot, and the tempo of the game. He or she is the arbitrator of the rules when 
necessary. This role is often assumed by the person who has the most familiarity with the game.

The investigators undoubtedly want to be as thorough as possible, but criminals do not stand idly by 
waiting to be caught. Thus, the investigators must weigh having some of the clues in the case against the 
possible repercussions of taking too long to find all of the clues. Like a good novel, an adventure needs 
tension. If the investigators have all the time in the world to solve the crime without repercussion, it 
hardly makes for good entertainment.

The Threat Meter provides the necessary tension to an adventure. The investigators have the choice of The Threat Meter provides the necessary tension to an adventure. The investigators have the choice of 
discovering all of the clues and investigating all of the leads at the expense of increasing the Threat Meter. 
Alternatively, they can attempt to to get ahead of the threat with intuition by going forward with only a 
portion of the clues and leads.

Players can choose to take additional Investigation Scenes after the first - each Players can choose to take additional Investigation Scenes after the first - each extra scene taken increases 
the Threat Meter of the Adventure. Consequences are then applied to the adventure for each increase. 
Apply one of the following sample Threat Meter consequences, or craft case-specific results that may 
better suit the adventure.

Example Threat Meter Consequences:

- The criminals are able to move their timetable forward. Perhaps they commit a crime earlier than 
expected, or plan their escape sooner. 

- Bad press from the case is published. The investigators suffer a loss of Status until the conclusion 
of the adventure. Lower each investigator’s Status by three circles.

- The villain's agents grow bold with their actions. Add three Resolve to the general pool of 
reprobates’ Resolve.

- The investigation becomes slightly more difficult. The tension reaches level 1 – - The investigation becomes slightly more difficult. The tension reaches level 1 – Rolled 1s on the 
Sherlock Die no longer cause 1s to be successful.



- The investigations become moderately more difficult. The tension reaches level 2 – Rolled 1s 
and 2s on the Sherlock Die no longer cause 1s and 2s to be successful.

- The investigations become exceedingly more difficult. Then tension reaches level 3 – Rolled 
1s, 2s, and 3s on the Sherlock Die no longer cause 1s, 2s, and 3s to be successful.

- Operatives oppose the investigators indirectly by sabotaging them when possible. Rolled 1s 
on the Sherlock Die now take away one success instead of causing 1s to count as successes.

- A known criminal comes to the villain for a job. Add a new reprobate or two to help the 
villain. villain. 

- The criminals hire extra muscle to protect their interests, or to harry the investigators. This 
can be in the form of brute force, political pressure, blackmail, or even romantic pressure (i.e., 
seduction). An extra team of reprobates actively work to protect the villain’s interests. 

- The suspects get wise to being investigated and begin covering their tracks by destroying 
any evidence not yet discovered. They may even get bold enough to destroy evidence in the 
investigators' possession. Reduce the number of Experience Points awarded for the 
adventure. adventure. 

- Resolve erodes away under the weight of the case. Each investigator loses two points of 
Resolve as the tension mounts.

- The despairing nature of the case begins to wear on the investigators. No Resolve will be 
awarded for the remainder of the Investigation Scene.

Each adventure should also have at least one 
Endgame Threat. This is usually the last straw, the 
final chance for investigators to close out the case. 
If an Endgame Threat triggers, events become dire 
indeed. Apply one of the following sample 
Endgame Threats, or craft case-specific results that Endgame Threats, or craft case-specific results that 
may better suit the adventure.

Example Endgame Threats:

- When 1s, 2s, and 3s are rolled on the 
Sherlock Die, take away that number of 
successes instead of causing 1s, 2s, and 3s 
to count as successes.

- The villain is on the run. Any further 
increase of the Threat Meter allows the 
villain to escape and return another day…villain to escape and return another day…

- The lads from Scotland Yard solve the 
case ahead of the investigators if the 
Threat Meter increases. Each investigator 
loses three circles of Status.



- The villain network increases. He gains a new team of reprobates to assist or defend him.

- A known criminal comes looking for a job; he now assists the villain. The NPC is also 
treated as a full-fledged villain.

- The investigators have made such a mess of things that even a successful conclusion to the 
case will not help. Reduce experience to one point each. 

- The Moriarty result on the Sherlock Die now becomes an instant failed roll, no matter - The Moriarty result on the Sherlock Die now becomes an instant failed roll, no matter 
what the other dice show.

- The case has become despairing indeed. The investigators lose all of their Resolve.

This is by no means an exhaustive list. A Mastermind writing their own adventure should come up with 
whatever threats work best for the story. Also remember, a Mastermind’s party of investigators is never 
privy to what will happen if they let the Threat Meter increase. Never tell them beforehand. The 
investigators must decide to increase it or not, and then live with their choices.

Additional Investigation Scenes are not the only way to increase the Threat Meter. This is normally due 
to the players researching false leads or clues that they failed to uncover as false in the Reason or 
Deduction Deduction Rounds. If the investigators pursue a false lead or clue in the course of the story, the Threat 
Meter increases when they reach the dead end. Keep in mind that inquiring about a false lead is not 
enough to increase the Threat Meter. When the players have devoted extensive time and resources to a 
false lead, then the Threat Meter should be increased. The Mastermind determines how much to plan out 
and role-play in the research of a false lead, but the natural conclusion and dead end should result in 
increasing the Threat Meter.

The investigative party may become suspicious when researching 
a false clue or lead. For an increase in the Threat Meter, the party 
may decide to ask the Mastermind to confirm if the clue or lead is 
indeed false. In place of spending a lot of time on a false clue or 
lead, the investigators can move forward with the investigation of 
other potential leads.

Exl: 
 vigtrs hv rne   lea th nct t lc 
P Offic ay hv r frmi. If t rty ly 
nqnqr  t P Offic’s lci, rv m t t 
Offic, n hrs, ., tr l   ncre t t 
re Mr. If t d did t rv tr n togt 
m r clr, t re Mr  accrngly. If, r 
m dbt, t vigtrs r r  t tegty  t 
lea, t ay nqr  t Mtrn  t 
racty  t lea. Fr cfirmi  t lea n  r 
, t re Mr ncre. 



Not all interactions with NPCs are Investigation Scenes with Observation, Reason, and Deduction 
Rounds. Sometimes an NPC is confronted about his or her guilt, or investigators want to ascertain 
verification to their theories. Perhaps the investigators are following up on one of their leads. Whatever 
the case, these encounters can be role-played without the need for a full-fledged Investigation Scene. 
Ultimately, a published adventure (or the Mastermind’s decision when writing his or her own case) 
determines what is, and what is not, part of an Investigation Scene.

Adjusting the Rule of Four

There are no fixed criteria to give for adjusting the There are no fixed criteria to give for adjusting the Rule of Four. Without knowing what questions each 
investigator may ask, it is impossible to gauge precisely when to alter the rule. However, there are some 
guidelines that have been found to work well when adjusting the Rule of Four.

The Goal of the Threat Meter

The Threat Meter is designed to have the average group of investigators advancing through about half of The Threat Meter is designed to have the average group of investigators advancing through about half of 
the increases before closing the case. Players who are exceptionally crafty at investigations or just plain 
lucky will only raise the Threat Meter a few times compared to an average group. Conversely, a group 
that is struggling will finish the game with more Threat Meter increases than an average group.
Adjusting the number of questions that the investigative party is allowed to ask keeps the party from 
eexposing the Endgame Threat before they have had sufficient time to solve the case. After all, the purpose 
of the Threat Meter is not precision, it is all about adding tension and making the game challenging.

Adjusting the Rule of Four to the Number of Threats in the Threat 
Meter

Most Threat Meters have four to six possible threats to expose throughout the adventure. If the 
adventure contains fewer than four threats, consider allowing an extra question. When the adventure has 
seven or more threats, it is acceptable to lower the number of questions.

Adjusting the Adjusting the Rule of Four to the Number of Investigation Scenes

Most adventures will have two or three Character Investigation Scenes. On occasions when there are 
many Character Investigation Scenes (more than four as a guideline), consider allowing the investigators 
an extra question per scene. 

Adjusting the Rule of Four when characters have a lot of information

Most NPCs have a couple of facts to impart to the investigators. Certain characters are pivotal to the 
adventure and possess a greater knowledge of events. When this is the case, consider allowing 
investigators an investigators an extra question or two before increasing the Threat Meter. 



Optional Rule: Using Clue Cards with the Rule of Four

In some cases, the lack of physical evidence may require that the majority of clues come 
from Character Investigation Scenes using the Rule of Four. When this is necessary, 
give the investigators a clue card when they hit upon something important. Once they 
have spoken to enough of the possible characters, use the clue cards in standard 
Deduction Rounds. Let the investigators know that each clue is important, and 
therefore, Observation and therefore, Observation and Reason Rounds are not required.

It is known from Sherlock Holmes stories that Holmes often had quirks that made him rude, abrasive, 
and distasteful at times. Sherlock’s name is not always well-received in social circles. He is allowed to 
dispense with many of the Victorian Age niceties for one reason and one reason only, he is THE 
consulting detective; he is exceedingly good at his job. 

With the disappearance of Sherlock, however, more than a few people have entered the consulting 
detective business, and they are not half as good as Sherlock. By the use of the Status Skill, it is 
possible to instill possible to instill Victorian values into investigators and reflect a time of great social civility, respect, 
etiquette, and kindness (at least publicly). Doors will open or close based on how well investigators 
comport themselves.

In the earlier example of John the bootblack attempting to ask constable Davenport to follow him to a 
crime, John had a difficult time in trying to convince the constable to listen. Compare this to an 
eexample of a member of the landed gentry making the same attempt. Persuading the constable has a 
difficulty of Easy, so the gentleman needs two successes. His status is 5, so he rolls five Status dice - 
and gets four successes. He only needed two, so he will get two additional dice to use on his Fast Talk. 
This is all a result of how the constable perceives status in the Victorian Age. This man is clearly 
important from his dress, his manner of speaking, and his place in society. The constable responds 
accordingly.

Some players may not see a reason to play low status investigators, but there is a very real benefit. The Some players may not see a reason to play low status investigators, but there is a very real benefit. The 
middle and upper classes are bound by the rules of etiquette and society. The bootblack, on the other 
hand, could not care less about a loss of Status. He can take actions that cause a Status loss because 
status to him is unimportant. The bootblack’s lack of status makes him perfect for less than reputable 
actions like breaking into a house, asking a prostitute for information, or entering a gambling den. Low 
status characters and upper class characters make great teammates when it comes to investigations.  

The following is a list of difficulties for interacting with the Upper or Middle Classes. The following is a list of difficulties for interacting with the Upper or Middle Classes. 



The Mastermind is well within the rules 
to increase the difficulty for any NPC 
that truly embraces the ideas of status 
and tries daily to reinforce the class 
system. This could be anyone from a 
snotty middle class bookseller to a 
highborn duke.

When dealing with the pooWhen dealing with the poor, it is 
important to remember that they do not important to remember that they do not 
have the means, time, or inclination to 
deal with the rules of society. They will 
react to the investigators based solely 
upon their own individual personalities. 
Status will not play into it, although 
money and favors might.

“W ha g s r s ts,   hl 
   t gtlm f,  ha 
 ng s r  t t- n ha 
er t l cvrsi. Wh s I? Wh 
i I ? Wh i I e by ng 
quis? H ha  n   lnguag, n 
s ajev r ry igrs.” 
- - Srlc Hm,  Avr  t Stry 

Cycst

When the rules of society are broken, the Mastermind should determine the penalty. The context, the 
public nature of the violation, and the repercussions of the infraction should be considered. A Mastermind 
usually takes a minimum of two Status Circles away as a penalty, and for the most part, should never 
exceed five circles- unless the infraction is a very grievous offense. Rewards should vary between one and 
three Status Circles when doing anything that reinforces status, class, and the accepted Victorian norm.

The maximum number of Status dice that a poor class character can have is three. For a middle class 
character the maximum is five. An upper class character can reach the height of Status, with a maximum character the maximum is five. An upper class character can reach the height of Status, with a maximum 
of eight Status dice.

There are notable and rare exceptions to this, such as Mycroft Holmes, a person of middle class Status 
having eight Status dice due to his role in British Government. If the story calls for it, the maximum 
Status rules can be ignored on a case-by-case basis, but should otherwise be enforced.



“I hv  t Lrad ng  t ly s t t ds c r  ng, n c   ly 
g r  ha re s .   ay  sfly te t d, r thu  s tly dvi  e,  
s s tnacis s  ldog   nc ndrtns   hs t d, n nde,  s  ts tnacty c hs 
ru  t t to  Scln Yr." 

- Srlc Hm,  Avr  t Cror Bo



Mtrns r ncrage 
t n t  tr 
CCrsti i. Shwng  
chtl r s rely 
ie t ts. If r gs 
rn th idl r r 
cl vigtrs r  
chtl l, hv t 
  f tf s  l  
StSts. Lwr cl 
vigtrs hl  t 
 r r l. A  
tr ctacts n rc 
r r r l, r 
rvide by t.

The Victorian Era covered many years, and data collection on 
salaries can be spotty at best, so Masterminds are encouraged to 
invent their own character salaries using the general guidelines 
below.

Character Salaries

  Poor: Under 10 pounds per year
  Lower Middle Class: 10 to 40 pounds per year
    Middle Class: 40 to 100 pounds per year
  Upper Middle Class: 100 to 1,000 pounds per year
  Wealthy and Upper Class: 1,000 to 500,000 pounds per year

Payment for Investigations

The status of the investigators' clients generally determine the case pay in most, but not all cases. In some 
rare cases, the importance of the person or item in question may involve a bonus of some sort. Here are the 
typical rates (without said bonuses) that are paid to the investigative team.

Poor: 1 pound
Example Cases: A flower girl’s flowers are stolen, or a child is 
missing from a workhouse.

Lower Middle Class: 2 pounds
Example Cases: A maid has her only pearl necklace stolen, or a 
barmaid needs to find her sister.

Middle Class: 3-10 poundsMiddle Class: 3-10 pounds
Example Cases: A pawn shop owner has items stolen, or a 
bookseller was robbed at knifepoint.

Upper Middle Class: 15-25 pounds
Example Cases: A doctor is being blackmailed, or a theater star is 
kidnapped.

Wealthy and Upper Class: 25-50 pounds
Example Cases: A painting was stolen from an estate, or a manor Example Cases: A painting was stolen from an estate, or a manor 
lord is accused of murder.

Mtrn Avc: Atn 
Rv Ars

FFr  gy, r lh gm,  
Mtrn ay r l Rv 
r scn. s euc t m 
 dmag  vigtr c  
u . Fr  ry r gm, 
r r Rv. Mr Rv 
lws t vigtrs t gnr 
r dmag r ucce t r 
acis. 



Several weeks or months can pass between cases, so it is natural for 
investigators to return to their normal professions while periodically 
checking in at Baker Street. As a general guideline, players can 
return to their professions and generate one or two months of pay 
between cases. between cases. Keep in mind that subtracting 40% to 50% of those 
wages for the cost of middle class living is acceptable. The cost of 
living for a poor person can be 70% to 80% of their income.

Exl:

 M s layng  pry vigtr. Tycly  k 400 
ns r er. Dving th r by 12 ts es th M’s 
vigtr k 33 ns  t.  Mtrn l 50%  
th s pnr,  M gs 16 n 1/2 ns  pnng n 
w is. 

MMel, Amn’s vigtr,  wr gr, k  8 ns  
er.  s  13 n 1/3 ngs w c, n t  80% 
c  vng (drne by t Mtrn) th lev  2 n 2/3 
ngs t r m.

"Sv  t Srngr's R,  tng s, ndr ny crctnc, lwe, n tr nc, f ru t t c  
t c, ndr t tkr il t i." 

-   Gr Itrr

Mycroft Holmes belongs to the Diogenes Club, where a strict code of silence is followed. In fact, 
gentlemen are not allowed to take the least bit notice of each other. It is rather a curious anti-social social 
club that Sherlock claims has a soothing atmosphere.

It is likely that Masterminds will want to make use the Diogenes Club as a permanent fixture in their It is likely that Masterminds will want to make use the Diogenes Club as a permanent fixture in their 
campaigns. We have elected to treat it as a fully-functioning gentlemen’s club on the outside, and on the 
inside, as a secret meeting place for members of British Intelligence. On the surface it has all the 
appearances of a regular gentlemen’s club: patrons are there to read newspapers, take in meals, drink, and 
think. Most members have no idea of its alternate use.

The basement of the club houses important British Intelligence documents and offices. Mycroft keeps an 
office here. The security protocols are left for the Mastermind to devise, however, the basement should be 
          one of the most secret and secure locations in all of Britain.           one of the most secret and secure locations in all of Britain. To become a member, one must be invited 
            to apply, be accepted, and pay the membership fee of 15 pounds a year. Technically bringing a guest 
              to the club is forbidden in the bylaws, but since no one is allowed to take notice of each other, it is 
               fairly easy to bring guests into the club. Bringing a guest into the basement offices is altogether 
               another story. 



Diogn Cb Lay



1844

1845

1846

1847

1852

1854

1858

1860

Sherlock’s parents, Siger 
Holmes and Violet Sherrinford 
are married.

Sherrinford Holmes is born.

Professor James Moriarty is 
born. 

Mycroft Holmes is born.

John Watson is born. 

Sherlock Holmes is born.

Irene Adler is born.

Holmes maternal grandfather, 
Edward Sherrinford, dies.

Notre Dame is chartered in Indiana, first 
telegram is sent, safety match is invented, 
Brigham Young is chosen as the head of the 
Latter-day Saints

The Raven, by Poe is published, potato 
blight starts the Great Famine, the rubber 
band is invented, Fredrick Douglass 
publishes his autobiography 

Mexican-American War begins, Robert Peel 
repeals the corn laws, Elias Howe invents 
the sewing machine, Neptune is discovered

Charlotte Bronte publishes Jane Eyre, the 
American Medical Association is founded, 
the first postage stamp in the US is issued

End of the Great Famine, Palace of 
Westminster opens, Earl of Aberdeen becomes 
Prime Minister, Uncle Tom’s Cabin is 
published

United Kingdom declares war on Russia 
entering the Crimean War, Crystal Palace is 
rebuilt and reopened, outbreak of cholera in 
London kills 10,000 people

The Government of India Act transfers 
administration of India to British Crown 
instead of East India Company, Lincoln-
Douglass debates, Indian Rebellion ends

Pony Express begins operations, the HMS 
Howe, the Royal Navy’s last wooden ship is 
launched, American Civil War begins



American Civil War ends, Lewis Carroll 
publishes Alice in Wonderland, Poor Law Act 
improves the funding of Workhouses

Benjamin Disraeli becomes Prime Minister 
shortly before Gladstone is elected, Andrew 
Johnson is impeached, Preacher William Booth 
establishes a Christian Mission that will become 
the Salvation Army

Meteorite hits near Banbury, the Challenger 
expedition leaves from Portsmouth, the 
London Metro Police strike, George Eliot 
publishes Middlemarch

Construction of the Panama Canal begins, 
Gotthard railway tunnel completed, Salvation 
Army is formed

Natural History Museum of South 
Kensington opens, Gilbert and Sullivan's 
opera "Patience" is produced in London, 
Shootout at the OK Corral

Queen Victoria dedicates Epping Forest, the 
Married Women’s Property Act of 1882, 
Beginning of the Electric Age, the Orient 
Express begins operation

Karl Benz patents the first successful 
gasoline-driven automobile, Coca-Cola is 
invented, the Statue of Liberty is dedicated

Buffalo Bill's Wild West Show opens in 
London, Queen Victoria's Golden Jubilee, 
Enrique Gaspar's El Anacronópete is 
published, the death of Lucy Ferrier 

The Whitechapel Murders, The London 
Matchgirls’ Strike, The first roll film camera 
is patented

The Eiffel Tower opens, London Dock 
Strike, the Savoy Hotel opens, the first 
jukebox goes into operation in San 
Francisco, the Naval Defence Act is passed

1865-1866

1868

1872

1880 

1881

1881-1886

1886

1887

1888

1889

Sherlock is gravely ill but 
eventually recovers.

It is rumored that Holmes takes 
up fencing lessons at a salon of 
Maitre Alphanse Bencin. 
Sherlock’s father teaches him 
boxing. He excels at both.

Watson embarks on a career as an 
Army Surgeon. A rumor exists that 
Sherlock is tutored for a while by a 
professor James Moriarty.

Watson is wounded at the 
battle of Maiwand, in the 
second Anglo-Afghan war. He 
is returned home.

Watson marries an American 
named Lucy Ferrier and 
purchases a practice in 
Kensington.



Avoid the Three-Pipe Problem
“I s qt  tr-p rl, n I eg th  ' pe t  r y t.” 

- Srlc Hm,  Re-Heade Leagu.

A role-playing game must be exciting to hold the players' interests. In many of the Sherlock Holmes 
stories, a large amount of time passes in the great detective’s mind without any action, drama, or 
excitement. This kind of downtime is likely to bore the players. Do not let the investigators dwell on a 
problem until their eyes gloss over. Have a bomb explode, agents attack, or a jewel be stolen. 

The most recent incarnations of the great detective may not be a traditional or even favorite take on 
Holmes, but they do add action to the stories. Remember, by injecting adventure and drama a story 
becomes more dynamic.becomes more dynamic.

Use of Mix of Villains and Reprobates
“W n i t  v Nr n s il t  l .” 

- Srlc Hm,  Avr  t Crng M

Not every enemy needs to be fleshed out as a full Villain. Those characters that exist merely to harass or 
continue to the plot can easily be Reprobates. Reprobates are throw-away characters that add texture to 
        the game without needing their own back story. 

“I  ploz r cng  lt," si , "n I  rtr eg  t   ncvin s t l  t lev 
r h rtly by scrng vr r bac grd .” 

- Srlc Hm,  Fn Prl

I s plte th Srlc i  i   me vr t s, n th  1891 t 1894  
ad r vmts ng t m Sigr. I s mre th  s Irn Alr  ts m, n  
m  Irn gv rt t  b. s frmi c  ze by  Mtrn ng t ncud 
Srlc t  c. Prhs t gre dev hs ig r uc vigtrs r c rvid avc t t 
vigv rty. 

Scotland Yard moves to New Scotland Yard, 
Francis Galton demonstrates the uniqueness 
and classifiability of the fingerprint

The invention of the Tesla coil, the pneumatic 
bicycle tire is patented, Andrew Carnegie 
founds Music Hall in New York City



Do not be afraid to put a Villain in charge of Reprobates. 
That leads to an exciting conflict- if one develops. Remember 
too, a Villain alone up against a bunch of investigators is 
bound to lose. Give him extra support by adding a team of 
Reprobates or a pair of villainous henchmen.

AdditionallAdditionally, a Mastermind can certainly use more than one 
Villain per adventure. Perhaps the Villain’s right-hand man 
has a subplot that the investigators could explore. If that is 
the case, provide him with the stats of a Villain.  Be sure to 
consult the list of Villainous Guiles (page 131). A selection 
from this list makes for a far more interesting Villain. 

Combat Advantages are the 
Mastermind’s Domain

Rather than specifying every possible Combat Advantage, 
fight scenes can be as dynamic as a Mastermind wants to 
make it. Some Masterminds might consider flanking or 
elevation a more significant Combat Advantage; other 
Masterminds might consider range and cover more 
important. Some Masterminds want rules to important. Some Masterminds want rules to explore every 
possible detail of a combat, while other Masterminds want 
to downplay rules and focus on the drama. During gameplay, 
the Mastermind and investigators can use whatever 
Combat Advantages they desire. Just remember to be 
consistent and fair in adjudicating Combat Advantages.

Advise the Players on Detective Skills During Character Creation

Make sure the players have their investigators diversify and represent the Skills of Observation, Reason, 
and Deduction during character creation. Nothing is worse than getting to an Investigation Round and 
finding that an investigator is lacking a necessary Skill or that another is making all of the Skill Rolls.

Optional Rule: Sharing the Limelight

When an Investigation Scene occurs, offer the investigators a point of Experience 
each if they pick different investigators to act as the Lead Investigator for each round. 
This is a great way to reward players for sharing the limelight.



Help! My Players are Running Amok with their 
Characteristics and Resolve!

Players by their very nature will squeeze every rule, every 
point of Resolve, and every Characteristic to their favor. 
Remember, no matter how many Characteristics they 
attempt to use in a turn, they only get one free attempt to use in a turn, they only get one free Resolve. 
Do not forget to activate their Negative Characteristics 
every once in a while. Negative Characteristics are a 
great way of controlling how much Resolve the 



“I s   pl, hwvr, th   hl   nled c s kly t  f t   s r, 
n ts, I hv ndevre  y c t d.” 

- Srlc Hm,  Fv Orng Ps

Ideally, seeing a case through to completion awards each member of the investigative party five 
Experience Points for achieving the most favorable outcome. 

Reduce Experience Points for:
  - Less than favorable outcomes 
  - A large number of Threat Meter increases
  - Reaching specific Threat Meter consequences

PProvide a point of additional experience for:
  - Role-playing investigators particularly well
  - Providing particularly entertaining moments
  - Creating an investigator backstory or portrait
  - Assigning a new Negative Characteristic to an investigator

In all but the most extreme circumstances, investigators earn a minimum of one Experience Point for 
completing a case. Remember, make it challenging for the players, but make the game fun and 
entertaining as well.entertaining as well.

Investigators can use Experience Points to:

   - Buy a new Skill for four Experience Points. New Skills start at Rank 3.

   - Raise a Skill they already have. The number of Experience Points needed to increase a Skill is   
    double the new Rank. If an investigator was to go from a 3 in Deduction to a 4 in Deduction, they 
    must spend eight Experience Points. A Skill may never be increased by more than one Rank 
        between Cases and no Skill Rank can ever exceed 8. This represents the pinnacle of achievement.  
    (see Skills on page 34).

   - Improve a Skill through Specialization. Adding a new Specialty costs three Experience Points. The  
    number of Specialties that an investigator may have is dependent on Ranks in that Skill (see 
    Specialization on page 35).

   - Create a new Professional, Personal, or Item Characteristic for three Experience Points. (see 
    Characteristics on page 43).

      - Spend two Experience Points to remove a Negative Characteristic.

   - Learn to read, speak, and write a new language for two Experience Points.

Left-Over Resolve

Left-over Resolve is lost at the end of a case. Be sure to tell investigators to use up their Resolve!



Heal Investigators Between Adventures

Every investigator that survived the previous adventure should heal completely between cases. It is 
expected that weeks, months, or years go by between cases. If a player wants to retain a wound for a role-
playing reason, they can keep their wound (starting the adventure at Nicked or Grazed) and add a 
temporary Negative Characteristic for it on their Investigator Profile. These are wounds that cannot be 
healed during the adventure. Award the investigator two additional Resolve at the start of the case. 
Temporary Negative Characteristics like this do not count toward the normal limit. This choice allows for 
additional role-playing opportunities, but does make the game more lethal.



“Of cr, I s rpre t n Dr. Wt,”  
mrke t  crts . “Hs clri ay 
 ry ry, r  r deng  ts cci, 
Mr. Hm, t   t  ilnc s ir 
n  , trly, c  ng. I hl say 
th tr s  r dngrs   Erp.”

- - Cln Sr Jm Dmry,  Avr  t 
Iis Ci

Wherein the Mastermind learns about the criminal 
element.



“I cl  , Wt, I cl   qi  y chr, f I thu th uc   s Prr Mirty r 
ng t rs  Ln nchlnge.” 

- Srlc Hm,  Fn Prl

There are two kinds of scoundrels available to the Mastermind for use against the Investigators: Villains 
and Reprobates. Villains are the antagonists and use many of the same rules that investigators do. They 
also add Villainous Guiles to their repertoire. Villainous Guiles are similar to Characteristics, but have a 
more adverse effect on investigations. Reprobates are nefarious extras hired and used by the Villain. 
Reprobates use a subset of the rules and receive a Special Ability similar to a Villainous Guile.

- Reprobates only have one Damage Level. When they are hit in combat they become Injured.  
 When an Injured Reprobate is successfully struck again, they are removed from combat and 
 are unconscious, fleeing, cowering, or possibly, worse. For a point of Resolve the investigator 
 that landed the blow can choose the condition of the Reprobate, otherwise the Mastermind 
 chooses the result.

- Since Damage Levels are not calculated on Reprobates, there is never a reason to roll  
 damage against them. 

- Once Injured, a - Once Injured, a Reprobate suffers from the same penalty as all other characters do. Rolled 
 4s are no longer considered successes.

- Any first aid attempts on a Reprobate require a First Aid Skill Roll of Average (3) Difficulty. 
 If successful they are healed as if they never took damage. First Aid can only be applied once 
 per scene.

- Typically Reprobates have one Characteristic that aids them. The Mastermind can use the 
 default Characteristic listed in the description or come up with one of their own that fits the 
  individual Reprobate.

- Since Reprobates work together, the Mastermind can pool their Resolve for the Scene. Four 
 Reprobates give a pool of four Resolve. In this way, the Reprobates can spend more than one 
 Resolve on a turn to interrupt the initiative order or use Special Abilities.

- Reprobates also spend Resolve out of the pool created when a player gives Resolve to the 
 Mastermind for ignoring a Negative Characteristic.



Optional Rule: Critical Hits for Reprobates

NormallNormally, Damage Rolls are not made against Reprobates, so they cannot suffer 
from Critical Hits. As an option to make combat more dramatic, a Mastermind may 
choose to allow Critical Hits for Reprobates. Instead of the standard rule of two 
successful attacks removing a Reprobate, any successful attack in which three 6s are 
rolled instantly takes them out of combat. It is the investigators' choice whether the 
Reprobate has succumbed to fainting, fleeing, cowering, or worse. 

A list of Reprobates and a brief description of each type follows. After each description, a list of Special 
Abilities, Characteristics, and Skills have been included. Reprobates have limited versions of Villainous 
Guiles called Special Abilities. Characteristics, Skills, and Skill Ranks work for Reprobates as they 
would for investigators. Underlined Skills are Professional Skills. The Reprobate's Specialty follows the 
appropriate Skill.

Masterminds should always feel free to tailor Skill Ranks and Characteristics as they see fit.



Therefore he is not restricted to the use of one 
Resolve when using the Hide or Fight Skill.



are not restricted to the use of one Resolve 
when using the Acting Skill.



are known for their charm. Therefore they are 
not restricted to the use of one Resolve when 
using the Charm Skill. 







the use of one Resolve when using either the 
Observation or Perception Skill.



are not restricted to the use of one Resolve 
     when using the Menace Skill.  



restricted to the use of one Resolve when 
using the Hide or Acting Skill.

lie. Therefore they are not restricted to the use of 
one Resolve when using the Oratory Skill. 



they are not restricted to the use of one 
Resolve when using the Weapon Skill.



restricted to the use of one Resolve when 
using the Menace Skill.



restricted to the use of one Resolve when 
using the Criminal Artistry Skill.



rigged game. Therefore they are not restricted 
to the use of one Resolve when using the 
Street Smarts Skill. Street Smarts Skill. 



- Typically, Villains have one or two Villainous Guiles to aid them. The Mastermind 
   may see fit for a Villain to have several additional Guiles; however, take care not 
   to make a Villain overly dangerous.

- Since Villains are NPCs, they are limited to the use of one Resolve per Skill Roll, 
   unless a Villainous Guile applies.

- Villains may spend more than one Resolve on a turn when healing wounds.

- - Villains spend Resolve out of the pool created when a player gives Resolve to the 
   Mastermind for ignoring a Negative Characteristic.

The Villains are the puppet-masters pulling the Reprobates' strings. Their plotting and scheming are the 
very source of all the investigator’s troubles. If the investigators fail to stop their nefarious activities, the 
Threat Meter continues to escalate until circumstances are dire indeed. Villains use the same rules as 
investigators, but the following modifications apply:

known for their ability to charm a client. 
Therefore they are not restricted to the use of 
one Resolve when using the Charm Skill.



“H s    go rt n cl euci. 
Endwe by r t  nmn 
tmc acty. A t ag  wty-n  
r  re p t ni tr, c 
hs ha  Erpe ogu. O t rngt    
 t tmc chr  n  r mlr 
vri, n ha, t  ernc,   
i crr fr . B t  ha 
retry tndnci  t  ic n.” 

- Srlc Hm,  Fn Prl





“I ha  de th uc nvius st tid  ti.”

- Dr. Wt, A Sudy  Scrl

Wherein a list and descriptions of some of the classic 
denizens of the world of Sherlock Holmes, and many 
new characters, are contained.



Here is a list of some of the better-known non-player characters in the world of Baker Street.





Shoot: 3
Strength: 3

Status: 4 Dice
 
Characteristics:
Personal: Bulldog Tenacity
PPersonal: Quick and Energetic
Professional: Top of Scotland Yard
Professional: Prove to Me You Are Any Good
Negative: Out of His Depth
Negative: Conventional – Shockingly So





Charm: 3 
Criminal Artistry: 5
Deduction: 4







Agents of Mycroft

The following characters are from various circumstances and areas of London society, but they all 
have one thing in common: they work for Mycroft Holmes and act as his agents in the field. 



Jynea Brown-Sellers

Maid

Age: 24

Jynea Brown-Sellers is a maid in a gentleman’s club.  Jynea Brown-Sellers is a maid in a gentleman’s club.  
She spends her days quietly skirting the edges of secret 
back-room meetings, cleaning and serving and generally 
remaining as invisible as possible. She’s perfected the 
art of being unobtrusive through her profession and has 
used that skill to overhear and gather valuable 
information.  The things she overhears don’t stop at heinformation.  The things she overhears don’t stop at her, 
however, as she is fiercely loyal to Mycroft Holmes and 
relays to him any valuable news she gathers. 

While she makes a great asset as an NPC, players can 
also use the “Waitress/Beer Maid” Profession to play 
Jynea Brown-Sellers.

Tiffany Nichole Charleston

Seamstress

Age: 18

TTiffany Nichole Charleston is a seamstress to the Upper 
Class. She is an apprentice under a Master Tailor, which 
usually means that she gets to do all the work while he and 
his high-society clients gossip and ignore her as she 
eavesdrops. With her attention to seemingly innocuous 
details, (Why does that Lord need yet another arm sewn details, (Why does that Lord need yet another arm sewn 
back into his suit? What is that Lady doing with those very 
specific secret pockets designed into her dress?) she has been 
put to work by Mycroft to send her observations to him. 
However, she has a bit of a devious streak and likes to play 
practical jokes on her employers.

Players may use the following Players may use the following Professional Skill array to 
play Tiffany Nichole Charleston: 

Skills: Craft (4), Commerce (3), Endurance (3), Charm (3)
Specialities: Craft – Sewing, Commerce – Dress-shop, Charm- Friendly Persuasion
Class: Middle 
             Status: 3 Circles
               Annual Salary: 40-80£



Andre Cognac

Maitre d'hotel 

Age: 40

Andre Cognac is the Maitre d’hotel of the Carlton Andre Cognac is the Maitre d’hotel of the Carlton 
in London. Here he works with famed French chef, 
August Escoffier, and his partner, Cesar Ritz. The 
restaurant is known for its high society and thus a 
den of scandals and secrets. On occasion, Mycroft 
uses Andre to report on any rumors or gossip.  Andre 
often pays waiters who “overhear” scandalous 
rumors and gossip while in the performance of their rumors and gossip while in the performance of their 
duties.

Players may use the following Professional Skill 
array to play Andre Cognac: 
Skills: Commerce, Artistry, Craft, Customs, Charm
Specialties: Customs- Wealthy, Craft- Hosting, Charm- Friendly Persuasion
Class: Middle
Status: 3 and 3 circles
Annual Salary: 150£

Lady Joyce Durham

Socialite

Age: 22

Lady Joyce Durham, Marchioness of Lady Joyce Durham, Marchioness of Wexham, is a 
charming and flirtatious high-class woman. She was 
born with a silver spoon in her mouth and into the right 
family. She spends her days attending and arranging 
soirees and parties and gossiping relentlessly. Despite 
her frivolous-seeming pursuits, she is quite intelligent 
and quick-witted. She knows several languages and 
often causes social mischief for her own amusement often causes social mischief for her own amusement 
(letting slip of certain secrets, inviting rivals to the 
same event, and so on.) Her constant involvement in 
the Upper Class social scene allows her to keep 
Mycroft Holmes abreast of many important goings-on. 

Players may use the following Professional Skill array 
to play the Lady Joyce Durham: 

Skills: Charm (4), Observation (3), Oratory (3), Perception (3)
Specialties: Charm – Friendly Persuasion, Observation – Rumor and Gossip, Perception (pick one)
Class: Upper 
Status: 4 Dice and 3 Circles
Annual Salary: 8,000£



Mark Harding 

Gentleman 

Age: 32 

Mark Harding is the son of Sir Robert Harding and his wife, 
who was a native of the Iroquois tribe.  Mark grew up in 
TToronto and moved to London at 21 to take over his father's 
English estate. He learned how to hunt, track, and find 
things that wished to remain hidden from his mother's 
people. He is also adept at blending in among the poor and 
upper crust alike. However, this heritage is something of a 
scandal among the Upper Class of England who sometimes 
regard this gentleman as a savage in their midst. Being a 
good-natured sort, Mark is not bothered by this.  He is loyal good-natured sort, Mark is not bothered by this.  He is loyal 
and determined and often offers advice to the British 
government on Canadian affairs. 

Players can use the “Wealthy Landed Gentleman” 
Profession to play Mark Harding. 

Countess Emma Hastings 

Countess of Huntingdon

Age: 30

Countess Emma Hastings of Huntingdon lives the life of 
a wealthy, high-born lady. She has land and shipping 
company holdings and, unlike some gentrcompany holdings and, unlike some gentry, relishes in 
taking part in some of their operations. She has a 
businessman's interest in trade and foreign relations and 
enjoys traveling and keeping her eye on railway 
development. She has become fluent in several languages. 
Her frequent travel abroad to check up on business 
doubles as an doubles as an excellent cover for her to mine information 
for Mycroft Holmes. Aside from her work and travel, she 
also enjoys attending the opera. She is polite and good at 
keeping secrets but has little patience (and therefore a 
sharp tongue) for foolish behavior. 

Players can use the “Wealthy Industrialist” profession to 
play Countess Emma Hastings. 



Dr. C. Keller

Professor of Egyptology

Age: 48

Rising quickly in the ranks of the Coldstream Guards, Rising quickly in the ranks of the Coldstream Guards, 
Captain Keller retired from military service to return to 
his first love, Egyptology. He became a professor at 
Oxford and has lead two expedition to Egypt uncovering 
Funeary Cones, Canopic Jars and Chests. He is highly 
sought out as a lecturer and public speaker on all things 
Egyptian.   He is normally on retainer with the British 
Museum.Museum.

Players may use “Professor of Social Science” Profession 
to play Dr. C. Keller.

Ian D. Norton

Mechanical Technician

Age: 37

Master Ian D. Norton has earned himself the nickname Master Ian D. Norton has earned himself the nickname 
of “The Technicain.” He is a middle class working gent 
well known for his brilliance with anything mechanical.  
He is a member of the Guild of Master Craftsmen and 
is rumored to have been consulted on the building of the 
Tower Bridge.  He is always involved and up to date on 
what is being build about London, who is doing it, and 
hohow. He's cheerful and slightly whimsical but decidedly 
practical and firm when it comes to his profession. He 
frequently acts as a mechanical consultant for Mycroft 
Holmes. 

Players can use the following Proffesional array to play 
Ian D. Norton: 

Skills: Craft (3), Deduction (3), Reason (3), Observation (3), Science (3)
Specialties: Craft – Engineering,  Science – Math,  Reason – Logic
Class: Middle 
Status: 3 Dice and 3 Circles 
Annual Salary: 60£



 Marc Stafford

Gentleman Explorer

Age: 62

MMr. Stafford is one of the founding members of the British 
Explorer’s club. He has spent his life trekking across most 
of Asia.  After reaching the ripe old age of 62, old for any 
explorer, he has settled down in London, spending his time 
recruiting new members and planning expeditions for 
current membership. He is often accompanied by his pack current membership. He is often accompanied by his pack 
of hounds.  Even though he serves now as administration 
for the club, he still is planning one more trip.

Players can use the “Gentlemanly World Adventurer” 
Profession to play Marc Stafford. 

Victor Alexander Thorne

Accountant 

Age: 41

VVictor Alexander Thorne is a Chartered Accountant at a 
private firm in London which works with various financial 
companies and government ministries.  Victor is a bachelor 
and has a very detailed and precise manner that is reflected 
in every aspect of his life except his clothing (which always 
seems to be slightly rumpled.) He has a very dry sense of 
humor that is often missed or mistaken for slighting 
remarks. He specializes in forensic accounting: helping to remarks. He specializes in forensic accounting: helping to 
piece together clues left in records, receipts, and other paper 
trails. This is a skill that keeps him in high demand at the 
Diogenes Club.

Players can use the following Professional array to play 
Victor Alexander Thorne: 

Skills: Observation (4), Reason (3), Commerce (3), 
Science (3),Science (3),

Specialties:  Observation – Things, Science – Math, Commerce – Bookkeeping.
Class: Middle
            Status: 3 Dice
              Annual Salary: 45£



Valinda Walsh

Minor Duchess

Age: 46

VValinda Walsh is a Minor Duchess who has spent 
her leisure time pursuing the study of the human 
body and chemical agents which affect it. Through 
her studies she has become a medical expert in the 
field of poisons. While not much for field-work, she is 
a very useful consultant for Mycroft Holmes and has 
often helped determine mysterious or unusual causes 
of death.  Her brilliant mind is matched by a warm of death.  Her brilliant mind is matched by a warm 
and pleasant personality, but she has no patience for 
people who would waste her time. 

Players may use the “Doctor” Profession to play 
Valinda Walsh but should adjust her salary to 15,000£ 
a year. 

Dr. Ralph Edward Watson

Professor of Egyptology

Age: 41

Dr. Ralph Edward Watson is a cousin of Dr. Watson 
himself. He is a history professor with a 
specialization in Egyptology at the University of specialization in Egyptology at the University of 
London. He is proficient in 3 dozen languages, half of 
which are dead. A Widower, with a boy by the name 
of Conner Watson, he travels to Egypt on a regular 
basis with his son and governess who is also his 
benefactor - Patty Whitworth.

Dr. Watson has no idea that he is an agent of 
Mycroft, thinking instead that he is simply a Mycroft, thinking instead that he is simply a 
consultant. Due to his vast knowledge of world 
artifacts and languages he is often called upon to 
translate or examine artifacts for the crown without 
necessarily caring why anyone should be intersted. 

Players can use the “Professor of Social Science” 
Profession to play Dr. Ralph Edward Watson



Patty Whitworth

Governess by Day, Adventuress by Night

Patty Whitworth is an steel heiress with a love for 
adventure and adventure and Professor Watson (he doesn't even notice, he's 
always reading or writing of his latest discoveries in his 
journal.) She is the secret benefactor and coordinator of 
Ralph Watson’s adventures. Mycroft Holmes uses the 
Professor’s business as a cover for Patty’s assignments in 
distant lands. While she plays the meek governess for 
DDr. Watson’s son she is actually an expert marksman, quite 
deadly with a sword, speaks well over a dozen languages 
and makes a great cup of tea. 

Players may use the “Well-Known Adventuress” Profession 
to play Patty Whitworth.

Baker Street Irregulars

Baker Street Irregulars were Sherlock Holmes's eyes and ears in the rougher areas of London. While 
traditionally a gang of street children, under Watson's reign the network of urchins has expanded to include 
many other ages and backgrounds.

Thomas Anderson

Master Joiner and Cabinetmaker

Age: 46

Mr. Anderson is a large, jovial, man with the calloused 
hands of a career carpenter. He take on few apprentices and 
only hires journeymen whose work meets his exacting 
standards.  His furniture shop, standards.  His furniture shop, T. Anderson and Sons, is 
known in London as one of the best, a fact he takes great 
pride in (but would never dream to boast of.) His work 
brings him in contact with people from all walks of life, from 
wealthy clients to the laborers who bring in his delivers of 
nails and timber each day. He treats all those he deals with 
civilly, and has no problem telling someone to leave his shop 
for the offense of disrespect. for the offense of disrespect. 

Players can use the following Professional array to play 
Thomas Anderson: 

Skills: Craft (4), Science (3), Endurance (3), Strength (3)
Specialities: Craft – Carpentry, Strength – Lifting, Science- Math 
         Class: Middle 
            Status: 3 Dice
               Annual Salary: 45£



James Auwaeter 

Barrister

Age: 26

James Auwaeter is a barrister and German immigrant. He James Auwaeter is a barrister and German immigrant. He 
works in a middle-class section of London and does fairly 
brisk business, particularly among other immigrants who feel 
more comfortable being able to talk to someone about 
complicated legal matters in their native language. This 
position of trust among the London immigrant community position of trust among the London immigrant community 
gives him access to all sorts of secrets and information. 
While James can sometimes be taciturn when he is unsure of 
himself, he has a quick and sarcastic wit when he is on 
familiar ground. 

Players may use the following Professional array to play 
James Auwaeter: 

Skills: Law (4), Observation (3), Skills: Law (4), Observation (3), Reason (3), Deduction (3), 
Perception (3)
Specialty – Law – Court Law, Observation – People, Perception- vs. Oratory 
Class: Middle
Status: 3 Dice and 3 Circles
Annual Salary: 20 - 50£

Margaret “Mags” Burnside

Hackney Cab Driver 

Age: 30

Margaret “Mags” Burnside grew up around horses and Margaret “Mags” Burnside grew up around horses and 
was always good with them. She married a cabbie and 
moved with him to the city where she cared for his horses. 
Diptheria took her baby girl and her husband died soon 
after from a mixture of grief and influenza. Mags still had 
the horses and hack, so rather then sell them off she took 
over her late husband's business. Through her cabbie's coat 
and hat no one really notices that their driver is a woman, and hat no one really notices that their driver is a woman, 
or even pays her enough mind to watch what they may be 
talking about. Mags picks up a lot of information this 
way, and mostly keeps her nose out of it as long as no 
one's getting hurt. When it comes to a little compensation 
and a good cause she can be persuaded to share her 
insights. 

Players can use the “Hansom Cab Driver” Profession to 
play Margaret Burnside.



Brian Clinton

Private Librarian 

Age: 37

Brian Clinton currently works as a librarian taking Brian Clinton currently works as a librarian taking 
care of the private collection of a wealthy friend of 
the family.  This quiet pursuit is in contrast to his 
previous service in the Royal Engineer's division of 
the British Army.  While in the military he became a 
very adept rifleman.  While Brian can be rather gruff 
and no-nonsense he will open up a bit more once he 
becomes acquainted with someone.  He relishes his becomes acquainted with someone.  He relishes his 
current position as it gives him access to an eclectic 
array of knowledge and plenty of time to read. 

Players can use the “Returning Soldier” Profession 
to play Brian Clinton.  You can also give him any 1 
skill of your choice to reflect his time spent pursuing 
a subject of interest in the library. 

Martin Everett

Courier

Age: 13

Martin Everett is a gregarious and intelligent 
young man who finds himself employed as a 
couriecourier.  His work keeps him in contact with many 
professionals throughout London, and he is 
especially favored by many doctors, from whom he 
has picked up some basic first-aid and anatomical 
knowledge. Martin is a very bright boy who is 
always seeking knowledge and picking up 
whatever information he can along with his letters whatever information he can along with his letters 
and packages.  He is friendly and popular among 
other boys his age while also maintaining a very 
respectful and helpful attitude toward his elders. 

Players can use the “Street Urchin (Newspaper 
         Boy)” Profession to play Martin Everett. 



Raevyn Fletcher

Fortune Teller

Age: 29 

Raevyn Fletcher was born to an unwed wealthy 
industrialist and a gypsy woman. Her father has accepted industrialist and a gypsy woman. Her father has accepted 
all responsibility for her but refuses to marry her mother 
for fear of what it would do to his social standing. He gave 
the woman a job as a maid for a time, but the confines of a 
manor house are like a prison to a gypsy woman and 
eventually she fled. She returned briefly when Raevyn 
turned 16 and taught her how to tell fortunes.  

Players may use the following Players may use the following Professional array to play 
Raevyn Fletcher: 

Skills: Artistry (4), Observation (3), Deduction (3), 
Reason (3)
Specialities: Artistry – Fortune Telling, Observation – 
People, Artistry – Storytelling
Class: Upper
Status: 2 DiceStatus: 2 Dice

Greg Frank

Consulting Detective

Age: 36

Greg Greg Frank had made a very good career for himself at 
Scotland Yard.  He worked there for years, making his 
way up in the ranks. Everything ground to a halt, however, 
when he landed a very high-profile position on the Ripper 
task force.  After the public humiliation of failing to 
conclusively find the killeconclusively find the killer, it was clear that Greg's career 
would go no further.  Rather than languish in middle ranks 
for the rest of his days, he decided to leave the force and 
try his luck as a private detective. 

Players can use the “Consulting Detective” Profession to 
play Greg Frank. 



Friedrich Von Hardenberg

Criminal Mastermind

Age: 36

Von Hardenberg is one of the greatest criminal 
masterminds the world has ever seen. His name would be masterminds the world has ever seen. His name would be 
synomous with evil if it hadn't been for the care and secrecy 
in which he reveals his plots. He funds his crimes thought 
his shipping empire. It is through this empire he can move 
about secretly in the world.  If the world can prove that 
Morarity wasn't behind a fendish plot you can better believe 
it's Von Hardenberg. Friderich of late has been plaguing 
Brent Jernigan, Archologist, hoping to obtain several Brent Jernigan, Archologist, hoping to obtain several 
artifacts. 

Players can use the “Wealthy Industrialist” Profession to 
play Friedrich Von Hardenberg.  

Friedrich Von Hardenberg can also use the “Rivals” Con-
nection Characteristic with Brent Jernigan. 

Brent Jernigan

Archiologist

Age: 34

DDr. Jernigan is a Professor of Archeology on retainer from 
the British Museum. On any given dig he seems to be a 
odds with someone, from the locals to rival archeologists, 
to paid mercenaries. He can handle himself quite well in a 
scrap, and has been called the Allan Quartermain of the 
Archeology world. His biggest enemy is the wealthy 
German Industrialist Freidrich Von Hardenberg, who is 
always looking to steal Jernigan's latest discoveralways looking to steal Jernigan's latest discovery. 

Players can usse the “Gentleman World Adventurer” 
Profession to play Brent Jernigan. In addition to the pre-
scribed Skills, they should also give him a 3 in Social Sci-
ences with a Specialty in Archeology. 

Brent Jernigan can also use the “Rivals” Connection 
Characteristic with Friedrich Von Hardenberg. 



Heather Martin

Secretary at New Scotland Yard

Age: 21

Heather Martin was born to a middle-class London family Heather Martin was born to a middle-class London family 
and has been a Baker Street Irregular since the beginning, 
having been recruited by Sherlock Holmes himself.  She 
wanted to follow a career in law enforcement but found 
every avenue blocked by her sex. She therefore became a 
secretary within the police force, figuring it was the closest 
she could get to the career she truly wanted.  Due to her 
dilligence at her job she was made Inspector Lestrade's dilligence at her job she was made Inspector Lestrade's 
personal secretary upon the opening of New Scotland Yard 
in 1890.  Through this position, Heather was able to supply 
valuable information to Sherlock Holmes and now does the 
same for Doctor Watson.  She campaigns for full female 
emancipation in the hopes of one day achieving her dream 
of becoming a Detective Constable, much to the hilarity of 
the officers she works with. 

Players can use the following Players can use the following Professional Skill array to 
play Heather Martin: 

Skills: Law (3), Observation (3), Deduction (3), Perception (3), Charm (3)
Specialty: Pick one for Law, Observation, and Perception.
Class: Middle
Status: 3 Circles
Annual Salary: 20£  



Cole Rupert

Pick Pocket

Age: 6

Cole Rupert is your typical recruit for the Baker Street 
Irregulars. He is young and pooIrregulars. He is young and poor, his parents either missing 
or spending their days at the workhouses, leaving him to 
wander the streets unattended. He has been taking in by the 
older local street-urchins who help show him the ropes of 
picking pockets and gathering information.  He has also 
learned to use his baby-faced looks to keep him out of 
trouble when he gets caught. 

While he makes a great NPC, players can also use the While he makes a great NPC, players can also use the 
“Baker Street Irregular” Profession to play Cole Rupert. 

Gentlemanly World Adventurers

There's a certain type of soul that is called to a life of adventure. The humdrum routines of the masses are 
never good enough for these types. Some were born into the means to pursue life's grand adventures, while 
others have had to make their own fortune. These are characters that live for the extraordinary.

Sven “Doc” Berglowe

Coroner 

Age: 40

Doc Berglowe started his career in medicine as a Corpsman Doc Berglowe started his career in medicine as a Corpsman 
in Her Majesty’s Army. After years of faithful service he 
retired to the quiet life of a coroner in London.  He stays in a 
boarding house and has an ongoing romance with the 
landladlandlady, Ms. Brittany Morgan.  Despite the comfort of his 
new life, it didn’t take long for boredom to set in and Doc to 
long for adventure again.  The cases he saw coming in to the 
morgue made him curious to investigate some of the 
circumstances behind them.  His medical knowledge gives 
him insights into cases and his military training lets him 
handle himself on the mean streets of London.  

Players can use the “CoronePlayers can use the “Coroner” Profession to play Sven 
“Doc” Berglowe. Additionally, if another player is playing 
           Brittany Morgan, both characters can make use of the    
              Connection Characteristic “Lovers.” 



Joana Carroll

Homeless Network Informant

Age: 32

Joana Carroll has earned her way into the Diogenes Club 
by being the primary, and most reliable, contact for the 
infamous Homeless Network. She has received and relayed infamous Homeless Network. She has received and relayed 
important information through the network and to the 
Diogenes Club on countless occasions, earning her the 
nickname of “The Queen of the Diogenes Club.” She tends 
to be quiet, choosing to watch and take deep satisfaction in 
situations and clues revealing themselves to her.  She has a 
sharp and venomous tongue when aggravated or 
disrespected, but is usually cool and collected. Joana seems disrespected, but is usually cool and collected. Joana seems 
to take pleasure in sharing her information with her 
Diogenes contacts – either immediately and 
enthusiastically, or slowly and piece by piece, watching 
with an odd fascination as the recipient slowly figures 
things out on their own. 

While she makes a fun NPC or informant, players can also While she makes a fun NPC or informant, players can also 
use the “Baker Street Irregular” profession to play Joana 
Carroll. 

Matthew D’Ville

Composer

Age: 34

Matthew D’Matthew D’Ville is a high-society composer and musician. 
He is in high demand for upper class social functions and 
as such has a lot of contacts and currency in high places, 
even if he isn’t quite a part of the upper crust himself.  He 
has noticed a thing or two from his place on the barely ob-
served edge of polite society and feels compelled to put 
some of his connections and observations to good use solv-
ing cases. His practice with arranging complex composi-
tions has also honed his ability with problem solving and 
piecing together clues. 

Players may use the following Professional Skill array to 
play Matthew D’Ville: 

Skills:Artistry (4), Reason (4) or Science (4), Observation 
(3),
Specialties: Artistry – Composition, Observation – 
Things, Reason – Puzzles/Logic or Science- Mathematics 

Class: Upper 
Status: 4 Dice
Annual Salary: 60- 300£





Dudley Martin

Antiquarian 

Age: 41

Dudley Martin is a friendly and outgoing antiquarian. He 
spends his days collecting, researching, appraising, and 
dealing in antiquities from all over the world. If this sends dealing in antiquities from all over the world. If this sends 
him all over the world on a rousing adventure to find these 
artifacts and information, all the better! While he does do 
some dealing in antiquities, his true love is in the spread of 
knowledge about the pieces he has collected and unravelling 
the mysteries of their past. 

Players can use the Players can use the “Antiquities Dealer” Profession to play 
Dudley Martin. 

Brittany Morgan

Boarding House Landlady

Age: 29

Brittany Morgan has been running her own boarding 
house for years. She’s smart, with a keen mind for 
business and razor sharp judge of character.  Years of 
dealing with the worst of London’s bums and boarders on dealing with the worst of London’s bums and boarders on 
her own have made her tough and resilient. Recently, she 
started a love affair with one of her boarders, Doc 
Berglowe. Doc has taught her a few basic nursing skills 
and gotten her involved in his hobby of solving mysteries.  
Brittany loves the challenge and change of pace to her 
otherwise quiet life.  The two have a deep connection but otherwise quiet life.  The two have a deep connection but 
can’t seem to find a good time to get married between 
their respective professions and crime-solving extra 
curricular activities. 

Players can use the following Professional Array to play 
Brittany Morgan: 

Skills: Commerce (3), Area Knowledge(3), Craft (3), 
Observation (3), Observation (3), Reason (3)
Specialties: Observation (People), Commerce (Renting), Area Knowledge (Home City)
Class: Middle
Status: 2 Dice and 3 Circles
Annual Salary: 50-250
Additionally, if another player is playing Sven “Doc” Berglowe, both characters can make use of the 
Connection Characteristic “Lovers.”



Nick Reiter

Parasciences Professor

Age: 54

PProfessor Nick Reiter works at the University College 
London as a Professor of Science, teaching all the basics of 
how the world works to his students. However, after hours 
his true passion is on the edges of what is known and studied 
by the science of the day. He has investigated accounts of 
ghosts, demons, and all manner of otherworldly beings. While 
the possibility of the unknown excites him and allows him to 
stretch his imagination, he keeps a firm grounding in his stretch his imagination, he keeps a firm grounding in his 
scientific background, lending a sturdy level-headedness to 
his pursuits of unusual knowledge. 

Players can use the “Professor of Science” profession to play 
Professor Nick Reiter.

Cyril Wilberforce Basingstoke

Wealthy Man-About-Town

Age: 34

Society things that Cyril Society things that Cyril Wiberforce Basingstoke is like 
any other clubman in London. He gets up, has breakfast 
served to him, attends his club, talks about important world 
matters with other gentlemen, plays billards, has lunch 
severed to him, attends another club, wastes away his aftersevered to him, attends another club, wastes away his after-
noon, and then returns home to have dinner served to him.  
Of course that's whatt Basingstoke wants people to think. 
In fact, he is an agent of the crown in service to Mycroft 
Holmes. He uses his connections and clubs to identify 
possible threats and assets to the crown. So while most 
think he's just a Wealthy layabout, in fact he is a top level 
homeland operative. 

Players may use the following Professional array to play 
Cyril Wilberforce Basingstoke: 

Skills: Charm (4), Observation (3), Oratory (3), Perception (3)
Specialties: Charm – Friendly Persuasion, Observation – Rumor and Gossip, Perception (pick one)
Class: Upper 
Status: 4 Dice and 3 Circles
Annual Salary: 8,000£



Michael Raymond 

Geologist

Age: 47

Michael Raymond is interested in all Natural Sudies, but 
specializes in mud.  He knows where in England any bit of 
mud or soil is from. He is fairly athletic from all the 
climbing and digging done to support his work.  His work climbing and digging done to support his work.  His work 
has carried him as far abroad as North America, where he 
recently studied glacial deposits.  He lives off an 
inheritance and therefore doesn't need to work – only to 
pursue his interests and adventures.  He was trained by 
Jesuits and speaks German, Latin, and Homeric Greek.  Jesuits and speaks German, Latin, and Homeric Greek.  
He has friends in all rungs of society and treats all with 
courtesy. Aside from his studies and adventuring, he is a 
serious gourmand and will eat almost anything – once. 

Players can use the “Professor of Science” Profession to 
play Michael Raymond. 

Amanda Wolgamott

Spy

Age: 28

WWanted in several countries, the American,  Amanda 
Wolgamott, is spy of some renown and talents. She uses 
guile, cunning, and seduction to deal in world secrets.  
With no allegiance to any country, even her own, she is 
willing find any information for a price. Her trademark is 
her red dress and lipstick, and her often used alias, “Eliz-
abeth”.  Several Government agents from various coun-
tries have been tasked with capturing her.

Players can use the “Well Known Adventuress” Profes-
sion to play Amanda Wolgamott.

Victorian Londoners

The following characters represent some of your more average citizens. Most of the more than six million 
people living in Victorian London are just trying to get by and live quiet, normal lives; these characters are 
doing that while moonlighting as investigators in Watson's employ. 



Brett Barrie

Business Man

Age: 44

Brett Barrie owns a shop in the High Street in London. He Brett Barrie owns a shop in the High Street in London. He 
is considered to be one of the friendliest men around.  If you 
require local directions, need change, or you are inquiring 
about his wares, Mr. Barrie will always help. He gives 
generosly to charity and is seen helping with various causes generosly to charity and is seen helping with various causes 
throughout the year. A favorite among women’s circle, Mr. 
Barrie has been known to give a talk or two on business and 
its role in the community.

While he makes a great NPC, players may use the 
“Shopkeeper” Profession to play Brett Barrie 

Jennings Bryant

Retired Professor 

Age: 71

Jennings Bryant has retired after a long and distinguished Jennings Bryant has retired after a long and distinguished 
career as a Professor of Communications and Media.  He 
studied literature and the genre of mystery in particular for 
decades. Now, with more time on his hands than he knows 
what to do with, Jennings has decided to apply his passion 
to create some intrigue in his life.  He now takes on small 
mysteries and works as a part-time investigator. 

Players can use the “Players can use the “Professor of Social Sciences” 
Profession to play Jennings Bryant. 



Benjamin David

Child Investigator

Age: 12 

At just 12 years old, Benjamin David is already an 
investigative genius. He has a natural knack for deductive investigative genius. He has a natural knack for deductive 
reasoning and an innate curiosity that drives him to seek 
out clues and solve mysteries. Furthermore, he's able to use 
his childish appearance to his advantage, since no one 
would take seriously that he is working as an investigator.  
Benjamin's faithful dog Frosty is his partner: an expert at 
scent-tracking and fiercely loyal. 

Players may use the following Players may use the following Professional array to play 
Benjamin David: 

Skills: Observation – 4, Reason – 4, Deduction -4, Street 
Smarts - 4

Additionally, Frosty has the following Skills: 

Fight – 4, Hunting -3, Strength -4, Dodge&Defense 4

Frosty aslo has one specialty: Hunting – Tracking. On a successful bite attack, Frosty does his strength in 
damage. 

Dr. Bartholomew “Barry” Grayson

Biblical Scholar

Age: 35

Dr. Bartholomew “Barry” Grayson is a graduate of the 
University of London with a doctorate in scriptural 
eexaminations; Barry studies the Good Book religiously. 
The son of a wealthy banking industrialist, he took to 
learning and religious study at an early age. With his 
knowledge of the scriptures, Barry has been known to 
consult for Scotland Yard on cases involving ritualistic 
murder and sacrifice.  He also owns and runs a small 
religious bookstore on St. George's Street East called religious bookstore on St. George's Street East called 
Grayson's Books. Barry is known to be rather 
persnickety when it comes to Bible interpretations and 
gets into the occasional heated debate on the subject. 
Barry is a bachelor who lives with his orange tabby, 
Charlemagne. 

Players can use the “Professor of Social Science” Profession to play Dr. Bartholomew “Barry” 
Grayson.



“The Librarian”

Librarian

Age: 34

A woman who keeps her identity closely guarded from the A woman who keeps her identity closely guarded from the 
casual visitors to the British Library and will introduce 
herself only as “The Librarian.” She is an invaluable asset 
to anyone seeking knowledge, since she has access to one 
of the greatest libraries in the world. She is well educated 
and a scholar at heart, and along with the peculiarity of not 
wanting to divulge her personal details, she will also boldly 
pursue mysteries that interest hepursue mysteries that interest her, whether or not she is 
invited to do so. 

The Librarian makes a great NPC, but players can also 
choose to use the “Professor of Social Sciences” Profession 
to play her. 

Capt. Edward Thomas Percy

Retired Army Officer

Age: 35

Captain Edward Thomas Percy of the Royal Engineers has 
just returned to England after a tour of duty in India where 
he suffered a bout of malaria. After his convalescence he 
retired from the service to his home in Islington and lives retired from the service to his home in Islington and lives 
comfortably off his pension. He is a bachelor, and a member 
of the Royal Society. He can often be found dining at the 
Army and Navy club in Pall Mall. He also enjoys passing 
the time with cricket (he is a spinner for the Islington 
gentlemen), billiards, and attending the theater. 

Players can use the “Players can use the “Retired Army Officer” Profession to 
play Capt. Edward Thomas Percy.



Twila Price

Bookseller

Age: 52

TTwila Price is a bookseller who inherited her family's shop.  
She can be sharp as a tack when it comes to keeping her 
family well cared for, and she is keen on keeping up with 
scientific and literary affairs. However she doesn't care at 
all for politics or gossip and can be a bit detatched from 
what's going on in the rest of the world outside her store. 
Her reclusive lifestyle also leads her to be easily taken in 
by anyone who knows how to put up a good front. by anyone who knows how to put up a good front. Twila's 
widowed daughter and two grandchildren live with her 
while her husband and son are in the Army. 

Players can use the “Shopkeeper” Profession to play 
Twila Price. 

Gordon Wincott

Police Constable

Age: 44

PC 221H Gordon Wincott is a police constable in 
District 1 of H Division – Whitechapel of the 
Metropolitan Metropolitan Police. The constable has been on the force 
for many years, and although he gives a rough outward 
demeanour he is a fair and good man. During one of 
Sherlock Holmes' cases, Holmes was in need of some 
assistance from a few of the lads in H Division. assistance from a few of the lads in H Division. Walking 
down the line of constables, with a quick glance at PC 
Wincott's collar number and a slight smile at the corner of 
his mouth, Holmes stated, “This constable will do quite 
well.” 

Players can use the “Police Constable (Bobby)” 
Profession to play Gordon Wincott. 



Watson's Proteges

In Sherlock Holmes's absence certain individuals have stepped up to fill in the Great Detectives shoes. The 
following characters have been working closely with John Watson to learn everything they can to become 
expert investigators.

Michael Crumm 

World Traveller 

Age: 34

Michael Crumm’s personal physician for most of his life Michael Crumm’s personal physician for most of his life 
has been Dr. Watson, Watson having been a friend of the 
Crumm family and Michael’s father for years. Michael, 
in his youth,  has taken up world traveling like his father 
before him and spent many years traveling the world, in 
particular, Japan.  One of many skills Michael has learned 
is the Japanese martial arts. He’s returned to London 
several times, but prefers to be traveling.several times, but prefers to be traveling.

Players can use the “Gentleman World Adventurer” 
Profession to play Michael Crumm with one adjustment: 
instead of Shoot or Weapon, Michael Crumm has the 
skill Fight, with a specialty in Martial Arts, as 
Professional. 

Sir Alfred Gastrell 

Gentleman of Leisure

Age: 56

Last of a series of dissolute heirs to a small country title, Last of a series of dissolute heirs to a small country title, 
Sir Alfred Gastrell inherited a heavily mortgaged estate 
and was forced to sell it off to pay his debts. Well known 
in racing circles and among London bookmakers, Sir 
Alfred can often be seen at the track, gambling and shar-
ing gaming gossip.  Widowed, Sir Alfred is the father of 
one daughter who is slightly “touched.” He has no interest 
in marrying again but is a popular figure, witty and urbane in marrying again but is a popular figure, witty and urbane 
and willing to rub shoulders with the common man, even 
willing to let them buy him a drink. 

Players can use the following Professional skill array to 
play Sir Alfred Gastrell

Skills: Charm (4), Observation (3), Oratory (3), Perception (3)
Specialties: Charm – Friendly Persuasion, Observation – Rumor and Gossip, Perception (pick one)
Class: Upper 
Status: 4 Dice and 3 Circles
Annual Salary: 8,000£ 



Players may use the following Professional Skill array to play Lin Liren: 

Skills: Fight (4), Strength (4), Dodge&Defense (4)
Specialties: Fight – Martial Arts, Dodge and Defense – Vs. Brawling, Vs. Martial Arts. 

Shawn D. Hilton

News Vendor

Age: 47

Shawn D. Hilton is a news vendoShawn D. Hilton is a news vendor, operating a little shack 
on a major intersection where he hawks newspapers and 
other small items. He's a gent in the know – while he acts 
as a legitimate broker of news to the public, it's really just a 
front for his real business of brokering information on illicit 
activities. His band of newspaper-selling kids also act as 
mini spies and informants in his network. Despite his 
sometimes shady dealings, Shawn genuinely cares for the sometimes shady dealings, Shawn genuinely cares for the 
kids under his care. He makes sure that they are well taken 
care of and never want for food or clothing and spends much 
of his ill-gotten gains on them. His friendly demeanor also 
helps to conceal the fact that he never does anyone a favor 
without making sure they owe him a good one in return. 

Players may use the following Players may use the following Professional skill array to 
play Shawn D. Hilton: 

Skills: Charm (3), Commerce (4), Observation (3), Perception (3)
Specialities: Charm – Salesman, Commerce- Street Sales, Observation – People
Class: Poor-Middle
Status: 2 Dice and 4 circles
Annual Salary: 15-20£ 

Lin Liren

Warrior Inspector 

Age: 41

Lin Liren is the youngest of seven sons in a well-respected Lin Liren is the youngest of seven sons in a well-respected 
Chinese family. Liren spent his youth studying both Chinese 
and International legal treatises as well as honing his skills in 
Hung-Gar Gung-Fu under Doctor Wong Fei Hong, the Tenth 
Tiger of Canton himself. The local Governor saw potential in 
Liren for his studiousness and his interest and fluency in 
Western culture and so sent him on an “internship” to 
Scotland Scotland Yard.  Through a joint investigation between 
Scotland Yard and Baker Street, Liren met Watson. Watson 
was impressed by Liren's martial prowess as he, unarmed, 
managed to defeat a Calymore-weilding criminal. After the 
case Liren was taken in as one of Watson's friends and 
investigative proteges.



Skills: Strength (4), Commerce (3), Observation (3), Endurance (3)
Specialties: Strength – Lifting, Observation – People, Observation -Things
Class: Poor ; Status: 2 Dice and 3 Circles; Annual Salary: 15£

Mark Plemmons

Railway Porter 

Age: 39

Mark Plemmons is a railway porter, working at some of the 
busiest stations around London. He spends his days 
helping customers with their luggage and getting everyone helping customers with their luggage and getting everyone 
on and off the trains on time. He is very good at his job 
since he is warm with the passengers, patient, methodical 
and always double-checks that everything is as it should 
be. His line of work brings him into contact with all sorts 
of people and gives him insight into many comings and 
goings throughout the city and surrounding countryside. 
When he's not busy working and using his knowledge of When he's not busy working and using his knowledge of 
the rail system to help solve cases, Mark enjoys retiring at 
home and reading. 

Players can use the following Professional Skill array to 
play Mark Plemmons: 

Reprobates

Not all the characters we have provided are the good guys. The following are some lesser criminals and 
ruffians with a little more backstory than your average goon for your Investigators to encounter. 

Pawel Matysiak

Criminal Analyst

Age: 29 

Pawel Matysiak is a woman of wealthy Polish descent 
that is completely obsessed with the “mind of the 
criminal”.  She travels the world studying curious criminal criminal”.  She travels the world studying curious criminal 
cases because she believes the criminal mind works on a 
pattern that science will someday map. She spent a year 
in London’s East End researching Jack the Ripper, and 
she’s spent time in Vienna, gaining audience with 
Dr. Sigmund Freud.  Her Irish Setter,  “Will” 
accompanies her everywhere. He is her companion and accompanies her everywhere. He is her companion and 
protector and she never goes anywhere without him.

Players may use the “Consulting Detective” Profession 
to play Pawel Matysiak.



Hershel Gourethys A. Goldstein 

Criminal Mastermind 

Age: 35

PPetty Officer 1st Class, Hershel Gourethys A. Goldstein, is 
the heir of a long military family. He lost a lot in the Anglo-
Afghan War and wishes to regain the fame and fortune he had 
before the war. He established a small en cadre of lost souls, 
scoundrels, and villains and directs them in a series of 
burglaries to shame and incriminate Upper-Class victims that 
he feels are responsible for his losses.  Thanks to his well-
constructed network of criminals he always has a good alibi, or 
at the very least a good scapegoat. 

Stat Hershel Goldstein as needed for your adventure, he gains 
the following Guiles:

Criminal Mastermind 
Fantatical Following
Honrorable Scoundrel 
Resolved to the Cause

Bon Chance Louie

Cardsharp

Age: 48

Little is known about the personal details of the man known Little is known about the personal details of the man known 
only as “Bon Chance Louie.” He was born in Marseille 
France and became enamored with stage magic at an early 
age. He learned the methods of the trade – particularly card 
illusions (NEVER “tricks”) and how to read and manipulate 
his audience. As his talents grew he discovered some other 
uses for them, and before long was no longer welcome at any 
formal gambling establishment in formal gambling establishment in France.  He roved all over 
Europe plying his trade and even happened across 
Dr. Watson on his way back from India (and relieved him of 
his watch as well.) Years later, Louie ran into Watson again 
in London, and while Watson remembered him well enough 
to ask if Louie still had his watch, there were no hard 
feelings. In fact, something of a respectful alliance has 
formed between the two, since a man of Louie's talents can 
certainly be useful. 

Use the Thimble-Rigger reprobate to stat Bon Chance Louie. Raise his Criminal Artistry skill to 4 and 
give him the specialty Criminal Artistry - Cardsharp. He is the best Thimble-Rigger in London. 



Chadwick “Chaddie” Patterson

Surgeon to the Underworld

Age: 38

Chadwick Patterson trained as a surgeon at the 
University of GlasgoUniversity of Glasgow. Due to a series of high-profile bad 
outcomes, he was barred from the legal practice of surgery. 
Unable to make a living for himself, Chadwick turned to 
robbery. He might have stayed a petty criminal forever 
were it not for a chance encounter with a badly wounded 
crime boss. After patching him up the boss he earned a 
name for himself as the surgeon to the underworld. 
Chaddie is quiet around strangers but opens up quickly to Chaddie is quiet around strangers but opens up quickly to 
friends. He obsesses over his own fitness and is rather 
handy in a fight. 

Masterminds can use the “Doctor” Profession to include 
Chadwick Patterson in their adventure. Chaddie also has 
the following guiles:

                Bruiser
                  Quick                   Quick 
                   Well-Conditioned Villain 

Leslie S. Klinger

Disgraced Lawyer

Age: 61

Leslie Klinger was contacted by Leslie Klinger was contacted by Professor James Morarity to 
defend several criminals within the Professor’s criminal web.  
Defense attorney is a new profession among English law and 
the way in which Klinger has won most of his court cases is 
dubious at best. He is hated and despised by other barristers 
and honest judges have no tolerance for his courtroom antics. 
Luckily for Klinger there’s plenty of dishonest judges.

Lesile has the following guiles:Lesile has the following guiles:

Deceptive Villain
Unfathomable Plots
Vexing Villain 
Brilliant 

New Guile:
Law Bender – One per any adventure Leslie will find a way to make the law work in favor of his plots.  
Simply put, it will cause legal pressure to be put upon whoever is trying to stop his criminal endeavors and 
create a entire subplot that the investigators are thrown into.  



Kean Stuart 

Trust Fund Hedonist

Age: 36

Kean Stuart is the youngest son of a Duke with minor royal 
connections. He joined the Grenadier Guards regiment and 
swiftly rose to the rank of Major. However, he took up 
drinking heavily and eventually became dishonorably drinking heavily and eventually became dishonorably 
discharged due to his increasingly erratic behavior. The event 
that led to his Court Martial was being found drunk, in bed 
with the Colonel's wife, whilst on duty. Since his discharge, 
Kean has had no profession and has simply lived off his trust 
fund in the most debauched and hedonistic ways he can 
think of. His scandalous antics are regularly the talk of 
London's elite.  London's elite.  

Masterminds can use the “Returning Soldier” Profession to 
include Kean Stuart in their adventure. Kean also has the 
following guiles:

Marksman; Signature Weapon; Death-Defying

Trecherous Villains

Behind many of the petty criminals and seemingly random crimes of Victorian London there are a handful 
of powerful and devious villains. If creating your own adventures, feel free to include one of these premade 
foes as the man behind it all. 

Dr. Patrick J. Brady-Mellen

Forger

Age: 48
Dr. Patrick J Brady-Mellen is a document expert working 
in the British Museum. He is also one of the most 
accomplished forgers in Europe. He is an expert at 
copying handwriting and style to near perfection. He is copying handwriting and style to near perfection. He is 
rumored to have worked for Her Majesty's Government 
“adjusting” diplomatic correspondence and reports of 
foreign agents to their home countries. He has earned vast 
sums for himself and his accomplices in altering all 
manner of legal paperwork. While Patrick needs his 
spectacles for distance vision he does not use them for spectacles for distance vision he does not use them for 
close work. He is fond of cats, music, and expensive 
fountain pens but otherwise has few hobbies. 

Use the Smasher Reprobate for Dr. Brady-Mellen but 
make his Craft Skill a 6.  He's one of the best forgers in the world. 



Hamish MacAndrew

Ex-Scotland Yard

Age: 32

Hamish MacAndrew used to work as an investigator for 
Scotland Yard. He was excellent at playing Devil's 
Advocate and finding exceptions to the rules, often 
criticizing proper procedure for being prone to errors and criticizing proper procedure for being prone to errors and 
misleading results.  After years of feeling he was wasting 
his breath trying to change the police procedure, he decided 
to perform a robbery as an example of how limited Scotland 
Yard's capacity to solve a mysterious crime was. Sure 
enough, the Yard was stumped, but when it came time to 
reveal the truth and return the money, greed took over and 
Hamish never looked back. Hamish never looked back. 

Masterminds may use the “Scotland Yard Detective” to 
include Hamish MacAndrew in their adventure. Hamish 
also has the following guiles:

Careful Villain; Escape Plan; Unfathomable Plots

Paul Maloney 

Mathematician 

Age: 35

Paul Maloney is an Irish mathematician and a protege of 
Charles Babbage. He has been in London setting his gifted 
mathematical mind to the task of building a working 
difference engine. difference engine. To fund his work, he sells his services as a 
planner to the criminals in London. He has helped plan bank 
robberies, blackmail campaigns, and even the theft of rare 
artwork from a gallery. He's not a criminal mastermind, 
however and only dabbles in such work when money grows 
short.  He is still no closer to a working difference engine. 

Masterminds can use the “Masterminds can use the “Professor of Science” Profession 
to include Paul Maloney in their adventure.  Paul also has 
the following guiles:

Master of Deceit
Mast of Machinations
Criminal Mastermind
Deceptive Villain



“I  th  r cng y i t  c 
c crtly rts m er  tr.”

- Srlc Hm,  Hn  t Bvl

In which we have assembled a collection of adventures 
for the Mastermind to present to the opposition of the 
investigators.





THE CASE OF THE

time as her own future and situation becomes 
secure. Recently, Mr. Windibank, the stepfather 
of Miss Sutherland, has been fired from his 
position at Westhouse & Marbank Wine Trade. It position at Westhouse & Marbank Wine Trade. It 
was discovered he was stealing wine for sale on 
the black market. With his gambling addiction, it 
was not long before Windibank was penniless. 
Unable to support his new wife, he knew that 
finding work was unlikely once his black market 
crimes become public. As well, it would only be a 
matter of time before Windibank's shortsighted matter of time before Windibank's shortsighted 
and nearly blind stepdaughter would find a man, 
move out of the house, and take her money with 
her.

He hatched a plan to take advantage of her poor 
eyesight. Mr. Windibank would impersonate a 
fictitious beau by the name Hosmer Angel 
during the gasfitters' ball. Using a disguise, the 
cover of evening walks, and Miss Sutherland’s 
poor eyesight, he would mislead her. Proposing 

Jilted Bride
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to her one evening, he convinced her to 
promise that whatever happened to him, 
should they ever be parted, that she would 
remain true. Miss Sutherland, a woman 
without prospects for years, readily accepted 
his proposal and promised to be always 
faithful.faithful.

Mr. Windibank staged Mr. Angel’s 
disappearance from a Hansom cab minutes disappearance from a Hansom cab minutes 
prior to the wedding. He hoped that Miss 
Sutherland, grieved by her missing fiancé, 
would be constantly reminded of the promise 
she had made. The end result would be that 
Miss Sutherland would spend the remainder of 
her days with the Windibanks as an old 
spinster. Mr. Windibank would continue to spinster. Mr. Windibank would continue to 
have access to Miss Sutherland’s money. He 
would pretend to be gainfully employed and 
spend his days drinking and gambling in the 
seedier parts of London.

ADVICE FOR THE MASTERMIND

This case makes a great introductory 
adventure to the world of Baker Street. The adventure to the world of Baker Street. The 
players have an opportunity to use the 
investigation mechanics early in the 
adventure, and it is more about processing the 
clues than running about London for 
investigation.

It is important for the Mastermind to review It is important for the Mastermind to review 
the adventure to make sure he or she 
understands the mechanics and the twists and 
turns the adventure may take. Often 
investigators may do something totally 
unplanned and unscripted. In those situations, unplanned and unscripted. In those situations, 
the Mastermind should be familiar enough 
with the story to improvise and ultimately get 
the investigators back on track.

When the investigators dedicate significant 
resources or time to following up on a false resources or time to following up on a false 
lead or clue, raise the Threat Meter and inform 
them they are not on the right track. How far 
to take false leads and clues is entirely up to 
the discretion of the Mastermind.

THE THREAT METER

The Mastermind should review the rules on the The Mastermind should review the rules on the 
Threat Meter and understand the progression of 
the Threat Meter as presented here. The Threat 
Meter increases whenever the investigators take 
an extra Investigation Scene, or when they spend 
too much time on false leads. If it increases past 
the fourth threat, the appropriate endgame 
happens, and the investigators are out of luck as happens, and the investigators are out of luck as 
the case goes against them.

1. As the Threat Meter increases, the case
 becomes more difficult. The tension reaches 
level one. Rolled 1s on the Sherlock Die no longer 
cause 1s to be successful.

2. Mr. Windibank becomes paranoid that the 
investigators will discover his deception. He investigators will discover his deception. He 
burns his Hosmer Angel disguise; the 
investigators lose a key piece of evidence against 
him. Even if the investigators close the case, he 
can simply pretend that he never did it. Reduce 
the overall Experience Points awarded in the 
case by one.

3. Mr. Windibank realizes that the letters are 3. Mr. Windibank realizes that the letters are 
now the only existing proof of a Mr. Hosmer 
Angel. He easily steals the letters away if Miss 
Sutherland still possesses them. Otherwise he 
hires reprobates to steal them from the 
investigators. The loss of his letters as evidence is investigators. The loss of his letters as evidence is 
severe. Without them the investigators cannot tie 
Windibank’s typewriter to Mr. Angel. Reduce the 
overall Experience Points awarded in the case by 
three.

4. As the Threat Meter increases, the case 
becomes more difficult. The tension reaches level becomes more difficult. The tension reaches level 
three. Rolled 1s, 2s, or 3s on the Sherlock Die no 
longer cause 1s, 2s, or 3s to be successful. This is 
the final increase to the Threat Meter before 
triggering the Endgame.

Endgame I – If Mr. Windibank recovered and 
destroyed the letters, he waits for the 
investigators to show up at the house and investigators to show up at the house and 
politely denies his involvement. He demands 
proof or he plans to sue the investigators for 
slander. He’s only too happy to introduce the 
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investigators to the gentleman in his parlor, a 
Mr. Standford, one of England’s most famous Mr. Standford, one of England’s most famous 
slander case lawyers. If the heroes persist to 
expose the truth, no one believes them. Legal costs 
begin to mount as they are sued for slander and 
they lose two circles of Status- even if they can 
somehow prove his guilt. 

Endgame II – If Mr. Windibank did not recover Endgame II – If Mr. Windibank did not recover 
the letters, he takes all of the Windibank’s savings 
out in cash and flees England. He disappears and 
is never heard from again. The Status of each 
investigator is reduced by two circles. They may 
have solved the case, but they have left Mary and 
her mother without money for some time. 

Observation 3
This woman’s boots were hastily put on. One side 
has two of the five buttons fastened; the other 
has the first, third, and fifth fastened. She was in 
a hurry today.

Observation 4
There are deep imprints on Ms. Sutherland's There are deep imprints on Ms. Sutherland's 
nose meant for pince nez glasses. (Mary only 
uses the glasses for typing which is essential for 
her short sight.) 

THE INTERVIEW

This introduction is somewhat long-winded. Feel This introduction is somewhat long-winded. Feel 
free to have players interrupt to ask questions of 
Miss Sutherland or point out details uncovered 
with their keen powers of observation.
At this point Miss Sutherland will explain why 
she is seeking the investigators’ help. When 
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papers. Hosmer and I said our goodbyes to Mr. 
Rutherford and continued to walk along. It was 
such a wonderful walk with Hosmer. We shared 
a great many interests. We continued to see each 
other whenever my stepfather went to France. 
We met mostly during the evenings because I 
took in typewriting from a law firm and Mr. 
Angel attended his business during the day.Angel attended his business during the day.

“I wish I could show you some of the law letters I 
have typed. I am sure you would find them of 
interest, given that you all are consulting 
detectives. I have seen some wicked confessions! 
I am sorry, I digress. Hosmer and I would 
exchange letters, of which I would send to a post 
office on Leadenhall Street until they would be 
picked up by Hosmer. I have brought some of his 
typewritten love letters if it will help you track 
him down.

“Do not worry about compensation, detectives. I “Do not worry about compensation, detectives. I 
collect interest from some stock that my Uncle 
Ned left me after he moved to New Zealand. My 
mother and her brother never really got along. 
She said he hung around with the wrong 
element, always one step ahead of the law, workelement, always one step ahead of the law, work-
ing for shady businessmen on the docks. The 
stock has been a great benefit to us. I am 
afforded the ability to share some of the interest 
with my parents, just to pay for room and board.

“Oh, there I go again! I was supposed to be 
talking about poor Hosmer. It was on one of our 
regular evening walks that Hosmer proposed to 
me. I conferred with my mother who thought it 
an excellent idea. She was thrilled that I should 
marry, and suggested I not wait for my 
stepfather’s return. The wedding was planned for 
last Friday, but a peculiar thing happened on the 
prior Wednesday night. Mr. Angel had me meet prior Wednesday night. Mr. Angel had me meet 
him at the fountain outside of where the 
gasfitters ball took place on Lopshire Avenue. So 
I waited underneath the broken gaslight by the 
fountain; it was our special place. He showed late 
in a frightful disheveled state in both 
countenance and costume. He made me promise 
that if something parted us I would be true to 
him no matter what happened. I asked him what 
on earth could part us; he only repeated his 
request until I made my solemn promise. 

finished reading her dialogue, begin an 
Investigation Round. 

“My parents don’t know that I’m here. This is 
all just tragic business. As tragic as when my 
father passed, or the day we sold his business.

“My stepfather thinks I should let the whole “My stepfather thinks I should let the whole 
thing go. Stepfather, such an odd word, he 
being fifteen years my mother’s junior. I guess 
this whole thing is my fault. My parents 
warned me about men. Such was my desire to 
not be a burden to my mother and her new 
husband that I took every opportunity to find a 
suitable match. I attended dances, parties, and suitable match. I attended dances, parties, and 
all manner of social occasion with matrimony 
in mind, yet only did I enter into an 
arrangement once. Just once, with a Mr. Ru-
therford, but we broke off our engagement. I 
was starting to feel somewhat guilty of being 
twenty-eight years old without a prospect.

“But then I did find a man! And that is why I 
am here. My fiancé is missing. His name is Mr. 
Hosmer Angel. I met him at the gasfitters’ ball. 
They used to send us tickets before my father 
passed, and they thought of us again this year. 
Come to think of it, that was a bit peculiar, 
seeing how most of the gasfitters now work for 
my father’s competitors. My stepfather, Mr. my father’s competitors. My stepfather, Mr. 
Windibank, isn’t one for social functions. He 
typically does not like anyone in the family 
attending, but he was away in France on wine 
trade business; apparently on some important 
business deal that was very important to his 
employer’s wine trade. During his absence, I 
decided to go to the ball. I had not expected to 
meet anyone, but then I danced with Mr. 
Angel. Hosmer is a wonderful man, with a 
bushy beard and peppered hair, with whom I 
had at least something in common. You see, he 
has poor eyesight like mine. He wears large has poor eyesight like mine. He wears large 
tinted glasses to shield his eyes from the glare.

“He walked me home that night from the ball 
and we talked a great deal. As I recall, I ran 
into Mr. Rutherford that evening on the way 
home. He did seem a little distressed at seeing 
me with another man. Seems he went into the 
plumbing trade like my father. He was 
carrying what looked to be some important carrying what looked to be some important 
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Suddenly he was off in the night, as if someone 
were after him. I can tell you I did not sleep well 
that evening, and so hysterical was I by Thursday 
afternoon that my mother sent for Mr. Angel. He 
appeared at our flat that evening with flowers and 
candy. Holding my hand, he reminded me that our 
blissful nuptials were only a day away. On our 
wedding morning he arrived and put my mother wedding morning he arrived and put my mother 
and me in a Hansom cab. He followed us in a 
growler, but when the coachman pulled up, the 
carriage was empty. No one has seen him since! In 
fact, all I have of him are his typewritten letters to 
me.”

SCENE 2: THE FIRST INVESTIGATION 
SCENE

The party of investigators should nominate a Lead 
Investigator to roll for an Observation Skill Roll 
on Miss Sutherland. The difficulty of the 
Observation Skill Roll is based on the number of Observation Skill Roll is based on the number of 
clues available to the investigators. Known only to 
the Mastermind, the Observation Round begins 
with eleven undiscovered clues.

The rest of the team may assist the Lead 
Investigator by giving him half of their 
Observation Skill (rounded down) in dice. The 
assisting investigators must have at least an 
Average Rank in the Skill to contribute. The Lead Average Rank in the Skill to contribute. The Lead 
Investigator then makes the roll. Each additional 
success above the number of successes needed 
grants the investigators one additional clue. Lay 
out the discovered clues on the table.

After the investigators have read over the clues, After the investigators have read over the clues, 
proceed to the Reason Round for the elimination 
of any false or unimportant clues. One 
investigator becomes the Lead Investigator and 
will make a Reason Skill Roll while the other 
investigators contribute half of their Reason Skill investigators contribute half of their Reason Skill 
(rounded down) in dice to the roll. The difficulty 
of the Reason Skill Roll is based on the number 
of clues that were revealed in the Observation 
Round.

If the Lead Investigator makes a successful roll, 
they can ask the Mastermind if a particular clue is 
false. Every two success above the Difficulty 
allows the investigator to point out another clue 
and have it verified by the Mastermind. 

Next is the Deduction Round. In this round, the Next is the Deduction Round. In this round, the 
investigators want to focus on the leads provided 
by verified clues. This reveals which leads are false 
and which leads are important. The investigative 
party chooses one player to be the Lead 
Investigator. The Lead Investigator will make a Investigator. The Lead Investigator will make a 
Deduction Skill Roll while the other investigators 
lend half of their Deduction Skill (rounded down) 
in dice to the roll. The assisting investigators must 
have at least an Average Rank in the Skill to 
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contribute.

Each success rules a lead as true or false for an 
investigator (point to it to have it verified by the 
Mastermind).

After the initial Investigation Scene, the players After the initial Investigation Scene, the players 
decide if they want to take an additional scene. 
This increases the Threat Meter. Players are not 
limited to one additional Investigation Scene, but 
each additional scene taken does further increase 
the Threat Meter.

SCENE 2B: THE INTERVIEW

Next the investigators may ask four questions of 
Ms. Sutherland. They can ask another four 
questions by raising the Threat Meter. When 
asked about things about the case here’s what 
Miss Sutherland knows:

Type-Written Love LettersType-Written Love Letters
“Hosmer said that his handwriting was 
undecipherable. He asked me to forgive him for 
such impersonal letters.”

The Fountain
“I remember the fountain well. We went to take a “I remember the fountain well. We went to take a 
stroll around it. It was dark because of a broken 
lamp, but Hosmer led me by the arm. There must 
have been some children early in the night 
throwing rocks. I almost walked right into the 
glass, but my darling expertly maneuvered me 
around it.”

New Zealand StockNew Zealand Stock
“I have it signed over temporarily to my parents. 
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to isolate my mother and me. It’s much easier to 
go out when he’s not around.”

 Miss Sutherland’s Typing for a Law Firm
“I work for Worthington’s Law firm in High 
Street. They have specialized in legal counsel for 
defense proceedings. There’s actually quite a
market for it. The law office employs a number of market for it. The law office employs a number of 
new barristers that spend their days at the dock, 
defending anyone that can afford a barrister. 
They even offer a sliding scale based on what you 
can afford. And sometimes the documents I type 
are quite thrilling. Why just a few months ago I 
was typing some witness reports for a possible 
murder. It is all rather exciting.”murder. It is all rather exciting.”

“I can’t really speak of the details of the murder 
case. My typing is all done confidentially. I can 
tell you our legal counsel did manage to get an 
acquittal, despite the testimony of the witnesses.”
 
The Love Letters Sent to the Post Office on Lead-
enhall Street
“Hosmer didn’t want the letters coming to his 
office. He was afraid of being chaffed by all the 
other clerks about having letters from a lady. 
Since he slept on the premises, he didn’t have 
another address. I left them at the post office for 
him.”

Mr. Angel’s Profession
“He works in Leadenhall Street as a cashier; I’m 
not sure for which firm. He never told me and I 
never asked.” 

The Promise to be True
“It was only something I was happy to do. I can’t “It was only something I was happy to do. I can’t 
imagine my life with any other man. It scares me 
to think that someone was after him.”
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for the Leadenhall Market which houses dozens 
of shops which sell beef, poultry, and fish. 
Cashiers abound everywhere; even a full day’s 
search does not come close to following up with 
every business in Leadenhall. After two 
exhaustive days of searching, none of the 
businesses have heard of Mr. Hosmer Angel. businesses have heard of Mr. Hosmer Angel. 
Raise the Threat Meter. 

Checking up with Mr. Rutherford is exploring a 
false lead. Rutherford can be reached at his 
offices in the High Street but has little to provide offices in the High Street but has little to provide 
in the way of information other than the cause of 
the breakup. Mr. Sutherland did not approve of 
Rutherford’s liberal leanings, especially in his 
law firm representing defendants in court cases. 
He was asked not to pursue Mary any further.

Miss Sutherland did not bring any of her love Miss Sutherland did not bring any of her love 
notes to Hosmer, but she did bring Hosmer’s 
typed love letters to her. If the investigators do 
anything clever like compare the notes typed 
from her letter of introduction to the love notes, 
ask for her love letters to Hosmer, or gain any 
correspondence from Mr. Windibank, they learn 
that all of it comes from the exact same that all of it comes from the exact same 
typewriter. It is the family typewriter in the 
Windibank house. 

A discussion with Mrs. Windibank provides little 
information. She is upset for her daughter, has 
no idea of her husband’s deceit, and only met 
Mr. Hosmer Angel twice ever, both times rather 
late at night when she saw him and Mary out 
walking. Do not raise the Threat Meter on this 
lead.

Just like investigating Uncle Ned or Mary’s Just like investigating Uncle Ned or Mary’s 
profession of typing for a law firm, investigating 
into Mary’s real father’s past provides no 
information on the case. Raise the Threat Meter 
if any of these leads are explored beyond casual 
inquiries from Baker Street. 

The gasfitters can only provide limited 
assistance. No one named Hosmer Angel was assistance. No one named Hosmer Angel was 
ever invited to the ball. No one even knows who 
he is.

Investigators could attempt to find the Hansom 
Cab Driver that drove Mr. Angel to the wedding 

but there are so many cabbies in London that this 
will prove very difficult.

Good results might suggest a visit to the post 
office. The clerk there describes a man matching 
Mr. Windibanks description retrieving his letters. 
If the players describe Mr. Angel the clerk says he 
has never seen anyone matching that description. 

The best results occur if the Investigators follow The best results occur if the Investigators follow 
up with Mr. Windibank’s employers at Westhouse 
& Marbank. His former employers have little 
problem telling the investigators of 
Mr. Windibank’s stealing. They would have 
prosecuted him except they did not want the press prosecuted him except they did not want the press 
such a scandal would bring. The rumor is he 
spends his time at a seedy tavern on Bleaker 
Street. 

If they visit the tavern, the owner has no trouble 
telling them that Mr. Windibank keeps a room 
there, but he will not let the investigators in 
without some convincing. Bribes will not work without some convincing. Bribes will not work 
(and might result in a Status loss). The bar owner 
knows Windibank is a good fighter and does not 
want any trouble with him, so he is not about to let 
people go through his belongings. On the other 
hand, convincing the owner that the police may get 
involved and cause him unwanted trouble is a 
good tactic. The tavern owner had more than a few good tactic. The tavern owner had more than a few 
run-ins with the law in his youth. He fears 
Windibank, but he fears the law even more. 
Appealing to his sense of civic duty will fail utterly 
as he is a poor man running a seedy bar and cares 
very little about doing the right thing. Any 
attempts to bully or force their way into the room 
should be met with a loss of Status. It is possible 
someone the investigators know walks by as they 
are breaking into the room or are in the tavern and 
overhear attempts to bully or bribe the tavern 
owner.

If the investigators gain access to his room, and he If the investigators gain access to his room, and he 
has not disposed of his Hosmer disguise, the 
investigators may find it in a locked trunk. Picking 
the lock on a man’s private traveling trunk just on 
the suspicion he is involved merits a slight Status 
loss if anyone witnesses the infraction.

If more evidence against Windibank is required, If more evidence against Windibank is required, 
the Sutherland family typewriter may be found in 
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his room. Windibank may have stolen it from the 
house after using it to type the letters. If the 
players are really stuck, Mary can report it stolen 
to the investigators.  Comparing the typewriter to 
the letters and succeeding a Challenging (5) 
Observation Roll, reveals it to be the same 
typewriter that typed the letters.

While in the room, the investigators can see men While in the room, the investigators can see men 
gambling in the alley out the window. In case the 
investigators need a final push in the right 
direction, one of the men is overheard saying, 
“You win, Windibank.”
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Dear Mr. Holmes,
 
I am hoping I can call upon you in the morning. I have a dreadfully sad 
story that has left me with little options. I’m hoping for any possible 
help you may provide. I will be in Baker Street by 11am. If you are 
otherwise engaged please reply.

Miss Mary SutherlandMiss Mary Sutherland

APPENDIX

Type-Written Handouts:

Handout #1

Handout #2

My Dearest Mary,

Such is my hope that we will soon be together, I count the hours and 
minutes until our walk this evening. I’m hoping I can share some 
wonderful news to my friends and family.

Eternally Yours,

Hosmer Angel

Handout #3

My Dearest Mary,

I was elated with your acceptance of my proposal last night. I have 
some unfortunate business that may detain me this evening. Please wait 
for me by the fountain where we met at the Gasfitters' Ball. 
Hopefully these most unpleasant matters may resolve themselves. I fear Hopefully these most unpleasant matters may resolve themselves. I fear 
things have become serious with some rather bad chaps looking to make 
trouble for me.

Lovingly Yours,

Hosmer Angel
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