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(05%)

Firearms

Art / Craft
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Jump (20%)
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Language (Other)

Language (Own)
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Library Use (20%)

Listen (20%)

Locksmith (01%)

Mech. Repair (10%)

Medicine (01%)

Natural World (10%)

Navigate (10%)

Occult (05%)

Persuade (10%)

(01%)

(01%)

Pilot
Psychoanalysis (01%)

Psychology (10%)

Ride (05%)

Science

Sleight of Hand (10%)

Spot Hidden (25%)

Stealth (20%)

Survival
(10%)

Swim (20%)

Throw (20%)

Track (10%)
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First Aid heals 1 HP Medicine heals 1D3 HP

Major Wounds = loss of ≥ ½ max HP in one attack

Reach 0 HP with Major Wound = Dying
Reach 0 HP without Major Wound = Unconscious

Natural Heal rate (non Major Wound): recover 1 HP per day
Natural Heal rate (Major Wound): weekly healing roll

Dying: First Aid = temp. stabilized; then require Medicine
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Pushing Rolls: must justify reroll;
cannot push combat or Sanity rolls

Level of
Success:

Fumble
100/96+ > skill ≤ skill

Fail Regular Hard CriticalEtreme
01skill1/5skill1/2

MY STORY

BACKSTORY

GEAR  &  POSSESSIONS WEALTH
Spending  Level
Cash
Assets

Personal  Description Traits

Ideology  &  Beliefs Injuries & Scars

Significant  People

Meaningful  Locations

Encounters with Strange Entities

Phobias  &  Manias

Treasured  Possessions

Arcane  Tomes  &  Spells

 ©
 2

02
1 

Ch
ao

si
um

 In
c.

 P
er

m
is

si
on

 is
 g

ra
nt

ed
 to

 c
op

y 
fo

r p
er

so
na

l, 
no

n-
co

m
m

er
ci

al
 u

se
 o

nl
y.



 ©
 2

02
1 

Ch
ao

si
um

 In
c.

 P
er

m
is

si
on

 is
 g

ra
nt

ed
 to

 c
op

y 
fo

r p
er

so
na

l, 
no

n-
co

m
m

er
ci

al
 u

se
 o

nl
y.


	Char Sheet 1920s - letter - Front 6c2 - nometerport-01
	Char Sheet 1920s - letter - Back 3@300-01
	Blank Page

	Portrait: 
	STR: 65
	DEX: 65
	INT: 65
	CON: 60
	APP: 50
	POW: 50
	SIZ: 60
	EDU: 77
	INT_fifth: 13
	INT_half: 32
	SIZ_fifth: 12
	SIZ_half: 30
	EDU_fifth: 15
	EDU_half: 38
	APP_fifth: 10
	APP_half: 25
	CON_fifth: 12
	CON_half: 30
	POW_fifth: 10
	POW_half: 25
	DEX_fifth: 13
	DEX_half: 32
	STR_fifth: 13
	STR_half: 32
	MOV: 8
	Dodge_Copy_half: 
	Dodge_Copy_fifth: 
	Dodge_Copy: 
	Build: 1
	DamageBonus: +1D4
	Occupation: Accountant
	Skill_Accounting: 70
	SkillDef_ArtCraft1: (Calligraphy)
	SkillDef_ArtCraft2: 
	SkillDef_Fighting1: 
	Skill_Accounting_fifth: 14
	Skill_Accounting_half: 35
	Weapon_Regular0: 40
	Weapon_Name1: 
	Weapon_Regular1: 
	Weapon_Damage1: 
	Weapon_Range1: 
	Weapon_Attacks1: 
	Weapon_Ammo1: 
	Weapon_Malf1: 
	Weapon_Name2: 
	Weapon_Regular2: 
	Weapon_Damage2: 
	Weapon_Range2: 
	Weapon_Attacks2: 
	Weapon_Ammo2: 
	Weapon_Malf2: 
	Weapon_Name3: 
	Weapon_Regular3: 
	Weapon_Damage3: 
	Weapon_Range3: 
	Weapon_Attacks3: 
	Weapon_Ammo3: 
	Weapon_Malf3: 
	Weapon_Hard0: 20
	Weapon_Extreme0: 8
	Weapon_Hard1: 
	Weapon_Extreme1: 
	Weapon_Hard2: 
	Weapon_Extreme2: 
	Weapon_Hard3: 
	Weapon_Extreme3: 
	SpendingLevel: 
	Cash: 
	Character_Name1: 
	Character_Player1: 
	Character_Name2: 
	Character_Player2: 
	Character_Name3: 
	Character_Player3: 
	Character_Player4: 
	Character_Name5: 
	Character_Player5: 
	Character_Name6: 
	Character_Player6: 
	Character_Name4: 
	Investigators_Name: Takahashi Masato
	Skill_Religion_Chk: Off
	SkillDef_OtherLanguage: 
	Skill_OtherLanguage_Chk: Off
	Skill_OtherLanguage_half: 
	Skill_OtherLanguage_fifth: 
	Skill_OtherLanguage: 
	Age: 40
	Pronouns: He
	Birthplace: 
	Residence: Tokyo
	Skill_Accounting_Chk: Off
	TempInsanity_Chk: Off
	IndefInsanity_Chk: Off
	MajorWound_Chk: Off
	Unconscious_Chk: Off
	Dying_Chk: Off
	PersonalDescription: Average looks, short hair. Was once athletic, but has become a bit chubby, and his hairline is starting to recede. Wears a white collared shirt with suspenders.
	Traits: Dependable, professional, but somewhat pessimistic. Finds it hard to say “no” when asked for help.
	Ideology/Beliefs: Buddhist. Wants to believe that there’s something more to life than the daily grind. Would love to have a spiritual experience, or at least a bit of adventure for once.
	Significant People: 
	Locations: 
	Possessions: A pocket calculator he’s used since his school days. The “+” key is completely faded.
	Injuries: 
	Phobias/Manias: 
	Tomes/Spells: 
	Encounters: 
	CurrentSanity: 
	CurrentHP: 
	StartingHP: 12
	StartingMagic: 10
	CurrentMagic: 
	StartingLuck: 
	CurrentLuck: 
	StartingSanity: 50
	InsaneSanity: 10
	ExtraText: (CONT.)
One day, when Masato found himself daydreaming about setting the office building on fire, he decided he needed a break for his mental health. He pooled together his accumulated days of paid time off and, despite vigorous protests from his section chief, took an extended vacation. He decided to get away from the big city and tour the tranquil temples in Nara in a search for deeper meaning, or at least a taste of something different. He’s not sure what he’ll find, but it has to be better than the office.

	ExtraText1: 
	Skill_Track: 
	Skill_Track_half: 
	Skill_Track_fifth: 
	Skill_Anthropology_Chk: Off
	Skill_Anthropology: 
	Skill_Anthropology_half: 
	Skill_Anthropology_fifth: 
	Skill_Appraise_Chk: Off
	Skill_Appraise: 25
	Skill_Appraise_half: 12
	Skill_Appraise_fifth: 5
	Skill_Archaeology_Chk: Off
	Skill_Archaeology: 
	Skill_ArtCraft1_Chk: Off
	Skill_ArtCraft1: 35
	Skill_ArtCraft1_half: 17
	Skill_ArtCraft1_fifth: 7
	Skill_ArtCraft2_Chk: Off
	Skill_ArtCraft2: 
	Skill_ArtCraft2_half: 
	Skill_ArtCraft2_fifth: 
	Skill_Charm_Chk: Off
	Skill_Charm: 
	Skill_Charm_half: 
	Skill_Charm_fifth: 
	Skill_Climb_Chk: Off
	Skill_Climb: 
	Skill_Climb_half: 
	Skill_Climb_fifth: 
	Skill_Cthulhu: 
	Skill_Cthulhu_half: 
	Skill_Cthulhu_fifth: 
	Skill_Disguise_Chk: Off
	Skill_Disguise: 
	Skill_Disguise_half: 
	Skill_Disguise_fifth: 
	Skill_Dodge_Chk: Off
	Skill_Dodge: 
	Skill_Dodge_half: 
	Skill_Dodge_fifth: 
	Skill_Drive_Chk: Off
	Skill_Drive: 50
	Skill_Drive_half: 25
	Skill_Drive_fifth: 10
	Skill_ElecRepair_Chk: Off
	Skill_ElecRepair: 30
	Skill_ElecRepair_half: 15
	Skill_ElecRepair_fifth: 6
	Skill_FastTalk_Chk: Off
	Skill_FastTalk: 45
	Skill_FastTalk_half: 22
	Skill_FastTalk_fifth: 9
	Skill_Fighting_Chk: Off
	Skill_Fighting: 40
	Skill_Fighting_half: 20
	Skill_Fighting_fifth: 8
	Skill_Fighting1_Chk: Off
	Skill_Fighting1: 
	Skill_FireArmsHandguns_Chk: Off
	Skill_FireArmsHandguns: 
	Skill_FireArmsHandguns_half: 
	Skill_FireArmsHandguns_fifth: 
	Skill_FireArmsRifles_Chk: Off
	Skill_FireArmsRifles: 
	Skill_FireArmsRifles_half: 
	Skill_FireArmsRifles_fifth: 
	Skill_Firearms_Chk: Off
	SkillDef_Firearms: 
	Skill_Firearms: 
	Skill_Firearms_half: 
	Skill_Firearms_fifth: 
	Skill_FirstAid_Chk: Off
	Skill_FirstAid: 
	Skill_FirstAid_half: 
	Skill_FirstAid_fifth: 
	Skill_History_Chk: Off
	Skill_History: 
	Skill_History_half: 
	Skill_History_fifth: 
	Skill_Intimidate_Chk: Off
	Skill_Intimidate: 20
	Skill_Intimidate_half: 10
	Skill_Intimidate_fifth: 4
	Skill_Jump_Chk: Off
	Skill_Jump: 
	Skill_Jump_half: 
	Skill_Jump_fifth: 
	Skill_OwnLanguage_Chk: Off
	SkillDef_OwnLanguage: (Japanese)
	Skill_OwnLanguage: 77
	Skill_OwnLanguage_half: 38
	Skill_OwnLanguage_fifth: 15
	Skill_Law_Chk: Off
	Skill_Law: 25
	Skill_Law_half: 12
	Skill_Law_fifth: 5
	Skill_LibraryUse_Chk: Off
	Skill_LibraryUse: 40
	Skill_LibraryUse_half: 20
	Skill_LibraryUse_fifth: 8
	Skill_Listen_Chk: Off
	Skill_Listen: 50
	Skill_Listen_half: 25
	Skill_Listen_fifth: 10
	Skill_Locksmith_Chk: Off
	Skill_Locksmith: 
	Skill_Locksmith_half: 
	Skill_Locksmith_fifth: 
	Skill_MechRepair_Chk: Off
	Skill_MechRepair: 
	Skill_MechRepair_half: 
	Skill_MechRepair_fifth: 
	Skill_Medicine_Chk: Off
	Skill_Medicine: 
	Skill_Medicine_half: 
	Skill_Medicine_fifth: 
	Skill_NaturalWorld_Chk: Off
	Skill_NaturalWorld: 
	Skill_NaturalWorld_half: 
	Skill_NaturalWorld_fifth: 
	Skill_Navigate_Chk: Off
	Skill_Navigate: 
	Skill_Navigate_half: 
	Skill_Navigate_fifth: 
	Skill_Occult: 
	Skill_Occult_half: 
	Skill_Occult_fifth: 
	Skill_Persuade_Chk: Off
	Skill_Persuade: 55
	Skill_Persuade_half: 27
	Skill_Persuade_fifth: 11
	Skill_Pilot_Chk: Off
	SkillDef_Pilot: 
	Skill_Pilot: 
	Skill_Pilot_half: 
	Skill_Pilot_fifth: 
	Skill_Ride_Chk: Off
	Skill_Ride: 
	Skill_Ride_half: 
	Skill_Ride_fifth: 
	Skill_Science_Chk: Off
	SkillDef_Science: 
	Skill_Science: 
	Skill_Science_half: 
	Skill_Science_fifth: 
	Skill_Science1_Chk: Off
	SkillDef_Science1: 
	Skill_Science1: 
	Skill_Science1_half: 
	Skill_Science1_fifth: 
	Skill_Sleight_Chk: Off
	Skill_Sleight_half: 
	Skill_Sleight_fifth: 
	Skill_SpotHidden_Chk: Off
	Skill_SpotHidden: 55
	Skill_SpotHidden_half: 27
	Skill_SpotHidden_fifth: 11
	Skill_Stealth_Chk: Off
	Skill_Stealth: 
	Skill_Stealth_half: 
	Skill_Stealth_fifth: 
	Skill_Survival_Chk: Off
	SkillDef_Survival: 
	Skill_Survival: 
	Skill_Survival_half: 
	Skill_Survival_fifth: 
	Skill_Swim_Chk: Off
	Skill_Swim: 
	Skill_Swim_half: 
	Skill_Swim_fifth: 
	Skill_Throw_Chk: Off
	Skill_Throw: 75
	Skill_Throw_half: 37
	Skill_Throw_fifth: 15
	Skill_Track_Chk: Off
	Skill_Custom1_Chk: Off
	SkillDef_Custom1: 
	Skill_Custom1: 
	Skill_Custom1_half: 
	Skill_Custom1_fifth: 
	Skill_Custom2_Chk: Off
	SkillDef_Custom2: 
	Skill_Custom2: 
	Skill_Custom2_half: 
	Skill_Custom2_fifth: 
	Skill_Custom3_Chk: Off
	SkillDef_Custom3: 
	Skill_Custom3: 
	Skill_Custom3_half: 
	Skill_Custom3_fifth: 
	Skill_Credit: 65
	Skill_Credit_half: 32
	Skill_Credit_fifth: 13
	Skill_OtherLanguage1_Chk: Off
	SkillDef_OtherLanguage1: 
	Skill_OtherLanguage1: 
	Skill_OtherLanguage1_half: 
	Skill_OtherLanguage1_fifth: 
	Skill_Psychology_Chk: Off
	Skill_Psychology: 
	Skill_Psychology_half: 
	Skill_Psychology_fifth: 
	Skill_Computer: 25
	Skill_Computer_half: 12
	Skill_Computer_fifth: 5
	Skill_Electronic_Chk: Off
	Skill_Electronic: 
	Skill_Electronic_half: 
	Skill_Electronic_fifth: 
	SkillDef_OtherLanguage2: 
	Skill_OtherLanguage2: 
	Skill_OtherLanguage2_half: 
	Skill_OtherLanguage2_fifth: 
	SkillDef_Science2: 
	Skill_Science2: 
	Skill_Science2_half: 
	Skill_Science2_fifth: 
	Skill_Psychoanalysis: 
	Skill_Psychoanalysis_half: 
	Skill_Psychoanalysis_fifth: 
	Skill_Psychoanalysis_Chk: Off
	Skill_Computer_Chk: Off
	Skill_Science2_Chk: Off
	Skill_Sleight: 
	Skill_OtherLanguage2_Chk: Off
	Skill_Archaeology_half: 
	Skill_Archaeology_fifth: 
	MyStory: Takahashi Masato should be satisfied with his life. He studied hard, became a star pitcher for his high school’s baseball team, went to cram school, passed an entrance exam, got into a decent university, and got hired at a large firm in Tokyo as a “salaryman.” According to his bank account, he’s living the dream. But actually, he’s miserable.
	MyStory1:  The 80-hour work weeks, long commutes, unpaid overtime, and mandatory drinking parties leave no time for himself or relationships. Faced with ever-increasing responsibilities foisted on him by the company, like having to fix broken fax machines and convince the upper management why his floor needs an air conditioner, Masato was approaching burnout. (CONT. BELOW)
	Gear/Possessions: 
	Gear/Possessions1: 
	Assets1: 
	Skill_Fighting1_half: 
	Skill_Fighting1_fifth: 
	MaxSanity: 


