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.


�  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) .





