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Jump (20%)
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Language (Other)
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Law (05%)

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

QUICK REFERENCE RULES
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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
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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: 50
	DEX: 70
	INT: 70
	CON: 60
	APP: 60
	POW: 60
	SIZ: 45
	EDU: 70
	INT_fifth: 14
	INT_half: 35
	SIZ_fifth: 9
	SIZ_half: 22
	EDU_fifth: 14
	EDU_half: 35
	APP_fifth: 12
	APP_half: 30
	CON_fifth: 12
	CON_half: 30
	POW_fifth: 12
	POW_half: 30
	DEX_fifth: 14
	DEX_half: 35
	STR_fifth: 10
	STR_half: 25
	MOV: 9
	Dodge_Copy_half: 22
	Dodge_Copy_fifth: 9
	Dodge_Copy: 45
	Build: 0
	DamageBonus: 0
	Occupation: PSIA Detective
	Skill_Accounting: 
	SkillDef_ArtCraft1: 
	SkillDef_ArtCraft2: 
	SkillDef_Fighting1: (Handgun)
	Skill_Accounting_fifth: 
	Skill_Accounting_half: 
	Weapon_Regular0: 55
	Weapon_Name1: SIG P230
	Weapon_Regular1: 55
	Weapon_Damage1: 1D8
	Weapon_Range1: 50 yds
	Weapon_Attacks1: 1 (3)
	Weapon_Ammo1: 8
	Weapon_Malf1: 98
	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: 27
	Weapon_Extreme0: 11
	Weapon_Hard1: 27
	Weapon_Extreme1: 11
	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: Makimoto Fujiko
	Skill_Religion_Chk: Off
	SkillDef_OtherLanguage: 
	Skill_OtherLanguage_Chk: Off
	Skill_OtherLanguage_half: 
	Skill_OtherLanguage_fifth: 
	Skill_OtherLanguage: 
	Age: 29
	Pronouns: She
	Birthplace: 
	Residence: 
	Skill_Accounting_Chk: Off
	TempInsanity_Chk: Off
	IndefInsanity_Chk: Off
	MajorWound_Chk: Off
	Unconscious_Chk: Off
	Dying_Chk: Off
	PersonalDescription: Slender; fierce eyes in an otherwise unremarkable face. Long straight bangs. Smiles with calm confidence. Typically wears a business suit.
	Traits: Ambitious. Outwardly pleasant, but cunning and manipulative. Likes being in control and calling the shots.
	Ideology/Beliefs: Willing to make sacrifices and cross moral boundaries to ensure public safety. Believes in (Buddhist) hell but is not sure about heaven.
	Significant People: 
	Locations: 
	Possessions: Her lucky nail file, which she once used to “reprimand” a man who assaulted her on a crowded train. The handle is still stained with blood.
	Injuries: 
	Phobias/Manias: 
	Tomes/Spells: 
	Encounters: 
	CurrentSanity: 
	CurrentHP: 
	StartingHP: 10
	StartingMagic: 12
	CurrentMagic: 
	StartingLuck: 
	CurrentLuck: 
	StartingSanity: 60
	InsaneSanity: 12
	ExtraText: (CONT.)
Throughout her school days, she was the lone overachiever in a class full of slackers and goof-offs, leading to a long reign as student council president (as well as a superiority complex and cynical view of humanity). Even back then, she understood that the masses need firm rules and guidance for society to function. She applied for the PSIA right out of university and has become one of their most promising young agents. Her latest mission is to investigate a suspicious yellow-clad monk, who she has tracked to a famous town in Nara that’s experiencing a strange phenomenon.

	ExtraText1: 
	Skill_Track: 50
	Skill_Track_half: 25
	Skill_Track_fifth: 10
	Skill_Anthropology_Chk: Off
	Skill_Anthropology: 
	Skill_Anthropology_half: 
	Skill_Anthropology_fifth: 
	Skill_Appraise_Chk: Off
	Skill_Appraise: 
	Skill_Appraise_half: 
	Skill_Appraise_fifth: 
	Skill_Archaeology_Chk: Off
	Skill_Archaeology: 
	Skill_ArtCraft1_Chk: Off
	Skill_ArtCraft1: 
	Skill_ArtCraft1_half: 
	Skill_ArtCraft1_fifth: 
	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: 45
	Skill_Dodge_half: 22
	Skill_Dodge_fifth: 9
	Skill_Drive_Chk: Off
	Skill_Drive: 
	Skill_Drive_half: 
	Skill_Drive_fifth: 
	Skill_ElecRepair_Chk: Off
	Skill_ElecRepair: 
	Skill_ElecRepair_half: 
	Skill_ElecRepair_fifth: 
	Skill_FastTalk_Chk: Off
	Skill_FastTalk: 
	Skill_FastTalk_half: 
	Skill_FastTalk_fifth: 
	Skill_Fighting_Chk: Off
	Skill_Fighting: 55
	Skill_Fighting_half: 27
	Skill_Fighting_fifth: 11
	Skill_Fighting1_Chk: Off
	Skill_Fighting1: 55
	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: 50
	Skill_Intimidate_half: 25
	Skill_Intimidate_fifth: 10
	Skill_Jump_Chk: Off
	Skill_Jump: 
	Skill_Jump_half: 
	Skill_Jump_fifth: 
	Skill_OwnLanguage_Chk: Off
	SkillDef_OwnLanguage: (Japanese)
	Skill_OwnLanguage: 70
	Skill_OwnLanguage_half: 35
	Skill_OwnLanguage_fifth: 14
	Skill_Law_Chk: Off
	Skill_Law: 55
	Skill_Law_half: 27
	Skill_Law_fifth: 11
	Skill_LibraryUse_Chk: Off
	Skill_LibraryUse: 30
	Skill_LibraryUse_half: 15
	Skill_LibraryUse_fifth: 6
	Skill_Listen_Chk: Off
	Skill_Listen: 
	Skill_Listen_half: 
	Skill_Listen_fifth: 
	Skill_Locksmith_Chk: Off
	Skill_Locksmith: 35
	Skill_Locksmith_half: 17
	Skill_Locksmith_fifth: 7
	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: 40
	Skill_Occult_half: 20
	Skill_Occult_fifth: 8
	Skill_Persuade_Chk: Off
	Skill_Persuade: 20
	Skill_Persuade_half: 10
	Skill_Persuade_fifth: 4
	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: 60
	Skill_SpotHidden_half: 30
	Skill_SpotHidden_fifth: 12
	Skill_Stealth_Chk: Off
	Skill_Stealth: 60
	Skill_Stealth_half: 30
	Skill_Stealth_fifth: 12
	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: 
	Skill_Throw_half: 
	Skill_Throw_fifth: 
	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: 30
	Skill_Credit_half: 15
	Skill_Credit_fifth: 6
	Skill_OtherLanguage1_Chk: Off
	SkillDef_OtherLanguage1: 
	Skill_OtherLanguage1: 
	Skill_OtherLanguage1_half: 
	Skill_OtherLanguage1_fifth: 
	Skill_Psychology_Chk: Off
	Skill_Psychology: 45
	Skill_Psychology_half: 22
	Skill_Psychology_fifth: 9
	Skill_Computer: 
	Skill_Computer_half: 
	Skill_Computer_fifth: 
	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: Makimoto Fujiko is a plainclothes field agent belonging to a secretive Special Research Office of the Public Security Intelligence Agency (PSIA) First Intelligence Department. While the rest of the PSIA focuses on foreign threats and subversive political movements, she has been assigned to investigate potentially dangerous new religious movements, i.e., cults. 
	MyStory1: She answers directly to her senior, Special Agent Mizutani Shogo (see “The Fed” Mizutani Shogo, page @@), who allows her a significant degree of autonomy in her investigations.
Fujiko receives no public accolades for her dangerous and dirty work in the shadows, but praise is not what motivates her—she already knows she’s the best. (CONT. BELOW)
	Gear/Possessions: 
	Gear/Possessions1: 
	Assets1: 
	Skill_Fighting1_half: 27
	Skill_Fighting1_fifth: 11
	MaxSanity: 


