STR

DEX

INT

IDEA


CON

POW

APP

LUCK


SIZ

(IDEA=INTx5, LUCK=APPx5) [1000 POINTS TO SPEND ON SKILLS]

CUSTOM SHEET

Sanity        1   2   3   4   5   6   7   8   9   10   11   12   13   14   15   16   17   18   19   20   21   22   23   24   25   26   27   28   29   30   31   32   33   34   35   36   37   38   39   40   41   42   43   44   45   46   47   48   49   50   51   52   53   54   55   56   57   58   59   60   61   62   63   64   65   66   67   68   69   70   71   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   

Hit Points    Dead       -2    -1     0   +1    (unconscious)  2     3      4    5     6      7     8     9   10   11   12   13   14   15   16   17   18   19   20   21   22   23   24   25   26   27   28   29   30   31   32   33   34   35   36   37   38

Magic Points  0 (unconscious)   1    2     3     4     5     6     7     8     9   10   11    12   13   14   15   16   17   18   19   20   21   22   23   24   25   26   27   28   29   30   31   32   33   34   35   36   37   38    39   40   41   42

Psychic Points  0 (unconscious)   1    2     3     4     5     6     7     8     9   10   11    12   13   14   15   16   17   18   19   20   21   22   23   24    25    26    27   28   29   30   31   32  33   34   35   36   37   38    39   40   41   

FIRE ARMS


Fast Draw Pistol (00)


Rifle/AR (25)



Fast Draw Slung Weapon (00)


Shotgun (30)



Pistol (20)


SMG (15)


Fumble range:  Skill 60 = 96-100.  Skill 70 = 97-100.  Skill 80 = 98-100.  Skill 90 = 99-100.  

Skill 100+ = 100 (always)

HELD WEAPONS (use damage bonus) [Note: may not parry with flail, polearm or whip.]


Axes (20)              (hand) d6, (large) d8


Knives (25)                     (S)d4 (L)d4+2



Axe Parry (05)


Knife parry (00)



Clubs/Brawling (40)          (S)d6  (L)d8


Pole Arms (10)                             d10+1



Club/Brawling block/parry (5)


Swords (15)              (cane) d6  (reg) d8



Flail (10)                                            d8


Sword Parry (10)



Garrote (10)                        d4 + special


Whip (10)                          d3 or grapple


NATURAL WEAPONS (use damage bonus)


Block (fist parry) (25)


Head Butt (10)                          d4+stun



Dodge (30)


Kick (25)                                            d4



Fist/Punch (50)                                   d3


Martial Arts (00)



Grapple (25)                                special


Martial Arts (weapon) (00)


MISSILE WEAPONS (use half of damage bonus)


Blowpipe (10)                       d3+poison


Lasso (05)                                  grapple



Bola (05)                              d4+grapple


Net, Thrown (05)                       grapple



Boomerang (05)                                 d6


Shuriken/Throwing Star (10)             d4



Bow (10)                                            d8


Sling (05)                                           d6



Crossbow (20)                                    d8


Spear (15)                                          d8



Dart (15)                                             d3


Throwing Axe (15)                            d6



Grenade/Baseball/Rock (25)    d4 or sp.


Throwing Knife (15)                         d4


Heavy Weapons


Flamethrower (10)


Rocket Launcher/RPG (10)



Grenade Launcher (10)


Turretted weapons, MG or cannon (10)



Hy Machine Gun, Tripod mounted (10)





SKILLS


Accounting (10)


Library Use/Research (25)



Acrobatics  (10)


Linguistics (00)



Acting  (10)


Listen (25)



Animal Handling & Training (___)(05)


Lip Reading  (05)



Anthropology (00)


Literature  (00)



Apprasal (10)


Lock Lore (00)



Archaeology (00)


Lockpicking, Electronic (00)



Architecture (00)


Lockpicking, Mechanical (00)



Art Lore (05)


Mathematics (advanced) (00)



Art ____________________ (05)


Medicine (05)



Astronomy  (00)


Meditation  (00)



Bargain (05)


Memory (20)



Biology (00)


Mimicry (10)



Boating ___________________ (10)


Natural History (10)



Botany (00)


Navigation/Land (10)



Bureaucracy  (00)


Navigation/Sea, Air (00)



Business/Industry Lore (00)


Occult Lore (05)



Carpentry/Woodcraft (10)


Parachuting (00)



Cartography/Make, Read Map  (05)


Pharmacy (00)



Chemistry/Alchemy (00)


Philosophy (00)



Climbing (40)


Photography (10)



Computer use, general (20)


Physics (00)



Computer use, hacking (00)


Pilot (______________)  (00)



Computer use, _______________ (00)


Political Science/Ideology (00)



Conceal/Camoflague/Holdout (15)


Prestigitation/Pick Pockets (00)



Contortions (10)


Psychoanalysis (00)



Cooking  (20)


Psychology/Empathy  (05)



Counter Surveillance (05)


Religion  (10)



Cryptography (00)


Repair, Mechanical (20)



Cthulhu Mythos (00)


Ride __________________(05)



Current Events (20)


Running, long distance (05)



Dance (05)


Running, sprinting (05)



Demolitions  (00)


Safecracking (00)



Disguise (05)


Security Systems Lore (00)



Drive Car (30)


SCUBA (00)



Drive Motorcycle (20)


Singing  (05)



Electronics/Electronic Repair (10)


Sixth Sense/Danger Sense (05)



Etiquette ___________________ (05)


Skiing (05)



Etiquette ___________________ (05)


Signaling (05)



Evidence Analysis (05)


Spot Hidden/Find (25)



Fast Talk (05)


     Feel (15)



First Aid (30)


     Smell/Taste (15)



Forensics (00)


Spy Lore (00)



Gambling  (00)


Stealth (10)



Geography (05)


Streetwise (05)



Geology  (00)


Surveillance (05)



Gunsmithing (00)


Survival (__________________) (05)



History  (20)


Swim (25)



Interrogation (00)


Tactics (00)



Intimidation (05)


Teaching (10)



Jump (25)


Tracking  (10)



Jury Rig (05)


Traps, setting & disarming*  (05)



Law (05)


Zoology/Animal Lore (05)


Other skills (that need to be added later)




Forgery (00)






Catch (20)






Science (0) ___________________






Science, weird (0)





Languages (spoken and written where possible, all start at 0 except native which is 100%)





























CREATING YOUR CHARACTER

IDEA: INT  x5

LUCK:  APPx5

KNOW: EDU x5

Spells: INT xbook rating

SAN (starting): POW x5



Hit Points: avr of CON & SIZ (round up).

The player rolls 9d6; all STATS start at 9 – these points may be added to those.  No STAT may be higher than 18. 

INT divided by 10 x money made per year in savings.//People with Business (skill) multiply by:

01-25:x1.5//26-50x2//51-75x4//76-80x6.

Magic Points = POW

Psychic Points = INT

Magic Spells:  Must be learned from big scarey books.

Psychic Powers:  Check vs ½ INT to see if the player gets a random psychic power.  Everytime INT raises 

or lowers, they get another check.

In game, if you are called upon to make a STAT x1 or x2 or x3 roll and succeed, you get a check in your STAT.  At the end of the session, when you do your other skill checks,  you roll 2d6.  If they total 7, the statistic improves.  If you roll a 2, the strain has been too much and the stat drops by 1.

Damage Bonus Table:

STR +SIZ
Add/Subtract from damage:

-2 to 12

--d6

13-16

--d4

17-24

00

25-32

+d4
Note:  For DG campaign, a combined 30 is max; no knuckledragers.

33-40

+d6

Martial arts (PLAYTEST RULE): 

Unless the player builds up a seperate (weapon) martial arts from 00 their weapon martial arts skill is always HALF of what their regular martial arts skill is. 

Successful rolling of this (weapon martial arts) allows the player to roll an additional dice of damage for the weapon. The damage is HALF of the standard damage for the weapon up to d4. Only traditional weapons - no gunfu. 

Insanity rules:  

If you lose 5+ points in a single roll, make an  Idea (INTx5) roll.  If you succeed, you temporarily go insane.  If you fail,  you  don'’ get it.

It is importaint to keep track of insanity points lost and what they were lost to.  After you reach the maximum (ask GM), then you will not be able to continue losing  SAN for that particular creature.

Insanity maximums:

Gore = 10 points.

Cold blooded murder = 20 points.

