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Before the science of forensics was used as an investigative tool, there was no burden of proof: only guilt by suspicion. A
witness to a crime could point the finger at a suspect (this sometimes provided the opportunity to settle old scores) and a
confession could be forced through torture. In some cases, two people might accuse each other of the same crime. As there was
no way to establish who was guilty, the judiciary merely picked the one whose story they believed. As long as someone paid for
the crime, justice was seen to be done.

Fortunately, not everyone was happy with this process, and as society evolved, the militia and the judiciary worked together to
enforce the laws of the land and to keep the peace. It was now the judge who determined the guilt or innocence of the accused.
Some judges were, however, biased and their judgments were based on personal opinions, gut instinct and sometimes
prejudice.

As time went by, the militia evolved into the police and they depended more on facts and evidence to solve a crime. Because of
the growing need for evidence, a body of science arose to detect the perpetrator of a crime. This body of science -- forensics —
evolved from many disciplines: first fingerprinting; then hair analysis, blood typing, DNA and chromosome patterning. The
individuality of the human body became a valuable asset in solving crimes. Inventors also played their part: they produced
microscopes that could reveal minute differences in bullets and tool marks. Not to be left out, the sciences of psychology and
psychiatry gave rise to criminal and geographic profiling, as well as handwriting analysis. When the bodies of crime victims
were found, anthropology and archaeology provided the foundation for recovering the bodies, determining identity and cause of
death, as well as guidelines on how to reconstruct bodies from skeletal remains.

Detectives pulled these strands of science together and named them the Forensic Sciences. Now, investigators finally had the
skills and techniques to establish a likely chain of events. Providing evidence wasn't tampered with, they had the means to
prove beyond all reasonable doubt the guilt or innocence of a suspect.
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In this book, players learn how to ask the right questions to
not only identify a dead body, but also work out how it
came to be there. It outlines the basic facts of forensic
investigation. The book thoroughly details the legalities
of entering a crime scene; outlines procedural information
in crime scene investigation; and provides information
about equipment and methods to determine cause of death.

HOW TO USE THIS BOOK

Crime Scene: Forensics is a game for the d20 Open Game
License System. A copy of the Dungeons and Dragons Players
Handbook is required for play. This book is intended to be
cross compatible with all other Crime Scene books.

‘d20 System’ and the ‘d20 System’ logo are trademarks of
Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc.,
and are used according to the terms of the d20 System
License version 4.0. A copy if this Licence can be found at
www.wizards.com/d20.

Note: For the sake of simplicity, all law enforcement o fficers
- police officers, deputies, cops, troopers, crime scene
officers etc., regardless of rank or type -- will be
collectively referred to as the police. The term cops will
apply to all city and rural police officers, whereas the terms
troopers or state troopers will be used for state police.

IMPORTANT!

Like all sciences, forensics deals with the investigation of
evidence and the establishment of fact. What makes it
fascinating is its diversity: it draws from all areas of
analysis and examination. This book covers the main areas
of forensics, but it is just the tip of the iceberg: an expert in
the field might study for years to develop in-depth
knowledge and skills. There are many more specialized
fields and techniques that we simply do not have the space
to cover.

This book deals openly with the physical aspects of crime
and homicide. Such topics include an autopsy, a description
of the process of death, and the decomposition of the human
body. While this is entirely natural, some readers may
find it distressing to read. Forensic techniques have caught
killers, ensured the conviction of criminals, and have freed
the wrongly accused.Itisrarely a pretty picture, and some
of the more disturbing or distasteful aspects of forensics
have been omitted for the sake of good taste.

All NPCs are entirely fictional, any similarity to people
living, dead or fictional is entirely coincidental.

WHAT IS THE CRIME
SCENE SERIES

The Crime Scene series focuses on all aspects of law and
crime in the 21 century. Meticulously researched and
highly detailed, these sourcebooks are the perfect
compliment to any modern-day game. Packed with
background material, each Crime Scene book can be used
either independently or combined with others to suit any
needs. Check out other titles in the Crime Scene series:

Other Crime Scene titles include:
Crime Scene: Police Investigation
Crime Scene: The Mob

Crime Scene: Feds

Crime Scene: Hong Kong

Crime Scene: Yakuza

Crime Scene: Lower East Side
Crime Scene: Sheriff’s Office Red Pine Hollow
Crime Scene: Supernatural

ﬁ)&‘!&\%




CHAPTER ONE

- THE HISTORY OF
- FORENGSICS

Welcome to Crime Scene: Forensics!

KEY EVENTS IN THE HISTORY OF FORENSICS

Out of all the living creatures on this planet, humankind is
the most intelligent. Only we can use sophisticated tools
and plan ahead; only we can anticipate what may occur in
the future. As a result, only we are capable of pre-meditated
murder. This facet of our make-up separates us from all
other life on the planet.

The word forensics is ancient Greek, derived from the
Latin term ensis and closely related to the word forum.
Modern day democracy evolved from Greece, and as the
ancient Greeks were very proud of their political system,
they used to organize speaking contests to develop and
recognize the debating skills so central to their democracy.
These contests became known as forensics, because
debating skills included the use of evidence to prove
different points. Naturally, this oratory technique was
perfect for the law courts. As a result of this, the term
forensic evolved to become associated with legal evidence
and argument.

The police use forensics in a number of ways, relying on
the skills of medical examiners to perform autopsies to
establish the cause and time of death. There are numerous

types of forensic experts who specialize in all sorts of areas,
such as odontology (dentistry), blood, archaeology, and
even entomology (bugs). Forensics experts and crime scene
officers can work together on any crime scene.

Date
700 BC

1248

Place
China:

China:

France:

England:

France:

France:

Scotland

England:

Poland:

India:

Tokyo:

England:

Key Event

First recorded fingerprints as a means
of identification.

The first known text dedicated to
forensic medicine, The Washing Away
of Wrongs describes how to tell the
difference between drowning and
strangulation.

Francois Demelle releases treatise on
systematic document evaluation.
First recorded use of physical
matching: John Toms is convicted of
murder after a torn piece of newspaper
in a pistol is matched to a piece of
newspaper found in his pocket.
Eugene Francois Vidocq forms the
world’s first detective force in
exchange for the suspension of his jail
sentence.

Spaniard Mathiew Orfila uses a
microscope to identify blood stains.
Publication of the first forensic
examination of toxicology, Traite des
Poisons des Regnes Mineral, Vegetal et
Animal.

William Nicol invents polarising light
microscope.

Henry Goddard uses bullet
comparison to catch a murderer.
Ludwig Teichmann develops first
test for haemoglobin.

Englishman Sir William Hershel
begins using fingerprints on native
contracts.

Thomas Taylor suggests that
markings from fingertips could be
used for identification in criminal
cases.

Scotsman Henry Faulds uses
fingerprints to clear an innocent
suspect of burglary.

Sir Arthur Conan Doyle publishes
the first Sherlock Holmes story.




1891

Austria:

England:

Argentina:

Germany:

France:

USA:

USA:

Switzerland:

USA:

Hans Gross publishes Criminal
Investigation, the first

Canada:

comprehensive book describing
the investigation of physical
evidence.

Sir Francis Gaton publishes his book
on the observations of fingerprints
as a means of identification.

Police researcher Juan Vucetich
develops a fingerprint classification
system originally used in Latin
America.

Dr. Paul Uhlenhuth develops a
method for testing whether
bloodstains are human.

President Roosevelt orders the
establishment of the Federal Bureau
of Investigation.

Edmund Locard, Professor of
Forensic Medicine in Lyons,
establishes world’s first crime
laboratory.

Albert Schineider first uses a
vacuum apparatus to collect trace
evidence.

A comparison microscope is used to
examine bullets.

Bell Labs begins study of voice print
analysis.

Max Frei-Sulzer develops the tape
lift method of evidence collection.
Indiana state Police Captain R.F.
Borkenstein invents first portable
breathalyzer.

England:

England:

England:

| LE“ "

Gas chromatography used to
identify petrochemical products in
forensic laboratory.

Congress enacts the Federal Rules of
Evidence Act.

Lab worker accidentally discovers
“Super-glue” fuming for
fingerprints.

The FBI begins the establishment of
Automated Fingerprint Identification
System (AFIS).

The first Psychological Offender
Profiling is used to capture John
Duffy.

Sir Alec Jefferies develops the first
DNA profiling test.

DNA Profiling is first used to
identify Colin Pitchfork as the
murderer of two girls.

DNA Profiling is used to convict
Tommy Lee Andrews of a series of
assaults.

The FBI automated ballistic imaging
system Drugfire is established.

The FBI DNA database (NIDIS) is
established.

The Iowa Supreme Court reverses
the murder conviction of Terry
Harrington after evidence from a
Brain Fingerprinting test causes the
key prosecution witness to retract
their testimony.
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CHAPTER TWO:

HOW TO PLAY
FORENSICS GAME

Players using the characters in Crime Scene: Forensics
assume the role of investigator. They will be called in to
help with the examination of a crime scene, and each
character class will have areas of specialization. The
players will have to determine what their priorities are
and the relevance of each clue. The Arson Investigator and
the Crime Scene Officer are both law officers, who have the
power to arrest and question suspects; they also have the
technical skills to examine a crime scene. There are,
however, various specialists: the forensic pathologist is a
trained doctor, skilled in the physical examination of the
body to determine clues; the anthropologist recovers buried
bodies and examines skeletal remains to determine the
cause of death; the Crimalist is adept at analyzing this
evidence, matching trace samples, and finding out exactly
what each piece of evidence is. On their own, no one
character has all the answers, but by working as a team,
your players can solve cases and catch the guilty.

GMs can use the material in this book as part of any police/
criminal investigation scenario. In the world of television,
investigating crime is easy and exciting. You, however,
are given the tools to solve crime in a realistic way: don't
expect roof top climaxes, nefarious villains explaining their
plotting and scheming, or a hero dangling precariously
from his fingertips before suddenly shooting his last bullet
into the bad guy. In the real world, the police have to be
able to prove who committed the crime, take witness
statements, establish alibis and examine circumstantial
evidence before drawing conclusions. Forensic evidence
is used to confirm theories and prove who did it. Without
this proof, no court case can take place and the criminal
will walk free.

There is a famous saying in forensics that no one can enter
aroom without leaving a trace, and this is doubly true for
a crime scene. The police rely on forensic techniques to
determine what happened, and by analyzing the scene,
build on evidence to create a picture of the suspect.

Example Scenario

The police discover a body lying on the floor of a room.
The examination of forensic evidence takes place and
reveals the following:




Conclusion

The killer entered by the
door and left by the
window.

Forensic Action

Check the fingerprints on the
door handle and the windows
of the room.

Examine the bloody footprint
on the windowsill.

By the size and wear
pattern, the murderer is
quite tall.

Check fingerprints on database. They cannot be matched to
any known criminals, so
the person is unlikely to
have a record.

Take fiber samples from under
the victim’s fingernails.

The killer was wearing
blue denim; the oil stains
on the fiber indicate that the
denim was probably dirty.

The murderer uses a
cheap ammonia based
hair dye.

Examine hair samples on
victim’s clothing

Examine body for cause of
death.

The killer struck from
behind using an object
similar in profile to a tire
iron. Microscopic frag-
ments of metal around the
wounds confirm it was a
metal murder weapon.

Death occurred at around ten
o’clock in the morning,
meaning there might be
witnesses to the killer
arriving or departing.

Examine body for time of death.

According to witnesses, a blond garage mechanic wearing
denim dungarees was seen repairing the victim’s car just before
ten o’clock. This means that the murder suspect can be traced
and interrogated. The fingerprints, shoe impression and DNA
evidence prove that he was at the site. The police will also
examine his skin and clothes for blood spray patterns, which
match the victim’s DNA; this will provide definitive evidence
that he struck the killing blow. Without such analysis, all the
police would have had is a body and no idea as to the identity of
the killer.

Forensic science provides the means to determine what
happened, when, and by whom. It cannot explain why,
but it can point the investigator in the right direction. It is
therefore important for GMs to decide in advance possible
clues that might answer the question, why?
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With some crimes, the identity of the victim might be the
first priority, such as in fires, or murders where the body
has lain undiscovered for a while. By identifying the body,
the investigator can start to work out their last known
movements and collect statements from witnesses. Your
PC or NPC investigators can begin to piece together a
picture of what happened, processing the crime scene
and collecting available evidence. This can be analyzed
and conclusions drawn. The evidence can then be matched
to the suspects, or a profile drawn up to indicate a suspect’s
possible appearance or motivation.
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CHAPTER THREE:

FORENSIC

- ORGANIZATIONS

Players in a crime scene game have many resources at
their disposal. Below are some of the main organizations
available to the characters. GMs can decide how helpful
these organizations are and what resources to make
available to the characters.

THE NATIONAL CRIME
INFORMATION CENTER

The FBI National Crime Information Center (NCIC) is by far
the most useful resource for the hardworking law
enforcement officer. Players are likely to refer to NCIC
often, as this is where important data can be found. The
NCIC covers the entire US, as well as Puerto Rico, the US
Virgin Islands and Canada. It is state-of-the-art and a truly

remarkable database. The NCIC can be accessed from |

remote terminals in the station and in police cruisers. Many
modern police officers may even have a portable modem

device that allows access to the database, even in the field. 41
o
At the press of a few buttons or a phone call, the database

also puts the PCs in contact with other officers around the
country.

The NCIC database is far-reaching. The enhanced name
search uses the New York State Identification and
Intelligence system (NYSIIS). Not only will it report back
the whole of a person’s criminal record, it can also
speculate by looking up phonetically similar names, in
case the user has an incorrect or partial spelling. It stores
fingerprints of the right index finger and can draw a
comparison against all known fingerprint data (including
wanted and missing persons). It also contains a mug shot
database, noting any identifying features such as scars
and tattoos. It even lists details on any cars or boats
connected to a known criminal.

Furthermore, the NCIC contains data on all convicted

prisoners, as well as those on probation or parole. It can
cross-reference people and link files to indicate who has

worked with whom in the past. The database also flags
anyone that other members of the law enforcement
community have been making similar inquires about in
the last 5 days.

THE NATIONAL
RESPONSE TEAM OF THE
ATF

The Bureau of Alcohol, Tobacco, Firearms and Explosive
(ATF) is a law enforcement agency within the U.S.
Department of Justice. ATF enforces the Federal laws and
regulations relating to alcohol and tobacco diversion,
firearms, explosives, and arson. Under the authority of
Title XI of the Organized Crime Control Act of 1970, ATF
can initiate investigations and assist in State and local,
bomb and arson investigations. The ATF’s experience in
these investigations has shown that a cooperative effort
between trained State and local officers and ATF, results in
more effective investigations. As part of this cooperative
effort, ATF offers training in arson and explosives for State
and local investigators and prosecutors.

In 1978, ATF formed the National Response Team to assist
federal, state, and local investigators at scenes of significant
arson and explosives incidents. The NRT consists of four
teams organized geographically to cover the United States.




Each team is charged with responding in 24 hours to assist
state and local law enforcement/fire service personnel in
onsite investigations. Although the NRT has been used
mainly to assist in the investigation of suspicious
commercial fires, it has also been called to the scenes of
criminal bombings, explosions at explosives and
ammunition manufacturing plants, legal fireworks
factories, and illegal explosive device manufacturing

operations.

Since its inception, the NRT has to date been mobilized
over 340 times. These incidents involved the loss of 439
lives, injuries to 2,342 individuals, and over $4.3 billion in
property damages.

.

blast and fire origin-and-cause expertise, forensic chemists,
explosives enforcement officers, fire protection
engineers, accelerant detection canines,
explosives detection canines, intelligence
support, and audit support. The teams
work alongside state and local
officers in: reconstructing the
scene; identifying the seat of the

blast or origin of the fire;

conducting interviews; and

sifting through debris to obtain

evidence related to the bombing/

arson.

THE NATIONAL

EXPLOSIVES
TRACING
CENTER

£~ \
The National b)

. : menmatth .Y
Explosives Tracing @

Center of the ATF

was established to aid law

enforcement investigations into explosives. Explosives
manufacturers, importers, wholesalers, and retail
dealers in the United States and foreign countries
cooperate in the tracing practices laid down by the ATF.
They do this by providing, on request, specific
information from their records of manufacture,
importation, or sale. Because of its licensing authority,
ATF is the only Federal agency authorized to access these
records.

The teams are composed of veteran special agents with post-

THE BODY FARM

Much of what is currently known in the science of
“taphonomy” (body decomposition) comes from the
Anthropological Research Facility: University of Tennessee
Knoxville. Nicknamed the Body Farm, it measures the rates
and nature of decomposition, using the bodies of those who
have donated their body to science.

Some three hundred people have also willed their bodies
specifically to this facility, with more coming with each
fresh wave of publicity. Other bodies are unclaimed corpses
from medical examiners’ offices.

-~




Founded by William Bass in 1972, the Body Farm studies
about forty bodies at any given time. They are stuffed into
car trunks, left lying in the sun, buried in shallow graves,
covered with brush, or submerged in ponds to name a few.
Students take note of what insects come calling, and how
long it takes them to eat, reproduce, make it their home
and move on. They also test vital organs for protein
degradation, amino-acid breakdown and levels of gas in
the tissue. A project in partnership with the nearby Oak

Ridge National Laboratory aims to create a calendar of
decomposition by finding a substance that decays at a stable

rate. Not a calendar you might hang on your wall!

The Federal Bureau of Investigation uses the Body Farm
too. Every February, agents descend on the Knoxville
facility to dig for bodies that farm workers have prepared;
they then use them to simulate crime scenes. The body
farm is notorious throughout the Forensic community, but
not for the reasons you might expect. The prospect of having
to visit this place, might seem gruesome, but in actuality,
scientists and technicians are queuing up to get involved
in the act, and the body farm has progressed the science of
decomposition significantly.

CORONERS/MEDICAL
EXAMINERS

The responsibility for determining cause of death rests
with pathologists, medical examiners, and coroners. The
latter two work directly for the government. The
fundamental difference between a medical examiner and
a coroner is that coroners are elected and do not necessarily
have any medical knowledge. Medical examiners, on the
other hand, are doctors who perform the same role, but are
not elected. There is a trend towards medical examiners
rather than coroners, since some coroners have sometimes
been motivated by political reasons rather than the strict
truth.

Requirements to be a Coroner:
Must be at least 21 years old.
Must be registered to vote.
Must reside in the county where they are elected to
fulfill the position.
NB: Most coroners are required to take some training
seminars in forensics (they get paid more that way).
Many coroners are funeral directors.

Requirements to be a Medical Examiner:

53 Must be a physician licensed to practice.

53 Must be appointed by court.

What they are required to investigate:
Violent deaths.
Suspicious or unusual deaths (for example, the dead
person’s door was found unlocked).
Death related to a public health hazard (this may be
an AIDS death, hepatitis outbreak, etc.).
Sudden death of an apparently healthy person.
Malpractice (of any health professional), or suspicion
of malpractice.
Any person who dies in a public institution (such as a
prison, but not a hospital).
Any person who dies and was not seen by a physician
in their last 36 hours.

There are two types of autopsy:

Forensic Autopsy:
53 Autopsy may be performed without the permission
of the family.
53 Report is public document (not in all counties,
though).
Pathologist emphasizes the external examination.

Hospital Autopsy:

53 Permission is needed.

53 Report is not public: it is part of the medical record.
Internal examination is emphasized.

Medical examiners and coroners, regardless of their
background, must understand the differences between
forensic and hospital autopsies.

This states as follows o

the persons or thmgs to be selzed =

i

o

Fourth Amendment t:o the Umted States Gonst1tut10n S i gl

e

“The right of the people to be séCiire in their persons, houses, papers, and effect&,‘
* against © unreasonable searches and seizures, shall not be violated, and no Warrants shall'issue, but upon
probable cause, supported by Oath or affirmation, and partlcularly descnbmg the place to be searched; and

T .
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CHARACTER CREATION

People working in the field of forensics face some of the
most horrific acts of humanity. On television, the camera
pans away from anything deemed too disturbing; in real
life, investigators and forensic experts have to deal with
these things dispassionately and professionally. They must
contain feelings of revulsion and anger at what they have
seen and carry on: people’s lives are at stake; a killer must
be caught before they kill again; a man may go to the chair
or walk free on the evidence they find. For them, it is
critical that they regard it as simply a job where at
the end of their shift, they will go home to their family
and leave the day behind them. This does not mean
that they are unfeeling; merely that without a degree
of detachment and professionalism, the stress of the
work would drive them mad.

Forensic and emergency service professionals use various
means to combat the stress of dealing with such horrific
situations. The most common way is humor —to the outsider,
this may appear as sick and morbid, but for many involved
in these fields it is often a case of laugh or cry. Jokes about
the condition of bodies and humorous acronyms abound, as
those involved try not to focus too hard on what has
happened, but instead stay focused on the task in hand.

—
)

) i =
\( ; ) "//” }

N

C—

When confronted by such horrific scenes the characters
must make a Will saves at DC 20 to deal with the situation.
Those who fail are overcome by the scene and suffer a
minus two penalty to their skill checks for that encounter.
GM'’s should use this sparingly. In some cases, they may
wish to lower the DC and in some very rare cases, increase
it by 5 to reflect the most terrible of scenes.

CHARACTERS FOR CRIME
SCENE: FORENSICS

All characters have a minimum of 12 Intelligence and 10
Wisdom to reflect their training and experience to date.
Each PC starts off with some bonus feats from their training.
They also get bonus skill (and sometimes feat) levels
according to those departments they worked in prior to the
start of the game (see Starting Departments p. 19). PCs get
skill points as outlined below, e.g. Crime Scene Investigator
class skill points at first level: (6 + INT modifier) x 6.
There are no additional skill allocations beyond this. Each
class has class skills available to it (see below). All skills
outside of these are cross-class. For information on regular
police jobs check out Crime Scene: Police Investigation.

There is a list of feats available to each class. You can only
get additional feats outside of those listed by agreement
with the GM or by multiclassing (see below). PCs get a
bonus feat every odd-numbered Level (1, 3, 5 and so on),
which they can choose from the list of bonus feats. They
also receive a feat as a class ability at every even-numbered
Level (2, 4, 6, 8, 10), which is specified by character class.
(See Chapter 5: Skills, and Chapter 6: Feats, pp. 21-36, for
descriptions of individual feats listed).

PCs have no choice in the specified feats, however they do
not have to meet the feat pre-requisite (if there is one).
Unless stated, a character cannot have the same feat twice.
There are no multiclass restrictions. Changes represent new
training for the character or a re-assignment to another
area of work. However, if multiclassing gives a PC a feat
they already have, they gain no benefit and cannot have a
substitute feat.




Although this game primarily focuses on police
investigation into forensic activities and events, we have
included other character classes and archetypes that are
linked to such work. All police have specialized units to
deal with crimes; these units investigate and gather
forensic evidence, working very closely with homicide or
criminal investigation officers. Occasionally, Law
Enforcement agencies will draft in forensic specialists to
help, contacting individuals who are known experts in
their respected fields. These people rarely get directly
involved with an investigation and are usually employed
as consultants. If, however, the case has a special relevance
to their field, then they may be brought more fully into the
investigation.

BASIC CHARACTER CLASSES

CHARACTER CLASSES:

Anthropologist

Arson Investigator
Crime Scene Investigator
Criminalist

Forensic Pathologist

AC BONUS

PCs and objects receive an AC bonus ability in the game;
this represents how easily they can be hit in a fight or how
vulnerable they are to damage. PCs who are attempting to
hit something or someone roll their attack with the target’s
AC bonus as a bonus to a normal DC 10 plus any ability or
circumstance modifiers.

Example: A 7th Level Anthropologist with a Dexterity
of 15, giving them a +2 DEX bonus and a +4 total AC
bonus, would require a To Hit check of 16 or better to
be hit with no additional circumstance modifiers.

ANTHROPOLOGIST

When a body is discovered and visual identification is
unable to occur, a forensic anthropologist may be called in
to examine the remains and determine identity and cause
of death. They primarily work with the skeletal remains of
the deceased to deduct facts as to the sex, race, age and
occupation of the deceased. The identification of past
injuries such as fractures and wear patterns can help to
positively identify remains.

Forensic anthropologists usually have an academic
background and hold a doctorate degree (Ph.D.), but many
have a Master’s degree (MA) in anthropology. They usually
work in an academic setting such as a college or university.
This involves teaching, conducting research, and providing
forensic consultation services. Other employment settings
for forensic anthropologists can include: work in
laboratories (FBI, state bureaus of investigation, or private
firms); medical examiner/coroner facilities nationwide and
worldwide; and working for the army, which hires a few
forensic anthropologists at their forensic centers in Hawaii
and Washington D.C. Positions in the profession are quite
few and competition for these places is very fierce.

Many forensic pathologists are employed to help in
archaeological work where the assailant and victim have
been dead for many centuries, rather than strictly criminal
forensic anthropology. Forensic anthropology is a branch
of the forensic sciences concerned with the application of
anthropological knowledge and methods to the process of
law. In a typical scenario, a law enforcement agency finds
skeletal remains and asks a forensic anthropologist for help
in identifying who the deceased was. Anthropology is a
holistic field and a forensic anthropologist is a biological
anthropologist first, trained in all aspects of anthropology.
An anthropologist who decides to specialize in forensics
has had additional training and experience in forensic
science. Most forensic anthropologists in the US are
university professors who work on casework as it comes to
their university. Some work for, or as consultants to,

Anthrbpo]ogist Progressmn Table
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city/state/federal government — for example, in a medical
examiner’s office, or in a governmental laboratory.

Hit dice: d6

Class skills: Anthropology (INT), Computer Operations
(INT), Concentration (CON), Crime Scene Recording (INT),
Diplomacy (CHA), DNA Profiling (INT), Evidence Analysis
(INT), Facial Reconstruction (WIS), Knowledge: Autopsy
(INT), Odontology (INT), Research (INT), Speak Language
(INT), Surveying (WIS).

Skill points at first level: (6 + Int modifier) x 4

Skill points per level: 6 + Int modifier

At first level, the anthropologist begins play with Driving
license, Chemical/Microscopic Analysis. They also start
with an additional 4 ranks in their Anthropology skill.

Bonus feats: Archive Knowledge, Alertness, Appraise
Suspect, Connecting Evidence, Crack A Joke, Dodge,
Doctor, Endurance, Fingerprint Taking, Great Fortitude,
Handwriting Analysis, Imposing, Improved Initiative, Iron
Will, Lightning Reflexes, Point Blank Shot, Psychological
Profiling, Ready Weapon, Skill Focus, Side Arm Proficiency,
Simple Weapons Proficiency, Toughness.

ARSON INVESTIGATOR

Arson Investigators determine incendiary origin of fires.
They help with the development and follow-up work on
criminal prosecutions of felony suspects involved in arson.
They will, however, perform related work as and when
required. Arson investigators can work for local fire
departments. They receive their direction from a fire
department officer charged with responsibility for the
Arson Unit, and are employed as a full-time specialist with
the uniformed fire services. The arson investigator differs
from other uniformed fire fighters, being a trained and
sworn in police officer. The arson investigator could also
be employed by a federal law enforcement agency such as
the ATF through its National Response Unit, which can be
called to aid local agencies with arson or explosive
investigations.

Employment as an arson investigator with a fire department
or federal law agency is a sworn position, which requires
highly specialized training and experience. This training
involves: any combination of training and experience
equivalent to completion of high school; three years of
experience as a fire-fighter; one year of criminal
investigative experience, or successful completion of an
accredited fire investigation training program; the
achievement of the standards of training for police officers;
and finally, a further year as a fire prevention inspector.

Hit dice: d8

Class skills: Arson Investigation (INT), Climb (STR),
Computer Operation (INT), Crime Scene Recording (INT),
Disable Device (INT), Fire Fighting (CON), Forced Entry
(STR), Gather Evidence (WIS), Gather Information (WIS),
Identify Narcotic (INT), Interview (INT), Knowledge: Law
(INT), Medical Assistance (WIS), Police Interrogation
(CHA), Search (INT), Sense Motive (WIS), Spot (WIS).

Skill points at first level: (6 + Int modifier) x 4

Skill points per level: 6 + Int modifier




Investigator:

Investlgates cause of fires and fires ofvsusplclous S
or unknown origin.
Investigates all fires in which death or'serious
injuries occurred.
Assumes charge of the fire scene for
investigative = purposes, conducting
examinations of tﬁeﬁre patterns and depth of

_burning/charring to determine area of orlgm

and sources of 1gn1t10n .
Questions suspects and interviews witnesses;
places suspects under arrest for probable cause;
collects and preserves evidence. They will also
book suspects and process evidence for
prosecution. i

~Prepares related reports, and files. complalnts
with the District Attorney.

Testifies as a qualified expert witness in court
on felony and cases relating cause of fire.
Prepares.information for court presentations
to establish probable cause and/or proof of
guilt. ' :
Serves subpoenas, warrants and arrest
warrants.

-~ Coordinates activities w1th probatlon and
police officers, prosecxf?ing att?(f”rneys, and
other law enforcement officials.

Conducts specialized investigations for the
department.

Participates in surveillance operations..
Prepares reports and statistics supporting
investigations-and activities.

Is subject to emergency call back whilé off
duty. ;

Renders safe and/or removes suspected
explosive devices, incendiary devices,
ex‘pioswes, etc.

_Provideslegal, proper, and safe transportatxon,
disposal and/or storage of explosives.

Z

At first level, the arson investigator begins play with the
following feat - Crime Scene Hazard, Driving License. They
also start with +4 ranks to their skill Arson Investigation.

Bonus Feats: Archive Knowledge, Ballistic Armor
Proficiency, Crack A Joke, Dodge, Doctor, Fingerprint
Taking, Geographical Profiling, Great Fortitude, Imposing,
Improved Initiative, Iron Will, Lightning Reflexes, Point
Blank Shot, Psychological Profiling, Ready Weapon, Skill
Focus, Side Arm Proficiency, Simple Weapons Proficiency,
Toughness, Weapon Focus.

Arson Invest;.zgator Progressmn Table
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CRIME SCENE
INVESTIGATOR

Crime Scene Investigator is a specialized police role; their

primary function is in dealing with crime scenes. They
are also fully sworn in police officers, with the powers and
responsibilities inherent in that title. Before receiving
specialized forensic training, a crime scene investigator
will have served as a uniformed patrol officer for a minimum

of three years.

Their main role is to protect and process a crime scene, so
that information can be collected and documented before
the crime scene is damaged or corrupted. Their task is to
assess and gather evidence for later analysis. They may be
an evidence collector, a sketch artist, a photographer, or a
combination of all three. A crime scene investigator also
has training in a number of forensic fields, though their
focus is on collecting evidence, rather than interpreting
it.

Crime scene investigators must be able to visually sift
through a crime scene and determine the relative
importance of various bits of potential evidence. They must
also protect the crime scene from interference, both from
outsiders and from other police officers, who may
unwittingly destroy evidence through negligence or lack
of experience.

As a sketch artist or photographer, they are responsible for
thoroughly documenting a crime scene, providing
information for later analysis. They decide what to record
and how to record it. Crime scene investigators are rarely
the first person on a crime scene, so they have to be able to
identify prior interference and work fast to prevent further
degradation of a scene. In larger crime scenes, crime scene
investigators supervise crime scene technicians (civilian
NPCs controlled by the GM).

Hit Dice: d6

Class Skills: Autoshop (INT), Balance (DEX), Blood Splatter
Analysis (WIS), Climb (STR), Computer Operation (INT),
Concentration (CON), Crime Scene Recording (INT), Disable
Device (INT), Evidence Analysis (INT), Gather Evidence
(WIS), Gather Information (CHA), Identify Narcotic (INT),
Knowledge: Autopsy (INT), Research (INT), Search (INT),
Spot (WIS).

Skill points at first level: (6 + INT modifier) x 6
Skill points per level: 6 + INT modifier

At first level, the Crime Scene Officer character class starts
off with the following feats: Simple Weapon Proficiency,
Side Arm Weapon Proficiency, Driving License,
Fingerprint Taking, Chemical/Microscopic Analysis.

Bonus Feats: Alertness, Bite and Claw Analysis, Connecting
Evidence, Counter-Surveillance, Dodge, Emergency
Medic, Endurance, Great Fortitude, Imposing, Improved
Initiative, Iron Will,Lightning Reflexes, Media Handling,
Point Blank Shot, Ready Weapon, Respected in the Field,
Skill Focus, Toughness.

...

Level Feat S Att
A1 - Bonus Feat +0
~ Strong'Stormach o
Bonus Feat . bl
Crime Scene Hazard” +2
Bonus Feat - 4
Walking the Area +3
Bonus Feat B
Take Charge +4
Bonus Feat +4
Archive Knowledge +5
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CRIMINALIST

There are many specialists in the world of Forensics, from
facial reconstruction to geographical profiling. More and
more of these people are being called into forensic work,
in particular, as expert witnesses in court. Just as some
doctors become forensic pathologists, some academics
become involved with forensic science and choose to
specialize in a particular field. Most are already specialists
in something else -- for example, a dentist may choose to
work as an odontologist; or a police psychologist may end
up specializing in handwriting analysis. Forensic
specialists can also be police or law enforcement officers
who have specialized as a result of their work. So there is a
great deal of scope when determining the background of
this character.

Any individual entering an environment will deposit traces
of their presence (for example, hair and fibers) and this
material can be used as evidence. When this type of
evidence is deposited at a crime scene, it is called
criminalistics and trace evidence, and can only be analyzed
through a processing procedure. This evidence is analyzed
in expert units, staffed by specialist investigators who are
sometimes called microanalysts, and sometimes trace
evidence examiners, or criminalists. The trace evidence
laboratory examines this evidence in order to link suspects
to victims and/or crime scenes.

Academics do not have the right to carry a gun or the right
of arrest as peace officers have. They are ordinary citizens
on secondment to the police.

Characters begin play with a forensic specialization, but
as their experience of crime scenes and investigations
grows, they may expand their knowledge to other fields or
choose to continue to specialize in a single aspect of
forensics.

Hit Dice: d6

Class Skills: Autoshop (INT), Ballistics (INT), Blood Splatter
Analysis (WIS), Computer Operations (INT),Concentration
(CON), DNA Profiling (INT), Crime Scene Recording (INT),
Entomology (INT), Evidence Analysis (INT), Facial
Reconstruction (WIS), Gather Evidence (WIS), Medical
Assistance (WIS), Research (INT), Search (INT), Spot (WIS).

Skill points at first level: (7 + INT modifier) x 4
Skill points per level: 7 + INT modifier
Starting feats: At first level the forensic pathologist begins

play with the following feats:
Driving License and Respected in the field.

Criﬁzineﬁist: Progréssion Table :
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Specializations: The Forensic specialist is a very focused
role that allows characters to have a number of skills and
be good at many things, or they can specialize and become
a renowned expert in a particular field.

As a result, this character class can add the Feat “Skill
Focus” cumulatively to any of the following Feats at 3rd,
5th, 9th levels:

Ballistics

Blood Splatter Analysis
DNA Profiling
Entomology

Identify Substance

Players can also discuss any dedicated skill of their own
with the GM as a suggestion for their skill focus.

Bonus Feats: Alertness, Crack a Joke, Dodge, Doctor,
Driving License, Endurance, Fingerprint Taking,
Geographical Profiling, Great Fortitude, Handwriting
Analysis, Improved Initiative, Iron Will, Lightning
Reflexes, Long Arm Proficiency, Point Blank Shot,
Psychological Profiling, Ready Weapon, Side Arm
Proficiency, Simple Weapons Proficiency, Take Charge,
Toughness, Walking the Area.

FORENSIC PATHOLOGIST

A good forensic pathologist is an amalgamation of
pathologist, detective, politician, and public relations
person. Not only must they know the technical aspects of
the discipline, but they also need to have the communication
skills to acquire supportive information from law
enforcement officers, as well as be able to explain the results
of medical examinations to juries and other laypeople.
Forensic pathology involves some educated

guesswork, as deductions are based on clues, which in
turn determine opinion. Defense lawyers often bring this
into question. Forensic pathologists have to be able to defend
their conclusions and stand up to cross-examination.

Forensic pathologists deal with the post mortem
investigation of sudden and unexpected death. The
training of a forensic pathologist must include a complete
five-year residency in anatomic and clinical pathology,
followed by one or more years of fellowship training
in a medical examiner’s office in a large city. Many
forensic pathologists are expected to conduct over
200 post mortem examinations per year.

A completely credentialed forensic pathologist must have
a full medical license and should be certified by the
American Board of Pathology as a general pathologist. This
follows the successful completion of the Board's
examinations in anatomic, clinical, and forensic pathology.
Pathologists tend to specialize in one or more areas of
expertise, because there is simply too much to know for
one person to be an expert at everything.

There are a few peculiar incidental advantages to being in
the world of forensic pathology. In many jurisdictions, the
forensic pathologist is a criminal investigator, and as such,
may acquire a permit to carry a handgun. Another is that
since forensic pathologists typically work in non-medical
institutions, such as county medical examiner’s offices and
city morgues, they may be exempt from licensing/certifying
agencies, and may ignore even the most basic laboratory
safety practices. It is something of a tradition for a lot of
eating and smoking to be going on while actually
performing autopsies. On the other hand, forensic
pathologists are not known for their longevity!

Hit Dice: d6

Class Skills: Computer Operations (INT), Concentration
(CON), Counseling (CHA), Diplomacy (CHA), Evidence
Analysis (INT), Facial Reconstruction (WIS), Gather
Information (CHA), Knowledge: Autopsy (INT), Medical
Assistance (WIS), Police Bureaucracy (WIS), Research
(INT), Toxicology (INT).

Skill points at first level: (6 + INT modifier) x 4
Skill points per level: 6 + INT modifier

At first level, the forensic pathologist begins play with the
feats Doctor, Driving License, Crack A Joke.

Bonus Feats: Alertness, Appraise Suspect, Connecting
Evidence, Bite and Claw Analysis, Dodge, Endurance,
Fingerprint Taking, Great Fortitude, Handwriting
Analysis, Improved Initiative, Iron Will, Lightning
Reflexes, Skill Focus, Side Arm Proficiency, Simple
Weapons Proficiency, Take Charge, Toughness.




Forensic Pathologist Progression Table
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STARTING DEPARTMENTS

Each PC selects a starting department, which represents
experience gained prior to game start. They gain all the
specialized training and expertise required by their chosen
field. This previous experience serves as a kind of a Police,
Federal or Civilian background origin.

The types of starting departments available are limited by
character class (see table p. 20).

INVESTIGATION

In some forces, low ranking officers assist in an all-purpose
investigation department. Bigger forces may subdivide this
function. The work of the officers is to support detectives
and senior uniformed police in major crimes. This can be
done in a variety of ways, including making inquires and
protecting crime scenes.

Benefits: Gain the an additional 2 ranks in Gather
Information and Sense Motive




VICE

This squad investigates activities involving prostitution,
pornography, and gambling. They maintain files on
suspected and convicted individuals who have links to
organized vice activities and illegal gambling, from
bookies to organizers of illegal fights.

Benefits: Gain an additional 2 ranks in Bluffand Surveillance.

JUVENILE

This department concerns itself with preventing and
investigating crime relating to minors (those under the
age of 18). These duties range from finding missing children
to looking into gang-related crimes. It also includes crime
and drug education in schools. Officers in this department
deal with some of the most emotional areas of police work
and must be especially sensitive to its delicate nature.

Benefits: Gain the feat Appraise Suspect and an additional
2 ranks in Counseling.

SPECIAL AGENT

The character is a member of a federal law enforcement
agency such as the FBI or ATF. They have passed through
rigorous screening and training programs to become a
Special Agent.

Benefits: Gain an additional 2 ranks in Listen and Sense
Motive.

HOMICIDE

This department deals exclusively with murders. Officers
in this department are skilled at investigating death crime
scenes and interpreting autopsy reports. They are also able
to cope better with distraught relatives and friends of the
victim.

Benefits: Gain an additional 2 ranks in Knowledge: Autopsy
and Diplomacy.

NARCOTICS

The massive rise in drug related crime over the last forty
years has led to the formation of investigation units
specifically targeted at tackling the spread of narcotics,
particularly in the larger forces. The units are charged
with seizing assets from drug dealers, and breaking up the
organized distribution of narcotics.

Benefits: Gain an additional 2 ranks in Identify Substance
and Forced Entry

CIVILIAN

Prior to becoming a Crime Scene Officer or Criminal
Psychologist, the PC was a civilian. Their civilian role
was probably quite similar to their current role. The PC
may even still be a civilian working as a consultant, in
which case they have only an honorary rank.

Benefits: Gain an additional 2 ranks in Hide and Research

Si;arting Depart,men ts by Class

.~ Investigation Vice

. An&%%pologi;} :

Juvenile  Special Agent  Homicide

Arson fnvestigator ‘
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Crimé Scene Investigator

Criminalist = . =

Forensic Pathologist




A law enforcement officer draws upon a multitude of very
unique and specialized abilities that have been picked up
on the job, learned in police academy, or acquired through
advanced training. For this game, we have developed new
skills and feats to reflect the singular needs and talents of
the police and forensic specialists.

The following are the new and existing skills used in the
Crime Scene: Forensics game. Some remain unchanged
and can be found in Dungeons and Dragons Player’s
Handbook. New skills and existing skills that have been
altered to reflect the genre are detailed below. GMs should
feel free to adapt any rules and skills to suit their own
campaigns as needed.

Notes: The Dungeons & Dragons Player’s Handbook has
been abbreviated to PHB in references. In the Skills table
on p.22, new skills are labeled with an asterisk (*).

NEW SKILLS

Here are descriptions of the new skills that appear in Crime
Scene: Forensics.

ANTHROPOLOGY (WIS)

Description: The study of the human beings, particularly
their evolutionary history, biological variation, social
relationships, as well as their cultural history. Includes
the disciplines of physical anthropology, archaeology, and
cultural anthropology. In forensics, this field is used to
help identify the gender, age and ethnic origin of an
individual from skeletal remains, as well as analyzing tool
and wound marks found on bones. People trained in this
field are skilled at the unearthing of evidence from burial
sites and other archaeological situations.

Check: The difficulty in identifying age, gender, and
ethnic origin is based on the completeness of the skeleton.
A full skeleton will usually give a DC of 15, with an
additional difficulty modifier of +10 for a missing head,
and another additional 10 to the difficulty for a missing
pelvis. A basic analysis of a skeleton will take five minutes
for every point of difficulty, so a full skeleton will take an
hour and a quarter.

Determining the origin of tool or wound marks on a skeleton
requires a base DC of 20 and will take 2d6 minutes each.

Unearthing a body requires a simple check at DC 15 to
recover it without losing any evidence or damaging it in
the first place. The depth and size of the burial site will
determine the DC, with each five-foot cube taking d3+1
hours to unearth and adding 5 to a base DC of 5. So a standard
“church” burial plot of six foot depth would take 3*d3+1
hours and have a difficulty of 20.

Special: Players can take ten or twenty on these checks
with the appropriate increase in the time taken.

Try Again? Skeletal analysis will either provide the
information or it won't, the body can be re-evaluated to
possible matches to confirm identification later.

No new attempt can be made to recover a buried body:
once it has been dug up and removed, players only have
the option to sift through the removed soil and expand the
grave boundaries to recover more evidence.

ARSON INVESTIGATION (INT)

Description: Players can use this skill to determine the
cause and origin of a fire. They have been trained to
recognize the distinctive patterns and marks left by fires
and so can pinpoint the origin of the fire. The character is
also familiar with all the tricks and devices that can be
used to set fires, from damaging the wiring to planting
incendiary devices.

Arson investigators are dispatched by the Emergency
Management Agency. Requests come for arson
investigators from fire departments or law enforcement
agencies. Only these agencies can request an arson
investigator. They are called in when:

53 There is a death or serious injury, especially if
it involves a fire fighter or police officer.
The property involved incurs a large loss of
money.
The property involved is state property, federal
property, or school property.
Local authorities have determined the cause to
be suspicious or incendiary.
Local authorities cannot determine the cause
and/or origin of the fire.
Conducting the investigation by local




Ability - Untrained

Description

5" New entiyingsex, age andethric oign fiom skeletalremains,

New Findngthecauseandorignofafie. .

Neuw. Abiityto search vehides. Also general knowledge of vehides.
Undhanged. See the Skils chapterin he PHB. .

_New. Themkhmgofbulletstoweaponsandhemlmlauon ofua;edones

New, The abilty to recreate aaime scene thiough analyzxngbloodsplattets

Undhenged See the Skilschapterinthe PHB.

Unchanged. See the Skils chapterin the PHB.

New. Using computess, as well as seaurity.and data management.

Unchenged Seethe Skilschapterin he PHB.

New.Abiityto padfy and comfortthose in distress.

New. Abilty to accurately recordthedeﬁi’s ofaaime scene using
photogepty orsketching

Diplormacy

Unchanged. See he Skilschapterinhe PHB:

Disable Device

‘Unchanged See the Skils dhapierinhe PHB.

NmﬁwematdwingofDNAaﬂdermbasamplefmmasspect

*Drive; Chase

New. Pursuing onevehidewith another atspeed.

*Entomology

New Knowledge ofhow bugs can date adead body.

AR

New. 5@m|n|ngev1denoe using chemical and mmscopicanah/ss

New. Usungs?mllsandbormtoreceateafaoetoasddennﬁ@on :

New, Usinghoses and exinguishers to putoutfires

*r‘qcsdE"my

New. Gaining access to a seaured area uobjectbjfg[ge‘

*Gather Evidence

. New.Golldingandstoingevidence from a aimesscene,

Unchanged. See the Skills chapterin the PHB.

| Hie

Unchanged Seethe Skils chapterin the PHB.

* New: Abiity to identify chernical substances.

*identify Narcotic

Hnteview

New. Collecing and collating pertinerttinformationwhen taking statements.

Intimidate

Unchanged. See the Skills chapterinthe PHB.

L

Unchanged. See the Skils chapterinthe PHB. +

*nowledge: Autopsy

New. Ability to read and understand autopsy notes and repors.

*Knowledge: Law

New. Knowledge of legal skill induding aiminal law and court procedure.

*Knowledge: Street Sense

| Lisen

New. Awareness of personalities, trends, and atitudes in an urban environment.

 Unchanged. See the Skils chapterinthe PHB.

*Medical Assistance

New. Ability to reat of any kind of injury. Replaces the Heal skil.

Move Silently

Unchanged. See the Skills chapterinthe PHB.

*Odortology

New. The skil of forensic dentistry.

*Police Bureauaacy

New. Manipulating the police machiniery to getfavors and dowork more quickly.

| *Police ntemogstion

New. Legally interrogating suspedis ina police environment.

*Research

New. Researchingusing library, Intemet, or neutral resources.

Search

Unchanged. See the Skills chapterin the PHB.

SenseMotive

Unchanged. Seethe Skills chapterinthe PHB.

SpeakLanguage

Unchanged. See the Skills chapterinthe PHB.

St

s

Unchanged. See the Skills chapterinthie PHB.

*Survellance

New. Performing covert observation and fistening using stealth.

*Surveying

New. Conduding ground searches for possible burial sites.

Swm

Unchanged See the Skills chapterin the PHB.

*Tailing on Foot

New Abifty to followsomebody on footwithout beingnoticed.

Tumble

Unchanged. See the Skils chapterin the PHB.

*Foﬁmlogy*

WMdemess|oe, .....

ARG HBEEEEEEE

New, Theldermﬁcanon andanalysis offorag"n substancesinthebody:




authorities may be or could be considered a conflict
of interest.
63 Other unusual circumstances exist.

Check: The DC for the test is based on the level of damage
the fire caused before being extinguished. The more
complete the destruction, the harder it is for the
investigator. A totally gutted building will provide less
evidence than one in which the fire services arrived and
put out the fire before the structure of the building was
effected. A base DC of 15 is used to determine the origin
and cause of a fire, with the difficulty rising to reflect the
level of fire damage. 4

Try Again? Players use this check to formulate an opinion;
this can only be reassessed if new information arises, or
they have cause to question their original findings.

AUTOSHOP (INT)

Description: Many criminals hide objects in vehicles, often
in very clever and hard to find places, such as within a car
doorframe. Sometimes the criminal rigs hidden areas with
traps or alarms. This skill covers the ability to find things
hidden within a vehicle and to identify booby-trapped
devices (though not how to dismantle them). A character
with this skill has a thorough knowledge of cars and trucks.
In addition to knowing all the places objects could be hidden
and how best to dismantle them, this skill also allows the
PC to know if a car has been tampered with and how to
make basic repairs to a car. This skill can serve as a general
knowledge skill regarding cars, engines, and so on.

Check: Most cars and trucks are relatively similar;
therefore the type of vehicle does not affect the DC. Normal
difficulty is 10. If the car has been trapped, then it becomes
15¢

Try again? No, because the PC is unaware that they missed
anything.

Special: The player may take 10 when using this skill.

BALLISTICS (ANT)

Description: The skill of Knowledge: Ballistics covers the
identification of a weapon from the bullet it has fired, as
well as the determination of the trajectory and path of the
bullet, allowing the firing point and impact point to be
laid out.

Check: Determining caliber: This has base DC of ten. A
successful check will tell the player what type of bullet
they have. This will take d2+1 hours of lab time.
Determining firing marks: This has a base DC of 20. A

successful check will give a possible gun type and model.
This will take 2d4+1 hours of lab time.

Matching firing marks: This has a base DC of 20. A successful
check will match a fired bullet taken from a crime scene to
a recovered weapon. This may confirm or rule it out a
weapon found at the scene. This will take d4+1 hours of
lab time.

The difficulty of these tests may rise by five if the bullet is
radically deformed on impact.

Trajectory and the path of a bullet can be determined by
the angles of entry and marks on surfaces that may have
deflected the bullet’s path. A base DC of 15 will give the
angle and path of a bullet. This must be done at the crime
scene and will take 2d4 minutes per impact.

Special: Players can take ten or twenty on their checks by
increasing the time taken to perform this analysis.

Try Again? Characters use this check to formulate an
opinion; this can only be reassessed if new information
arises, or they have cause to question their findings.

BLOOD SPLATTER ANALYSIS (WIS)

Description: This is a study of blood at the scene of the
crime. Charaters will be able to get information from the
shape of the blood splatter, the amount of blood and its
point of origin (see Reading Blood p.47).

Check: A simple pattern is DC 20 with more information
given for every 5 points above the DC.

Try Again: No, the area has been contaminated.

COMPUTER OPERATIONS (INT)

Description: This skill governs the use of computers and
their applications, as well as security and data
management. Characters can use this skill to hack into
computer systems and to dig out data from a person’s files.
The skill also covers setting up security measures for
computer systems.

Checks:

Locating Data: The difficulty for this check is based on the
size of the operation involved - the larger the file base, the
longer it takes to sort through.

For every 5 points the character exceeds the DC, they can
reduce the time required by one rank (see table), to a
minimum of one round.
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Time

5 rounds

2 minutes
10 minutes
= 1 hour

DC
W

Size of System
Domestic
Business
Secure Business
International

15
20
30

Hacking and Security Set Up: PCs can attempt to access a
secure system, or try to secure a system against hacking.
The character makes a Computer Operations check against
a DC determined by the level of security present.

Level of Securﬁy DC

Weak /Negligible 20
~-Minor s
- Strong ; & =3

Secure 40

Try again? No. A significant failure may mean the PC left
evidence of their tampering or even a trail.

COUNSELING (CHA)

Description: The PC knows how to give comfort and advice
to people in stressful circumstances or situations, as well
as to provide professional psychological help. PCs can use
this skill to calm characters and diffuse tension from a
situation. It also allows PCs to deal with aggressive or
highly emotional individuals and to influence their attitude
(i.e., talk down a jumper or get a twitchy person to hand
over a gun).

Check: The DC is determined by the emotional state of the
subject -- the more extreme the emotion, the higher the
DC. The subject gets a chance to resist the attempt by
making a Will save versus the PC’s skill check.

Try Again? The PC can try to calm the subject again, but
each failed attempt increases the difficulty of the next
attempt by 5. It is likely the subject would respond poorly
to repeated efforts to manipulate their emotions, making
them either more antagonistic or aggressive to the PC.

CRIME SCENE RECORDING (INT)

Description: Use this skill to record evidence at the crime
scene by either sketching the scene, taking detailed
pictures or using a video camera. Recording a crime scene
quickly and accurately is vital for later analysis or court
use since once the police leave a crime scene, it is likely to
be cleaned or contaminated in some way. The photographs
or sketches are the only record of the scene. This skill
determines how much information the PC has recorded in
their crime scene notes and how easily the information can
be used. This skill can also be used when interpreting old
crime scene notes and records. A successful check can let

a PC spot additional evidence in a picture or sketch that
others may have missed. Photographs need to capture the
details from all angles, leaving no ambiguity. The most
common error is taking a “pretty” picture, rather than
concentrating on the actual information required.

Sketches must detail distances and sizes with care. Every

object should be triangulated from two fixed points.
Identifying a body’s position by measuring the distance
from a chair is less accurate, as the chair can be moved. It
is better to measure it from the doorframe.

Check: Checks are made as DC 10 for making a proper and
accurate recording of the crime scene. The amount by
which the PC exceeds that DC determines how well the
evidence was captured. It takes 1d4 minutes per 5-foot
square to properly document it from several angles. The
GM might make this roll many times.

Try Again? No, the PC would not realize that they had got
it wrong. Once they have left the initial crime scene, it
becomes contaminated, so any photos or sketches made
later on could not be trusted to be accurate.

DNA PROFILING (INT)

Description: Since the discovery of accurate ways of
telling the DNA of one person from another, the police have
been using DNA profiling evidence to prove the presence
of a suspect at the crime scene, either as witness or
perpetrator. The complex chain or molecules that make up
DNA is unique for every living creature save for identical
twins and clones. It is the basis for a whole range of police
techniques for catching criminals, and one of the important
advances in police investigations. A criminal may wear
gloves to prevent leaving fingerprints, but they cannot
stop their body leaving a trace of their presence through
the shedding of skin and hair cells. (See DNA Profiling, p.
49 for more details.)




Check: To make a DNA profile from a genetic sample, the
player must make a successful DNA profiling check with a
difficulty of 20. The sample must be pure for the test to be
accurate and corrupted tests will be of no use to the
investigators, giving false or misleading information. A
successful Gather Evidence check of 20 is required to collect
the source of the DNA without contaminating it with other
DNA. A successful DNA profile check will give the
character a strip of paper on which the chromosome patterns
of the junk sections of DNA are revealed. It can be matched
to the DNA databases of known and convicted criminals
and used as a match against the DNA of possible suspects.
A DNA profile takes 12 + 3d4 hours to run. The results only
arrive at the end of the process. Matching DNA using
computer databases requires a successful Research skill
check.

Special: By using different restriction enzymes to “cut”
the DNA strand, the tests can be carried out more quickly,
but with a reduction in test accuracy. To perform a quicker
test, the DC of the DNA profiling check rises to 30, but
takes only 8+2d4 hours to run. The character can opt to
take ten or twenty on their check with an increase in the
time required to perform the tests.

Try Again? Yes: If the test fails and the character has an
uncontaminated source of DNA, they can try again.

DRIVE: CHASE (DEX)

This skill covers the use of vehicles to pursue another
vehicle. The vehicle being chased is often aware of such
pursuit and will try to evade the following vehicles.
Note: Acts as a default for any ordinary driving checks.

ENTOMOLOGY (INT)

Description: A body left to decay will attract insect
activity. By identifying these insects and counting their
numbers, an investigator can provide an approximation of
the time of death.

Knowledge: Entomology covers the identification of insects
involved in the process of decomposition and their habits
(see Cause of Death p.50 for details).

Check: To estimate the time of death, the player needs to
make a check with a DC of 20. The more they exceed this
check by, the more accurate the placing of the time of
death.

Try Again? Players use this check to formulate an opinion;
this can only be reassessed if new information arises, or if
they have cause to question their findings.

EVIDENCE ANALYSIS (INT)

Description: Use this skill to identify and categorize
evidence. When a PC enters a crime scene, they are faced
with a multiplicity of potential clues. The PC must be able
to decide what is significant and what is not. PCs use this
skill when looking at an object to decide whether it is
significant evidence or not. For example, if somebody is
stabbed and there are knives in a kitchen nearby, the PC
should be able to recognize which ones could potentially
match the wounds on the victim, as well as be able to tell
bloodstains from items such as dried ketchup or molasses,
etc.

Check: Typical checks are made at DC10 for any piece of
evidence, with the following modifiers:

Circumstance DC Modifier
The evidence is contaminated.
(depending on contamination)
The evidence is inconspicuous,
| unclear.or well hidden. . R +5
The crime scene is large or complex.

The crime scene is small with a

{ limited amount of evidence present.

The evidence is obvious. .

4510410

Try again? No, the PC is unaware they have misinterpreted
the evidence.

FACIAL RECONSTRUCTION (WIS)

Description: This area of anthropology covers the art of
using physical evidence such as skulls and hair samples to
reconstruct the appearance of individuals. The character
can draw sketches or computer generated images, as well
as clay models based on existing anthological systems and
classifications.

Special: The reconstruction takes 4+d4 hours for models
and 4 +d2 hours for sketches. The character makes a skill
check against a base DC of 15. Modifiers to this are
determined by the quality of the skull fragments the
character has to work with. The more intact and complete
the skull, the easier it is (a modifier of +5 to +10 on the DC
for very incomplete and fragmented skulls. Facial
anomalies from disease or past injury will also increase
the difficulty (+1 to +5 on the DC). The amount the
character beats the DC by will determine the quality of the
reconstruction: the more they beat it by, the more it looks
like the deceased. Characters may take ten by doubling
the time taken in creating the reconstruction.

Try Again? No, Characters will not realize that they have




failed to capture a likeness unless more information about
their appearance surfaces.

FIRE FIGHTING (CON)

Try Again? The GM may allow a PC to use this skill multiple
times on the same object, but at a -2 for each subsequent
attempt.

GATHER EVIDENCE (CHA)

Description: There is far more to putting out a burning
building than just pointing a hose at it. Characters with
this skill have been taught how to spot flash points and
target fire-extinguishing equipment at points in the fire.
They know which type of extinguisher to use on which
type of fire, and the best way of cutting the fire triangle of
heat, air and fuel.

Special: GMs should set a difficulty of the fire based on its
size. Bvery active firefighter present can then add +2 to
the single check made by the chief firefighter on the scene.

Try Again? Yes, a new check can be made each round.

FORCED ENTRY (STR)

Description: This skill covers gaining access to premises
or secured objects such as safes or lock boxes using brute
strength - applying strength to force something open or to
break the lock. Using this skill leaves an apparent sign of
disturbance.

Check: The character uses their forced entry score plus
strength modifier against the target of the door. A normal
door is DC10. A reinforced door is DC 20. Characters can
take 10 or take 20 if they have this skill. No implement or
device is needed with this skill.

Failure: The PC is not strong enough to breach the object’s
defenses.

Fumble: PC receives 1d6 points of damage.

Description: The PC knows how to collect, preserve, and
package evidence on a crime scene so that it is suitable for
later analysis and presentation in court.

Check: Properly collecting evidence takes time, skill, and
some luck. The GM determines how hard a particular kind
of evidence is to collect, and whether or not the evidence
has degraded or been corrupted by outside influences (the
longer the crime scene has been going, the higher the DC).

Try Again? This depends entirely on the nature of the
evidence the PC is trying to collect. If it is a single item,
then they only have one chance to collect it properly,
otherwise it was either damaged or destroyed during the
collection process. If it something like a large pool of blood
or an object with several clear fingerprints, the PC can try
again; however, the GM determines if this is feasible.

Special: The PC can take 10 or 20, provided there are no
outside factors degrading the evidence in question (e.g.
weather, people disturbing the scene, or hazards). The
GM determines whether this is the case or not. Collecting
evidence generally takes d2 minutes for every 5 points of
the DC per object.

IDENTIFY NARCOTIC (WIS)

Description: The skill also covers the analysis of narcotic
substances to establish type, as well as chemical formulas,
purity, and likely effects.

Check: The difficulty of the check is determined by the
resources available to the PC — whether they use a simple
taste test, a basic test kit, or a full laboratory. The more
sophisticated the equipment, the more accurate the results,

Narcotic Analysis Table

Time
1 round

Level of Facility

None

Basic Test Kit (portable)

On Site Testing Kit.(crime scene van etc.) 1 hour

6 hours

Local (basis forensics lab)w

Regional (specialized lab)

5 minutes

Accuracy
SCANT: Only simple guesses as to.substance type
BRIEF: Identification of the narcotic using a reagent
DETAILED: Identification plus puritylevel using = 7
methods to test and isolate basic ingredients. '
COMPLETE: Identification plus purity and likely
effects using above methods plus llmlted animal
testing. PCs with the feat Chechal/Mlcmscoplc
Analysis can take 10; reduces the time to 2 hours.
PROFESSIONAL: Identification, purity, likely effects,
compeosition, and orlgms of ingredients using cutting-
edge equipment. PCs with Chemical/Microscopic
““Analysis'can take 10; reduces the time &g\g 1 day.




but the longer it takes. A PC can elect to perform the test
either quickly or accurately. For every 5 points, the
character exceeds the DC, they can choose to have the
analysis performed more quickly or more accurately, and
so gain more information about the tested substance.

PCs can also use this skill to trace dealers, based on the
specific chemical components used in the narcotics.

Try Again? The sample is either lost or misinterpreted,
due to a tainted sample or carelessness.

INTERVIEW (INT)

Description: This skill represents interviews that take
place outside the interrogation room. Here, the person being
interviewed is not obliged to answer any of the questions
asked. Interviews can still happen in a police station of
course, but the situation is very different. The skills needed
for a good interviewer are also different. In interrogation,
the PC has lots of time and control over the subject, whereas
in an interview, there may be a time pressure and the
subject can leave at any time. Interviewing relies on good
preparation. Interviewers are professional and courteous.
They narrow down the facts quickly, avoiding speculation
and opinion, but at the same time pick up on little facts
that could be relevant. Most people want to help and are
happy to talk, but politeness helps. After all, witnesses
need to feel they are critical to the case and are being
heard. In some situations, rudeness or disinterest can help
to shake someone up, but this is rare.

The skill allows an interviewer to cull data from an
enthusiastic witness rather than to pull specific facts from
them. Sometimes, the PC may spot that the person is holding
out and then they can try to probe or persuade. This skill
lets the PC develop useful triggers for prompting a
interviewee’s fuzzy memory, such as getting them to look
at things from a different perspective, or going over the
facts chronologically.

Since preparation for an interview is critical, the PC must
state ahead of time what they hope to gain from the
interview. This way, they can gauge success or not after
the interview. It is best to take the interviewee to one side
and avoid crowds.

Check: The DC for a typical interview is 10, modified by
the GM (for any extraneous circumstances that would make

things more difficult or easier).

Try Again? Yes.

KNOWLEDGE: AUTOPSY (INT)

Description: This untrained skill does not require a
medical degree or training in the forensic examination of
the body. Having this skill does not give a PC the right to
perform an autopsy, but allows them to observe one. It is
used to understand autopsy information either from talking
to forensic pathologists (who could tell you, for example,
that the presence of gangrene within the fatty tissue layer
could indicate severe frostbite), or from reading their notes
or reports.

Note: Autopsy notes are written in a special kind of
shorthand.

KNOWLEDGE: LAW (INT)

Description: This skill covers legal education and
experience. The character thoroughly understands the
workings of the law and the courts, both civil and criminal.
They know how to serve writs, to plea-bargain, and coach
witnesses. This skill also offers information about the local
legal system -— who's who, major cases, and so on.

KNOWLEDGE: STREET SENSE (INT)

Description: This skill reflects a character’s knowledge
of urban culture. It covers the customs and practices of the
street, as well as criminal fraternities. Characters with this
skill recognize and understand aspects of the scene - music,
media, and personalities originating from this area.

MEDICAL ASSISTANCE (INT)

Description: This is a trained skill that allows a PC to tend
injuries and ailments. The skill is broken down into three
aspects: stabilization, long-term treatment, and surgery.

Note: Unless the character has the Emergency Medic feat
for patching wounds or the Doctor feat for surgery, then all
checks are at —4.

Also, in order to use this skill effectively, the character
needs the correct medical equipment to hand and a
commitment of time. Without the proper equipment,
stabilization and long-term treatment skill checks are made
at an additional —4 penalty. Surgery without the correct
equipment is a brutal mediaeval affair - the DCis raised to
25 for any such attempt.

Stabilization: This aspect prevents a wounded character
from deteriorating further. The skill can also be used to
arrest the spread of poison.

Check: The PC performs a check at DC 15. This can only be
done once per injury. Success: The patient is stabilized if
they have negative hit points, or recovers d4 hit points if




they still have positive hit points. For poison, the effects
have been slowed, but only long-term treatment can cure
the patient.

Failure: The patient receives no benefit from the attempt
at healing.

Fumble: Critical failure inflicts d6 damage on the
patient.
Retry: No, patient must receive care from other specialists.

Long-term Treatment: This covers all attempts to restore
a PC back to full hit points. Such care requires both rest
and attention. Generally, police characters receive long-
term treatment in hospitals or clinics; however, in remote
areas they may have to rely on unofficial specialists for
medical treatment.

Check: The PC makes a skill check at DC 15 at the end of
each day’s rest. .

Success: The patient recovers another 3 HPs plus their
CON modifier to a minimum of 1. They also recover 1 point of
ability plus their CON modifier to a minimum of one.

Failure: The patient receives no benefit from the attempt
at healing.

Fumble: Critical failure inflicts d6 damage on the patient.
Retry: The PC can try again the following day.

Surgery: Surgery is most often used in the removal of
bullets, but could apply to any number of other treatments.
Surgery helps patients recover more quickly from serious
injuries or conditions. In general, surgery takes place
within a hospital, but sometimes emergency surgery on
the scene may be needed.

Check: The surgeon makes a check against DC 20.
Success: Surgery increases the amount of base HPs the
patient recovers during long-term treatment, giving them
a base of 5 instead of 3 (see above). This effect lasts for a
number of days equal to the amount by which the PC
succeeded the check. Damage to ability is also recovered
at a faster base rate (2 instead of 1).

Failure: The surgeon inflicts d6 damage.

Fumble: Critical failure inflicts 2d6 points of damage on
the patient.

Retry: The PC can try again the following day.

ODONTOLOGY (INT)

Description: The field of forensic dentistry can be used to
record and determine the originator of bite marks and tooth
indentations. It also covers the identification of individuals
through dental records, and bite mark comparison (See
Bite Marks and Odontology on p.52 for more details).

Check: To identify a suspect through dental records, a
character will require access to the records of possible
matches. There is no central bank of filed dental records. It
is possible to match a single tooth to the mouth of an
individual, but the Odontologist must have a list of possible
originators. Matching dental records to specimens or marks
requires a successful check with a base DC of 15. Incomplete
or patchy records or samples will raise the DC by five or
more, depending on the circumstance. The time these
comparisons will take depends on the number of possible
matches they have to compare and the distinctiveness of the
teeth. An analysis has a base of time of d2 hours, plus 30
minutes for each additional possible match.

Special: Players can take ten or twenty on their checks by
increasing the time taken to perform the analysis.

Try Again? Players use this check to formulate an opinion;
this can only be reassessed if new information arises, or
they have cause to question their findings.

POLICE BUREAUCRACY (WIS)

Description: Paperwork features heavily in police work
and there is a lot of “red tape”. The most obvious example
is the need to get warrants for search and arrest. Furthermore,
PCs must make a formal request to get access to vehicles or
equipment, or to work with other forces or specialists. Issues
crop up around jurisdiction and leadership authority. A PC
with this skill knows how to work the system —— files
paperwork, gets favors, sweet-talks the boss, etc. In the
event of an emergency where an officer has not followed
policy and protocol, this also helps cover their tracks and
avoid any possible disciplinary action.

~ DC Modifier

e

Circumstance

The evidence is contaminated.
(depending on contamination)
The evidence is inconspicuous, =

i unclear or well hidden. oo, . +5
The crime scene is large or complex.

The crime scene is small with a

limited amount of evidence present. e
The evidence is obvious. - =5

+5to +10

Check: The DC is at the GM’s discretion, but the following
guidance applies:

For every 5 points success or failure GM’s can also modify
the outcome accordingly.

Fumble:The PC has drawn attention to their actions and
may face consequences.

Try again? No.

Special: The PC can take 10 using this skill.




POLICE INTERROGATION (CHA)

Description: PC uses this skill to legally gain verbal
evidence from a suspect who is most likely unwilling to
talk. What differentiates interrogation from other types of
investigation is that it is obtained using authority. As such,
it relies on the character doing the interrogation to be
credible and (perhaps) intimidating. The subject feels
compelled to cooperate. There are two types of
interrogation styles: manipulative and empathetic. In the
movies, both styles are often used as “good cop/bad cop”.
Different suspects will respond in different ways to both.

Manipulative interrogation is the coercive style that relies
on the suspect feeling intimidated. This is done by using
the interrogator’s personality (i.e, being frightening,
acting angry) and by manipulating the subject’s
environment (i.e, restricting break times, seating them in
an uncomfortable chair, etc.). The law does set limits to
how far this can be applied. For example, an interrogation
room cannot be in a basement, as this might be intimidating.
If the suspect asks to see a lawyer, the police must allow
this (although a lawyer can be barred if they show up
unbeknownst to the suspect). Also, the suspect can refuse
to say anything, as is their legal right.

The manipulative interrogator uses several techniques to
put the suspect on edge. These can be subtle, such as making
the suspect sit as far away from the door (hence freedom) as
possible; controlling the suspect’s cigarette, fluid and food
intake; depriving them of visitors, etc. More dramatically,
it might involve lying to the suspect: ‘Your fingerprints
were on the weapon,” “You were seen at the crime,” and so
on. Obviously, this is risky if the suspect realizes that the
interrogator is Iying. For instance, if the suspect knew
they could be no fingerprints, because they wore gloves.

Empathetic interrogation makes the interrogator appear
more reasonable to the suspect. The interrogator acts more
warmly and friendly. They listen carefully to what the
suspect has to say and appear to appreciate the comments
they make. Whenever possible, the interrogator puts
themselves in the place of the suspects, saying, ‘Oh, I feel
like that sometimes,” or ‘Hey, I've got an aunt who lives
there.” This method of interrogation builds a rapport
between the cop and subject, making it more likely the
subject supplies more detailed information than they would
have otherwise as they ramble on.

Note: A PC can use Intimidate rather than Police
Interrogation to get information from suspects;
however, any statements or confessions made will not
be admissible in court.

Check: The PC makes a check against the target’s Will
save. The GM may decide to add bonuses to the check based
on good role-playing.

Failure: The subject has either resisted telling anything
important to the PC or has fed the PC misleading or incorrect
information, GM's discretion.

Fumble: The subject has been able to resist telling the PC
anything.

Try Again? Typically, no new attempt to make the target
talk can be made until the PC has cause to doubt the
subject’s given statement, or it can be disproved.

RESEARCH (INT)

Description: Use of this skill covers gathering information
from the internet or library, or other information resources,
such as microfiche, universities, newspaper morgues, etc.

Check: The DC for using this skill is largely up to the GM
-—- some subjects may be concealed or harder to research.
Basic facts are DC 10, obscure facts are DC 20, hidden or
illegal information is DC 25, and information on government
secret projects and covert operations is DC 40.

Failure: The sought-after information is one of the
following: unavailable, unclear, contradictory or
conﬂicting, or even non-existent.

Fumble: The PCs pick up either erroneous or misleading
information.

SURVEILLANCE (WIS)

Description: Surveillance mostly involves observing
location, object, or a person that is static. Usually this also
involves being inconspicuous at the same time. The
effectiveness of surveillance is determined by the planning
of the operation. The whole area needs to be examined in
detail to determine the best approach to take. The
appropriate clothes have to be worn for the environment
and the appropriate technology has to be deployed.

If the target is moving around, then it becomes tailing (see
Drive: Tailing or Tailing: On Foot).

Surveillance can be on foot, from a parked vehicle, or from
a building. Unlike stakeouts in the movies, they tend not
to be the pretzel and pizza eating gatherings from a
neighboring window. If anything, those involved are spread
out and work meticulously and silently, independent of
each other. Surveillance is painstaking and dull, but highly
effective.

The primary use of this skill is to observe and record the
activities of suspected criminals in the hope of catching
them performing a criminal act, or to get them to reveal
information they have not told the police. A warrant is




required for certain surveillance activities, and strict laws
govern the level of intrusion that officers can perform. If
the PCs overstep any such laws, any evidence gathered is
inadmissible in court and the police officers may be subject
to a disciplinary investigation, or prosecution from the
individuals under surveillance.

Check: This skill only covers attempts at observing, not in
positioning themselves to remain unnoticed; this would
require the use of Hide and Move Silently skills. GMs
should set a difficulty for the skill check based on the
circumstances and equipment the officers are utilizing.

To observe an individual unaided from 20 feet would require
a skill check with a DC of 15. The further away the observer
is and the higher the amount of background distortion and
cover, the harder the check.

Try Again? No, the PC either missed something or got
spotted, GM’s discretion.

SURVEYING (WIS)

Description: When the police suspect there may be a body
or some evidence buried in a location, they will survey the
area using a visual search, or aerial infrared photography,
with possible ground deformations noted. The investigators
can also bring in more sophisticated equipment such as
ground radar, seismic and sonar probes, along with more
old-fashioned metal detectors. The use of this equipment
and the interpretation of results are covered by this skill.
It allows the investigators to find likely places to search or

dig up.

Check: The difficulty of the check is based on the
equipment available to the character: the more
sophisticated tools they have, the more accurate the survey
and the more likely they are to find something. The
difficulty of the skill check is up to the GM, based on how
well the evidence the investigators are trying to find was
hidden. An unmarked grave where the soil has had time to
re-grow grass might require a DC of 25 to find, whereas a
fresh, shallow grave might only require a DC of 10.

The amount of ground to cover will determine how long
this will take. If the police have been told that a body is
buried in a yard, it won't be too hard to find, but if they're
told it’s in a forest, then this is another matter. A basic
search conducted by simply looking over the area will
take around thirty minutes per hundred yards square. Each
additional piece of equipment used will increase this time
by 200%. The amount of vegetation and debris on the site
will also increase this time.

Special: Players can take ten or twenty on their checks by
increasing the time taken to perform their searches.
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Try Again? Only if the character receives new information
regarding a location, they can re-examine their findings
and go over it again.

TAILING: ON FOOT (WIS)

Description: Following someone while on foot without
being noticed is not easy. One has to keep a respectable
distance from the target, but be near enough to keep track
of them at all times. A tailing PC must be able to blend in
with the crowd and look inconspicuous. They also need to
be able to adapt to sudden changes in the situation (like the
target stopping or darting into a store) and to watch this
target out the corner of their eye (or off reflective surfaces)
without making direct eye contact. The PC assesses a
target’s gait, posture, and habits, so that they can spot them
from a distance and in a crowed area. They also try to
anticipate a target’s movements, and are good a guessing
where to pursue them if they lose them.

Check: The PC makes a check against the target’s Spot
skill to avoid being noticed. The GM should make any
modifications as necessary.

Note: The skill Move Silently is not interchangeable with
Tailing: On Foot as most tailing occurs out of earshot of the
target and in public places.

Failure: The PC has been spotted by the target or has lost
the trail.

TOXICOLOGY (INT)

Description: Toxicology is the study of substances such as
poisons and drugs, and their effects on living systems. It
overlaps with biochemistry and pharmacology. In forensic
toxicology, the skill is used to test for the presence of foreign
substances, and the determination of the likely effects these
would have had on the subject within the body (see
toxicology on p.48 for more details).

Check: Testing samples from a subject require a Toxicology
skill check at a DC 15. Making this check will identify the
presence of foreign substances in the sample. For each five
points the player beats the DC by, the greater the amount of
information that can be extrapolated. Beating the DC by
five would allow the identification of the substance, and
beating it by ten would give its likely effects. Analyzing a
sample takes d2+1 hours.

Special: Players can take ten or twenty on their checks by
increasing the time taken to perform the analysis.

Try Again? Yes
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ER IX

FEATS

Here are descriptions of the new feats that appear in Crime Scene: Forensics

Feat Detanls

G

Prerequisites
y, AT P o e
I *Appraise Suspect CHA 13+

»&»

J S P witnesses and Suspects ‘Gain +2 to all retevant Sense Motive ..
¢ Ve o e and Dlp/omacy rolfs: : .

e
*Archlve Knowiedge Access to pohce archlve :
oo c ol

- *Artistic Skill ‘ , Gain +2 to Facial Reconstruction and Crfme Seene
= e e Recording. ..
*Automatic Firearm Proficiency : Allows the PC to use an automatic firearm wnhout a-4penaly:

*Ballistic Armor Proficiency Allows thié PC to wear modem forms of body armor without -
incurring penalties associated with the wearing of st protecuoh

Gains +2 circumstance bonus when deaf”ngwrth Bite and

i

—

~ *Bite and Claw Analysiss -

Claw wounds

Bibng

CHAT1+ -

PC is an adept at bribing and has +2 bonus to relevant Police
Bureaucracy or Gather Information rolls.

*Chemical// Micrbscofii_’c Analysis

INT 13+

PC has been trained in using lab facilities. They gain +2 tQ@ay
Evidence Analysis or Identify Narcotic chiecks maé@ When
usinga lab facility.

Combat Reﬁ"e,kes”‘“”

See Feats chapters in PHB.

*Connecting Evidence

WIS 10+

»Pg can recognize spemﬁcavndence thatis |mportant at any
)cnme scene. .

#Crack aJoke

CHA 13+

Characters can me-toll will save if they make a.charisma check.

*Crime S‘vcénevHazar% e

PC has the ability to spot dangers in-a crime scene. ey get a+2
bonus to relevant Spot and Search rolls when at a crime scene.

*Doctor

Age 23+, INT 14+, 4 ranks
of Medical Assistance .

.. PC received extensive medical training and'can perform

Dodge’gﬂ

~ surgery without incurring a —4 penalty.

See Feats chapters in PHB.

*Driving License

Age 16+

~PCis proficient in driving a class of veh

incurs the —4 penalty. for use. Each time |
chosen, select one of the following: Cars, Mo

*Emergency Medic™ sy

WIS 10+

PC has training in first aid and treating injuries. They - -
gain a +2 bonusto all Medical-Assistanc