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J My STORY L

You are an up-and-coming criminal, eager for a respected Luck: roll 3D6 and multiply the result by five.
place in Arkham's underworld. You've faced a lot of
adversity in your life, but Dr. Lawrence Warwick, an old Player may allocate +50 points to increase existing or add

friend of the family, has always looked out for you—he took to new skills, except for Cthulhu Mythos and Credit Rating.
care of you when you took a beating by a rival gang. You
feel you owe him, so when he called today, talking crazy

talk, you were concerned.
BACKSTORY

Personal Description Traits
Temperamental and quick to anger.

Ideology & Beliefs Injuries & Scars

If you don't stand up for yourself, nobody will.

Significant People Phobias & Manias
Meaningful Locations Arcane Tomes & Spells
Treasured Possessions Encounters with Strange Entities

A high-quality lock picking set (grants bonus die to
Locksmith rolls).

GEAR & POSSESSIONS WEALTH
.38 auto handgun Harmonica (for signaling or Spending Level
Pack of chewing gum providing distractions) Cash
Lock-picking set—grants Disguise kit Assets
bonus die to Locksmith rolls
Fake ID
FELLOW QuicK REFERENCE RULES
INVESTIGATORS _ L
Ch Skill & Characteristic Rolls
ar. Char Level of [Fumble | Fail | Regular | Hard |Extreme| Critical
Player . Success: [100/96+ | >skill | <skill | % skill | % skill| 01
Player Pushing Rolls: must justify reroll;
cannot push combat or Sanity rolls
Char. Char Wounds & Healing
Player . First Aid healsTHP  Medicine heals 1D3 HP
Major Wounds = loss of > %> max HP in one attack
Player Reach 0 HP without Major Wound = Unconscious
Char. Reach 0 HP with Major Wound = Dying
Pla er Char- Dying: First Aid = temp. stabilized; then require Medicine
y Player Natural Heal rate (non Major Wound): recover 1 HP per day
Natural Heal rate (Major Wound): weekly healing roll
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