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Introducing The WereBadger

Welcome to the dark worlds of the WereBadger! We, the organisers of this live action role-play (LARP) event hope that you will enjoy the forth-coming adventure inspired by the writings of H.P. Lovecraft, August Derleth and others. If you are not familiar with these authors and their works don’t worry you don’t need to have read any literature grounded in what is commonly known as the Cthulhu or Lovecraft Mythos to participate in the game, if you have well leave your knowledge and your sanity at the door
An Introduction To LARP Or “So What Is This LARP Thing?”

Some Basics.

A live action role playing game is much like an amateur theatre group. Every person is cast in at least one role, there is a plot (hopefully), a setting, and there are protagonists and antagonists. The only thing missing that makes this different from normal theatre is a predetermined script and many props. 

There are a number of terms that will are used during an event and in this handbook that you will need to know.

	Term
	Description

	LARP (LRP)
	Live action role-play. The type of event.

	The Keeper
	The person who has organised the event.

	Referee (Ref)
	A person who can be asked about rules or make game play discussions during the event.

	Plot
	The “script” for the event.

	Player Characters

	Those characters at the event that are played by the individual investigators.

	Non Player Characters (NPC’s)
	Those characters who are part of the plot and not under control of player characters.

	Player Generated Plot
	Extra plot produced during the event by PC’s that was not foreseen by the keeper.

	Prop
	An object that is used to help create atmosphere.

	Physical Representation (Phys-rep)
	An object that is used in place of an object that would be difficult, dangerous or non-existent to use within the event. 

	In Character (IC)
	The time spent at the event as a character in the plot.

	Out of Character (OOC)
	The time spent in the real world as a real person at an event.


Is LARP Like Desktop Role-Play Games?

Unlike many tabletop role-playing games (D&D, Call or Cthulhu and other such games), most live role-playing games have a strong emphasis on player-player interaction. Interaction with the world that is controlled by the Referee is less of an element. In fact in some games, the Referee will have no input into the events of the game beyond interpreting the rules after the game has started, making the games very social events as well as intellectual and creative challenges.

As in any role-playing game each player takes on the role of a fictional character. You play your character much as you would in any role playing setting but even more so. Instead of saying what actions your character takes, you actually make most those actions for real. Game mechanics are in place for handling difficult situations but for the duration of the game you act as if you are the person you are portraying. The border where physical portrayal stops and abstract rules start is a matter of safety. If what is happening can affect a player physically (combat, running, climbing, etc.) then generally it must be accomplished using the LARP system's rules.

The basic idea is somewhat like improvising a play with nothing but knowledge of the background and motivations of your character. Sometimes you will decide these sometimes others will, depending on the style of game you play. Each of the other players will have a character he or she is playing, and the interaction of the characters creates a story. For some styles of LARP games, this is the entirety of the game. For others, there is an adventure gaming element, where your character might have some specific goals to achieve, either alone or with the help of others. This might range from "Solve the disappearance of the Professor." to "Hunt down the evil demon.”, again depending on the style of game.

Why Do It?

Because it's fun! People enjoy live action role-playing for a whole number of reasons. Some for escapism, because it's lots of fun to be someone else for a few hours or a few days at a time. Some do it for the social aspects of the game and the opportunity to meet new people and for the pure exhilaration of letting your mind run wild in a world of complete fantasy. Some players just simply like the opportunity to dress up and be scared in a big old house in the middle of nowhere.

Who Wins?

Everyone and No-One. Everyone has fun. "Winning" isn't the point of live role playing games; it’s the taking part that is the fun. (Yes I know you can say that about any game but WereBadger games are probably one of the few where it is true.)

Sometimes you'll come away from an adventure having accomplished your goals, often you won't. Most games are set up so that it isn't possible for everyone to "win" all the time. If there's no chance of failure, success doesn't have much sweetness. Dramatic role-playing and creative interaction is what's really important, and what's really fun. Some of the most legendary scenes happen when people are "losing." 

Playing a mild mannered historian who reads the wrong books and slips relentlessly into insanity during the course of the event before eventually being eviscerated by an accidentally summoned monstrosity from another dimension, can be as much fun as a hard boiled detective who survives relatively intact to the end of the event only to find out that the character is accused of murder (or worse) by the authorities.

More so than in any other form of gaming, how you play your character and how much fun you have are far more important than who does better or worse than you.

What Happens If My Character Gets Killed?

Remember it's just a game. See the Keeper. Sometimes it will be possible to “come-back” as another payer character or more often play an NPC for the rest of the event or help out the referee’s. It is considered bad form to hold a grudge against the characters that caused your downfall, as the new character you come into the game with knows nothing of what has transpired. 

Sometimes though it will not be possible to re-introduce you into the game and you will be asked to “sit it out” in a NPC area. While this sounds dull it gives you an opportunity to talk to other players and referees out of character and get to know them better.

Who Attends Such Events?

Many people who play these games have played tabletop role-playing games, but many others have not. Lots of other real-life activities are excellent preparation for live role-playing. If you've ever daydreamed about being someone else, or about being in a different world, you've got what you need. You will probably have knowledge or abilities that other people need, both as a individual and as a character. Other people will help you out, not just because they're nice, but because they need your help.

These aren't wild-eyed lunatics or immature geeks they're ordinary people from all walks of life, who happen to like using their imaginations and sharing the experience with other people. All live role-playing games are very social it's a great way to meet new friends.

What Do I Do About Costume And Props?

WereBadger events are normally set it a pre-defined period somewhere between the 1880’s and 1930’s you will be told the exact game date for the plot of the event prior to the event itself. While WereBadger doesn’t expect its players to have 100% historical costumes (that would be far too expensive for most people) it is expected that the players costume in the “spirit of the age” and in a manner appropriate for their character. If characters are likely to get wet or muddy the Keeper will have informed the players before hand.

Players may bring along any props they feel add to their character such as torches, box cameras, walking canes etc however all weapon props must be checked by the referee before the start of the event. If you are intending to bring weapon props to an event please contact the Keeper prior to the event to make sure that your character would have access to such an item and that it is in keeping with the spirit of the game and plot.

How Does Magic And The Paranormal Work?

Normally a character will have no idea of magic and the paranormal; however, depending on the character background or from events of previous adventures they character may have acquired “unusual” skills or knowledge. The Keeper and the player will discuss any such skills prior to the event in order to determine what such skills or knowledge can achieve in game terms.

During the course of the event certain paranormal or magical occurrences may manifest themselves these will be described to you by the referee at the time and your reaction to such events should be based on what is described.

How Do Other Skills Work?

Your character will have a list of abilities that were determined at the time you generated your character. These abilities will supplement your innate skills like spotting hidden objects, sneaking around a house at night or solving puzzles. A referee will determine the difficulty of most of the things you will do and will ask if you have the prerequisite skill. Depending on your competence, the difficulty of the task and the way you role-play the action you will be told by the referee whether you have succeeded or not.

It should be noted though that some things in real life can be very dangerous and should not actually be done. For instance if the investigators wake to find that the room is on fire the character may opt to jump out of the window in order to escape the flames. That would be fine for the character but not for the player who would not only hurt themselves but damage property and no doubt spoil the event while other participants at the event have to explain to the real world authorities what happened. In this case the player would clearly identify that they were out of character and tell the Referee what they intended to do. The Referee would then tell the player what the result of their action was (probably “go down into the court-yard, you have sustained a broken leg and multiple lacerations to your arms and face. Role-play your injuries”)

If you think your character could do it but you think you can’t then ASK a Referee or the Keeper. Common sense is the rule here; no one will think you’re stupid.

Building Your Character

Each player starts out with a conception of his character. Will they be a brilliant academic or a two-fisted detective? An abrasive reporter or a lady of the upper classes? The choice is yours to make and you should feel comfortable with the character you will be playing, remember you will be stuck with it for the event and possibly beyond! Usually the Keeper will have some ideas for characters if you are stuck or think about the characters in the works of Lovecraft, Derleth and others for inspiration.

Using The Pre-Determined Character Templates

A number of character templates are provided in the section of this handbook titled Character Templates that present the likeliest professions of an investigator. Find one that best suits your conception of your alter ego and use the character templates provided. Most calculations that you will need to do have already been made. A realistic set of skills has been chosen for each specific profession, and the character's attributes are pre-set to a basic profile required for their profession or line of work.

Experienced players may construct their own character templates, subject to the Keeper's approval. Character templates are a method to outfit quickly a player with a set of skills and abilities logically associated with a particular profession, and to discourage efforts to create unrealistic super characters.

Character Abilities

An investigator's mental and physical capabilities are defined by the following three abilities: Body, Mind and Spirit abbreviated to BOD, MND and SPR respectively. 

The Body Ability Explained

Body (BOD) is the mark of the physical prowess and agility the character has for game/role-play purposes. The Keeper uses a character's BOD when settling the outcome of all actions requiring manipulation of object or physical exertion this may extend from the performance of delicate operations to simple straight forward brute force. A low score makes the character clumsy, ham fisted and physically weak, a high score nimble fingered, light of foot and physically strong.

A player should decide whether their investigator falls into the strong or agile category (or perhaps both) there is nothing worse than the dexterous pick pocket suddenly remembering his BOD score and tearing the bars of the cellar window because the rules permit it. 

The Body ability has a direct relation to an investigator’s Wound Points and to Damage Bonus.

The table below gives an idea of how the Body ability could be interpreted for role-playing purposes.

	Score
	Body

	0(NPC)
	The character is fatally incapacitated. They can not exist without medical intervention.

	1-3
	The character’s mobility is severely restricted i.e. bed to wheelchair bound or an venerable or very fragile person.

	4-7
	The character’s mobility is somewhat restricted i.e. reliance on a walking stick to simply being clumsy or finds it very difficult to get out of a chair unassisted to gets tired easily doing normal labour work.

	8-12
	The character’s ability is within the normal population range.

	13-16
	The character’s reflexes are above average i.e. they play sport or work out or work with delicate objects or tools.

	17-19
	The character has been specially trained i.e. they are professional sports persons, hired heavies or artists.

	20
	The character is skill and grace personified i.e. they are a stage magician, strong man or master forger.


The Mind Ability Explained

Mind (MND) is the mark of knowledge that the character has obtained for game/role-play purposes it is not necessarily analogous to intelligence. MND is considered by the Keeper when resolving many actions. Translating a foreign language; recalling historical facts; diagnosing a disease; and all Skill Tests when a character relies on his acquired knowledge and "book learning" depends on his Mind Ability. A low score indicates the character is uneducated or unable to assimilate simple facts, whilst a high score makes the character well educated or able to make leaps of thought connecting different aspect of a problem.

The character MND ability is liked directly to the skill points that are available to the character.

The table below gives an idea of how the Mind ability could be interpreted for role-playing purposes.

	Score
	Mind

	0(NPC)
	The character does not have the capability to learn. They can not survive without constant supervision.

	1-3
	The character has no formal education i.e. illiterate to self-taught.

	4-7
	The character has some formal education to modern junior school level i.e. literate and knows basic skills.

	8-12
	The character’s ability is within the normal population range.  To normal high school level.

	13-16
	The character has achieved a better than average education i.e. completed apprenticeship or has been to university to have received specialist training.

	17-19
	The character has achieved renown in their field of study i.e. a doctorate or significant military rank.

	20
	The character is regarded as the foremost expert in their field of study or work.


The Spirit Ability Explained

Spirit (SPR) is the mark of awareness that the character has (or indeed that others have of the character) of their environment, the psychic or spiritual for game/role-play purposes. SPR also indicates how strongly a character is tied to intuition and emotion rather than hard logic. A low score makes the character accident-prone and a “forgettable face”; a high score portrays the character as lucky, memorable and even charismatic.

The character SPR ability is liked directly to the Psychic Points.

The table below gives an idea of how Spirit could be interpreted for role-playing purposes.

	Score
	Spirit

	0(NPC)
	The character is comatose. They can not exist without constant medical care.

	1-3
	The character has little awareness of their surroundings i.e. semi-conscious to listless

	4-7
	The character has little awareness of their surroundings i.e. they are accident prone or daydreamers

	8-12
	The character’s ability is within the normal population range.

	13-16
	The character is aware of their surroundings on some level i.e. they have lucky breaks or they can pick up on a places atmosphere or mood.

	17-19
	The character is well aware of their surroundings; i.e. they are extremely lucky or sensitive to paranormal events.

	20
	The character bristles with power people recognise this individual as being special or different in someway.


These abilities are scored from 0 to 20. All characters start with 40 points distributed among these four categories. All characters must start with ability scores of over 0 and no more than 20. The average human ability scores are between 8 and 12. Most investigators are a cut above average. 

If you are using a template the ability scores should be considered as minimum values for the character unless previously agreed with the Keeper. There are still a number of extra points left in each template for you to personalise your character as you see fit. You may elect to make the investigator better educated, faster, or whatever you decide best represents your persona. 

It is recommended that players allocate a minimum of 3 points to any ability. Players who wish their characters with abilities below 5 should check with the Keeper in order to ascertain the scope and nature of how the low sore will be role-played effectively within the scope of the plot.

If a player allocates 20 points to one attribute then their investigator is awarded and additional Sanity Point reflecting the investigators highly trained ability and confidence that come with the knowledge that they are at the peek of their ability.

There are still a number of extra points left in each template for you to personalise your character as you see fit. You may elect to make the investigator better educated, faster, stronger, more charismatic or whatever you decide best represents your investigators persona.

Character Skills

A character's skills go hand in hand with his profession. Skills are specialised fields of knowledge the character acquired during their professional career or picked up through special interests, hobbies or life experience. The initial number of skills available to the character depends on the value of their Mind score. For each point of MND the investigator has they have one point in their skill pool to spend on skills or enhance their level of understanding in a skill.

The following table summaries the skill available to the investigator, the number of points that must be spent to acquire a skill and any pre-requisites that skill may have. A full listing detailing the uses and effects of skills are found in the section Skill List and Descriptions of this handbook.

	Skill
	Point Cost
	Special Notes

	Anthropology
	4
	

	Archaeology
	4
	

	Astronomy
	4
	

	Biology
	4
	

	Business
	2
	

	Ceremony
	4
	Requires Anthropology, Occult or Theology

	Chemistry
	4
	

	Combat Hand gun
	2
	Must have Keeper approval

	Combat Long Gun
	3
	Must have Keeper approval

	Combat Mêlée
	1
	Must have Keeper approval

	Combat Military
	4
	Must have Keeper approval, Requires Combat Long Gun

	Combat Projectile
	2
	Must have Keeper approval

	Combat Unarmed
	1
	Must have Keeper approval

	Contacts
	1
	Multiple contacts are permitted must have Keeper approval

	Engineering
	2
	

	Fine Arts

	3
	Choose from Literary, Visual, Performance.

	First Aid
	1
	

	Geology
	4
	

	History
	4
	

	Knack
	4
	

	Language

	2
	Speak and Read/Wright the language (where appropriate)

	Law
	4
	

	Linguistics
xe "Linguistics"
	4
	Requires 1 or more Language

	Medicine
	4
	Requires Biology and First Aid

	Mythos
	*
	Special

	Navigation
	2
	

	Occult
	3
	

	Physics
	4
	

	Psychology
	4
	

	Research
	1
	

	Theology
	3
	

	Unique
	4
	Reserved for unique skills with Keeper approval.


Skill Levels

Simply having the skill does not necessarily mean that the character is totally competent in their chosen field a dilettante who spent one summer on a dig in Cairo is not going to have the same depth of knowledge as a professor that has spent his life dedicated to understanding the intricacies of the Egyptian dynasties.

There are 5 levels of skill as detailed below

	Level
	Cost
	Competence

	0
	0
	How much an ordinary person might know, deduce, or be able to guess at concerning an unfamiliar skill.

	1
	1
	The investigator has passing interest in the subject 

	2
	2
	The investigator is an enthusiast or hobbyist in the subject

	3
	4
	The investigator is or has been a scholar of or has received training in the subject

	4
	8
	The investigator is considered professional or specialist in the subject.

	5
	16
	The investigator is renowned in the subject.


By choosing a skill, or by using one of the templates (see Character Templates), your investigator automatically has a competence level of 1 for that area. Each subsequent level is added to the basic cost of the skill and the total subtracted from your investigators MND point pool. The benefits of each level of skill are discussed in the section Game Mechanics – Using An Investigator’s Skills.

In addition any investigator reaching Level 5 in any skill gains a +1 Sanity Point bonus reflecting their unshakable knowledge and mastery of that subject.

Example 
A player wanting their investigator to be a professor of archaeology would buy the Archaeology skill for 4 points and upgrade the investigators skill to level 4 by spending another 8 points to make their character a specialist in their field for a total of 12. 

A player wanting their investigator to be a world expert in archaeology would buy the Archaeology skill for 4 points and upgrade the level to 5 at a cost of 16 points for a total of 20 points! While the investigator may know how many blocks make up the Great Pyramid they wouldn’t  have a clue where to put it on a map (Navigation skill) or make a connection with the alignment to the stars (Astronomy skill). Such is the cost of living in an ivory tower of specialisation.
Additional Professional Skills

For players using the pre-determined character templates (see Character Templates) the skills listed represent the basic knowledge that the character would have obtained during their career you do not have to buy these skills. This gives your character a basic allocation of skills at level 1 you can either enhance the skills or purchase new non-weapon skills. Additional points spent on increasing a characters Mind ability will provide the extra points to allocate to other non-weapon skills. 

These extra points represent additional training, research or skills gained as part of their career. Additional skills brought through increasing the Mind ability should reflect this and the player should build a plausible explanation into the character history to explain anomalies.

Players not using character templates should create the character with skills appropriate to their character background. Investigators created without templates have 10 free points to spend on purchasing skills from scratch. The Keeper prior to the event should approve this.

Personal Interest Skills

After the initial skill points have been spent on acquiring professional skills each character has 5 points which may be applied to any skill. These additional 5 points represent the hobbies, interests or life experience that the character has accumulated. As with professional skills these should fit into the character background.

Players selecting weapon-based skills must clear these with the Keeper before the event. This is to ensure that the weapons are available or appropriate within the plot, that physical representations for the weapons are available and that the player(s) are competent in their use.

Additional Skills And A Note On Languages.

There is a special ruling on the purchase of language skills for characters. If the character is intending to play a non-English speaking investigator they will not have to purchase the characters native tongue providing they are prepared to role-play the character’s accent during the event. 

In addition if the player is proficient in a language they do not have to purchase the language (this ruling is for those multi-lingual players who wish to include their real world knowledge into their character background. It should be noted that this ruling only covers those players who are fluent in another language and does not give free language skills to all those who did French, German or Latin at high school (although the player may find theses skills useful during the event then much like the player the character may have picked up a bit of “the lingo” in the past).

Additional skill points or special skills may be given to a character by the Keeper should the Keeper feel it is necessary to balance the party skill sets or where such skills or abilities are necessary for the development of the plot.

Completing Your Character.

After the template is selected and all points are distributed, it's time to determine several additional scores that are important to game play. These are Psychic Points, Wound Points and Sanity Points, abbreviated to PP and WP, SP (or simply SAN) respectively.

Psychic Points Explained

While SPR is a sum of a character's total magical awareness, Psychic Points (PP) represent the actual magical/psychic energy available to a character. During the course of an adventure, a character may attempt psychic or magical actions, expending PP in the process. Psychic Points may be regained through rest and meditation or plot events. 

At the start of the game, Psychic Points are equal to an investigator's Spirit ability. 

Wound Points Explained

Wound Points (WP) is the method used to track how much physical damage an investigatorxe "investigator" can sustain before losing the use of a limb, falling unconsciousness, or dying. During the event the investigator may be physically damaged as a result of combat, falling down the stairs, as a result of a spell etc. this will lower the character’s WP score. WP can be raised during the game depending on character actions, rest and plot events.

Total Wound Points (TWP) for a character equals their BOD ability. Location Wound Points (LWP) is based on the characters BOD ability in the following way.

	BOD Ability
	Head
	Chest
	Limbs

	1-3
	1
	2
	1

	4-7
	2
	3
	1

	8-12
	2
	4
	2

	13-16
	3
	5
	2

	17-19
	3
	6
	3

	20
	4
	7
	3


Sanity Points Explained

Sanity Points (SP or SAN) is the mark of the characters mental stability for game/role-play purposes. SAN indicates how strongly a character is likely to react to the horrors of the unknown, maintain a stiff upper lip or empty their gun into the shadows. SP is linked to the three main abilities of Body, Mind and Spirit. To determine your investigators starting SP the section Game Mechanics – Sanity and Insanity. The range for starting unmodified SP is between 6 and 15.

The table below gives an idea of how Sanity Points could be interpreted for role-playing purposes.

	Score
	Mind

	0(NPC)
	The character is insane. They are totally detached from reality and are the kind of folk who end up worshipping dark gods and plotting the end of civilisation as we know it.

	1-3
	The character is bordering on the insane i.e. they are probably haunted by phobias and nightmares and one more experience is likely to push them screaming over the edge of the abyss. They should be admitted into a sanatorium, immediately.

	4-7
	The character is a little nervous, i.e. they may be a bit jumpy or have minor character flaws such as a phobia, compulsive disorder or likely to flee when faced with the unknown. They should probably see a psychiatrist soon.

	8-12
	The character’s ability is within the normal population range.

	13-16
	The character is well balanced, i.e. they could be described as having a stiff upper lip

	17-19
	The character is the kind of person you want to be next to in a high pressure situation; i.e. they are calm and collected

	20
	The character is literally a tower of strength nothing fazes them, the strange and horrific are all taken in their stride.


A more detailed explanation of Magic and Wound Points as used within the system can be found in the relevant sections.

Example Of Character Generation.

Example

After reading the player brief for the next adventure set in the 1920’s Jane has decided that she wants to play the daughter of an eminent archaeologist. She has decided that her character has been dragged around the world as a child by her father but has settled down to academic life in England after studying History at Oxford University.

She will be using the Academic character template which gives MND 16 (her character is well educated both academically and she has seen much of the world though her fathers exploits), BOD 5 (oops her character is very clumsy, perhaps as a child she smashed one of her fathers finds!), SPR 10 (her character is neither lucky nor unlucky)

Jane has 9 extra ability points to spend on her character. She decides that the investigator will have studied hard and received her Doctorate and adds 2 points to MND. While she quite likes the idea of a clumsy investigator Jane decides that she does not want to be blundering around in the dark knocking things over all the time she raises her BOD by 4 to 9. Jane spends 3 points on her characters SPR, for a total of 13, she has had some lucky breaks to get this far in academia considering the prevailing attitude to the fairer sex of the time. Jane’s new investigator now has ability scores of BOD 9, MND 18, SPR 13. 

Looking at the Academic template skills Jane’s investigator has already been allocated the following skills, Research (1), Language (2) and a choice of three from Anthropology (4)xe "Anthropology", Archaeology (4), Astronomy (4), History (4) and Linguistics (4), (all at level 1). She decides that her character will have Anthropologyxe "Anthropology", History and Linguistics, learned Latin as her professional Language, and has Contacts in academic circles. As the investigator had her MND raised by 2 points to 18 to either enhance these skills or buy new non-weapon skills from the list. 

Jane decides that as her character’s primary role is a Historian she will spend 8 points enhancing Her History to Level 4 and 4 points on her Latin Language and Research skills to take them both to Level 3. She has 2 points left over which could raise one of the remaining skills to level 2 or she could by a new skill. Jane decides that her character will have used her Linguistics part of her classical education so raises it to level 2. Jane now has no more professional skill points to spend on enhancing her character or buying new skills.

Jane’s character now has 5 points to spend anywhere she likes. Jane decides that her investigator will have had to be somewhat self reliant as a child and would have been expected to pull her own weight at her fathers excavations, she decides that she will have picked up Engineering (2) fixing pumps, compressors and engines used around digs. She decides that she would like to be a bit more competent than just tinkering around so invests another 2 points to raise her characters skill to level 2. She has now spent 4 out of her 5 hobby points. 

Jane considers how she should spend her character’s remaining point and decides that her investigator would have been a tom-boy (following on from the idea that she has learned how to fix machinery) around the excavations feeling that she had something to prove whilst trying to escape the shadow of her uncaring father. Jane asks the Keeper if she can have the weapon skill of Combat Unarmed (0) to represent her brawling as a youth at level 1. The Keeper talks this over with Jane discussing how she would role-play this and on reaching an agreement the Keeper rules that Jane can have the skill.

Finally Jane calculates her characters her Psychic Points (13) and Sanity Points (14), notes down her Total Wound Points (9) and Wound Points for each body location (Head 2, Chest 4, Limbs 2).

Her character finished Jane sits down and writes a letter accepting the invitation to view the collection of artefacts recently acquired by the British Museum from the estate of a notorious occultist, and signs her character name Dr Sarah Abingdon
Character Templates

The following templates are designed to speed character creation and build realistically designed player characters. A total of 40 ability points are allocated to each character template. Most of these points have been spent to create a basic profile of the profession, but no weapon skills have been purchased. 

It is recommended that players choose one of the ready-made templates. The Keeper, in the interests of game balance and simulating realistic fields of study, must approve any non template character designed by the player.

Extra points are placed as desired, as long as no ability climbs above 20. Each additional point put into MND provides one point with which to buy extra non-weapon skills or enhance a skill level. Points added to BOD increase the chance of succeeding physical exertion and increases the physical damage a character can take. SPR determines the characters initial Psychic Points. 

Last, but certainly not least to bear in mind is your characters Sanity. A well balanced allotment or specialisation in one ability attribute will provide your character with the best initial sanity points. Insanity can be a killer, and frequently is. All the skills and Wound Points, arcane knowledge or luck, in the world won't mean a thing if your character is curled up, weeping and trembling in terror before the alien horror of the Great Old Ones.

	The Academic.



	BOD 4
	MND 16
	SPR 10
	Extra Points 10

	Starting Skills Level 1
	Reason

	3 From, Anthropology, Archaeology, Astronomy, Geology, History and Linguistics
	One of these will be your prime area of study; the other two will support your researches. It may be possible to substitute skills with the Keepers approval for lower cost skills providing that they do not exceed 12 points in value, e.g. History (4) Linguistics (4) and two Languages (2)

	Contacts
	You will have established contacts in your own faculty, institution and maybe further abroad during your studies.

	Language
	It is quite probable that you have learnt another language to help your research or to read other peoples paper and publications.

	Research 
	Routing though libraries and old manuscripts is the bread and butter of the academic. Bookwork turns up those elusive clues to prove your theories.

	Oh for the life amongst dreaming spires or at least in ivory towers. The academic character is based on the Professor, stuck away in some corner of an institution with his books for company hypothesising over theories and debating them with his peers. An excellent knowledge base but years of being closeted in academia means that he is physically weak. Spend some of those points on bring up the academic investigators BOD score unless you are planning to walk around with a walking stick and at least one point into MND if you want them to have achieved a doctorate.


	The Alienist.



	BOD 4
	MND 13
	SPR 13
	Extra Points 10

	Starting Skills Level 1
	Reason

	Anthropology
	The study of mankind and what makes us tick as a race from the tribe of aborigines in the Australian outback to the thronging masses of London’s metropolis gives the Alienist insights into his clients motivations, reasoning and fears.

	Chemistry
	Great advances have been seen in using pharmaceuticals in the treatment of mental illness. You will have an understanding of the current trends in drug therapy.

	Psychology
	Understanding of the workings of the human mind and emotions and seeking to provide cures when the mind fails is why you are in this profession.

	Research 
	Keeping abreast of the most current thinking in mental health is vital to the treatment of your clients.

	Tell me about your mother … The term psychoanalyst is a relatively recent one during the early part of the 20th century those striving to unravel the secrets of the human psyche were called alienists. Equally the treatments available ranged from the sound medically proven to the simply bizarre. The Alienist character is based on those who adhered to the works of Freud and other leading lights of the time but equally could be a well meaning quack. A good base of skills and a high SPR score to understand your client’s emotional needs should enable you to treat the broken minds of the other investigators; pay attention to your BOD ability and spend a few points in bringing it to a reasonable level. Remember to be a qualified doctor of medicine you must have a MND ability of no less than 17.


	The Artist.



	BOD 4
	MND 13
	SPR 13
	Extra Points 11

	Starting Skills Level 1
	Reason

	Contacts
	Every successful artist has their contacts be it a circle of like minded people, a patron in society or the curator of a collection.

	Fine Arts - Visual
	Your life’s work is the creation of beautiful, inspiring perhaps controversial works of art in your chosen medium - paint, marble, clay, architecture the choice is yours.

	History
	How can one truly understand the masters without travelling to see their works or at the very least studying books about their techniques?

	Psychology
	Understanding the human mind and manipulating it to get the desired effect from your work is paramount to your success, you may not be able to fix a broken mind but your work can move a person to tears.

	Art reflects life, of is it the other way around? The Artist appears in many Mythos tales either as the unwilling conduit of those who can not be named or as an investigator drawn into the web of terror. The Artist works with visual media so covers every occupation from the humble painter though to the wealthy architects rebuilding the world in the latest fashions. A good score for MND reflects the study needed to understand the techniques of expressing ones self while the above average SPR ability shows that the Artist can solicit an emotional response from the viewer. Unfortunately the Artist has a low BOD ability score representing life on the fringes of society, living in the attic garret of some boarding house and precariously lurching from one commission to another, a successful Artist should strongly consider having extra BOD allocated to them and an architect should take Engineering to ensure their buildings will stand up!


	The Criminal.



	BOD 7
	MND 10
	SPR 13
	Extra Points 10

	Starting Skills Level 1
	Reason

	Business
	Understanding the way business works is useful to the criminal who wants to launder their ill-gotten gains though a legitimate business.

	Contacts
	The Criminal has fingers, lots of them, in lots of pies. Whether it is the underground criminal fraternity, high society “clients”, or a police inspector in your pocket. Your contacts put you on to jobs, can ease the execution of your master plan and dispose of the goods in a profitable manner.

	Engineering
	Whether it is scoping a building for a job, knowing the ticks to jemmy open a window or hot wire an automobile or simply place explosives to blow open the safe without bringing down the whole building around your ears, engineering is an essential skill for the hands on Criminal.

	Law
	Being outside the law an understanding of the law can be a very useful asset. Knowing what is and isn’t legal and how to get out of jail or confuse the local bobby with your legal knowledge can mean the difference between a lengthy stay at the governments pleasure or walking away Scot free.

	Your only supposed to blow the bleeding doors off! The Criminal is a cut above you average thug based on fictional characters such as the dashing Raffles or the sinister Moriarty, the Criminal has a plan, a cunning plan, outwardly respectable even admired for his daring escapades. BOD and MND ability are within the normal range. A more dexterous Criminal should put more points into BOD, a criminal mastermind more into MND. The Criminal SPR ability is relatively high reflecting the luck the criminal has had in getting away with previous expeditions and establishing their self in the underworld of crime.


	The Dilettante.



	BOD 7
	MND 13
	SPR 10
	Extra Points 10

	Starting Skills Level 1
	Reason

	8 skill points from the non combat skill list
	When time weighs heavy on your hands what is one supposed to do? The Dilettante fills their lives however they please, be it following the latest tend or studiously pursuing a particular topic. 

	Fine Arts
	One has to know the classic artists, musicians and authors, doesn’t one? The Dilettante’s knowledge of the arts may be limited to the ephemeral changes in fashions to an in-depth knowledge of the opera. Society demands that you can hold your own in a conversation about the arts!

	Language
	Travel and or an education in the classics gives the Dilettante the use of at least one language. Whether it is enough lingo to get the Johnny foreigner to fetch drinks to the veranda or a deep understanding of French, its up to you da’hling.

	Whizz-bang old bean tally ho and all that rot! The Dilettante represents the upper realms of society where appearance is everything. Whether the investigator is aristocracy, a gentleman or lady or independent means, or one of the international bight young things, being able to hold your own on the topics of the day as well as treading the thin line of etiquette is your lot. BOD and SPR are within the normal range BOD slightly lower representing the decadent lifestyle of the rich. MND is higher representing the collection of knowledge a socialite must have at their fingertips to survive in the precarious world of high society.


	The Entertainer.



	BOD 8
	MND 10
	SPR 13
	Extra Points 9

	Starting Skills Level 1
	Reason

	Business
	You’ve got to have a bit of business savvy to survive in the entertainment business, whether it is ensuring that your performance is right for an establishments cliental or making sure that a proprietor or agent isn’t ripping you off, it pays to know.

	Fine Arts –

Performance
	The bread and butter of your trade, knowing what to do in front of your audience and how to deliver your performance is the difference between staring at a star on your door, or staring at the stars from the gutter.

	Psychology
	Understanding the human mind and manipulating it to get the desired effect from your work is paramount to your success, an Alienist you are not but music calms the savage beast and good showmanship can start revolutions.

	All the world’s a stage, And all the men and women merely players; They have their exits and their entrances. The Entertainers primary tool is their body be that an actor trading the boards on Shaftsbury avenue or a musician playing the new jazz in some dingy smoke filled cellar. Both BOD and MND are in the normal range, although BOD is slightly lower reflecting the punishing lifestyle often associated with entertaining people, higher than the Artist a good entertainer can always earn a living even if its busking on the street or as an extra in the fledgling movie industry or theatre circuit. The Entertainers SPR score reflect their stage presence and the ability to work their audience’s emotions. 


	The Entrepreneur.



	BOD 7
	MND 12
	SPR 10
	Extra Points 11

	Starting Skills Level 1
	Reason

	4 points from any of the non combat skills
	The Entrepreneur has four points to choose to make his prime area of business from. Whether he is an importer of antiquities (History for example) an oil tycoon (Geology or Engineering and Navigation) or a humble bookstore owner with a reputation of getting his clients the most elusive of tomes (Research and Fine Arts Literature) these 4 skill points represent their market place.

	Business
	To be in business you have to understand business, the higher the Entrepreneurs business skill the more successful they are likely to have been.

	Contacts
	Networking is a prime candidate for the Entrepreneur, sometimes its not what you know but who you know that clinches that all important deal.

	Psychology
	Understanding the mind of your customers and competitors is vital if you want to stay ahead of the game in business.

	Money makes the world go around. The Entrepreneur knows this and is in the business of making the world spin faster. The Entrepreneur character is based on the go getter, can do mind set of the 1920’s, whether the investigator is a player in the stock market, a trader in the obscure, a oil magnate or one of the sinister arms barons made rich by the first world war, the prime motivation for this character type is the making of money. All the attributes of the Entrepreneur fall within the normal range although BOD is slightly lower representing the long hours they have to put in to their business and their MND is slightly higher representing their mind for business.


	The Explorer.



	BOD 12
	MND 12
	SPR 10
	Extra Points 6

	Starting Skills Level 1
	Reason

	1 from Anthropology, Archaeology, Biology, Geology or History
	This skill will be the Explorer’s main motivation for their wander lust, the discovery of lost tribes or cities, the pursuit of mineral wealth, the lure of big game or simply being the first to do something.

	Combat Long Rifle
	The constant companion of the Explorer his trusty companion the rifle or shot-gun.

	Engineering
	Whether it is setting cunning traps to capture exotic animals, or disarming fiendish traps in ancient tombs or simply the knowledge to fix that broken radiator in the middle of the desert engineering is a useful skill to the Explorer.

	First aid
	In the middle of nowhere with little or no hope of medical attention it is essential that the Explorer knows how to patch up himself and his companions.

	Navigation
	Understanding maps and compasses is clearly and advantage to the Explorer if it is following the map to the lost treasure horde or mapping a route to the summit of the unexplored mountain.

	Dr. Livingstone I presume? The Explorer character is firmly grounded in the boys own tradition, from Indiana Jones to Allan Quartermain and real life adventurers like Mallory and Cook. The Explorer is self reliant and determined as reflected in the above average BOD and MND scores.


	The Journalist.



	BOD 7
	MND 10
	SPR 12
	Extra Points 11

	Starting Skills Level 1
	Reason

	Business
	An understanding of business is good for the Journalist to have; picking the right story at the right time will sell the paper or leave it on the news stands.

	Contacts
	The Journalist’s mainstay his contacts from the word on the street to the high courts its all about who you know and who can get the exclusive scoop for you.

	Fine Arts – Literary
	Knowing how to write a good story keeps you in your job.

	Language
	Language is included in the Journalist character because it is likely that you will have encountered some story that means you have had to pick up a bit of knowledge of another tongue either during your research or in dealing with people.

	Research
	If a story is worth writing its worth doing the research to back it up.

	Extra, extra, read all about it Martians land at Primrose Hill. From the investigative reporter to the tired gutter press hack the Journalist character is straight out of the film noir and pulp fiction genre. A lower than average BOD reflects the Journalists lifestyle of coffee, long hours and chain smoking cigarettes, an average MND and slightly higher SPR score reflecting a knack of being in the right place at the right time.


	The Labourer.



	BOD 13
	MND 7
	SPR 10
	Extra Points 10

	Starting Skills Level 1
	Reason

	Biology
	Animals or arable husbandry the rural Labourer will need to know how to look after livestock and crops.

	Engineering
	Construction work or mechanical repairs the urban Labourer will need to know how to build and repair things.

	First aid
	Being a hands on kinda guy accidents happen and the Labourer should know how to patch themselves up and avoid medical fees.

	There’s trouble at mill. The Labourer character is the back bone of society, a manual worker either in agriculture, manufacturing, or construction they do the hard and heavy work shirked by most investigators. A good BOD score reflects the Labourers physical fitness but a lower than average MND score shows that simply getting by leaves little time for education.


	The Lawyer.



	BOD 4
	MND 16
	SPR 10
	Extra Points 10

	Starting Skills Level 1
	Reason

	Business
	Depending on your branch of law an understanding of the way business works is an advantage to the Lawyer.

	Language - Latin
	The law, English law at least, still relies on Latin terminology the Lawyer must have a command of the language to hold their own in court.

	Language - Other
	Lawyers have to deal with some odd cases and in the ever shrinking world of the early 20th century the need for understanding a different language is growing

	Law 
	The bread and butter of the Lawyer – the higher your law skill the better results you achieve.

	Psychology
	Working the court, putting on a show of debate and oratory, winning over the jury, cross examining witnesses, and knowing when to lay the killing argument to your opponent wins cases, and that is your job.

	Research
	Researching previous cases and histories makes for good arguments in court. Research is vital to the successful pursuit of the law unless you want to get tied up in red tape and legal loop holes.

	And in conclusion on the evidence presented you can only return a not guilty verdict on my client’s case. The Lawyer covers a multitude of legal professions from the humble rural solicitor to the high court judge. A low BOD ability score reflects the high toll paid by working late preparing cases and long hours in court; this however is off set by a high MND score demonstrating the Lawyer’s understanding of the legal system and educational background. SPR is average showing no favour either way to the success of cases.


	The Military Officer.



	BOD 10
	MND 13
	SPR 10
	Extra Points 7

	Starting Skills Level 1
	Reason

	Combat Hand Gun
	A side arm is the traditional weapon of the officer class rather than the bulky rife used by the regulars. Your faithful companion.

	Contacts
	From the Tommy in the front line to the minister in the war office The Officer’s station gives him access to a vide and varied group of contacts to draw from.

	History
	Studying the leaders of history from ancient times to modern give the Office an understanding of strategy and tactics very useful if he is to get his men though a battle with the minimum amount of casualties.

	Navigation
	Maps and plans and getting to objectives are fundamental to the Officers life. Whether it is planning actions on the battle boards or looking at trench plans to work out the enemies weakest defences navigation is a useful skill to have.

	Psychology
	Motivating the troops to go over the top in the face of insurmountable odds, keeping up morale, and identifying strong and reliable leaders from the ranks aids the Officer in his duty. 

	Okay chaps we have our orders His Majesty expects each man to do his duty. The Military Officer whether a brilliant military tactician or simply a blundering fool placed in charge by dint of his birth is a mainstay of early 20th centaury society. Average BOD and SPR but a good MND ability score reflecting the special training he has received.


	The Military Regular.



	BOD 13
	MND 8
	SPR 10
	Extra Points 9

	Starting Skills Level 1
	Reason

	Combat Long Gun
	The main tool of your trade the rife.

	Combat Melee
	When it gets down to it hand to hand combat is a fact of life for the Regular, whether it’s fixed bayonets or bludgeoning the enemy with the closest object to hand – it’s dangerous, it’s dirty.

	Contacts
	War makes strange bedfellows and old comrades whether they be conscripts, still in active service or retired, you have kept in touch and that can be very useful.

	Engineering
	The Regular is expected to perform a wide variety of duties in the field, fixing things, building defences and knowing where to place demolitions.

	First Aid
	Self reliance will get you and you comrades in arms though the battle and knowing how to patch yourself and your pals up can mean the difference to life and death.

	Left, right, left, right, about turn! It’s a hard life for the Regular especially at this time in history where an uneasy peace hangs over the world. Sill you have signed up and you are prepared to go where you are sent to fight and die for King and country. A good BOD score reflects the discipline of military training average SPR and a slightly lower MND score, a soldier is not expected to think just follow orders.


	The Mystic.



	BOD 4
	MND 13
	SPR 13
	Extra Points 10

	Starting Skills Level 1
	Reason

	Language
	Plumbing the depths of esoteric knowledge invariable means understanding a different language.

	Linguistics
	Of course the language your researches take you to inevitably is arcane linguistics gives you the edge on translating and understanding the nuances of language.

	Occult
	The bed rock of your studies, the quest understanding the forbidden and hidden is your path.

	Research
	Occult knowledge is not available in the newspaper, research in libraries, collections and cross-referencing the most obscure reference will help you discover the wisdom that you crave.

	Theology
	Understanding the more traditional mainstream religions gives you an insight to the hidden world.

	However if you understand the reference to “The Thing Thet-Subnat-Bea” you will realise that this is a summoning rite not a recipe for chicken soup. The Mystic character is based on figures such as Titus Crow and Alistair Crowley and covers a range from the charlatan to the devout practitioner. A very low BOD score reflects the time spent in mouldering library stacks exposure to unusual chemicals and materials and the physical drain that the Great Work takes. An above average MIND and SPR score indicates the level of your research and the fact that the Mystic has some power, even if it is latent.


	The Nurse.



	BOD 8
	MND 13
	SPR 10
	Extra Points 9

	Starting Skills Level 1
	Reason

	Biology
	Understanding the way the body works is fundamental to your vocation.

	First Aid
	A simple patch up of your patients may be all they need.

	Medicine
	Long term treatment of your patients is inevitable. Understanding the symptoms treatment and care of your charges is paramount if they are to become well once again.

	Psychology
	The understanding of your patient’s mental needs will help you look after their physical ones, whether it is picking up on their distress or simply persuading them to take their medicine.

	Bend over sir this wont hurt a bit. The Nurse is a companion to the Physician investigator, good all round ability scores, a lover BOD reflecting the long hours of the profession and higher MND for the specialist training received.


	The Parapsychologist.



	BOD 7
	MND 13
	SPR 10
	Extra Points 10

	Starting Skills Level 1
	Reason

	Anthropology
	Understanding the cultural implications of a supposed paranormal event sheds great light in discovering the truth behind the matter.

	Contacts
	The Parapsychologist makes odd contacts almost daily from the rich industrialist who believes his mines to be haunted by ghosts to the eccentric professor who has a mew method of taking photographs.  

	Engineering
	Knowledge how devices work both in order to record phenomena and to debunk bells and whistle deceptions and how structures affect perception or can be manipulated by the unscrupulous is a desirable skill to have.

	Language
	The use of a foreign language is highly useful when investigating the unusual whether it be transcribing old books or diaries, interpreting the witnesses stories or picking holes in the Latin of the “ghost”.

	Occult
	The study of “hidden lore”, while in itself mostly bunkum, enables the parapsychologist to understand what tricks, ploys and events that have previously been recorded and may have bearing on the case in hand.

	Research
	You cant beat good research investigation on site is all well and good but understanding the background to an event reading around the subject and good old fashioned book work can save you hours if not days of time in your observations not to mention a lot of egg on your face.

	The Truth is Out There. Whether the Parapsychologist is a true believer seeking to show the world the truth like Fox Mulder or Van Helsing or a cynic dedicated to exposing the paranormal as natural phenomena or human deception this Investigator is a good candidate for those wishing to investigate the darker side of life without risking their immortal soul. A good MND score indicating a thoughtful analytical mind average SPR and slightly lower BOD score reflecting the odd hours kept.


	The Physician.



	BOD 8
	MND 16
	SPR 10
	Extra Points 6

	Starting Skills Level 1
	Reason

	Biology
	Understanding the fundamental principles of life is core to your vocation, be it plant, animal or humankind.

	Chemistry
	Knowing what medication to prescribe and at what doses to aid your patient is crucial to their recovery and your profession.

	First Aid
	The first step to a medical career being able to diagnose a disease is all well and good but if you can not applying a bandage correctly and prevent a person from dying from an open wound it is not much practical use.

	Language - Latin
	The secret language of the medical profession.

	Medicine
	Building on the First Aid skill this takes your understanding to another level long term treatment of trauma and disease even amputations and complex surgery.

	Research
	Looking though medical journals and textbooks keeps you sharp and allows you to find that obscure one in a million case that your patient is suffering from.

	I’m a Doctor Jim not a bricklayer. A favourite Investigator template the Physician can be a medical practitioner, surgeon, coroner or veterinary. An average SPR and BOD score. A high MND score shows the extensive training required remember a minimum score of 17 is required to qualify as a Doctor however. 


	The Police Detective.



	BOD 8
	MND 13
	SPR 10
	Extra Points 9

	Starting Skills Level 1
	Reason

	Business
	Understanding the way that business works from examining accounts to comprehending the complexities of shipping invoices or tax implications is handy to have when investigating crime.

	Contacts
	Knowing who to talk to from your previous investigations can give you the lead to solving your case.

	Law
	The mainstay of your career knowledge of the law will keep you on your path or at least let you know how far you can bend it.

	Psychology
	The motivation of the human mind is a useful skill to have whether it be getting a sense that someone is lying to you or psychologically profiling an elusive criminal.

	Research
	Going over old evidence and cases often sheds light on new ones a day in the archives may save you three on the streets.

	If you all would like to take seats I will take statements from you one at a time. The Police Detective spends more time in the office than out on the mean streets, sifting though evidence building up cases to present to the prosecution questioning witnesses and getting results. An average BOD and SPR score but an above average MND reflecting the keen mind of the detective.


	The Police Officer.



	BOD 12
	MND 8
	SPR 10
	Extra Points 10

	Starting Skills Level 1
	Reason

	Combat Melee
	The officer is a hands on kind of person, some times it’s only the cracking of a few skulls with a truncation that gets the respect of the criminal fraternity.

	First Aid
	Inevitably you are first on the scene for many emergencies and it’s up to you to assist the public in anyway possible even if it means patching them up until you can sort the mess out.

	Law
	It’s your job to maintain order, know the law, enforce the law, keep the law.

	Navigation
	If your lost ask a policeman that’s what they say, knowing how to get to places quickly and how to read maps and track the villains is a good skill to have on the beat.

	‘ello ‘ello ‘ello what’s been going on here then? The bobby on the beat, the cop on the street the police officer is at the front line of fighting crime and assisting the public in their time of need. Average MND and SPR scores but an above average BOD reflecting all the hard footwork put in pounding the pavements.


	The Priest.



	BOD 4
	MND 16
	SPR 13
	Extra Points 7

	Starting Skills Level 1
	Reason

	4 points worth of non combat skills
	While the main remit of the priest is to serve their flocks it is not unusual for them to have training or significant interests outside of their ministries. Many scientific discoveries have been made by clerics seeking to understand the mysteries of their god. 

	Language
	It is not unusual for a minister to have picked up another language either as part of their training for instance Latin or Hebrew or as part of their ministry the missionary in china the padre in the trenches.

	Occult
	Undoubtedly you will have encountered the more esoteric in your studies whether that is in background reading as part of your training or though a direct intention to understand the supernatural forces who oppose your faith.

	Psychology
	Understanding the human mind allows you to work with the faith of your flock be that to terrify them with fire and brimstone sermons from the pulpit or to give council and absolution in the quiet of the confession.

	Theology
	The main stay of your profession the understanding of the holy scriptures, ethics of faith and its dogma.

	Bless you my son, be a peace. The Priest template is designed to support those wishing to be professional clergymen of whatever faith as opposed to lay ministers. An excellent MND score reflects the years of professional training required, and above average SPR score indicates their spiritual nature but an very low BOD score shows that the stresses of living a good life in the service of ones flock and faith takes its toll.


	The Private Investigator.



	BOD 12
	MND 10
	SPR 10
	Extra Points 8

	Starting Skills Level 1
	Reason

	Combat Hand Gun
	One of the few templates that start with a firearms skill, the PI’s right hand the trusty .38 special or similar side arm of choice.

	Contacts
	Knowing who to talk to about what saves you time in following up dead leads and in this game time is money.


	Engineering
	From picking locks to gain entry to buildings to opening safes or even illegal wire taps on telephones means you can get your results quicker than strictly legal methods.

	First Aid
	If you work on the fringes of society it isn’t always politic to go to your nearest hospital to get patched up. There are something’s you can do by yourself without drawing attention you your business.

	Law
	If you are going to work with the law you need to know the law what you can and can’t do and what you can get away with doing.

	The game’s afoot. Somewhere between the classic private eyes of pulp fiction stories and the consulting detective the Private Investigator template gives an interesting spread of skills for the hands on player. Good BOD and average MID and SPR scores provide a flexible character.


	The Scholar.



	BOD 8
	MND 12
	SPR 10
	Extra Points 10

	Starting Skills Level 1
	Reason

	8 points from the non combat skills list
	The fields of study you pursue with 8 points to spend you have a wealth of choice to make up your academic career path.

	Contacts
	Studying is not all about bashing books, the social aspect leads to some interesting contacts form professors to room mates with interesting backgrounds.

	Language
	The Scholar may well pick up language skills wither as a direct result of their study, exchange programmes or simply form other students.

	Research
	The bread and butter of the scholar’s life to glean information and wisdom for various sources in the quest for understanding and knowledge.

	Four papers to submit to Dr. Peabody and the clock was ticking. The Scholar template is for those investigators that do not want a full academic accreditation but would prefer to be students and the lifestyles that go with the freedom of youth. Scoring average on SPR with a slightly above average MND and lower BOD reflecting the studying time and inevitable burning of the candle at both ends.


	The Scientist.



	BOD 7
	MND 13
	SPR 10
	Extra Points 10

	Starting Skills Level 1
	Reason

	2 from Astronomy, Biology, Chemistry, Geology or Physics
	One of these scientific disciplines will be your main area of research the other a supporting one. 

	Engineering
	Knowing how to implement your discoveries or create new devices and implements to aid your research is very helpful to the Scientist.

	Language
	Research isn’t always in your native tongue and in order to keep abreast with the current scientific thinking even if it is only to disprove it you will need to know another language.

	Research
	In your search for new knowledge and its implementation you will inevitably be drawn to libraries and papers to help solve the problems you will encounter.

	It’s easy the quantum pan aethric analyser will cause a negative ion flow that will cause a temporal shift in the quasi dimensional lattice see? The Scientist template is the practical academic not a life of ivory towers but of laboratories and experimentation the empirical not the theoretical. An average SPR score, a slightly lower than average BOD score reflects the long hours and dangers of experimentation and above average MND showing some training in the areas of interest but remember a score of 17 is required to qualify as a doctor.


	The Servant.



	BOD 8
	MND 8
	SPR 10
	Extra Points 14

	Starting Skills Level 1
	Reason

	Business
	One must know how to keep the masters house in order, there fore a grasp of business practice is good to have.

	Contacts
	Whether it is following the household around the world or simply dealing with the running of a house on behalf of the family the servant makes contacts from a broad range of society.

	Knack
	A unique skill to the servant the ability to be able to be a jack of all trades or pull out some hither to unknown skill to save the day is a stick in trade skill of the literary servant.

	You rang m’lud? The Servant template is based on the classic Butler archetype in literature but is equally applicable to Companions, Confidants, Valets, Batmen and similar occupations. Average ability scores all round but with a fair amount of extra points to allocate.


	The Thug.



	BOD 13
	MND 7
	SPR 10
	Extra Points 10

	Starting Skills Level 1
	Reason

	Combat Mêlée
	Hit things first except your authority though violence and they soon come around to your way or thinking.

	Contacts
	Although talking to people isn’t your strong point you get to know people in your line of work either as employers of your strong arm tactics or as victims who you can intimidate for information.

	Engineering
	You’re never going to fix the complicated piece of electrical engineering but you know how to hotwire a car, where to kick the door to make sure it breaks down and how to break things efficiently.

	First Aid
	Bumps, cuts, broken ribs all part and parcel of your life style and looking after yourself means you don’t have to get any authorities involved, handy in your line of business.

	Language
	An unusual skill for your common or garden thug but the simple fact that the social background of most thugs is either of foreign extraction or living in the poorer immigrant areas of a city either as part of that community or intimidating it.

	You lookin’ at me? The Thug, muscle for hire the foot soldier of the Criminal, not bright but does the jobs others want doing regardless of the legality or morality of them. Good BOD reflecting the hardness required for the “profession” average SPR and lower MND after all there is not a lot of brains required in brute force.


	The Writer.



	BOD 4
	MND 10
	SPR 10
	Extra Points 16

	Starting Skills Level 1
	Reason

	Fine Arts –

Literary
	You’re a writer you write it’s what you do and you read as well. The level of your ability relates directly to your success as an author.

	Research
	Making your work believable whether it is fiction fact or editorial is paramount to the success of the Writers trade

	Language
	Understanding your own language and its complexities makes the writer articulate and means the difference between a penny dreadful and a classic novel.

	Psychology
	Like the Artist and the Performer you won’t fix broken minds but an understanding of psychology makes your wring believable solicits the emotional response required and gives your work that illusive persuasive quality.

	The pen is mightier than the sword! From the author to the journalist the Writer template covers the wide spectrum of those who use the pen or typewriter to make their living. A highly flexible template with average MND and SPR scores but a very low BOD representing the archetypal hack or alcoholic writer.


Skill List And Descriptions

Investigators skills are the abstract method by which knowledge unavailable to the player but known by their investigator is managed. A player, for instance, may not know the ins and outs of 15th Century French court etiquette but their historian character might. Conversely a player with a degree in chemistry may not wish to use this knowledge in their gun toting thug investigator.

While it is encouraged that players do not use out of character knowledge for their characters it is accepted that inevitably these will encroach into the game (the main exception to this is the Language skill rules). It is recommended that if you wish to bring your out of character knowledge into the game that you purchase the relevant skill at base for you investigator in the spirit of the game.

Skill Levels

Simply having the skill does not necessarily mean that the investigator is totally competent in their chosen field a dilettante who spent one summer on a dig in Cairo is not going to have the same depth of knowledge as a professor that has spent his life dedicated to understanding the intricacies of the Egyptian dynasties.

There are 5 levels of skill as detailed below

	Level
	Cost
	Competence

	0
	0
	How much an ordinary person might know, deduce, or be able to guess at concerning an unfamiliar skill.

	1
	1
	The investigator has passing interest in the subject. 

	2
	2
	The investigator is an enthusiast or hobbyist in the subject

	3
	4
	The investigator is or has been a scholar of or has received training in the subject

	4
	8
	The investigator is considered professional or specialist in the subject.

	5
	16
	The investigator is renowned in the subject.


Skill Prerequisites.

Some skills, such as Medicine require prerequisite skills (First Aid and Biology). These must be purchased before the dependant skill and the dependant skill level can not be higher than the prerequisite skill level.

The following skills are available to investigators. 

Anthropology  

(Base Cost 4 points) Anthropologists collect legends and attempt to reconstruct myths and myth cycles from spoken stories, songs, chants, paintings, sculpture, pottery, etc. Comprehensive study may require years, depending on the culture. 

If the investigator observes another culture for a few weeks, or works from accurate records concerning an extinct culture, he or she can correctly predict that culture's ways and morals, even though the evidence is incomplete. Studying the patterns of the society for a month or more, the anthropologist begins to understand how the culture functions and, in combination with Psychology, may predict the actions and beliefs of representatives. 

Archaeology  

(Base Cost 4 points) Archaeology allows the dating and identification of artefacts from past cultures, and the detection of fake artefacts. Having thoroughly inspected a site, the investigator might deduce the purposes and way of life of those who left the remains. Anthropology might aid in this. Archaeology also might help identify written forms of extinct human languages. 
Astronomy

(Base cost 4 points) Using this skill the investigator knows (or knows how to find out) which stars and planets are overhead in a particular season. He or she also may know when eclipses and important meteor showers occur, know the names and locations of important stars and constellations, and be familiar with the general features of the sun, moon, planets, and stars. He knows about the formation of galaxies, current theories about life on other worlds, and so on. 

Biology

(Base Cost 4 points) Biology is the general science of life, including biology, cytology, ecology, genetics, histology, microbiology, physiology, zoology and more. 

With this skill, an investigator has a chance to name or identify a known plant or animal, its range and habitat. For plants this would include any use or misuse for which society employs the plant. Presented with an unknown plant, the character may be able to successfully speculate concerning its habitat and care. Presented with a portion of an unknown animal an investigator can describe something of its appearance, inclinations and likely habitat.

Business  

(Base Cost 2 points) This might be the skill as practiced by a canny entrepreneur who builds up a business piece by piece, or it might represent a formal university education (Business Administration) which brings together and attempts to rationalize the facets of the entrepreneur for academic discussion. 

Both would understand the forms of business, legal boundaries and limits, raising capital, cost analysis, taxes, theory of sales, fundamentals of management, accounting methods, psychology of employment, principles of leadership, etc. The university graduate emerges into the world of business with a good theoretical grounding, but his or her common sense, ambition, and intelligence determine how successful he or she becomes. 

Ceremony

(Base Cost 4 points) An investigator must have the Anthropology, Occult or Theology skills to purchase Ceremony. This is a step far beyond the study of the occult. The investigator has studied and perfected their skills to the point where they can actively affect the world around them. The character has the knowledge to perform ceremonies such as séances, exorcisms and blessings. 

The Keeper explains the limitations to any character that has Ceremony, it would be unlikely, for instance, that a Mystic will have the ability to perform an exorcism and conversely that a Priest will be able to perform a séance. The commitment both in religious belief and study required to practice ceremonies make it beyond the reach of most characters, almost exclusively making Ceremony the domain of Mystics and Priests.

Chemistry  

(Base Cost 4 points) The study of the composition of substances, the effects of temperature, energy, and pressure upon them, and how they affect one another. With chemistry, an investigator might create or extract chemical compounds, including simple explosives, poisons, poison gases, and acids, given proper equipment and chemicals. The investigator could also analyze an unknown substance, given proper equipment and reagents.

Combat Hand Gun

(Base Cost 2 points) Grants the investigator competency with a hand gun (a firearm that requires only one hand to fire). For more information on using weapons see the Game Mechanics – Combat chapter.
Combat Long Gun

(Base Cost 3 points) Grants the investigator competency with a long gun (for instance a rifle or shotgun). For more information on using weapons see the Game Mechanics – Combat chapter.

Combat Mêlée

(Base Cost 1 point) Grants the investigator competency with a hand to hand weapons (swords, axes, knives and impromptu weapons to name but a few). For more information on using weapons see the Game Mechanics – Combat chapter.

Combat Military

(Base Cost 4 points) Grants the investigator competency with specialist military weaponry the skill Combat Long Gun is a prerequisite of the skill (heavy machine guns, mortars, artillery etc). For more information on using weapons see the Game Mechanics – Combat chapter.
Combat Projectile

(Base Cost 4 points) Grants the investigator competency with projectile weapons (such as bows, crossbows, slings). For more information on using weapons see the Game Mechanics – Combat chapter.
Combat Unarmed

(Base Cost 1 point) Grants the investigator competency in unarmed combat techniques (from fisticuffs to martial arts, from barroom brawling to Queensbury Rules pugilism). For more information on using weapons see the Game Mechanics – Combat chapter.
Contacts

(Base Costs 1 point) The investigator has contacts with people of influence in an organisation such as a University, the Police or Military, or even the Underworld. The contacts skill may allow the investigator to access special information before an event or influence NPC’s during (or after) an event. “Look I know the chief constable, call him, he will straighten things out!” Multiple contacts may be purchased.

Engineering

(Base Cost 2 points) Engineering covers a range of practical skills that deal with understanding the way things work how to fix them and how to break them if needs be. The investigator can repair or reconfigure electrical equipment such as auto ignitions, electric motors, fuse boxes, and burglar alarms. The investigator knows how to repair a broken mechanical device, patch together a substitute that will function for a time or to pick locks. 

The Engineering skill confers an understanding of how structures work and thus is useful for architects and civil engineers alike. This brings with it an understanding of how to demolish structures and covers the use of demolitions and explosives, useful for raising a building or blowing a safe.

Fine Arts  

(Base Cost 3 points) This is not only an appreciation and knowledge of art, drama, and literature, but also the requisite talent to produce works of creative genius. Specify song, a musical instrument, painting, acting, etc. any art which a creative person might seriously pursue through life. With a success, the performance or creation is pleasing and the audience is satisfied. 

The investigator can identify rare works of art and recall basic facts on the person or culture that produced it. This skill is necessary for any successful artist, author, or actor. The player specifies whether their investigator will specialise in the field of Literary, Performance or Visual arts. While the investigator has a basic understanding of all fine arts, more information is gleaned by this skill when the work identified is in their primary field of interest.

First Aid  

(Base Cost 1 point) This skill gives the investigator the chance of awakening an unconscious or stunned comrade, setting a broken limb, treating burn damage, resuscitating a drowning victim, etc. First Aid has no lasting effect on diseases or subtle physical ailments, or on poisoning. 

Details on the effects of First Aid are dealt with in the Recovering Wound Points section.

Geology  

(Base Cost 4 points) Geology is the study of the origin, history, and structure of the planet Earth, or of a particular region of the planet. Given knowledge of an area's history and structure, the geologist can predict if valuable resources are likely near the surface, if volcanism and active earthquake faults are evidenced, if fossils from a particular era or period might be found, and so on. 

History  

(Base Cost 4 points) The investigator is knowledgeable about important events in human history. They can recall background information on personalities, cultures, artefacts, or events in human history. The skill might be used to help identify tools, techniques, or ideas familiar to ancestors, but of sorts little known today. A historian is very much like an investigator, for the meaning of the evidence he or she uncovers is often unclear. In the historian's case, that murkiness may last not for part of an adventure, but for centuries.

Knack

(Base Cost 4 points) The investigator has the “knack” of recalling obscure relevant information a general purpose jack of all trades skill that might just save their skin in a tight hopeless situation. The Keeper will inform the investigator if they have successfully remembered something they once heard in passing at a symposium or in a gin joint or where ever that is relevant to the situation. Investigators beware the Knack skill doesn’t always give straight answers to complex questions and may require a good deal of lateral thinking to expedite the situation.

Language  

(Base Cost 2 points per language) A character speaks all languages the player actually knows at no cost, but this skill allows the character to be familiar with other languages beyond the scope of their real world education. This is an understanding of the modern, commonly used form of the language. The character can converse in the language and read newspapers, letters, and diaries dating back the last couple of centuries. Most texts older than 300 years, or written in an obscure dialect, also require the purchase of the Linguistics skill. 

A player may purchase extra levels of their own known language for their investigator this represents a higher understanding of the language and takes it into the realms of language constructs, diplomacy and other professional uses.

Law  

(Base Cost 4 points) The Law skill represents the chance of knowing pertinent law, precedent, legal manoeuvre, or court procedure. The practice of law as a profession can lead to prosperity and political office, but it requires intense effort over many years. However, no other profession is so easily sullied by the bizarre behaviour common to investigators. The skill allows the ascertain the legality of various actions, cut through legal paperwork and red tape, use this knowledge of law to gain access to certain restricted areas, and filibuster with the best of them.

Linguistics  

(Base Cost 4 points) This is a comprehensive understanding of ancient dialects and root origins of any language spoken by the character. Languages undergo so many changes through the years that this skill is required to translate properly any document dating before the mid 1600's. Regional dialects, alternative spellings, and archaic phrases all contribute to the difficulties faced by the linguist. Once purchased, the linguistics skill is applied to all Language skills healed by the investigator, but only to those languages.

Medicine  

(Base Cost 4 points) The big brother First Aid. The investigator may diagnose disease, treat poisoning, and deliver babies, and has knowledge of drugs and their effects. The medical investigator usually has a medical bag in their possession, containing drugs and equipment to diagnose and treat ailments. Both First Aid and Biology are prerequisites.

Details on the effect of Medicine are dealt with in the Recovering Wound Points section.

Mythos

(Base Cost not applicable) This skill differs from the others in the game. No investigator may take points in Mythos either with professional skill points or with personal interest points. 

Points in Mythos are gained by Mythos encounters which result in loss of Sanity, by insane insights into the true nature of the universe, and by reading forbidden books and other Mythos writings. On occasion, participating in some horrific ceremony or witnessing some ghastly event might prompt a Keeper to award Mythos points as well.

Navigation

(Cost 3 points)

The investigator is familiar with map reading, charts, polar co-ordinates, the constellations, and compass navigation. Successful use of this skill allows pilots to plot their courses correctly, and scholars to identify and decipher ancient maps. The skill also confers the ability to create accurate, pleasing maps from survey data. If the investigators become completely lost, they may become reoriented through the use of this skill.

Occult

(Cost 3 points)

The investigator recognizes occult paraphernalia, words and concepts, imagistic references, and grimoires when he sees them. The occultist is familiar with the families of secret knowledge passed down from Egypt and Sumer, from the medieval and renaissance West, and from Asia and Africa. It does not confer the ability to perform any supernatural feats such abilities are covered under the Ceremony skill.

Comprehending certain books may provide percentiles of Occult. Some occult books are noted in the Game Mechanics – Magic and the Supernatural chapter of the rule book, and more can be found elsewhere in this book. This skill does not apply to the spells, books, and magic of the Mythos, but occult concepts are often adopted by worshipers of the Great Old Ones and then redefined for their purposes of worship. Not infrequently, of course, this knowledge leads toward the Mythos.

Physics

(Cost 4 points) This skill grants the investigator theoretical understanding of pressure, materials, motion, magnetism, electricity, optics, radioactivity, and related phenomena, and some ability to construct experimental devices. The degree of knowledge depends on the era of use. Practical devices such as automobiles are not the province of physicists, but experimental devices may be, perhaps in conjunction with Engineering. 

Psychology 

(Cost 4 Points) The investigators insight and evaluation of an individual's character and motives. Psychology is a skill common to all people. Psychology also can be used to motivate a person, or to predict a person's future behaviour or ambitions. Investigators should not expect this skill to penetrate skilful or practiced deceit unless something first shakes the liar's confidence.

The skill enables an investigator to soothe or otherwise alleviate the symptoms of temporary for a while. If the condition persists, the unfortunate person tumbles into insanity, and only time heals. 

Psychology skill also refers to the range of "talking therapies," not just to Freudian procedures. Formal psychotherapy was little known in the 1890s, though some of its procedures are as old as humanity. As a study or method of treatment, psychoanalysis was looked on by some as charlatanism or quackery even in the 1920s. The common term for an analyst or scholar of emotional disorders at the time was alienist. 

Not only the realm of the purely academic, Psychology is also used extensively by such professions as detectives, writers, and artists where it is necessary to understand the human mind and manipulate it.

Details on the effect of Psychology are dealt with in the Recovering Sanity Points section.

Research

(Cost 2 points) Use of this skill enables a character to find a given book, newspaper, or reference in a library, assuming that the reference exists. The investigator may need to employ charm or bribery, however, to get into certain restricted cases or rare-book collections.

Theology

(Cost 3 points) The investigator skill explores the study of the nature of God and religious truth, rational inquiry into religious questions and philosophical systems. As a way to deepen disciplined thinking, the study of theology is still very much alive, but construction of new philosophical systems seems no longer to be an area in which many people find significance. 

A student of religion may study theology for its rigor and definition, but finds that study lacking explanation of the significance of being is a hollow thing that offers nothing to the soul. Such a student might simply study religions as an anthropologist might, delighting in the manifestations of faith and piety. He or she may choose to follow a particular religion, and perhaps become a priest, minister, or prophet of it. The student may also begin to perceive that philosophies and religions are cloaks and symbolic representations for deeper and darker alien truths. Given the varieties of religious expression, players are urged to think creatively about this skill.

Unique

(Cost 4 points) The Unique skill represents a skill that is not covered by the rules but which with the agreement of the Keeper a player may have. This skill can only be taken with the approval of the Keeper and the player will have strict guidelines on want the investigator may and may not do with it.

Game Mechanics – Using An Investigator’s Skills 

While many of the actions your investigator will take during the event will be based around your own knowledge and abilities inevitably there will be a situation which you as a player are unable to resolve but your investigator as a character would be able to. 

Example

While looking thorough her late father’s collection of artefacts Dr Sarah Abingdon has come across a locked ornately carved wooden box. Jane, Dr Abingdon’s player has no knowledge of how to open the box, however Dr Abingdon as a character has the skill of Engineering and might just be able to pick the lock given the right tools and some luck.

Whenever you want to use one of your investigator's skills, you will need a referee to assess, adjudicate and inform you of the consequence of your character’s actions. This is conducted as follows.

1) Get the referee’s attention. Game etiquette usually requires the player to ask the referee to step to one side or out of the room. If other players are present or should happen upon the player and referee group, the group should raise their hand to indicate that the conversation is taking place out of character. The player happening upon an OOC discussion should ignore the group and carry on as normal.

2) Explain the intended action. The player should make a clear statement of intent as to what they wish to do i.e. “I want to use my Medicine skill to work out how long the victim has been dead.” Ambiguous or overly ambitious statement of intent is generally considered bad role-playing i.e. “I want to use my Research skill to search the whole library for any Latin reference to serpent like monsters.” Is unlikely to succeed or at least have severe restrictions placed upon the player.
3) The referee will make a Skill Test. The referee will compare the player Supporting Ability of the relevant skill with the Success Score of the action. The Skill Test is something only the referee resolves. The player will not know the Success Score of a test, but can still have an idea of how well they might perform. This determines if the player is successful in their action, and to what degree. Roughly speaking the higher a relevant a skill level the better chance of a success.

4) The referee informs the player of the result. The referee will tell the player what, if anything, happens as a result of attempting to use a skill. If the investigator has attempted to translate a Latin text, they may get the gist of the document but misunderstand a couple of key points if the character’s MND or skill level is too low. Of course, the investigator may not be aware of this until the error results in a nasty surprise. The referee may also impose a time or action restriction on the result that must be role-played. For example, picking a lock may be relatively instant but the player will be asked to role-play the actions of lock picking. An investigator attempting to translate a Latin document, however, may be asked to sit in a quiet place for at least an hour before they are given a translation.

It is possible to attempt an action for which you lack the proper skill. If you are locked in your chambers by a suspicious Bulgarian Count, you may try to pick the lock even if you don't have the Engineering skill. Don't expect spectacular results, however, unless you have a phenomenal BOD. In these instances, the referee still makes a Skill Test for your character, although at a higher Difficulty Category than if you had the actual skill. You never know for sure unless you try, although an application of common sense will help. Investigators may also pool their efforts, two heads, as they say, are better than one. The referee may allow several characters to work together to accomplish difficult actions with an increased chance of success, shorter time to completion or other effects.

Remember your chance of success increases if you're doing a good job of role-playing. Always try to act out part of the skill in character, before approaching a referee. Don't just point at a mysterious statue and say that you want to use your Archaeology skill. Pick it up, if you can, and examine the craftsmanship. Test how hard the material is with a thumbnail, tap to see if it's hollow, and pull a notebook from your pocket to check your "notes", then catch the referee’s attention. 

This applies to all skills. Potter around the library books, look thoughtfully at the portrait, scratch around that lock with a paper clip, tie some rags around your wounded colleague’s arm. This all helps in maintaining the atmosphere of the plot and makes the game more enjoyable for all the participants. 

Game Mechanics – Combat

The WereBadger combat rules provide a quick and effective method of resolving live combat with a minimum of interruption to the flow of the game.

The combat system is generally self-policing. This is to say that it is the players themselves who are primarily responsible for taking their hits and for taking the reasonable care not to hurt one another. Head hits are generally discouraged, and all melee blows must be pulled to reduce the force of impact. If you are unsure of your combat skills check with a referee, or ask experienced players in your group. There will be an out of character briefing before the start of any game to ensure that all participants are aware of the combat system and this gives players ample opportunity to ask combat related questions. As always if in doubt ASK, it is better to be a little embarrassed than getting hurt or hurting someone else!

Combat is about role-playing as much as it is about winning each fight. You can have a great deal more fun, with a well role-played combat than with a more mechanical one. If you take a hit, role-play taking the pain, or stagger back a bit to show that you are taking damage. Your opponent will remember your well role-played combat and good role-playing is rewarded. 

All combat must take place with a referee present to moderate the action and to ensure player safety. There are four forms of combat Mêlée Combat, Missile Combat Firearm Combat and Unarmed Combat. Before these are discussed a word on weapons and safety.

Weapons Checking And Safety

All weapon props provided by WereBadger will have been checked and be available during the event as part of the plot. We encourage players to arrange with the Keeper to provide physical representations of weapons that their investigators may legitimately have as part of their characters equipment or background. However, inevitably a player may already have a physical representation of a weapon that they wish to use and bring to the event, if this happens the item must be checked.

Referees have the right to check any weapon or other item of character equipment at any time during an event. All combat items MUST be passed by weapons check either prior to or during the OOC introduction to the event. Any item found by them to be unusable must be returned to the owner’s car or transport or left with the Keeper to be collected after time out at the end of the event. 

All weapons or props approved for combat will have a sticker attached to them to show that they have been checked and approved and that the damage the weapon does is marked on the item.

Any player found by a referee to be acting in a dangerous manner whilst in combat will be warned not to repeat their actions. If they do not heed this advice, they will be withdrawn from combat. Players who persistently behave dangerously in combat may be asked to leave the event.

Mêlée Combat

Mêlée Combat is the staple of most LARP combat systems in simple terms it involves attempting to hit an opponent with an object such as a dagger, tree branch or a priceless Ming dynasty vase. As mêlée involves physically hitting an opponent only weapons that have been approved by the referee should be used, for more information please read the sections Weapons Checking and Non-Combat Props and Impromptu Weapons.

The process of melee combat is as follows:-

1. Draw you weapon.

2. Attempt to hit you target.

3. If you hit call damage.

4. The referee announces any special damage or effect.

5. Repeat until combat is over.

When using melee weapons remember to pull your blows. If brawling with an opponent please remember that full body contact is not acceptable during unarmed combat and the melee will be stopped if things are getting out of hand (See Unarmed Combat below)

Missile Combat

Missile Combat occurs when a physical object is thrown or propelled in some form from one character to another such as throwing a dagger or rock or firing a bolt from a crossbow. As missile combat involves physically projecting a real object in an attempt to hit an opponent only weapons that are core-less and have been approved by the referee should be used. For more information please read the sections Weapons Checking and Non-Combat Props and Impromptu Weapons that follow.

Melee combat follows the following format:-

1. Draw you weapon.

2. Attempt to hit you target.

3. If you hit call damage.

4. The referee announces any special damage or effect.

5. Repeat until combat is over.

When using missile weapons please bear in mind that head shots are generally discouraged. We would also ask those using missile weapons to be mindful of the environment they are in - it is okay to throw a “rubber rock” at the unnameable horror in the library, it is not okay to miss it and knock over a vase on the sideboard.

Firearm Combat

Firearm Combat is a simple as this, point and shot. Your shot will hit unless the target is diving for hard cover, behind a door, wooden chair, wall, bath etc. If this happens it does not necessarily mean that you have missed you have just hit a random location at the referee’s discretion.

Gun Combat runs thus:-

1. Draw you weapon

2. Announce the target and location your aiming at. 

3. Pull the trigger.

4. If the gun “fires”, call location and damage
.

5. The referee announces any special damage or effect.

6. Repeat until combat is over, the gun runs out of ammunition or it jams.

Unarmed Combat

When a character’s gun jams, their sword cane is dissolved by the slime of a Great Old One or there are simply no more vases left to throw at the cultists what can they do to defend themselves? The answer is they can put up their dukes and slug it out with their fists. The Combat Unarmed skill is popular among investigators but, as with all combat skills, must be cleared by the Keeper prior to the commencement of the event.

Unarmed combat is potentially one of the most dangerous things two players can get involved in if the combat is not well choreographed. The problem is, however, that in the vast majority of cases there is no time to plan such combat. In an attempt to make unarmed combat mechanics unobtrusive and safer (there is nothing worse than a real black eye to break the atmosphere of the game, or worse) WereBadger uses an unarmed combat style inspired by cinematography, the Slow Motion fight sequence.

Before combat starts the attacker calls Slow Motion (some times called “Slo-mo” or simply “Slow”) combat then commences at half speed. Other players in the area under the Slow Motion call should also react and move at half speed. Players entering the area will be informed that they are under the Slow Motion effect by the Referee monitoring the combat.

There are some distinct advantages to using the Slow Motion combat style beyond the simple safety aspects; combatants have the opportunity to role-play punches, feigns, blows and falls with dramatic effect, unarmed combat becomes much “cleaner” with blows that can be monitored by all parties, some creatures move with super human speed, frustrating investigators attempt to land a punch on them and “spectator” investigators have the opportunity to see some of the action whilst deciding on their next course of action.

The Damage Bonus

Investigators are not built the same way some are physically weaker others are stronger. An investigators BOD score may give them a bonus when inflicting physical damage to an opponent when using the Combat Mêlée or Combat Unarmed skills.

	BOD Score
	Damage Bonus

	1
	0

	16-19
	+1

	20
	+2 


Any bonus should be included in the damage call at the time of the attack.

Non-Combat Props and Impromptu Weapons

Non-combat props are pieces of investigator equipment or costume that add atmosphere and realism to the game, but are not intended for use in combat. Impromptu weapons are items present in the game setting that in real life could be used to attack or fend off an opponent. Examples include walking sticks, bottles, books, vases and barrels. These items do not adhere to the strict guidelines governing weapons and must not be used in any form of combat as a weapon for attack or defence. 

If a player wishes to use props as impromptu weapons they must inform a referee of their intention. The player will then be informed of what the appropriate course of action would be. 

Example 1 

Jane the player of Dr Sarah Abingdon is woken in the middle of the night by the sound of breaking glass from the library where her father’s collection is held. On her way down the stairs to the library Jane picks up an umbrella to fend off any would be attackers. On entering the library she is confronted buy a ghoul. Jane steps forward to attack the ghoul (played by Jim) at which point the Referee call a Time Freeze
 and asks Jane what her intention is. Jane replies that she intends to batter the creature with the umbrella. The referee substitutes the real umbrella for a physical representation of the prop. The referee calls Time In and Dr Abingdon attacks the ghoul.

Example 2

Jane the player of Dr Sarah Abingdon is in the middle of the night by the sound of breaking glass from the library where her father’s collection is held. On entering the library she is confronted buy a ghoul leaning over her desk, it’s back towards her. Jane moves over to the fireplace and touches a vase on the lintel. She raised one hand to attract the referee (and indicate that she is OOC). She whispers to the referee that she wants to smash the vase over the ghoul’s head. The referee rules that she can and instructs Jane to role play the action without the vase. The referee calls Time In and Dr Abingdon attacks the ghoul. 

Non-Lethal Attacks

A player may opt, in certain circumstances, to attack an opponent using non-lethal force in an attempt to knock them out. The player must be using either their Combat Unarmed or Combat Mêlée skill (using a blunt weapon such as a blackjack or pistol butt). The player attacks as normal following the Unarmed Combat but calls “Subdue” and lightly taps the opponent on the head.
 The opponent should then act as if they have been taken to zero points on their head location (see Location Wound Points below) for a period of 10 minutes or until brought round by someone using the First Aid skill.

Example

Jane the player of Dr Sarah Abingdon is woken in the middle of the night by the sound of breaking glass from the library where her father’s collection is held. Pulling on her dressing gown she decides to go down stairs and investigate. On entering the library she is confronted buy a figure leaning over her desk its back towards her. She quietly walks up behind it and calls “Slow Motion”. As the figure turns round she pulls back her fist and slowly moves it to the surprised figure’s face calling “Subdue”. The figure takes the hit and sprawls over her desk. Dr Abingdon now has 10 minutes in which to flee the house, raise the alarm or find some rope…

Combat Skill Damage Calls

All combat skills may only be purchased by the player through their characters non-professional skill point allocation or by special agreement with the Keeper prior to the event (the exception to this are the 6 templates that have combat skills as a default, The Explorer, The Military Officer, The Military Regular, The Police Officer, The Private Investigator, The Thug). 

It should be noted that simply purchasing the skill does not necessarily mean that the character will have a weapon with them or even that there will be one they can use at the event.

While the skill lists are generic (i.e. Combat Melee covers knifes, hatchets, sword-canes etc) they are not mutually compatible with each other, that is to say an investigator who uses an elephant gun (Combat Long Gun) will have no idea how to effectively use a .32 revolver (Combat Hand Gun) and visa versa unless they have both the relevant skills.

All combat approved objects (see Weapons Checking) will have a small sticker placed on them which shows that the weapon is approved for use in combat during the game. The sticker has three pieces of information on it a Skill Code denoting the appropriate skill to use the weapon, a Damage number denoting the full damage the weapon can inflict and possibly a note on any special damage the weapon can inflict.

	Key
	Skill Used
	Example Damage Sticker

	E
	Engineering 
	
[image: image1.emf] 

Required Skill  

Damage   Inflicted  

  H 5   Flame  

Special Notes  



	H
	Combat Hand Gun 
	

	L
	Combat Long Gun
	

	M
	Combat Mêlée
	

	L
	Combat Military
	

	P
	Combat Projectile
	


The amount of damage inflicted is calculated from the damage the weapon can do and the skill the investigator has in using the weapon. 

	Level
	Damage
	Call Example


	0
	1 point
	1

	1
	Quarter of weapon damage rounding up. 
	2

	2
	Half weapon damage rounding up.
	3

	3
	Full weapon damage.
	5

	4
	Full weapon damage plus 1 extra point of damage.
	6

	5
	Full weapon damage plus 1 extra point of damage and Through call.
	6+Through


Although each weapon will have its own damage sticker on it, or in the case of impromptu weapons the Keeper will inform the player of the appropriate skill and damage a list of the most common damages and weapons are included below.

	Hand Gun
	Example
	Damage

	Small Calibre 
	.22, .25, .32, 7.65mm rounds. Flintlock pistol
	6

	Medium Calibre
	.38, 9mm, .41 rounds
	7

	Large Calibre
	.45 rounds
	8


	Long Gun (Rifle)

	Example
	Damage

	Small Calibre 
	.22, .30 rounds
	7

	Medium Calibre
	.45 .303 .30-06 rounds
	11

	Large Calibre
	15mm armour piecing round. Elephant gun.
	15


	Long Gun (Shot)
	Example
	Damage


	Small Gage
	.20 .16 gage .410 bore
	8/4/2

	Large Gage
	.12 gage .10 gage
	14/7/4


	Mêlée
	Example
	Damage

	Small 
	Knives, small clubs, broken bottles.
	4

	Medium 
	Daggers, hatchets
	5

	Large 
	Swords, wood axes
	6


Special Damage And Effect Calls

Any special damage a weapon can do is indicated on the Damage Sticker on the item. The following gives an idea of the types of common special calls but is not exhaustive. If a game specific call is to be used during an event the players will be informed during the OOC brief at the beginning of the event.

Area

The call indicates that the attack has an area effect. Everyone within the area is subject to the damage or effect. This typically is used for attacks such as explosions, gas or flame.

Choke.

This effect is a Combat Unarmed skill. The attacker must place their hands on the victim’s shoulders and give the call. This represents the victim being strangled or choked to death. The call can only be given during a Slow Motion period and can be given every 10 seconds. For each call the victim takes one point of damage to the head. If the Choke takes the victim to 0 they have been rendered unconscious and the attacker may continue to choke for another 40 seconds to kill the victim, administer a coup de gras with another weapon or simply leave them unconscious. If the Choke attack is broken off at or before 0 then the damage is classed as Subdue damage. The victim may, of course, attempt to break free of the attacker.

Drain (Number)

In addition to any damage the weapon does it also drains the victim of Psychic Points equal to the number called e.g. a character wilding sacrificial dagger with the code M3 Drain 2 would call “2 Drain 2” if they struck their victim. The victim would take 2 points of damage and loose 2 PP’s.

Flame

Flame is the in game call for the use of fire. Fire is a safety call and should only be used to raise the alarm in the case of a real fire. The basic damage for flame is 2 points however some weapons, such as signal flares or Molotov cocktails do higher levels.

Gas

The call of Gas indicates that there is an airborne agent in the area. The specific effect will vary depending on the nature of the gas itself. For instance a gas that simply knocks out the victims call would be Gas Subdue where as a toxic chemical spill might be Gas 3 indicating that everyone takes 3 points of damage each time the call is given. Gas attacks tend to be area based and vacating the area immediately is the best option, if you are unsure if you are still under the effect of the gas you should ask a referee.

Enchanted

The weapon has been blessed in some way, though a ritual or ceremony (such as a ritual dagger to harm Mythos entities or holy water blessed by a priest). While the call imparts no extra damage it may affect some entities that are normally unaffected by mundane weapons.

Paralyse

The victim is frozen to the spot and cannot move until a referee informs them that the paralysis is over. No extra damage is taken from the attack although the victim is now at the mercy of the attacker who may continue to attack further … and at their leisure.

Poison (Number/Damage)

When a victim is effected by a poison two numbers are called the first is a reference to the poisons potency the second is the damage taken. If the potency number is higher than the victims BOD then the victim takes the full amount of damage to their total wound points (TWP), if the potency score is equal to or lower then the victim takes half the damage to TWP rounding up. Poison damage is in addition to any physical damage the weapon inflicts.

Slow Motion

Also called Slo-Mo or Slow. The call indicates that everything is occurring in slow motion, this is primarily used during unarmed combat. See Unarmed Combat section for further details.

Shock

The damage inflicted by this attack is shock damage, usually electrically based. The basic damage for electrocution is 9 but depending on the nature of the weapon this is variable.

Silver

This simply denotes that the weapon is made out of silver and may affect certain entities immune to mundane weapons.

Strike Down

On hearing this call the victim (or in the case of an Area attack victims) should fall to the floor. The effect of strike down may be due, for example, to a crushing blow by a monstrous tentacle or from the concussion wave of a large explosion. Once the player has been knocked over they should role-play the effect and may stand up once again. Players should take care when falling to the floor to ensure that they are OOC safe from harm that they will not fall onto (or off) anything that would hurt them in real life or put them selves in a position where they could get trampled.

Subdue (damage)

Any subdue call indicates that the victim has suffered a non lethal attack see Non-Lethal Attacks section for details.

Through

The Through call denotes that the attack has penetrated any armour, natural or artificial but not magical that the victim is wearing. For creatures this means that the attacker has found a soft spot on the body.

Game Mechanics – Physical Injury

Inevitably investigators will end up being injured in someway either directly though combat or though their own actions (like jumping from a window in a fit of claustrophobia). Character damage is tracked for game purposes through the Wound Point (WP) system. There are two kinds of WP, Total Wound Points and Location Wound Points.

Every time your character takes damage you should deduct the called damage points from the location struck and from your Total Wound Points. If the attacker does not call damage either role play taking damage (drop or flee) and check with the Keeper as soon as possible without breaking the game flow or call for a Damage Check (see Games Calls)

Taking damage through physical injury is as follows:-

1. Take the damage as called or assigned by the Referee (i.e. if your character has been hit in the chest by a werewolf the call might be “2”)

2. Role-play taking the damage.

3. Deduct the damage from Total Wound Points.

4. Deduct the damage from the Location Wound Point

5. If the Location Wound Points for the location damaged is zero then apply the appropriate action (see Location Wound Points below)

6. If the Total Wound Points exceed zero the character has died fall to the floor (or other safe area)

7. If your character is still able to, take next action.

Combat and taking other forms of physical damage is about role-playing as much as it is about winning each fight. If you take a hit, role-play taking the pain, or stagger back a bit to show that you are taking damage. Your opponent will remember your well role-played combat and good role-playing is rewarded. Playing a character who has sustained an injury can be just as enjoyable as playing a whole and healthy investigator!

Total Wound Points

Also known as Life Points. Each time your character sustains damage you must deduct that damage from both your characters Location and Total Wound Points. Some times damage will not be location specific but global damage such as drowning, electric shock or fire. When a character takes such global damage the Wound Points are taken directly to their Total Wound Points.

Total wound points, unlike Location Wound Points, are only recoverable though recuperation and medical supervision. While you may have been patched up by the doctor and able to operate as “the walking wounded” it will be some time before your character is back in full health, if at all.

Location Wound Points

All player characters have six body locations. These are the head, torso, left arm, right arm, left leg and right leg. Each body location has a specified number of wound points based on the characters BOD ability in the following way.

	BOD Ability
	Head
	Chest
	Limbs

	1-3
	1
	2
	1

	4-7
	2
	3
	1

	8-12
	2
	4
	2

	13-16
	3
	5
	2

	17-19
	3
	6
	3

	20
	4
	7
	3


If a body location is reduced to zero hits it is rendered unusable. The following list describes what happens to your character once a body location is rendered unusable. These effects should be role-played. When an injury requires you to drop to your knees or to the ground, you should do so as safely as possible.

Leg Location

You must drop to your knees or fall down immediately. You can get back up again but you cannot use the damaged leg. If both leg locations become unusable you should drop to the ground (not just to your knees). You cannot use your legs at all but can drag yourself around with your arms and call for help.

Arm Location

You must drop anything held in the hand immediately. You may not use the arm for anything. In special circumstances where dropped items might get trampled you do not have to drop the item, but you cannot use it with the useless arm.

Head or Torso Location

Your character goes unconscious and you must drop (safely) to the ground.

A location is considered to be severed (in the case of sharp weapons), totally destroyed (in the case of crush or shotgun damage), or non-saveable if it is taken below –4. The character may survive such massive trauma if the location is a limb and it is successfully amputated by another character in time. Head and torso locations obviously can not be amputated in this manner.

The character is unlikely to be playable for some time, and the Keeper should be contacted regarding playing such a character. However should a character having suffered such trauma return their BOD score will be reduced by 25% per limb amputated. The location is still valid as a hit location and retains its LWP, however. 

Dying and Death

A character dies when their Total Wound Point score falls below zero. At zero points the character is unconscious and can not take any action themselves in character. The player may move to a safer place i.e. if they are at risk from being trampled by other players or are laid out in a river. The player must clearly indicate by raising their hand that they are OOC however.

When an investigators location is has fallen below 0 the character starts to die. This period is called the “Bleed Time”. Each minute that the investigator remains untreated (by using the First Aid skill or better on the wound) they loose 1 Total Wound Point. Once the location has been treated and taken to 0 (or better) the Bleed Time is halted and no more TWP’s are lost from the wound. If there are multiple wounds then Bleed Time continues until all locations are at 0 or better.

There is one case in which the Bleed Time does not apply. A character can sometimes suffer so much damage in a short period of time that they simply die of shock. When all of a character's body locations have been reduced to below zero from one single source (such as an explosion or fire), the character will die immediately from the massive trauma received. 

As with all aspects of the game, the WereBadger asks all participants to be aware of other people's feelings. Losing a character into which you have put a lot of time and creativity can be an upsetting experience, particularly if it happens suddenly. Please be aware that someone whose character has just died may be upset and respect their feelings.

Recovering Wound Points

Recovery of Location Wound Points depend on what treatment the wound is given and how much time is available to the victim. Total wound points are only recoverable through recuperation.

First Aid Use

The First Aid skill is used on wounds that have taken a location to negative WP. Bandaging a wound that has sent a character into their Bleed Time does not restore the WP above zero in any way, unless the bandages are applied by a character with the Medicine skill. For each level of First Aid the receiving character gains 1 WP back to the treated location. Higher amount of WP received than damage taken are lost as are those that would take the wounded location over zero. 

Locations at zero or less are unusable but stable and do not deteriorate. Once the affected location (or both locations if the head and torso are below zero) has been restored to zero hits or better, the character will no longer be in their Bleed Time. 

It takes 2 minutes per point of damage taken to a location to complete treatment of a wound. If the Bleed Time is exceeded then the character has bleed to death. First Aid can only treat one location at a time and not on damage that is taken to Total Wound Points such as damage taken from drowning, electric shock or fire. Multiple wounded locations may be treated by more than one character applying First Aid. Using the First Aid skill will not restore Total Wound Points but will prevent the character from dying if administered in time.

Medicine Use

In addition to First Aid use as above the wounded location will receive one WP back to the location per level of Medicine and this may exceed zero up to the maximum WP for the wounded location. This can only be applied once to any location, treating subsequent wounds to the location will result in the same way as if First Aid use had been applied. 

It is permissible to use First Aid and then Medicine on a wound

Medicine skill use can be used on damage that is taken to Total Wound Points such as damage taken from drowning, electric shock or fire. Using Medicine skill will not restore Total Wound Points on its own.

Natural Healing.

Wounds that have received First Aid will start to heal at a rate of 1 per week. Once all the characters Location Wound Points are restored to their normal levels the character starts to accrue Total Wound Points at the same rate. This rate will be reduced by a quarter (25%) if the character is convalescing (i.e. total bed rest) and halved if under medical supervision with access to appropriate treatments (i.e. in a hospital or under a Doctor with the Medicine skill).

	Care Level
	Days to recover TWP 1 point

	First Aid
	7

	First Aid + Bed Rest
	5

	Under Medical Supervision
	4

	Under Medical Supervision + Bed Rest
	3


Example 

Dr Sarah Abingdon has been attacked by a ghoul slashing her arm for 3 points with its claws before making off into the grounds. Sarah’s arm has 2 WP and the damage takes this to –1. She enters her grace period and starts bleeding to death. Her house guest Bertie Prestwick-Smythe woken by the noise of the attack has found her and used his First Aid skill at level 3 to bandage Sarah’s wound putting the arm on to 0. Because Bertie is using First Aid he can not take Sarah’s arm over 0 WP. It will take her 5 weeks (3LWP+3TWP-1LWP for First Aid) to recover from the attack, unless she rests and calls the doctor in.

Game Mechanics – Magic and the Supernatural.

While SPR is a sum of a character's total magical awareness, Psychic Points (PP) represents the actual magical/psychic energy available to an investigator. PP’s are used in a number of different ways during an adventure they may be used to determine the success (or failure) of a ritual or ceremony, how effective the character is in dealing with psychic attacks or similar supernatural events. 

A word of warning to would be sorcerers, the use of magic by its very nature is unpredictable and dangerous. Summoned entities may not always be well disposed to those who call them forth, have unpredictable side effects or the cost to a sorcerer’s sanity may be more than they can bear pushing them over the edge, or worse it could kill them.

Performing Magic.

During an adventure the investigators may come across items that elude to the magical arts, indeed the investigators may consider it necessary to study and learn various incantations and rituals in order to protect themselves from or even summon alien terrors lurking in the shadows of humankind’s world. Two kinds of magic exist: passive or indirect magic, called rituals and active, or direct magic, called spells. 

Performing Indirect Rituals.

When one or more individuals use magic to effect a change that is not a direct attack on another entity they are said to be performing a ritual to the performing of ritual. A ritual group consists of a caller, one who knows the incantation to be performed and possibly one or more contributors who may or may not also know the incantation. The caller is in control of the group and at the start of the ritual any contributors sacrifice one PP, the total PP’s contributed are added temporarily to the callers PP pool. If any contributor knows the incantation being performed they may add as many PP’s as they desire (but must always retain at least one PP). The caller then is able to perform the ritual incantation.

All rituals have a ritual point total (RPT) although this figure may or may not be known to the ritual group (especially if the group are investigators). If the callers PP pool is equal to or higher than the RPT the ritual has succeeded and the effect of the incantation occurs, the callers PP pool is reduced by the RPT (possibly causing them to go unconscious if their PP total equals zero) and the caller and contributors lose any SP’s associated with performing the ritual. If the callers PP pool is less than the RPT the ritual has failed, the caller and contributors lose any SP’s associated with performing the ritual and the callers PP pool is set to one.

The points available to the caller (and contributors who know the incantation) may be raised by use of the Ceremony skill. If the ritual fails however all those using ceremony will take SP or TWP loss to the difference of the callers PP pool and the PRT distributed over all the group members enhancing their PP totals in this manner. If the ritual group member has remaining PP’s (e.g. they have not contributed all their PP’s), these will be lost before any SP or TWP damage is taken.

Example

The players of Dr. Sarah Abingdon, Bertie Prestwick-Smythe and a mystic Nathaniel Goodward have discovered a manuscript purporting to contain an incantation to summon an entity called “The Shining One”. The manuscript claims that this entity aids those who call it in imparting arcane knowledge. The players decide to attempt a ritual to summon The Shining One to gain knowledge about an artefact in Dr. Abingdon’s late father’s collection.

Goodward and Abingdon have learned the incantation and Goodward is designated as the ritual group caller. Goodward has 17PP, Abingdon 13 and Prestwick-Smythe 10. At the start of the ritual Abingdon contributes 7PP (because she knows the incantation) and Prestwick-Smythe 1 PP, giving the ritual group a total PP score of 25. The ritual commences and the Keeper checks the RPT (which is 15) against the total ritual group PP score of 25. As this is over the RPT the Keeper rules that it has been successful.

The group looses 15 PP from their ritual group total and Goodward personally looses, 15PP - 8 (7, from Abingdon, + 1, from Prestwick-Smythe) 7 points. The participant’s PP totals now stand at Goodward 10, Abingdon 6 and Prestwick-Smythe 9. In addition the Keeper rules that all participants loose 1 SP for performing the ritual (Call Sanity Check 20/1). As The Shining One appears the Keeper calls for a sanity check (call Sanity Check 13/2) and Prestwick-Smythe runs screaming in terror from the room. 

Performing Direct Spells.

When one entity use magic to directly attempt an effect on another without their consent e.g. to cause damage or to force them away, the attacking entity must use the call Magic. The call places everyone except the caller into a Time Freeze the Keeper will then ask the caller what they are attempting to do and who or what is the recipient of the attack. Both participants are then asked privately by the Keeper what their respective SPR scores are. The recipient’s SPR score is taken away from the caller’s SPR score to give a magical attack target (MAT). The caller must then draw a card from the Keeper’s deck. If the card drawn is equal to or lower than the MAT the attack has worked and the recipient takes the effect. If the drawn card is over the MAT then the attack has failed. In either case the caller losses any associated PP’s or SP’s for casting the spell. A negative or zero MAT automatically fails although the recipient will feel that they have been psychically assaulted. 

If the caller has used the Ceremony skill their SPR score for the purpose of the attack is raised by the total additional PP’s gained through preparation. This enhancement is lost as soon as the attack is resolved. The spell fails the caller will take SP or TWP loss equal to the difference between the MAT and the enhanced PP total.

All direct spell attacks take place instantaneously when the Magic call is pronounced, although there may be a period required before the call and/or a period of time after resolution required for the spell to take effect.

Example

The players of Dr. Sarah Abingdon, Bertie Prestwick-Smythe and Nathaniel Goodward have successfully performed a ritual to summon an entity called “The Shining One”. Prestwick-Smythe  has fled the room in terror leaving Goodward and Abingdon to face the summoned entity which is clearly unhappy about being woken from its slumber and called to this dimension.

The NPC playing The Shining One decides to attack Goodward with a direct spell. The NPC calls Magic and the players enter a Time Freeze. The Keeper quietly asks Goodward’s player what his POW is (17) and matches it against The Shining One’s POW of 23 to give a MAT for The Shining One of 5. The NPC playing the entity draws a card from the Keepers deck and shows it to the participants. It is a 4 so the spell has worked. 

The Keeper informs Goodward’s player that spell that has been cast on him will physically repel his character back 10 meters (through the door and causing the hapless investigator 2 TWP as Goodward smashes into the corridor wall at high speed). Goodward’s player will role play this when Time In is called. 

The spell costs The Shining one 3PP to cast making its new total 20PP. The Keeper calls Time In and Goodward’s player runs backwards and out of the door screaming as he hits the corridor wall and leaving Abingdon alone in the room.

Psychic Combat.

Psychic combat occurs when one entity attempts to force its will over another, like physical combat the attacking entity is attempting to take the defending entity down to zero PP’s. When psychic combat commences a Magic call is pronounced all players enter into a Time Freeze the Keeper will then make the recipient aware of their plight. Each participant draws a number of cards from the Keepers deck equal to their current PP score. 

The caller plays a card blind from their deck to attack. The recipient must then play a card blind in defence. If the attack card is higher than the defending card then the defender loses the difference between the two cards in PP and must discard a similar number of cards. If the attack card is lower then the attacker losses the difference in PP’s and must discard a similar number of cards. If the number is the same then neither party loses PP’s or cards.

Once the psychic combat has been resolved the caller may continue the assault if they have cards left in their hand. The caller may break of the psychic combat at any time once a mutual card play has been made, but the recipient does not have the same luxury.

If one parties hand has been exhausted and neither party has been reduced to zero PP’s the psychic combat is automatically broken. The attacking entity can not enter into psychic combat that particular individual until they have recovered one PP or within a period of one hour which ever is the shorter. If the recipient has been taken to negative or zero PP’s they are rendered unconscious and may be subject to possession. If the caller has been reduced to zero PP they have been driven off and will not be able to engage in psychic combat until all their PP’s have been recovered. All psychic combat take place instantaneously when the Magic call is pronounced.

Example 

The players of Dr. Sarah Abingdon, Bertie Prestwick-Smythe and Nathaniel Goodward have successfully performed a ritual to summon an entity called “The Shining One”. Prestwick-Smythe  has fled the room in terror and Goodward has been forced out of the room through a direct magical attack leaving Abingdon alone in the room with a hostile entity.

The plot calls for the Shining One, an incorporeal being, to attempt to possess a character. As Dr. Abingdon is the only one in the room the referee calls Magic and the players enter a Time Freeze. The Keeper quietly asks Abingdon’s player to draw a number of cards equal to her characters PP current total (6PP) and the NPC draws a number equal to The Shining One’s current PP (20)

The NPC plays a 5, Abingdon’s player a 4. Dr. Abingdon losses 1PP and 1 card from her hand.

The NPC plays a 2, Abingdon’s player a 10, this time The Shining One losses 8PP and 8 cards.

The NPC plays a 7, Abingdon’s player a 7 also, neither party loses PP or cards.

The NPC plays a 9, Abingdon’s player a 1. Dr. Abingdon losses 8PP and 8 cards from her hand. As she only has 5PP’s (and cards) her PP total is put to zero and she falls unconscious.

The Shining One possesses Dr. Abingdon’s body and her player is briefed as to what she should do. The Keeper calls Time In and Dr. Abingdon’s player drops to the floor and starts to slowly rise hunched up snarling with a hungry look on her face…

Possession.

Possession may occur if an investigator looses in psychic combat and is taken to 0 PP by a non corporal being. When this occurs the non corporal being takes over the host’s body suppressing the regaining of PP’s. The character does not die, (unless the body’s new master takes damage in the usual way e.g. walks over a cliff), but becomes an NPC and under the control of the Keeper. The possessing entity will have no recollection of the character anything other than that which it has already had experience of (e.g. personal information or the characters skills). 

A possessed character may be able to be released from their possession through rituals or by the use of the Ceremony skill.

Regaining Psychic Points.

In the normal course of events an investigator will recover PP’s at a rate of one point per two hours of rest (rest being non psychic or overly physical activity, the player may sleep, read, keep watch etc but will not recover PP’s for any period they are involved in physical combat, strenuous activity, other rituals or ceremonial preparation). 

Ceremony Skill Use.

An investigator that has the Ceremony skill can temporarily enhance their PP pool for ritual, spell, and psychic combat purposes. For each period of meditation the character spends in preparation for the ceremony the player may add one point to their PP total up to a limit of double their SPR score. The time spend in meditation to access these additional PP varies depending on the Ceremony skill level as detailed below. 

	Ceremony Level
	Time to Add 1 PP

	1
	4 Hours

	2
	2 Hours

	3
	1 Hour

	4
	30 Minuets

	5
	15 Minuets


These additional points are temporarily taken from either the characters SP or TWP (or combination of both). Any points used in this manner are not deducted from the total SP or TWP pool at this time.

Immediately after the ceremony has been concluded this enhanced PP pool is lost. If the investigator’s starting PP total before the ceremonial preparation began is at zero or below at this point they collapse into a coma and must regain PP’s naturally. If the total PP’s lost during the ceremony from the enhanced PP pool is more than the characters PP prior to the ceremonial preparation the surplus points are taken as mental and physical damage from the “loaned” SP and TWP totals. This indicates that the person performing the ceremony may feint (zero PP), be driven insane (through SP loss) or even die through their exertions.

If before or during the ceremony the investigator takes any SP or WP loss these points are deducted from the appropriate pool and lowers the enhanced PP total by the same amount. If the enhanced PP pool is not used within one hour of completing ceremonial meditation the enhanced PP pool is lost.

Example 

The players of Dr. Sarah Abingdon, Bertie Prestwick-Smythe and Nathaniel Goodward have successfully performed a ritual to summon an entity called “The Shining One”. Unfortunately for the ritual group the summoned entity has possessed Dr. Abingdon.

Seeing the transformation of his fellow investigator Prestwick-Smythe’s player has pulled himself together enough to slam the door shut and turn the key in the lock. Luckily for the investigators the room has no other exits and they realise with horror that Dr. Abingdon has been somehow possessed by the entity they summoned. Taking stock of the situation they decide that Dr. Abingdon can not escape from the room (although she is clearly attempting to) and Goodward’s player announces that he will try an exorcism, a use of his Ceremony skill (level 4) he has previously discussed with the Keeper based on his background as a religious investigator. The Keeper rules that Goodward’s player will need to recite a verbal component three times and then will be able to enter psychic combat with The Shining One possessing Dr. Abingdon’s body.

Goodward’s player decides that discretion being the better part of valour he will meditate for two hours in preparation for the exorcism and hopefully Dr. Abingdon will tire herself out a bit as well. Goodward’s current PP score is 10 from the 2 hours spent in meditation he gains and enhanced magic point pool of 4 additional PP’s. His PP total is temporarily raised to 14 PP. In addition the 2 hours of mediation counts as natural recuperation and he recovers a PP for a total of 15PP He decides to take 2 points from SP and 2 points from TWP (from his current scores of 14 SP and 8 TWP).

With his preparations complete Goodward’s player asks Prestwick-Smythe to open the locked door and commences with the verbal component. From behind the desk the hideously deformed shape of Dr. Abingdon lunges forward and attacks Goodward with talon like nails. He takes 1 WP damage to the chest and the Keeper calls Sanity Check 15/1 before he has completed his recitation.

Goodward calls Magic and the players enter a Time Freeze. As Goodward’s player has taken losses to both his SP and TWP pools to a total of 2 points his enhanced PP total is also dropped by the same amount. The Keeper quietly asks Goodward’s player to draw a number of cards equal to his characters PP current total (now 13PP) and the Abingdon’s player draws a number equal to The Shining One’s current PP (12 as it did not rest to recuperate previously lost PP’s).

Goodward’s player plays a 6 “Abingdon” a 4. “Dr. Abingdon” losses 2PP and 2 cards from her hand.

Goodward’s player plays a 2 “Abingdon” a 7. Goodward losses 5PP and 5 cards from his hand.

Goodward’s player plays an 8 “Abingdon” a 3. “Dr. Abingdon” losses 5PP and 5 cards from her hand.

Goodward’s player plays a 7 “Abingdon” a 1. “Dr. Abingdon” losses 6PP and 6 cards from her hand. As the possessing entity only has 5PP’s (and cards) “Dr. Abingdon’s” PP total is put to zero The Shining One flees Dr Abingdon’s body.

The psychic combat ends and the total PP’s Goodward lost are deducted from his starting unmodified PP total of 11 taking him to a new total of 6. As Goodward’s PP total did not fall below zero in total he takes no additional loss to his SP or TWP totals.

The Keeper calls Time In and Dr Abingdon’s body falls to the ground unconscious and on zero PP but free of her unwanted guest.

Game Mechanics –Sanity and Insanity.

Regrettably as the investigator delves into the mysteries of the universe so their fragile human minds are warped by their experiences, the horrors of the Mythos and the things that they bring in their wake eventually takes a toll on even the most stout of heart and the strong of mind. Investigators often find themselves on the slow (or in some cases very quick) slippery slope to madness and the local asylum. 

Sanity Points (SP) are the game mechanic by which the mental stability of an investigator is monitored during the game and acts as a guideline for how the characterxe "character" reacts when confronted with arcane horror. SP are lowered when the character encounters supernatural entities, witnesses ghastly acts, or reads terrifying secrets. Conversely SP may be raised during the course of a game depending on the actions of characters, plot events or through rest. 

An investigator’s SP ranges from 0 to 20. New investigators starting SP are determined by their attributes with possible modifications based on their character generation (see Calculating a New Investigators Starting Sanity Points below). The starting sanity of an investigator that has been played before will be based on their final SP from the investigators most recent previous adventure, modified by any CDP spend (see the section Game Mechanics – Character Progression). 
The maximum SP that an investigator can have is 20 minus that investigators Mythos Points (see the section Game Mechanics – The Mythos). The minimum starting SP for a playable investigator is 1 although it is recommended that investigators have at least 6 SP at the start of an event. As the investigator starts to experience sanity draining events their starting sanity will be altered (usually downward) and referred to as their current sanity.
Sanity Points Revisited
Sanity Points (SP or SAN) is the mark of the characters mental stability for game/role-play purposes. An investigators SP indicate how strongly the character is likely to react to the horrors of the unknown, maintain a stiff upper lip or empty their gun into the shadows. The table below gives an idea of how Sanity Points should be interpreted for role-playing purposes.

	Sanity 
Points
	Behaviour

	0(NPC)
	The character is insane. They are totally detached from reality and are the kind of folk who end up worshipping dark gods and plotting the end of civilisation as we know it.

	1-3
	The character is bordering on the insane i.e. they are probably haunted by phobias and nightmares and one more experience is likely to push them screaming over the edge of the abyss. They should be admitted into a sanatorium, immediately.

	4-7
	The character is a little nervous, i.e. they may be a bit jumpy or have minor character flaws such as a phobia, compulsive disorder or likely to flee when faced with the unknown. They should probably see a psychiatrist soon.

	8-12
	The character’s ability is within the normal population range.

	13-16
	The character is well balanced, i.e. they could be described as having a stiff upper lip

	17-19
	The character is the kind of person you want to be next to in a high pressure situation; i.e. they are calm and collected

	20
	The character is literally a tower of strength nothing fazes them, the strange and horrific are all taken in their stride.


Calculating a New Investigator’s Starting Sanity Points.

An investigators starting SP is based on their lowest primary ability (i.e. BOD, MND, SPR) as shown in the table below. 
	Lowest 
Attribute
	Starting 
SP

	1
	6

	2
	7

	3
	8

	4
	9

	5
	10

	6
	11

	7
	12

	8-9
	13

	10-11
	14

	12-13
	15


This gives the basic starting SP for an investigator. However the character generation process may modify this score in the following ways:

· Any investigator with any primary ability of 20 adds 1 to their starting SP score. 

· Any investigator that has a skill of level 5 adds 1 to their starting SP score for each skill of level 5.
· Any player may spend 1 CDP to increase their new characters starting SP by 1 (Game Mechanics – Character Progression).

· Any investigator that has been created using the “Great War Service” option (see Character generation) will have their starting SP lowered by the appropriate amount.
For those players wishing to continue playing existing investigators starting sanity does not apply. See the chapter Game Mechanics – Character Progression for information on continuing existing characters.
Losing Sanity Points.
Each time a character needs to make a check against their mental health two things may happen, they may loose SP though Direct Sanity Loss or Indirect Sanity Loss. Players are encouraged to role-play their investigators insanity but should seek advice from the referee so as to ensure that they are appropriate and in keeping with the atmosphere of the game. 

Direct Sanity Loss.

Direct Sanity Loss occurs when the investigator has performed an action or witnessed an act (such as reading a forbidden tome or seeing their companions turned inside out) that cannot be ignored. When this happens the referee will inform the player that their investigator has lost Sanity Points. The player should deduct the loss from their current SP total and inform the referee if they have gone temporarily or permanently insane (see below).

Example 

Dr Sarah Abingdon (starting SP 14) has discovered a book in her late father’s library concerning “The Thing Thet-Subnat-Bea”. She settles down to read the tome. The book’s content is so disturbing that the Keeper informs her that she has suffered a direct sanity loss and lost a worrying 2 SP (taking her current SP to 12). 

In addition there are some situations that could result in a character taking a voluntary sanity loss. One such situation, generally considered as good gamesmanship, is if the player is scared or made to jump OOC, in which case the character may elect to subtract 1 SP. 
Other situations could be if the investigator sees something (or is in a situation) that affects them at a fundamental character concept level (e.g. an investigator who fervently adheres to non-violence kills a character in self-defence, an investigator witnesses a close friend, family member or partner die violently), in these cases the character may subtract 1 SP but such subtractions should be in truly exceptional circumstances.
Example
Later during the evening Dr Sarah Abingdon (current SP 12) is woken from her disturbing dreams of “The Thing Thet-Subnat-Bea” by sounds outside her window. She wakes up her companion Bertie Prestwick-Smythe (current SP 15) who is sleeping in the next room and they set off to investigate.

The sounds appear to be coming from the Abingdon family mausoleum in the grounds. As Sarah and Bertie approach, the sounds stop and they decide they will investigate further. Bertie shoulders the door open and creaking on its hinges reveals the last resting place of Sarah’s forefathers. The torch that Sarah though to bring with her sweeps across the room – to her distress the mortal remains of her ancestors are not in their rightful resting palaces but their coffins have been smashed and their remains have been thrown around the room. 
Sarah’s player elects to subtract one SP (Taking her to a new current SP 11) because she has an established deep feeling for her family, notably her father, and this wanton act of desecration breaks that concept. 
Bertie on the other hand while he likes the old Prof has no fundamental connection.
Indirect Sanity Loss.

Indirect Sanity Loss occurs when the investigator performs an action or witnesses an act (such as conducting a ritual or seeing a creature in the shadows) which they could justify mentally, spiritually or logically. This gives the investigator a chance to resist losing SP and maintain a grip on reality. When this happens the referee will use the call SAN Check, followed by two numbers. The first number indicates the strength of the threat to the investigators sanity, the second number to potential sanity loss. If the investigators current SP are lower than the first number called then the second number is the number of sanity points that they must deduct from their current sanity. If the 

Investigators current SP are equal to or higher than the first number they are not affected as strongly and so only deduct half of the second number (rounded down) from their current sanity.
If a player believes that the current situation may impact their characters sanity more than their companions (for example, if the character was already suffering from nyctaphobia, fear of the dark, and all the candles suddenly blew out under mysterious circumstances), or that they may have missed a previously announced sanity check from the referee then they may call SAN Check followed by no number to draw the referee’s attention to their situation. The referee will respond with a SAN Check that affects only the person calling (by identifying the player or investigator by name) it and is treated exactly the same as indirect sanity losses. 
Example 

Dr Sarah Abingdon (current SP 11) and Bertie Prestwick-Smythe (current SP 15) are investigating strange sounds from the Abington family mausoleum.

The intrepid couple decide to enter the tomb and investigate further. On closer investigation they notice that the bones appeared to have been gnawed and that the broken flagstones and piles of earth in one corner strongly suggest that someone, or something, has dug a tunnel to get into (or perhaps more worryingly, out of) the mausoleum. A scuffling sound suddenly comes from the direction of the hole and Bertie shines his torch towards it.

The referee calls San Check 12/3 as the torch beam reveals a man-sized creature covered in matted fur with a long tail.

Bertie currently has 15 SP. As this is over the first number in the San Check (12) he must lose 

half of the second number in the San Check (3). Halving 3 give 1.5 so Bertie’s player rounds this down to 1 and deducts 1 point from his SP to take his current SP to 14.

Sarah currently has 11 SP. As this is under the first number in the San Check (12) she must lose the full amount of the second number in the San Check (3).. Sarah's player deducts 3 points from her SP to give her a new current SP of 8.

Before either of the investigators can react, the creature bolts for the hole in the mausoleum floor and disappears from their view.

Types of Insanity, Temporary, Permanent and Irredeemable.

As an investigators SP drop during the course of an event they run the risk of picking up insanities. The frequency at which a character "goes insane" depends on their SP at the start of the game.

An investigator has “gone insane” when their current sanity has dropped below one of their “Breaking Points”, which are sanity values based on the investigators starting sanity. The first time an investigator’s current SP drops below one of their Breaking Points then they have gone insane. The level of insanity that the investigator is afflicted by at a specific Breaking Point and the values for those Breaking Points are determined by the SP that the investigator started the event with.

The table below shows the Breaking Points for each starting sanity - Breaking Points are fixed at the start of the game based on the investigators starting sanity and do not change as the investigators SP change. There are three degrees of severity for insanities, which are: Temporary (T), Permanent (P) and Irredeemable (I), and each Breaking Point defines a sanity value followed by the severity of insanity that will afflict the investigator.

Example: An investigator who started with 14 SP would go through their first Breaking Point (a T Breaking Point) when their current sanity reaches 9SP. At this point they would be afflicted with a temporary insanity. When the investigator sanity drops below 5SP and goes through their second Breaking Point (a P Breaking Point), then they would be afflicted with a permanent insanity.
	Starting 
Sanity Points
	Breaking 
Point 1
	Breaking 
Point 2
	Breaking 
Point 3
	Breaking 
Point 4

	1
	0 I
	-
	-
	-

	2
	2 P
	0 I
	-
	-

	3
	2 P
	0 I
	-
	-

	4
	3 P
	0 I
	-
	-

	5
	3 P
	0 I
	-
	-

	6
	5 T
	3 P
	0 I
	-

	7
	6 T
	3 P
	0 I
	-

	8
	6 T
	4 P
	0 I
	-

	9
	7 T
	4 P
	0 I
	-

	10
	8 T
	4 P
	0 I
	-

	11
	8 T
	5 P
	0 I
	-

	12
	9 T
	5 P
	0 I
	-

	13
	10 T
	5 P
	0 I
	-

	14
	10 T
	6 P
	0 I
	-

	15
	11 T
	6 P
	0 I
	-

	16
	13 T
	9 T
	5 P
	0 I

	17
	14 T
	9 T
	5 P
	0 I

	18
	14 T
	10 T
	5 P
	0 I

	19
	15 T
	10 T
	5 P
	0 I

	20
	16 T
	11 T
	6 P
	0 I


When an investigator goes though any Breaking Point for the first time (i.e. when an investigator with a starting sanity of 12 drops to a current sanity of 8) the player should immediately respond to the event causing the SP loss. Examples of a "response" include running away, screaming, fainting, collapsing, standing rigid and slack jawed, etc). The “response” will last for 5 minutes.
An investigator under the effects of a “response” caused by passing though a Temporary Breaking Point can be "snapped out of it" by another character (examples may be; application of smelling salts for feinting, a role-played slap to the face for hysteria, being dragged by the hand for catatonia, being held for comfort etc.). The investigator will still be under the effect of the “response” but can be moved, have a cup of tea, made comfortable or any reasonable action for someone who has suffered such emotional trauma. After the response has finished, the player the player should inform the referee they have passed though a Temporary Breaking Point, and may either be given insanity by the referee, or role-play an insanity of their own choice that the referee deems appropriate.

An investigator under the effects of a response caused by passing though a Permanent Breaking Point (i.e. when an investigator with a starting sanity of 12 drops to a current sanity of 4) can only be snapped out of it by a character with the Psychology skill. After the response has finished the player should inform the referee that they have passed though a Permanent Breaking Point and may either be given an insanity by the referee, or role-play an insanity of their own choice that the Keeper deems appropriate.
If an investigator reaches 0 SP they collapse and cannot be "snapped out of it". Their only means of recovery are rest and recuperation or medical assistance though drugs. They should inform the referee that they are on 0 SP and follow the referee’s instructions.
When an investigator goes irredeemably insane (i.e. when their SP drops below 0) they collapse with their mind broken. The player should inform the Keeper that they are irredeemably insane and follow the Keepers instructions.
The Effects of Insanity

While under the effect of insanity (either temporary or permanent) the player is expected to act out their investigators condition appropriately taking into account to their environment. 
For example an investigator afflicted with nyctaphobia (fear of the dark) will refuse to enter darkened rooms, will carry a light source with them at all times and sleep with the lights on. If the investigator is forced into a situation where they are in darkness (the generator fails plunging the house into darkness, they suddenly go blind, the batteries run out on their torch etc) then they must immediately act in a manner appropriate to their situation and their insanity (for example panic, scream, run away, curl up in a ball, shoot wildly into the darkness to stop “it” from getting them). At all times the player should be aware of OOC considerations for example leaping out of a first story window because your character feels the room is crushing them is fine IC but OOC is not.
Recovering from Insanities and Regaining Sanity Points.

Sanity may be recovered in a variety of ways, but there is no quick fix to restoring the shattered nerves of an investigator exposed to the naked terror of the Mythos. 
Temporary insanities last the length of the game unless a character with the Psychology skill can spend time analysing the Investigator’s insanity. At the end of the game any temporary insanity is “cured” as the investigator puts that “horrible episode” of their life behind them.

Permanent insanities stay with the Investigator until they are “cured” through institutionalisation. This can only be done though down time action and spending CDP’s (see Game Mechanics – Character Progression).
An Investigator that is irredeemably insane (i.e. where their SP have dropped below 0) can not be cured by any action during the game or down time.

Removing Temporary Insanity

An Investigator suffering from a temporary insanity may be “cured” though a consultation session with another character that has the Psychology skill. The time it takes to cure an Investigator of their insanity depends on the skill level of the psychologist they are under

	Psychology Level
	Minutes to Remove
Temporary Insanity

	1
	240

	2
	120

	3
	60

	4
	30

	5
	15


The patient must be conscious, not under the effect of their “response” to dropping below their Breaking Point and able to communicate with their psychologist.  

Each session must be role-played as part of the event and must last a minimum of 15 minutes but may be conducted over a number of smaller sessions during a 24 hour period. The psychologist and the patent must not be disturbed IC for that time or the benefits will be lost (disturbance would include being attacked, hearing other investigators being slaughtered outside the door but would not include an investigator walking quietly though the room or informing the participants that dinner will be ready in half an hour).

When an investigator has been cured by this method then the temporary insanity is removed and they not longer suffer the effects of it, however  they gain no SP. However they are no longer under the effect of the insanity (see The Effects of Insanity above). Only one successful session per game per character is permitted, psychology used in this manner simply papers over the cracks of the investigators psyche.

Permanent and Irredeemable insanity cannot be cured in this manner and can only be rectified by down-time actions which are dealt with in the section Game Mechanics – Character Progression.
Sanity Recovery Through Psychoanalysis
During the course of an adventure it is inevitable that investigators will loose SP as they start to experience the horrors of the Mythos. While the Doctor can bind wound and the Priest can prey for an investigators soul it is the Alienist that can help the investigator pick up the pieces of the shattered mind and help the unfortunate individual come to terms with what they have seen or occasionally done.
The psychologist (that is a character who has the Psychology Skill not just a character of the alienist archetype) can perform therapy per day is equal to the psychologist’s level in their Psychology Skill.
To undergo “therapy” the patient must a) have had a temporary insanity during the course of the event b) no longer not be under any form of insanity. The psychologist and the patient must inform a referee that they are going into a therapy session and should role-play the consultation for an hour as part of the event. As above in the session must not be disturbed IC for that time or the benefits will be lost (see Removing Temporary Insanity for what constitutes disturbance). 
At the end of the hour the psychologist should inform a referee that they have concluded the therapy session. The patient will receive back 1 SP from the referee. SP gain from therapy can not exceed the patient’s previous Breaking Point. Patients may receive multiple therapy sessions over an event providing that the conditions for therapy permit. 

Once the psychologist has reached their level in therapy sessions further sessions may of course be role-played out but will have no effect on gaining SP; an interrupted session may of course be reattempted.

Sanity Recovery Through Medication

It is possible to recover SP though the application of IC drugs, these will not, however, remove insanities of any magnitude. IC medication can only raise the investigator’s SP to their starting SP (at the beginning of the game) and may be used to bring back an investigator on zero SP to a semblance of their former self. For more information on IC Drug use see Game Mechanics – Medication.
Sanity Recovery Through Action

From time to time the Keeper may award SP to an investigator who is actively seeking to solve their mental discomfort. There are no examples given here of what constitutes this but if the Keeper informs you of the fact that you have regained a SP you should add it to your current SP total.
Game Mechanics – The Mythos.

There are some things that the human mind was never designed to contemplate – these things are the eldritch horrors of “The Mythos” the supernatural and otherworldly things that threaten mankind, the cosmos and the sanity of an Investigator. 

Mythos Points (MP) start at 0 and go to 20 as an investigator is exposed to the horrors beyond the veil. As an Investigators MP start to build up their Mythos Skill will also increase, the table below shows the relationship between MP and Mythos Skill and how it affects the Investigator.

	MP
	Mythos
Level
	Competence

	0
	0
	Blissfully unaware that there is anything else beyond the “real” world – the normal state for the human race.

	1
	1
	The investigator has had a brush with the horrors of the Mythos. They will probably try and rationalise their experience it will not affect their daily lives unless the horror is bought back to their mind.

	2
	2
	The investigator will have exposure to the Mythos and be unnerved at what they have seen or read. It will be a nagging thought at the back of their mind, bad dreams etc.

	4
	3
	The investigator understands that there are other things in the universe other than mankind – they will have this thought frequently and be affected by it they may actively pursue the Mythos to prove or foil its dark aims.

	8
	4
	The investigator is knowledgeable about the Mythos they have seen and read things they can not ignore – perhaps they want to warn the world … perhaps they want to keep it quiet and protect mankind

	16
	5
	The investigator knows too much they can not help but see the hand of the Great Old Ones in everything. 

	20+
	5
	It is to much to bear the human mind can not comprehend such things the investigator is insane 


Gaining Mythos Points – First Encounter

When an investigator first goes insane from a Mythos source (encountering a creature, witnessing a Mythos related event, casting a spell or reading a tome) they automatically receive 1 MP. This takes their Max SP down to 19 and lowers their current SP by 1.

Subsequent MP’s can only be gained though exposure to Mythos tomes. 

Gaining Mythos Points – Reading Tomes

When an Investigator finds a discourse on an aspect of the Mythos (called a Tome although it may not be a book) it is possible that the narrative may contain revelations about the Mythos that will have a deleterious effect on the Investigators sanity.

The process of reading a Mythos tome occurs in two parts reading and studying.

Reading a tome grants the Investigator a glimpse into the forbidden knowledge stored in its pages. The implications of reading a tome are the loss of sanity; each tome has an associated SAN CHECK call with it. Just picking up a tome or flicking though the pages will not (unless the Tome has special properties) cause sanity loss, the tome must be read (or at least role-play read if it readable IC but not OOC i.e. it is in ancient Greek).

The investigator should inform a referee that they are intending to read the tome and spend the appropriate time reading. At the conclusion of reading the Tome they should inform the referee and Investigator will in turn be informed of any SAN CHECK and possibly any specific information gleaned from the reading (other than that which is in the Tome in plain sight such as a puzzle or cipher).

Re reading a tome will not cause further sanity loss. If an investigator goes insane though reading a Tome and it is their first encounter with a Mythos source they will acquire 1 MP as detailed above, simply reading a Tome will not (only under exceptional circumstances) increase MP.

Studying a Tome requires time, generally more time than an event will permit. A can be studied as a down time action (see Game Mechanics – Continuing Characters). A player electing for their character must spend the appropriate CDP’s and allot the time to their investigators timeline. 

When an investigator studies a Tome they are investing time and resources in comprehending the contents of the Tome. This will cause them to acquire Mythos Points – each Tome has a MP allocation to it. Mythos points are a direct sanity loss and as such will mot only lower the investigators maximum sanity but their current sanity possibly driving them insane and causing further complications for their character.

So why bother to read Tomes? If the investigator manages to survive the reading and study of a Tome then two things will occur. Firstly their MP score will increase there by increasing their Mythos Skill level allowing them to put that knowledge into action during events. Secondly many Tomes contain eldritch spells, incantations, formula and rituals, the Investigator will become aware of these and potentially could utilise them.

Game Mechanics – Character Progression.

Players and their characters have the chance to progress in the game as a result of their interaction with the horrors of the Mythos. In practical terms this equates to additional point that can be spent on new characters or on enhancing existing character skills and abilities. These points are known as Character Development Points (CDP). CDP’s are not linked to specific investigator characters (until they are spent) but “belong” to the individual player.
Gaining Character Development Points.

CDP’s are gained by attending events and though good role playing. Everyone attending an event gains 1 CDP. For each 24 hour period thereafter each Investigator gains 1 CDP that their primary character survives (i.e. they do not die or go irredeemably insane). Finally there is a special award for the best role-play by a player at an event – this is a peer award and voted post game by all the players at a the event (in the case of a tie the Keeper will decide which if the nominees get the award). The good role-play award may be given posthumously to a character.
	
	One

Night Event
	Two

Night Event
	Three

Night Event

	Attendance
	1
	1
	1

	Survival
	0
	1
	2

	Good Role-play
	1
	1
	1

	Maximum CDP Gain
	2
	3
	4


Increasing Character Abilities for Existing Characters.

If an existing character wishes to increase a core Character Ability they may do so at a cost of their current ability level +1 / 5 as shown below.

	Ability Score
	1-4
	5-9
	10-14
	15-19
	20

	CDP Cost
	1
	2
	3
	4
	5


No Character Ability score can be increased over 20 by this method.

A player may choose to hold any points over from other games/characters until they have enough points to spend on a desired skill or to enhance existing skills, for example a player may wish to buy Linguistics a 4 point skill or use the CPD to take the skill to a higher level. Skills purchased or enhanced in this way use the standard costs as detailed in the Character Skills section. This represents the time the investigator has taken to learn the new skill though study, hard graft or shear practice.

Once a player has spent points on their character they are lost (although remaining points are still retained e.g. if the player has 4 points to spend and buys Occult, at a cost of 3 points, the player will still have 1 point in reserve to carry over). Should the character die, become permanently insane or be retired by the player then those points go with the character. 

Game Mechanics – Game Calls.

Various shouted “calls” are used at WereBadger events, both in and out of character. 

Out of character calls are safety-related and are only for use in emergency situations. 

In character calls are most often used in combat, to specify the effects delivered by a weapon or blow, or to check investigators sanity.

Safety calls.

Safety calls are all out of character. Some safety calls may be used by anyone, but players found to be using safety call for in character reasons, or in unnecessary situations, risk being asked to leave the event. Anyone hearing a safety call should stop moving immediately and remain where they are until given further instructions from referees or staff while you are waiting and, if asked to do anything, obey as quickly and safely as possible. 

Although we all want to try and help in an emergency, please do not try to approach an incident, after hearing an out of character call, unless you are fully aware of the nature of the incident and are certain that you have skills which may be needed (for example, fully qualified doctors, nurses or fire-fighters). 

Man Down.

This call is to be used when anyone suffers a real, out of character injury of any type. Put one arm in the air while shouting this to make your self obvious. If you heard this call, stop fighting immediately and move clear of the injured person. 

Clear.

Clear is used in situations where large numbers of people need to move away from an area quickly (for example if a fire breaks out). If you hear this call you should look for the nearest referee and follow their directions. If you cannot see a referee, move away from the area in which the call was made as quickly and safely as possible (do not run). 

Fire.

You should use this call only if you discover a real fire anywhere. If you discover a fire, alert anyone nearby (for example in adjacent rooms) using this call. Please note call for raising an IC alarm for a fire is “Flame”. 

Referee Calls.

Referee calls are just, that calls to be used only by the Keeper and designated referee’s.

Time Freeze.

When you hear this call, stop all actions, close your eyes, hum an appropriate tune and remain still until time in is called. 

Time Out.

All in-character actions are suspended by this call. Remain where you are. You can sit or talk yourselves but only out of character. You may not move from your location heal or take any other in character action. 

Time In.

This call will restart in-character actions after a man down, time freeze or time out call. In combat situations, referees will often use a three second countdown before calling time in. 

Drop.

Drop to the ground at once and perform no other actions unless the referee states otherwise. Once you have dropped, the referee will explain why you were asked to do so. 

Game Calls.

Game calls are used by both referees and players to represent game mechanics such as combat results or the effects on investigators sanity. See also Special Damage And Effect Calls.

Sanity Check.

This call will be followed by two numbers. The first number is the target sanity points (SP). If your character has equal to or more than the number called there is no effect. If the character has less than the first number then the second number is the amount that must be deducted from the investigators SP total. This call may be used by the referee or by players who wish to check their characters reactions to an event for role-play purposes. If the latter occurs only the calling player needs to apply the result, however other players may do so if they wish.

Damage Check.

This call should be used when the attacker does not call damage (or location) for some reason. The attacker (or referee) should restate the damage (and or location)

Magic.

This call is used when a direct magical attack is to be made by either an investigator or other entity. The call is treated as per a Time Freeze with the caller raising their hand to make them identifiable to the referee. The referee will ask the caller what they are attempting to do and on what or who they are casting the spell at. The referee, caller and recipient will then resolve the direct magical attack. Once the attack is resolved the referee will call Time In and the effects of the spell should be role-played by the participants.

Flame.

This call is to be used to alert investigators to an IC fire hazard, for instance the Keeper wakes you and informs you that your room is mysteriously on fire, you would call “Flame” as the call “Fire” may result in the evacuation of the area and the calling of the fire-brigade which is always embarrassing.

No Effect.

This call is mostly used by referees although occasionally players will have been told that they may use this call due to plot purposes. The call indicates that the action has no effect e.g. the bullets are passing straight through the apparition or bouncing of the creatures scaly hide.

�  Multiple Fine Art skills may be purchased at the same cost.


� Multiple languages may be purchased at the same cost. Some languages (such as hieroglyphics) can only be read and players may wish to decline the ability to read/write a language as part of their character profile.


� Characters must have at least 1 IC language skill in addition to any OOC languages they may know (see Additional Skills And A Note On Languages below) .


� For those unnameable abominations having no visible locations the call is “Body”.


� See Game Mechanics - Game Calls Section


� This is only applicable to those opponents that have a hit location designated as a head.


� Using the Example Damage Sticker H5.


� Including Combat Military rounds for machineguns.


� The damage a shotgun dose decreases with range the first figure is for ranges of close 0-10m, the second for short 10-20m and the last figure for long ranges up to 50m. Sawn of shotguns only work in the close range and inflict close range damage. 
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