The Cthulhu Mythos Skill
   It is impossible to gain too much knowledge of the Mythos and remain sane. As such, for every five points of the Cthulhu Mythos skill that you gain, one of your failed stress notches becomes permanent and can never be erased (you choose which one). If you don’t have sufficient failed notches, automatically gain a permanent one in a category of your choice.

   The skill can be used to identify Mythos creatures and perhaps deduce their motivations. In most circumstances, this will be a major check, unless the creature is familiar to them, in which case it is significant.

Deep One
Body 75

Skewer or Claw 50%, Athletics 40%

Speed 50
Dodge 20%, Initiative 25%

Mind 60

Ancient Wisdom 40%, Notice 20%, Conceal 40%, Authentic Thaumaturgy 50%

Soul 60

Froglike Charm 15%, Deceive Mortal 40%

Rank-3 Unnatural check to see a Deep One. Spears cause +9 damage.

Shoggoth

Body 100
Envelop Squishy Thing 40%, Athletics 40%
Speed 50
Initiative 25%, Dodge 15%

Mind 15

Notice 15%, Conceal 15%, Authentic Thaumaturgy 15%

Soul 50

Charm 15%, Lie 15%

Wounds 150

Rank-5 Unnatural check to see a shoggoth.

Physical attacks against a shoggoth are reduced to a maximum of 1pt of damage. The exceptions are fire and electrical damage, which are halved. Shoggoths regenerate D10 wounds per turn.

Rat-Thing

Body 20

Bite And Scratch 35%, Athletics 30%
Speed 70
Initiative 35%, Dodge 60%
Mind 50

Notice 35%, Conceal 50%, Authentic Thaumaturgy 50%
Soul 40

Charm 15%, Lie 35%
Rank-3 Unnatural check to see a rat-thing, or Rank-9 if you recognise the face. Anyone killed by a rat-thing (and they tend to attack people already weakened). There are no more than two or three rat-things in Arkham, descended from Brown Jenkin. More can be found in Boston.
Ghoul (Not to be confused with the revenant of the same name)

Body 80

Wiry Athletics 45%, Bite and Claw 30%

Speed 80
Initiative 40%, Dodge 35%

Mind 55

Notice 50%, Conceal 55%

Soul 30

Charm 15%, Lie 15%

Rank-2 Unnatural check to see a ghoul. Anyone bitten by a ghoul must pass a Body check or gradually mutate into a ghoul over the course of D10 weeks, with their stats and appearance gradually altering accordingly.

Ghouls have canine faces and hoofed feet. They communicate by meeping and gibbering.
Walking Corpse

The Hollywood Dead
Wound Points:
50

Body 50 (decomposing)

General Athletics 10%, Rip Apart the Living 25%

Speed 25 (shuffling)

Initiative 15%


Mind 15 (single-minded)

Notice 15%

Soul 25 (flickering candle)

Any non-magical attacks causing firearms damage against a walking corpse actually only causes hand-to-hand damage unless a crit is rolled, in which case maximum damage is inflicted, as normal. Buckshot shotgun shells are exempt from this rule.

Star Spawn of Cthulhu
Fuck, you’re dead…

Wound Points:
300


Body 300 (massive)

General Athletics 90%, Claw Out Guts 60%

Speed 50 (lumbering)

Initiative 35%, Dodge 15%

Mind 75 (malign)


Notice 50%, Conceal 15%, Cthulhu Mythos 80%

Soul 75 (terrifying)

Mythos Magic 70%

   Rank-8 unnatural check to see a Star Spawn of Cthulhu. Each Star Spawn has a lot of Mythos spells, either that they have learned themselves or been gifted by Cthulhu. Claw attacks from a Star Spawn do firearms damage.
SWAT Officer

Body 50

General Athletics 45%, Restrain Suspect 45%

Speed 50
Drive 20%, Dodge 20%, Handgun 40%, Initiative 40%

Mind 50

General Education 20%, Notice 40%, Authority 20%

Soul 50

Charm 20%, Lie 20%, Interrogate 40%

Possessions:
One of the following: MP5 submachine gun (damage 50, capacity 30), Bernadelli SPAS-12 semi-automatic shotgun (solid slug, damage 120, capacity 8), SIG-Sauer SSG2000 Sniper bolt-action (damage 100, capacity 4), plus heavy Kevlar body armour and helmet, smoke grenades, stun grenades, Beretta 9mm sidearm (damage 50, capacity 16), handcuffs.

New England Militia Member
Body 50

General Athletics 30%, Struggle 30%

Speed 50
Drive 15%, Dodge 20%, Handgun 30%, Initiative 25%

Mind 40

General Education 15%, Notice 30%

Soul 40

Charm 15%, Lie 20%, Intimidate 30%

Possessions:
AK47 or something more upmarket if individuals can afford it, or a shotgun, or maybe a handgun. Desert Eagles are great for the sexually inadequate, but most prefer Glocks or Berettas. When things really get nasty, Michael Norman hands out his half-dozen light Kevlar vests.
Guard Dogs

Body 40
General Athletics 30%, Bite And Hang On 40%

Speed 60
Dodge 25%, Initiative 30%, Sprint 50%

Mind 20
Notice 40%, Conceal 15%

Soul 35
Wag Tail Happily 15%, Wag Tail Guiltily 15%

+3 damage from their fangs.
Captain Donald Wozlowski, Arkham PD, Avatar of the Warrior and Acting Commissioner, age 54
   The previous commissioner was killed in a car accident three weeks ago, and a replacement has yet to be appointed by the mayor. Wozlowski wants desperately to be the permanent commissioner (he feels would enable him to pursue his avatar war against crime), and will come down hard on anyone who jeopardises this by committing noticeable or prolific crimes.
   Wozlowski is 40 years old and has a wife, Helen, and three daughters, age 13, 11 and 10, and lives 32 North Sentinel Street.

Body 60

General Athletics 35%, Struggle 45%

Speed 50
Drive 20%, Dodge 20%, Handgun 40%, Initiative 25%

Mind 60

Education 20%, Notice 45%, Conceal 15%, Authority 40%
Soul 60

Charm 35%, Lie 30%, Interrogate 50%, Avatar: Warrior Against Crime 55%

Warrior 1-50%:
Does not need to take stress checks while directly pursuing his war on crime.

Warrior 51-70%: 
Anyone who fights against crime at Wozlowski’s side gains a +10% shift to all skill rolls, except for Wozlowski himself.
Lieutenant Victor Salsmund, Arkham PD, Entropomancer, age 31
   Salsmund is an entropomancer who joined the police because he figured it was a good way of gaining charges. It hasn’t worked out quite as profitable as he expected, but there’s still a lot to be said for it: he gets to drive fast, engage in the (very occasional) shootout and get into risky fights with knife-wielding thugs. Once, when things got heavy with the Arkham occult underground, he left an unregistered backup revolver at the scene of a crime after he shot an ‘unarmed’ adept who was trying to wipe his mind.

   He is a scholar in local occult history, and is currently researching the case of Walter Gilman and Keziah Mason. This will involve him visiting the Witch House, if anyone lives there. He may get the PCs involved as investigators when someone tries to steal the Necronomicon from the Miskatonic University library, unless a Miskatonic-based PC finds out about it first.
   Salsmund is single. He has a 5 year old son, Gary, the product of a charging attempt involving unprotected sex, and much of his income goes on providing a good life for the boy. He lives in the house of his late parents at 3 High Lane.
Body 55

General Athletics 20%, Struggle 40%

Speed 50
Drive 35%, Dodge 30%, Handgun 40%, Initiative 35%

Mind 60
Education 20%, Notice 45%, Conceal 25%, Authority 25%, Occult Knowledge 55%, Cthulhu Mythos 15%
Soul 60

Scarred Features 15%, Lie 35%, Bad Cop 45%, Entropomancy 45%
Salsmund is generally D10 points below his maximum Wounds and sporting minor injuries.

Spells:
Pierce The Veil (1 minor). Summons a demon which can communicate with you telepathically, but does not bind it.

Bulletproof Chutzpah (2 minor). When wounded by a physical attack, roll a D10. Even means that the attack does no damage. Lasts for a number of rounds equal to the units die of the casting roll. Cannot gain charges while using this spell.


The Evil Eye (1 minor). Minor blast. Cuts the shape of the Elder Sign into someone’s flesh. Salsmund can optionally gamble for extra damage by rolling a D10. If it’s an even, add that damage to the blast. If it’s odd, no damage is caused at all. You can gamble up to five times on a single blast.

Killing Stare (1 significant). Significant blast. Removes a ragged area of skin, but leaves the shape of the Elder Sign behind, a reversal of Salsmund’s variant on The Evil Eye.


Cage for the Dead (1 significant). You can control a summoned demon.
Possessions:
The Elder Sign ritual written down on the back pages of his police notepad (he gained a minor charge from putting it in such a risky place), police-issue Beretta 9mm (damage 50, capacity 16), three spare clips of ammunition and a backup revolver in his jacket pocket (damage 50, capacity 6), which he keeps as a potential drop-piece. In the boot of his car is a light Kevlar vest that he rarely wears, a pump action shotgun loaded with buckshot (damage 120, capacity 8), and a bandolier of 16 additional shells.
Officer Andrew Curwen, Arkham PD, Lieutenant Salsmund’s driver, age 24
   Andrew Curwen is a recent addition to Arkham Police Department. He was a rookie with Boston PD until his lover, Dr Peter Arnold, moved from the University of Boston to the Miskatonic. Curwen transferred to Arkham PD and followed him. The two of them now live together at 134 East College Street. None of Curwen’s colleagues realise that he is gay, and he is trying to avoid them finding out.
Body 50
Macho, Macho Man 35%, Restrain Suspect 45%
Speed 50
Drive 25%, Dodge 20%, Handgun 40%, Initiative 35%

Mind 50
Education 20%, Notice 40%, Conceal 15%, Authority 20%

Soul 50
Charm 20%, Lie 25%, Good Cop 40%

Possessions:
Police issue Beretta 9mm (damage 50, capacity 16), three spare clips of ammunition, nightstick (+3 damage), flashlight (+3 damage). He also wears a light Kevlar vest while on duty (protects against calibres up to .38 special handgun, 12-gauge shotgun shells or .300 Winchester Magnum rifle bullets).
Curwen only has 3 Hardened notches in Violence, and so may freak out if he kills someone.

Doctor John Antonescu Junior, PhD, Mayor of Arkham (Rep), age 49
   Antonescu intends on running for state governor and believes that he has the common sense, intelligence and force of personality to help him do so. Many of his colleagues in the Republican Party are concerned about his business practices, but it’s unlikely that any of them will voice this loudly enough to attract press attention. He will do everything possible to ensure that he can keep the city quiet until the time of the state elections, in two years time.

   Antonescu is married to Elizabeth Antonescu-Palmer, a party activist, and has two sons and a daughter. He is also having an affair with Maria Del Rigo, his Mexican housemaid. He lives in a mansion at 4 West Miskatonic Avenue.
Body 50

Jog For The Cameras 25%, Struggle 15%

Speed 50
Drive 20%, Dodge 30%, Constitutionally Protected Firearm 35%, Initiative 25%

Mind 70

Miskatonic PhD 55%, Notice 30%, Conceal 25%, Authority 50%

Soul 45

Charm 30%, Lie 40%
Possessions:
At his large home, Antonescu keeps a collection of hunting rifles (damage 80, capacity 4) and a Desert Eagle semi-automatic handgun (damage 95, capacity 7).
Ann Bishop, City Councillor (Dem) and priestess of Cthulhu, age 32
   A Democrat councilwoman, Ann Bishop opposes John Antonescu at virtually every step. Most significantly, she believes that the city’s schools are under-funded, an idea flatly denied by Antonescu, so she makes education her main battlefield. She suspects that he is intending to run for mayor in 2006 and will do anything to prevent him gaining any more power.

   She is also the leader of the local cult of Cthulhu and is totally insane. In public, she displays an absolute intensity and obsession for detail in all things. The pictures and furniture in her office are symmetrically laid out, her suit is immaculately spotless, and her makeup is understated but effective. However, when she gets home, she and her husband (David Bishop, also a cultist) frequently head down into their cellar/dungeon, strip naked, slash at each other with thin-bladed knives and then smear themselves with the other’s excrement. Occasionally they involve carefully chosen third persons in the debauchery (either willingly or unwillingly). She has personally carried out nineteen human sacrifices over the past ten years, recently kidnapping them from the Gilman Hotel in Innsmouth, which David secretly owns as a cult front business. The couple live at 6 West Saltonstall Street.
Body 45

General Athletics 15%, Struggle 25%

Speed 50
Drive 20%, Dodge 30%, Handgun 25%, Initiative 25%

Mind 65

General Education 45%, Notice 30%, Conceal 15%, Authority 15%, Authentic 
Thaumaturgy 60%, Cthulhu Mythos 60%
Soul 60

Charm 45%, Lie 25%

Possessions:
Bishop carries out her sacrifices using a jagged Deep One knife crafted from a single shard of seashell (+3 damage). She carries a .38 Revolver (damage 50, capacity 6) on her person at all times, in case a member of a rival cult finds out her identity. There is a mirror in her and David’s bedroom that is kept covered with cloth – it is a scrying window dating back four weeks. One of the makeup compacts in her handbag actually contains two pinches of the dust of Ibn-Ghazi.
Rituals:
Contact Deep Ones, Dreams from Cthulhu, Create Scrying Window, Plutonian Drug, Raise the Dead, Dominate, Powder of Ibn-Ghazi.
David Bishop, cultist of Cthulhu and serial rapist, age 33

   David is a sick and twisted individual. When he first met Ann in a bar in Newburyport in 2000, he intended to slip rohypnol into her drink, take her back to his flat and rape her. In the event, she was on the lookout for a sacrificial victim and they simultaneously drugged one another. With both of them under the influence, they ended up having brutally rough sex in a dumpster and woke up in love and with hazy memories of the whole incident.

   Ann introduced him to the cult of Cthulhu and he rapidly became enamoured of the power that magick, particularly the Dominate ritual, has over people. He hates post-modern magickal adepts, however, and sees them as a bunch of fucked up psychotics (look who’s talking…). Should he encounter one and be able to get away with it, he has no problem with killing them in the cruellest way possible. Authentic Thaumaturgists, anyone else who successfully uses ritual magic, and avatars, will receive a grudging respect, even if he’s trying to kill them at the time. This also means he will put them out of their misery more quickly, so it isn’t all good.
Body 70

College Football 45%, Struggle 50%
Speed 55
Drive 15%, Dodge 45%, Handgun 40%, Initiative 30%

Mind 45

General Education 15%, Notice 25%, Conceal Body 30%, Cthulhu Mythos 35%
Soul 35

Charm 15%, Lie 15%

Possessions:
David generally has a break-open 12-bore shotgun (damage 120, capacity 2) under a blanket on the back seat of his station wagon. The seat conceals a hiding place for stashing sacrificial victims before or after a ritual. There’s also a tyre iron (+3 damage) in the passenger foot well and a hunting knife (+3 damage) in the glove compartment. He keeps a .357 magnum revolver (damage 60, capacity 6) in the inside pocket of his outdoor jacket and has the rituals Dreams of Cthulhu and Dominate written down on a folded and worn piece of paper in his pocket so that he doesn’t forget them. Occasionally he carries a stun gun (struggle roll, no damage, but target misses two actions and must take a Body roll or pass out, recovering by passing a Body test every 15 minutes until an hour has passed).
Rituals:
Dreams from Cthulhu, Dominate.

Doctor Claudette Van Mildert, clinical therapist and director of Arkham Sanatorium, age 40
   Claudette is a charming woman who looks several years younger than she is. Always incredibly sensitive to both the natural and unnatural, it seemed natural to her that she go into therapy as a career. She gained her PhD from the University of Boston in 1989 and has worked at Arkham Sanatorium since 1999. She is the GMC to whom any PCs suffering from psychological trauma will be referred should they need help. Despite being able to see the auras of adepts and avatars, Claudette has no idea what these two aura types mean, and will try and work it out when confronted with an adept or avatar patient.
   Claudette is unmarried, but is seeing Clive Winkelman, a lawyer who lives in Boston. She lives at 236 East Derby Street, just down the road from the sanatorium.
Body 50

Jogging To Work 20%, Repel Agitated Patient 30%

Speed 50
Drive 15%, Dodge 25%, Initiative 25%

Mind 70

PhD 55%, Notice 40%, Conceal 20%, Psychiatry 55%
Soul 65

Empathic Charm 45%, Lie 20%, Aura Sight 25%

Possessions:
A notepad and pencil, tape recorder and video camera for recording sessions.

Doctor Samuel J. Burridge, Emergency Room, St. Mary’s Teaching Hospital, age 45

   Dr Burridge has been at the Miskatonic University’s teaching hospital since he was a student. He firmly believes in universal healthcare and has repeatedly petitioned both the state governor and Mayor Antonescu for additional funding for the hospital. He is a deeply caring man, but working in the emergency room has meant he knows when to drop the bedside manner and snap at troublesome patients.
   Burridge is married to Amelia and has a son, Roger. He lives on St. Andrew’s Boulevard in Kingsport.
Body 60

Athletics 35%, Punch Out Obnoxious Asshole 35%

Speed 55
Drive 20%, Dodge 15%, Initiative 35%

Mind 65

Medicine 50%, General Education 50%, Notice 40%, Conceal 15%

Soul 60

Bedside Manner 40%, Lie 15%
Possessions:
Nothing worth stealing, apart from his doctors’ equipment, ID and white coat.
Colonel Jack Tyree, National Guard Armory commander and Mythos investigator, age 52

   Jack Tyree is a seasoned Mythos investigator and member of the occult underground. His grandfather was the commander of National Guard forces sent into Innsmouth in 1929 and died in a lunatic asylum. Tyree’s primary investigative role in Arkham is to prevent either the cult of Cthulhu or the regular occult underground from gaining a foothold within the Massachusetts National Guard. He does this by passing the names of everyone who joins up to a private detective firm in Boston that acts as cover for a team of fellow investigators. So far, he believes he has been successful and is unaware of the growing cult threat within Arkham. If informed of the gravity of the situation, there is no doubt that he would provide assistance, although he would be incredibly reluctant to give weapons to untrained civilians. Typically he would call in colleagues from Boston and the Miskatonic University.
   Tyree is a widower (his wife’s body was found in Hangman’s Brook in winter 1996, having apparently slipped on an icy path and drowned after striking her head), and has two grown-up sons, both of whom are in the US Marine Corps and serving in Iraq. He lives at 14 East Armitage Street.
Body 65
Athletics 45%, Hand-to-hand Combat 45%

Speed 60
Drive 30%, Dodge 30%, Initiative 45%, Firearms 45%

Mind 55
Education 20%, Notice 35%, Conceal 30%, Military History 40%, Authority 20%, Cthulhu Mythos 25%, Occult Knowledge 40%
Soul 50
Charm 20%, Lie 15%, Leadership 35%

Possessions:
Tyree always carries a Desert Eagle semi-automatic handgun (damage 95, capacity 7) and at least two spare clips. At home he has an M16 assault rifle (damage 60, capacity 30), although it is incapable of automatic fire.
Dr Peter Arnold, Professor of Religious Studies and Mythos investigator, age 46

   Peter Arnold recently moved down here from Boston to take up a research position at Miskatonic University. He is a seasoned Mythos investigator, and so has lots of little nervous habits, such as flinching at loud noises and always insisting on having bright lamps on in his office, so as to eliminate shadows, and has filled the office corners with filler (he once used the Plutonian Drug and mistakenly believes a Hound of Tandalos is after him).

   He works with Colonel Jack Tyree of the Massachusetts National Guard, but has not yet voiced to him his fears about a burgeoning cult of Cthulhu within the town. He fears that Tyree would go in, guns blazing, and prefers to hold off until he has gathered more evidence. He will try to use the PCs to find this evidence.

   Arnold lives with his significantly younger partner, Officer Andrew Curwen of Arkham PD. Arnold makes no attempt to conceal his sexuality at work, although they are not a public couple because Curwen fears the response of his fellow officers should they find out. They live together at 134 East College Street.

Body 50
Athletics 25%, Struggle 15%

Speed 50
Drive 15%, Dodge 15%, Initiative 25%

Mind 65
Education 45%, Notice 45%, Conceal 15%, Cthulhu Mythos 35%, Religious Knowledge 60%

Soul 60
Charm 35%, Lie 25%

Possessions:
Dr Arnold is terrified of firearms, but keeps a small revolver (capacity 6, damage 50) in his desk at the university, plus another identical one at home, should he ever be confronted by cultists or monsters and be forced to kill himself.

Lisa Rowntree, Staff Reporter on the Arkham Advertiser and Sleeper agent, age 37
   Lisa Rowntree has worked on the Arkham Advertiser for seven years, following a six month stint on the Arkham Gazette (she was fired for sleeping with the editor’s 17-year-old daughter). Prior to that, she worked on the New England Enquirer and is reticent to discuss what made her leave a more prestigious position for a backwater like Arkham.
   The truth is that she is a field agent for the Sleepers, keeping an eye on the active Arkham occult underground. She does not believe in the Mythos, although she knows that certain members of the local underground do. Her job is to ensure that news stories about unnatural events do not make it into circulation; she has direct influence over the Arkham Advertiser, and the Arkham Gazette holds back from spook stories because it does not want to appear more downmarket than the already tabloid Advertiser. If an event slips past her guard, it is her responsibility to deal with it. She isn’t one for violence though, and often calls in assistance from a cell of Sleepers based two hours away, in Vermont.
   Rowntree lives alone in Apartment C34, Tunbridge House, West Church Street, overlooking the Miskatonic University campus. She is currently single and feeling it.

Body 50
Athletics 25%, Struggle 30%

Speed 55
Drive 30%, Dodge 20%, Initiative 30%, Firearms 15%

Mind 60
Education 25%, Notice 50%, Conceal 40%, Photography 35%, Write Prose 50%, Occult Contacts 25%, Mundane Contacts 55%
Soul 45
Charm 35%, Lie 40%
Possessions:
Rowntree owns a Glock 9mm semi-automatic handgun (damage 50, capacity 17), although she will rarely have it on her during her day job. Instead she carries a can of pepper spray (struggle roll to hit, no dodges allowed, victim takes Soul test or is blinded for 2 rounds and cannot dodge, causing a rank-3 Helplessness check) in her coat pocket. At home, she also owns a light Kevlar vest (protects against calibres up to .38 special handgun, 12-gauge shotgun shells or .300 Winchester Magnum rifle bullets), and a sidearm baton (+3 damage). She keeps a copy of the Bind Thaumophage ritual at the bottom of the tin she keeps her teabags in.
Michael Norman, Global Liberation Society graduate and leader of the New England Militia, age 55
   Michael Norman served a tour in Vietnam towards the end of the war, and felt colossally betrayed when Nixon pulled out the troops. Since then he’s ridden with biker gangs, joined a series of gun clubs and founded the New England Militia in 1990. The paramilitary group has no particularly extreme political views (indeed, there are members from all parts of the spectrum) besides being pro-guns. They don’t kick up a fuss about it, which has kept them relatively safe from FBI or ATF scrutiny. This isn’t to say they like the G-men though; indeed, they are intensely opposed to federal government interference in local events. Norman’s own belief is that the old New England area should be a self-governing sovereign nation as part of a looser confederation of American nations, rather than the current state system.

   The NEM survived the post-Waco era and still have a compound three miles west of Arkham. In 2001, Norman heard about the Global Liberation Society’s opposition to federal rule and went along to check them out and train with them. He stayed the whole course, but felt the GLS’s politics to be too extreme for the NEM. He believes in the use of violence to defend one’s property and family, but sees the GLS as little more than a terrorist group for their aggressive anti-globalisation policies. Instead of sending further members of the NEM to the GLS compound, he began training them himself, using the skills taught to him on the course.
   Michael Norman is a trustworthy and honourable man, but he distrusts representatives of the government (the NEM communicate entirely by encrypted email, thus bypassing the Federal Postal Service). He will not co-operate with Massachusetts State Troopers, but has no real problem with Arkham PD unless they he sees that they are working with the FBI.

Body 60
General Athletics 50%, Okinawan Karate 45%
Speed 50
Drive 30%, Dodge 25%, Initiative 40%, Firearms 40%

Mind 55
Education 15%, Notice 30%, Conceal 30%
Soul 50
Charm 20%, Lie 20%, Public Speaking 35%

Possessions:
M16 assault rifle with semi-automatic capability (damage 60, capacity 30), Uzi fully-automatic submachine gun (damage 60, capacity 32), a Glock 17 handgun with armour-piercing bullets, plus crates of spare ammunition and a small army of thirty loyal followers.
Chloe Greenwich, Homeless Seer and Annihilomancer, age 26
   Chloe hangs about on various street corners in Arkham, happily being disgusted by people’s obsession with personal possessions as they flaunt their cars, their shoes, their suits and their loved ones. She is a loner and is difficult to speak to. However, she does know virtually everything that goes on in town. She can name almost every member of the Arkham occult underground (with the notable exceptions of Victor Salsmund and the Cult of Cthulhu), and generally knows a little about what’s going on around the town.

   Chloe has been homeless since she burnt down her Boston home three years ago and abandoned her life in that city. There is an outstanding warrant on her for this, so she tries to avoid the police, although Arkham PD have no idea of her full identity. She is, however, still holding the remnants of the major charge that destroying her old life gave her, so isn’t a pushover by any means. In addition, she insists that anyone asking for information must bring three items of personal value for her to burn. If magick is necessary for the answer to be found, she spends two of the gleaned minor charges on The Facts Laid Bare and keeps the third, but she will answer normally if she can and keep all three charges.
Body 35
General Athletics 25%, Stick You With Her Knife 20%

Speed 50
Dodge 20%, Initiative 25%, Run Away From Danger 35%

Mind 50
Education 15%, Notice 30%, Conceal 40%, Watch And Learn 35%
Soul 40
Charm 15%, Lie 15%, Annihilomancy 35%
Possessions:
The tatty clothes on her back and a rusty kitchen knife (+3 damage). She also has a box of matches on her at all times, to make charging easier, and a pack of chalk for writing down the questions asked of her by customers.
Charges:
Chloe has 4 significant charges and sixteen minor charges.

Spells:
All Things Pass (2 minor). Chloe can touch an inanimate object no larger than her hand and it will instantly crumble into white dust.
The Facts Laid Bare (2 minor). A question is written on the ground in chalk. Chloe rubs it out with her hand, and the one-word answer appears.

Lesser Cleansing (2 minor). Minor blast. All items of emotional value within ten feet burst into flames. This is particularly nasty against people wearing flashy clothes.

Weight of the World (1 significant). All valueless artefacts in the immediate area flies towards the target. This may be painful.

Hugo Osmond, Kleptomancer and Jewel Thief, age 50

   Hugo was a skilled thief even before he became an adept, breaking into jewellers and museums across the north-east and stealing to order. In 1992, he had a nervous collapse after his wife left him and this awoke his inner magickal abilities. Becoming a self-taught kleptomancer, his effectiveness as a thief increased massively. He still works as a thief for hire, although he is now able to pick and choose who he works for, since he has no shortage of incoming job offers.
   He is normally a pacifist, but has no problem with defending himself using the Steal Breath minor blast, since this only incapacitates a person, rather than physically harming them. He will never offer violence and if caught without charges, he will try to surrender or escape.

   Hugo lives alone at 3 West Miskatonic Avenue, next door to his main charging victim, Mayor Antonescu.

Body 45

General Athletics 40%, Struggle 15%

Speed 70
Drive 30%, Dodge 45%, Initiative 35%, Cat Burglar 50%

Mind 65

General Education 15%, Notice 50%, Conceal 45%, Plan Break-In 45%, Locksmith 

25%
Soul 50

Charm 20%, Lie 45%, Kleptomancy 40%
Possessions:
Breaking and entering tools, dark clothing, a big house full of nice things.
Charges:

3 significant charges and 4 minor charges.

Spells:
Instant Locksmith (1 minor). Opens any single lock, but doesn’t deactivate any alarms or anything.
Loser (2 minor). Everyone except the kleptomancer forgets the whereabouts of a single item for 15 minutes, provided the owner isn’t paying attention to it when the spell is being cast, or it is against their skin. The item can be as large as a small briefcase.
The Little Switcheroo (3 minor). Any two loose items (neither larger than a grapefruit) that you can see switch places. The switch occurs as soon as possible after the spell as cast, but only when no one is looking (even the blink of an eye is long enough).

Downtime (1 or 2 significant). For the next half hour, no electronic devices respond to your presence at all (security cameras, televisions, telephones, and so on). A second charge can extend this ability to up to half a dozen companions provided they remain within two or three yards of you.

Petra Valtescu, Mechanomancer and Shopkeeper, age 34
   Petra Valtescu runs Arkham Firearm Supplies, and has done for eight years since her father died. He also taught her the art of mechanomancy, which she has put to good use in creating her ‘husband’, James Butler. She isn’t keen on firearms, but believes that people need protection against those who use illegal firearms, so she sells them. She is, however, incredibly strict on weapons sales and will fill out all the forms and carry out all the required background checks. She also keeps sample fired rounds from all of her purchases and keeps strict records on all her sales, so that she can assist the police with their enquiries into any crimes committed using one of her items of merchandise.

   Petra isn’t particularly outgoing, although she has an immense sexual appetite, fulfilled superbly by James Butler and never (yet) by a real man. If such a person were to offer her sex, she’d almost certainly accept, even if just out of curiosity.
   Petra and James live above their shop at 23 North Peabody Avenue, overlooking Independence Square.
Body 50

General Athletics 25%, Struggle 15%

Speed 55
Drive 25%, Dodge 15%, Initiative 30%, Firearms 45%
Mind 70

Education 15%, Notice 40%, Conceal 30%, Gunsmith 30%, Repair Mechanic 40%
Soul 60

Charm 20%, Lie 15%, Mechanomancy 45%
Possessions:
As many legal firearms as she wants, but normally just a Beretta (damage 50, capacity 16). She also has a number of small clockwork devices around her apartment and in the (private) back room of the shop beneath. Oh, and James the walking dildo, of course.

James Butler, Standard Automatic Clockwork 
   James was created by Petra Valtescu to act as a bodyguard, servant and sex toy. He is a genial sort of ‘person’, and speaks with an impeccably cut-glass English accent (the kind that every English person who isn’t a cockney or on Frasier has when on US television, yet only a few people have back in the UK). He also helps Petra out in Arkham Firearm Supplies, which is handy, because he doesn’t mind not being paid; helping Petra is its own reward.
   Unfortunately, James is a jealous lover and may get angry if someone other than him sleeps with Petra.

Body 100
Athletics 75%, Struggle 50%, Power Train 40%
Speed 100
Dodge 30%, Firearms 50%
Mind 50

Notice 30%, Conceal 25%, Mechanical Tinkering 35%
Soul 60

Charm 45%, Lie 15%
Possessions:
Not much, although he does have a 12-gauge pump-action shotgun loaded with slugs (capacity 6, damage 80).

Charging:
James charges his power train through a key inserted into the small of his back, just to the right of his ‘spine’.

Gunfire:
Gunshots cause hand-to-hand damage.
New Rituals:

Shrivelling (1 significant charge). This is a minor blast ritual, requiring two rounds to chant and a successful rank-5 Unnatural test to cast. The effect on organic matter is similar to the flesh being charred, but without the heat or fire. Inorganic matter or supernatural creatures are not affected by this ritual.
Contact Ghoul (1 minor charge). This ritual must be cast at midnight in a graveyard, whereupon a single-line sentence in medieval Arabic must be read aloud. If there are any ghouls in the local area (likely in urban areas, not so much in rural areas), they will be drawn towards the graveyard.

