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1. A near miss on
the road

2. Orchard Run Gas
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3. Greenapple Acre
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4. Abandoned vehicle
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Handout: Dead 1a AND HANDOUTS

NI A ST

The wseful, ifp wnonthodox, nesident of
the caslkel—ouwh “Sin-eaten” —ib, ab Par ay
9 ecan ascertain, no- cvealilve el ventby
brouwn Lo svebence. Whewe UL canve

Prom— and when—J do nob know, nov aid
my predecesso from whom 4 inhenited
it, thowghy il by wndouwhledly many
centunies obd, i not mowe. Jty whey hawe
heen many ovev the yeary, althowgh i
has predominantly beern employed Lo vid
cenbain bocal socially- conseiowy
Pamibies of wwanted offspring, be they
the wesulbl of centunies of inbheeding,
wnfortunate accidenty, ov othen
wnwhobesome activitiey. The Legality of
the chealune sy wse iy debatabbe; iy
epicacy by nol, esern in such cases whenve
death by othev mearny proved
intnactable. My conseience i UL
maltern— and that of those who- canme
before me— iy cbear, Lo many of the
“ohibdnen’ woubd neven have suhied
vegarvdbesy, gurern thein deformiliesy 0
othen, besy obuiouws, abnovmabities. A
Lor the nest, the Lond, does nol Sufferv
sweh blasphemies Lo bive.




AND HANDOUTS Handout: Dead 15
TR

s iy albl thingsy: safety Fivst. Shoubd, the
M- ealen escape ity congines, then the
onby way to veeall it iy to proide it
WHLh @ switably prepaned, ‘patient,” such
that it becomes satiated, and bethangic
and wiblingly wetuwns to its coflen,
dnsenibe the spinal mank ( shown) in
blood ( preferably the patient’s, but not
essential) on the patient’s Forvehead. The
palient does not need to be g chibd, but
W must be human and, natunhably, abive
al the point of contact; expeniments urith
animabys and covpses carried out by my
anlecedents wene, apparently, most
wrsalisfaclony. Jp the patient is
CONSCLows, then they uibl need to he
suilably westvained. Qnce abf
preparalions arve complete, perform the
vecibalion ay phonetically tvanseribed
bebowr and permit the sin- eaten Lo
penfonm it duties, afler which, it wibl
velun Lo ity casket. Qnce it iy UHthin,
cbose the bid, and veal it imimediately
with a bibenal application of the
aromalic wax ointment.
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- COLLECTED MAPS
Handout: Dead 1c 3 : AND HANDOUTS

Eee-yal Eee-yal

Hej makesh menee.

Saak mizef kayivsee wenigen.
Nakaarn wely nee sep naymimna.

9 was talghl the sin eatev car be
wummoned and divected Lo seek oul @
person ab bome distance, i the corvvech
phraseobogy by wsed, thisy being subtly
diflerent Lo the prO-CeAUNVE previously
noted, wequining modification Lo the
symbol patlev and, phvaying. d d/%\ﬁg/z}@

this bebouw- bul wa -
\«m/mww\wmw/ﬁ\




_‘_‘—-‘.L R

e e (0LLECTED MAps T e

AND HANDOUTS Handout: Dead 1d

I e

i\
s
3
1 . | s e M
;’i S . & m— "‘. 42' V{?x( P % —




COLLECTED MAPS

AND HANDOUTS

Handout: Dead 2
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WEYLAND HOUSE
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WEYLAND HOUSE

Storage
> Room Pantry WC

Store / Access
Room

FIRST FLOOR PLAN

Up to Cupola

I

e ! L

Down to 2nd Floor

Rear Balcony

CUPOLA PLAN
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SECOND FLOOR PLAN ScaLe
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Front Balcony

Weyland House Keeper Map

v B e 5 ANTY BT - & W B S AT N S N S TN W S, I6 T - T e e KT il it o T P AT
= Temrn _ Ees SRS S - o 7 L = ol /a - 4 S s L = - . e _ &2 wssaxwssm vl
p — !
P4 rA
4




. -.5 —

— ST (OLLECTEDMAPS | 2 T ———
AND HANDOUTS 3

Handout: Saturnine 1a

Handout: Saturnine 15
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Handout: Saturnine 2a

Handout: Saturnine 26
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[ have said tefore [ do notheliove it was aheart attack. My
father was murdered. [ am certain of Thic, but/ §\&\§wm
AL/ have is The fex he followed. That musthe it. Lester
 Grorman soled hum The boote and latpr. Who is he'? Whay oicl
he wanZmy father dead 7
 The only wag +o obtain proof icto follow in my father’s
| foolsteps and Trap The being That did This 1o him once it
 appears again. [ am confident| can holol it heve once i it
 swmoned. [ know The arle by which [ can intervogate it. [f it
| withstands my guestioning, at least [ will have it imprisoned
 Fo show others. The anthorities will havetr believe methen.
N willdranw wpon The power of Saturntv constructa ward that
- will hold The spinit. Jigils created from vt keamea will mark
| The forr cardinal directions and Tarn The howse ivts a pricon
| canuotescape. Should The need arice, These mayy be brought
 together arvwnd The spiritts banish ity aleints lightening o
| novse arvwnd its neck wntil it has no direction left-in whichfo

= Qm_\hw but back+v The tnvisible world from whence it came.
N Barvier. Bind. Obstacle. Priton. These wores will hoto The

, u\\v.\w.%v.&\%%x\h g&x&\%\ Em@ S&m&h@h nggw&w
, &Sﬂ%g&ﬂm\vé @mgﬂm&\\\g\% m\&&\%?&\&w\:\w howse

 and prevent any el from § The confines o/ This house.

- Midnightt. 78 months have cometo an end. [/ falFomovron
and [ follow tn all my father’s fortsteps, wltimarely +o my
own grave, [ hopeThat someone might one day read thic and.
 succee in bringing the guilly o pustice. May the fruit of
| any vietry The spirit may atlan provets be asatirnine
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Handout: Saturnine 7

GENESIS CHAP II1.

[22] And the Lord God said, Behold,
the man is become as one qf us, to know
good and evil: and now, lest be Puz‘
fbn% bis hand, and take also qf the tree
qf lifé, and eat, and live fbrever:

[23] 4T/9€r§ﬁ)re the Lord God sent him
fbri% ﬁom the gdm’en qf Eden, to till
the grouna’ ﬁom whence he was taken.
[24] So be drove out the man; and be
Pldcea’ at the east qf the gdm’en qf Eden
Cherubim, and a ﬂdming sword which
turned every way, to keeﬂ the way qf

the tree qf lifé.
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1920S FRA [NVESTIGATOR

Name Edouard Mansour Diop
Player
Occupation Former Boxer
Age 32 Sex M

Residence_New York City EDU
Birthplace Saint-Louis, Senegal 14 Know

o e PN 70 )mﬁw

-~ 108 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30%

131 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 |Z
54 55 56 57 58 59 60 61 62 63 64 65 66 67 686971 72 73 74 75 76:';.
77 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99

08 09 10 11 12 13 14
34 35 36 37
57 58 59 60

o Out of Luck

01 02 03 04 05 06 07

15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30

38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53|
61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76|

77 78 79 80 81 82 83

(] Accounting (05%)
0 Anthropology (01%)
(] Appraise (05%)

| Archaeology (01%)
m Art/ Craft (05%)

% (7] Fighting (Brawl) (25%)

— O FastTalk(o5%)w

-
—l 3 (Handgun) (20%)

O

O

i
O (lli(il’er/lghotgun) (25%)
m

1BEEADADED

(3 Charm (15%)

(3 Climb (20%)
Credit Rating (00%)
Cthulhu Mythos (00%)

(7 Disguise (05%)

[ Dodge (halfDBY)

(J DriveAuto(20%)

3 Hec Repalr(107)

% (3 First Aid (30%)

% 0 History (05%)

% (3 Intimidate (15%)

% d Jump (20%)

% 0 language (Other) (01%)

N
N

N = =N
mE2N| | e

=y
(=]

84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99|

(14

06
11

D law(os%)

(3 Library Use (20%)

[T listen (20%)

(7 Locksmith (01%)

[ Mech. Repair (10%)
[ Medicine (01%)

[ Natural World (10%)
(3 Navigate (10%)

(7 Occult (05%)

(3 Op. Hv.Machine (01%)

(3 Persuade (10%)
H Pilot (01%)

—| O Sleightoftand (10%)

—1 7 Spotidden 5%

% (7 Stealth (20%)

_} J Survival (10%)

— 0 Swim ot

% (3 Throw(20%)

% 7 Track (10%)

English
3
%0
30
a

LD

% 0 langua%e (Own) (EDU)

NS

) Psychology (10%)
a Psychoanalysis (01%)
(3 Ride (05%)

Unarmed

Regu [ar Hard  Extreme

75 37 15

Damage;
1dz + db

Rangem

Attacks
1

Ammo

Damage

Bonus

Build

Dodge

/l\\:.u?ﬁ




Traits_ Cheerful and friendly,

Personal Description Handsome and dapper,
with a warm smile and kind eyes.

unless crossed. Can really hold

a grudge if he believes

someone has wronged him.

Ideclogy/Beliefs Since settling in New York,

Edouard has become heavily involved in the

Injuries & Scars

growing civil rights movement.

Significant People

Phobias & Manias

Meaningful Locations

Arcane Tomes, Spells & Artifacts

Treasured Possessions _His light-heavyweight

boxing championship medals and belts, which

Encounters with Stra nge Entities

he proudly displays on his apartment walls,

along with framed newspaper articles about

his victories.

Cadillac Type 59

Spending Level $50

automobile

Cash $250

Assets $25,000

&C lls

Fumble| Fail [Regular| Hard |Extreme| Critical

Levels of Success:

100/96+ >skill | <skill | vaskill| "/sskill | 01

Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Wounds & Healing

First Aid heals THP; Medicine heals +1d3 HP

Major Wound = loss of > max HP in one attack
Reach 0 HP without Major Wound = Unconscious
Reach 0 HP with Major Wound = Dying

Dying: First Aid = temp. stabilized; then require Medicine

Natural Heal rate (non Major Wound): recover THP per day

Natural Heal rate (Major Wound): weekly healing roll




Born in the then-capital of Senegal, Saint-Louis, Edouard was, on the whole, a kindly child, but

one who would always stand up for the little guy against bullies and thugs. His family immigrated

to France when he was just a teenager, where his father, an amateur boxer of some renown in

Senegal, encouraged his son into the ring, much to his mother's dismay.

Edouard proved to be a talented fighter and soon began to make a name for himself. Only the

outbreak of war prevented him from becoming a light-heavyweight champion at that time.

During the war, Edouard served in the French military, where his bravery was recognized with the

award of the Croix de Guerre.

After the war was over, Edouard returned to boxing and won several titles before his promoter

encouraged him to make the move to America. Billed there as the "Parisian Pugilist," Edouard

won several more title fights before retiring and settling down in Harlem to enjoy his winnings,

and share them with others less fortunate than himself. He is currently the owner of Diop's Gym,

where he and others train African American youngsters in the art of boxing.




1920S FRA [NVESTIGATOR

Name_Grace Riley

Player

Occupation Private Investigator

Age 27 Sex _F

Residence

Birthplace Toronto, Canada

Know

EDU

ETT RS BX

50 |

08 09 10 11 12 13 14
31 32 33 34 35 36 37
54 55 56 57 58 59 60
77 78 79 80 81 82 83

15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
38 39 40 41 42 43 44 45 46 47 48 4951 52 53
61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76
84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99

/CTHULHU

08 09 10 11 12 13 14
31 32 33 34 35 36 37
j 54 55 56 57 58 59 60
77 78 79 80 81 82 83

o Out of Luck
15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53|

61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76|

01 02 03 04 05 06 07

(] Accounting (05%)
0 Anthropology (01%)
(] Appraise (05%)

| Archaeology (01%)
m Art/ Craft (05%)

Photography

% (7] Fighting (Brawl) (25%)

— O FastTalk(o5%)w

22 Fi
?l 3 (Handgun) (20%)

O

O

i
O (lli(il’er/lghotgun) (25%)
m

(3 Charm (15%)

(3 Climb (20%)
Credit Rating (00%)
Cthulhu Mythos (00%)

(7 Disguise (05%)

[ Dodge (halfDBY)

(J DriveAuto(20%)

3 Hec Repalr(107)

% (3 First Aid (30%)

% 0 History (05%)

% (3 Intimidate (15%)

% d Jump (20%)

84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99|

(10
02
07
12
17
22

) I Insane 01 02 03 04 05 06 07

W
=

04
09 E

14
S
=
w

24

= |
= |

O wiost)

% H Science (01%)

(3 Library Use (20%)

Elln)

[T listen (20%)

Do

(7 Locksmith (01%)

% (7 Sleight of Hand (10%)

(T Mech. Repair (10%)

—1 7 Spotidden 5%

[ Medicine (01%)

% (7 Stealth (20%)

(7 Natural World (10%)

_} J Survival (10%)

0 Navigate (10%)

— 0 Swim ot

(7 Occult (05%)

% (3 Throw(20%)

(3 Op. Hv.Machine (01%)

% 7 Track (10%)

(3 Persuade (10%)

H Pilot (01%)

% 0 language (Other) (01%)
20 D

French
8
2
25

LL%ELL%LLELL%L{

L[S}

) Psychology (10%)

a Psychoanalysis (01%)

(3 Ride (05%)

Unarmed

Regu [ar Hard  Extreme

25 12 5

Damage;
1dz + db

Rangem

Attacks
1

Ammo

Damage

Bonus

Build
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Traits_Intelligent, curious, and

Personal Dcscription Quite tall and slightly built. Grace
prefers to keep her hair long so she can change style

always keen to learn something

whenever she feels like it (although she usually has it in one

new.

or two buns for convenience). Dark brown, slightly sad eyes.

Ideology/Beliefs

Injuries & Scars

Significant Peoplc Her family. They might be
many miles away, but knowing they're there is

Phobias & Manias

a source of great strength to Grace.

Meaningful Locations The battlefields of France,
which gave her freedom, maturity, and a true

Arcane Tomes, Spells & Artifacts

sense of the value of life.

Treasured Possessions

Encounters with Stra nge Entities

Set of lock picks

Spending Level $10

Camera and spare film

Cash $60

Private investigators

Assets 51,500

license (Canadian)

SkiII Characteristic Rolls

Fumble| Fail [Regular| Hard |Extreme| Critical

Levels of Success: | 1001064 >skill| <skil |vaskl] skl | 01

Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Wounds & Healing

First Aid heals THP; Medicine heals +1d3 HP

Major Wound = loss of > max HP in one attack
Reach 0 HP without Major Wound = Unconscious
Reach 0 HP with Major Wound = Dying

Dying: First Aid = temp. stabilized; then require Medicine

Natural Heal rate (non Major Wound): recover THP per day

Natural Heal rate (Major Wound): weekly healing roll




Born and brought up in a large, bustling family in Toronto, Canada, Grace has spent her entire

life surrounded by people. She loves getting to know folks and learning all about their lives. Her

Mama always called it "natural curiosity," but Grace is happy to admit that she's probably just

nosy.

Grace's father died when she was still quite young, meaning that she worked in a variety of jobs

from an early age to help keep food on the table for her brothers and sisters. As a result, she's

very comfortable assuming a variety of roles, based on her observations of how people behave.

Although she loves her family with all her heart and soul, Grace was also aware that if she didn't

get out, she was destined to end up like her mother: working all the hours God sent, worn out

through her obligations, and surrounded by hungry mouths to feed. When the Great War broke

out, Grace volunteered her services and became an ambulance driver.

It was while she was delivering casualties to a field hospital that Grace met Lily Bergeron. The two

immediately hit it off and became firm friends. So much so, that, after the war was over, they

decided to combine Lily's love of mystery and Grace's curiosity to form their own business: the

Riley and Bergeron Detective Agency.
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Name_Hector Bonilla
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Occupation Trainee Reporter
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Personal Description Baby-faced, with short dark  Trits_Enthusiastic and hard
hair and the faintest of outlines of a mustache. working, although smart
His dark eyes have a wary look in them. enough to know when he's

being taken advantage of.

Ideclogy/Beliefs Raised as a devout Catholic by Injuries & Scars
his parents, although he fears his abuela's tales
of the supernatural may be all too true.

Significant People Phobias & Manias

Meaningful Locations Arcane Tomes, Spells & Artifacts

Treasured Possessions _His straw boater. He Encounters with Strangc Entities
bought it himself with his first pay packet and

doesn't care what anyone thinks about it. He
loves it.

Notebook, pencil, straw Spending Level $10
boater. Cash 540
Assets 51,000

&C lIs
Fumble| Fail [Regular| Hard |Extreme| Critical
100/96+| >skill | <skill | vaskill| /sskill | 01

Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Levels of Success:

Wounds & Healing
First Aid heals THP; Medicine heals +1d3 HP

Major Wound = loss of > max HP in one attack
Reach 0 HP without Major Wound = Unconscious

Reach 0 HP with Major Wound = Dying
Dying: First Aid = temp. stabilized; then require Medicine

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




Hector's family all worked in the sugar industry in Caguas. Not him, though - he wanted a better

life, one full of excitement. Growing up, he loved listening to the stories his abuela told him, even

if her tales of ghosts, spirits, and other strange creatures did scare him. The fact his parents

deeply disapproved of the old woman filling his head with such superstitious nonsense only

made it more attractive.

For a while, Hector wondered if he might like to become a novelist, but he couldn't think what to

write about. So, instead, he settled on becoming a journalist in the greatest city in the world -

New York! Aged 15, he almost managed to stow away on a cargo ship, but was caught three days

into the crossing by the crew. Thanks to his quick thinking and even faster talking, Hector

managed to convince the captain to let him work the rest of his passage to the United States.

That's pretty much what Hector has been doing ever since: using his gift of the gab to parlay his

experience from one job into the next. And, after working as a post boy at "The Evening World,"

Hector finally convinced some of the old newshounds to take him under their collective wing and

teach him their trade. Sure, he only gets the stories they're not interested in, but his day will

come...
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Always smartly dressed in suits made

Traits. Competent, sensible, and

Personal Description
with his family's textiles. His brown hair and mustache are neatly

mostly conscientious, but with

groomed; both now display the odd gray streak or two. His pale

a tendency to daydream.

blue eyes often seem to be staring off into the middle distance.

Ideology/Beliefs

Injuries & Scars

Significant Peoplc His wife and children. He
loathes having to leave them behind when he

Phobias & Manias

travels for business.

Meaningful Locations

Arcane Tomes, Spells & Artifacts

Treasured Possessions _ 1 he gold fob on his watch

chain, which contains a lock of hair from his

Encounters with Stra nge Entities

wife, and each of his three children.

Gold pocket watch, chain

Spending Level $50

and fob.

Cash $350

Cigar case (full) and a cigar

Assets $35,000

cutter/lighter.

SkiII Characteristic Rolls

Fumble| Fail [Regular| Hard |Extreme| Critical

Levels of Success: | 1001064 >skill| <skil |vaskl] skl | 01

Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Wounds & Healing

First Aid heals THP; Medicine heals +1d3 HP

Major Wound = loss of > max HP in one attack
Reach 0 HP without Major Wound = Unconscious
Reach 0 HP with Major Wound = Dying

Dying: First Aid = temp. stabilized; then require Medicine

Natural Heal rate (non Major Wound): recover THP per day

Natural Heal rate (Major Wound): weekly healing roll




The eldest son of a prosperous textile mill-owning family in the Peak District, England, Jacob was

always destined to follow in his father's footsteps and take over the running of the family

business when the time came. But his father, Josiah, insisted that he start at the bottom and work

his way up, as was the family tradition - none of this walking into the big office without knowing

how the rest of the company worked nonsense.

Having served his time in numerous areas of the company, Jacob is now off traveling the world in

the Sales and Distribution department, something which takes him far from home for long

periods of time. He doesn't particularly enjoy it, but he's a largely conscientious sort of chap who

takes his responsibilities seriously, even if he would much rather be off doing something more

exciting - you know, climbing a mountain, discovering a new species in the jungles of Africa, etc.

As a result, Jacob has a tendency to become distracted from his work by opportunities for

adventure and experience. Despite his usual level-headedness, he enjoys confounding people.




Name_Lily Bergeron

1920S FRA [NVESTIGATOR

Player

Occupation Private Investigator

Age 26 Sex _F

Residence

Birthplace Montreal, Canada 11
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Personal Description Of average height and Traits_T0ugh, determined, and
build, with hazel eyes and chestnut brown hair, no nonsense.

styled in a no-fuss bob for ease of

maintenance.

Ideology/Beliefs It's important to know, and face, Injuries & Scars
the truth, however hard that might be.

Significant People Phobias & Manias

Meaningful Locations Arcane Tomes, Spells & Artifacts

Treasured Possessions_A photograph of her Encounters with Strangc Entities
family, taken just after Philippe signed up. It's

the last photograph she has of her beloved
brother.

.32 revolver and Spending Level $10
ammunition Cash $60

Private investigators Assets 51,500

license (Canadian)
Family photograph

&C lIs
Fumble| Fail [Regular| Hard |Extreme| Critical
100/96+| >skill | <skill | vaskill| /sskill | 01

Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Levels of Success:

Wounds & Healing
First Aid heals THP; Medicine heals +1d3 HP

Major Wound = loss of > max HP in one attack
Reach 0 HP without Major Wound = Unconscious

Reach 0 HP with Major Wound = Dying
Dying: First Aid = temp. stabilized; then require Medicine

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




Lilian (Lily) Bergeron was born in Montreal, Canada. Her father, a well-known French Canadian

industrialist, and her English mother, a writer of children's story books, encouraged both of their

children to fully exercise their bodies and their minds in pursuit of their calling, whatever that

might turn out to be.

Lily's childhood was a safe and secure one, although she and her older brother Philippe were

always somewhat embarrassed at having been the stars of their mother's stories. That safety and

security vanished with the Great War. Philippe was killed in action, and Lily ran away from home

to nurse on the front. She couldn't bring her brother back, but she could help make sure other

sisters didn't have to suffer her loss.

Always a voracious reader, Lily was particularly attracted to mystery and adventure stories. After

the war, searching for something to do and not interested in making nursing her career, she

decided to train as a private investigator. She joined forces with her best friend, Grace Riley, a

former nursing colleague, originally from Toronto, and together they opened the Riley and

Bergeron Detective Agency. They go wherever a case takes them in their search for the truth,

with Lily often acting as the "muscle" to Grace's "brains."
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Name Rose Preston

Player

Occupation

Medical Student

Age 21 Sex _F

Rcsidcncr‘ Boston, Massachusetts

Birthplace Brockton, Massachusetts
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Personal Description Slender and a little on the Traits_Clever and observant,
short side. Rose has strawberry blonde hair cut although people often

into a waved bob, and brilliant green eyes. She underestimate her due to her
looks young for her age. youthful appearance.

Ideology/Beliefs Injuries & Scars

Significant People Her father. He has always Phobias & Manias
believed in her, and encouraged her to make

the most of herself.

Meaningful Locations Boston University School of Arcane Tomes, Spells & Artifacts
Medicine. It's a great honor to have been

accepted into such an illustrious women's
medical training facility.

Treasured Possessions Encounters with Stra nge Entities

Notebook, pen and pencil. Spending Level $10
Dissecting kit. Cash $70

Assets 51,750

| & Characteristic Rolls

Fumble| Fail [Regular| Hard |Extreme| Critical
100/96+| >skill | <skill | vaskill| /sskill | 01

Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

Levels of Success:

Wounds & Healing
First Aid heals THP; Medicine heals +1d3 HP

Major Wound = loss of > max HP in one attack
Reach 0 HP without Major Wound = Unconscious

Reach 0 HP with Major Wound = Dying
Dying: First Aid = temp. stabilized; then require Medicine

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




Rose Preston is the apple of her doting father's eye. Her mother, on the other hand, much prefers

Rose's younger brothers, and isn't entirely convinced that all this education isn't wasted on a girl.

Rose and her father know better.

Always fascinated by how bodies work, Rose initially toyed with the idea of becoming a

veterinarian, but her small size and dislike of large livestock (especially cows) soon put paid to

that idea. She did wonder about becoming a nurse, something her mother approved of, but her

father insisted she should aim high and apply for Boston University School of Medicine. Both she

and her father were utterly thrilled when she was accepted.

Rose adores her studies and works hard to make her family, especially her father, proud. She

knows she has a lot of responsibility resting on her shoulders as the first member of her family to

go to university, and she is determined to become an exceptional doctor, serving her community

in any way she can.




