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Loss of Health: If your health falls below 0, you will suffer a g 4
penalty equal to it when using your combat value. So, if your H 3;
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Loss of Sanity: If your sanity falls below 0, you will suffer a penalty ; ?
equal to it when using your willpower value. So, if your sanity is P
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must deduct 2 from your willpower, and so on.

| RESOURCES L y‘is’" .| boom

ITEM
| STARTING ITEM:

OTHER ITEMS:

@E’ﬁ\ L e

T I ST RTL s ST T A AN T e ama—

| I | :-r“J

‘7.

EY R

o e - & ——

T ——— L T — N W T S R, T A W T T LT T A s o S ———w — S — |

S S S ...._|

T S ——— T O " § T NV o . i T S S

e —

S W S N

B T —— > i —

e

wowe

A BT AR T PR AT R T SRS SR T WS\ AWy E——— WAL B VAL LTTETW DT B I e N AR St i N 'E‘
— - ﬂ BILITI l:'_ —————— "':| : i i
| MAJOR ABILITY: | ! ;
| ! )
{

OTHER ABILITIES: . . e g

| ———— — | |

MAJOR WEAKNESS:

OTHER WEAKNESSES:

WO NG A A« SR (T T T

— -~ — = T e —
& o e e ——————— ——— T e " ———— T r—
e = v e B et I
)
S — R T A\ T TR £ T AN ST} 3 T s e T — I WY R S Ay e e o . — | i
o l—————— 1
. e - — 32 o
\ o) S 4 v
“

R i 77 5 S SRR - Y YT R Y BT A S N T o

*asn [euosiad 1oy Juawindop siy) Adodojoyd 03 pajuesb si uoissiwidg “sawen Jybi|4 Asejueq $70zo



S5 ~ ARKHAM
o flenes BAKER T HORROR,

THE WAITRESS

!'\-_.___..,« |

| WILLPOWER CINTELLECT | o, | COMBAT |

S o | WILLPOWER | g | INTELLECT | o, | COMBAT _
$ 5 J®C S ¥ T o

/ N

~
e e N e ‘\\-‘-._- s
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Loss of Sanity: If your sanity falls below 0, you will suffer a penalty
| é{"":‘\%. b ——— equal to it when using your willpower value. So, if your sanity is

e -1, you must deduct 1 from your willpower. If your sanity is -2, you !
. _! must deduct 2 from your willpower, and so on. !
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MAJOR ABILITY: SORCERER — Once per adventure, you may use your WILLPOWER mstead_!
of your COMBAT in a fight or test. i
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MAJOR WEAKNESS: DARK MEMORIES - Each time you spend a CLUE, roll a dice. On a roll of_!
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Loss of Health: If your health falls below 0, you will suffer a 'k
penalty equal to it when using your combat value. So, if your i p
health is -1, you must deduct 1 from your combat. If your health is i
-2, you must deduct 2 from your combat, and so on.
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= bl equal to it when using your willpower value. So, if your sanity is
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_'l must deduct 2 from your willpower, and so on.
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| MAJOR ABILITY: REPORTER - If you roll a 6 while using your INTELLECT, gain +1 CLUE.
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MAJOR WEAKNESS: REX'S CURSE - If you roll a double when using your INTELLECT or_!
WILLPOWER, treat the score on each diceasa 1. i
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{ STARTING ITEM: HIDDEN WEAPON - Once per adventure, you may add +3 to your COMBAT.
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MAJOR ABILITY: BOXER - If you roll a 6 while using your COMBAT, add +1 to your total |
| score. (If you are rolling more than one dice, add +1 for each 6. you roll.) i
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MAJOR WEAKNESS: HUNTED BY THE MOB - Each time you gain a RESOURCE, roll a die. If the
| score is below your current number of RESOURCE, do not gain a RESOURCE.
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i ——————— e Loss of Health: If your health falls below 0, you will suffer a '
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must deduct 2 from your willpower, and so on.
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Loss of Sanity: If your sanity falls below 0, you will suffer a penalty
| é{"":‘\%. b ——— equal to it when using your willpower value. So, if your sanity is

e -1, you must deduct 1 from your willpower. If your sanity is -2, you !
. _! must deduct 2 from your willpower, and so on. !
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MAJOR ABILITY: SCHOLAR — Whenever you spend a CLUE or RESOURCE as part of a test, if |
the test is successful, gain 1 CLUE or 1 RESOURCE (your choice). ’

S SRR W R s S — R BN L S — e . TE - |

AU N

T AW I T T

-asn [euosiad 1oy Juawndop siyy Adodojoyd o) pajuesb si uoissiwizd ‘sawen Jybij4 Aseyueq y70zo

[ |
|
i
i OTHER ABILITIES:
|
|
|

LSEEKER
i __ACADEMIC __ I e .
H { |ARCAN§_§TUDIES e L "-—I
, PAREATEEY e e e |
t ’ i.- ] | ;

| i §
| prmmm————— W EAKNESSEY ——— e e ey
MAJOR WEAKNESS: WHISPERS OF THE DEEP - Whenever you lose SANITY, also Iose_!
1 RESOURCE or 1 CLUE (your choice). i

|
I
l
i OTHER WEAKNESSES:
|
i
|

———— ——— s — - —— v ——
TROUBLED i
[ RN A4S L T AT RIS L 7 r— | !
e N Y A S — S — SE— | i
e e e e e e e <+ e i s 2 et — e !
* i' R e __,_Jj (&
AT] T AL Y AT W T S S T W 6 WL VLY T S T VT S T W 5 AT 7 A WS I S SN | ML B VAL LITE e T e R .f:'
e
L 4 e
{ l‘-'~ <Y e . e e s e— — T —— —— - )
N LTSS FYE AREY 0 T )N VAR I VTR AR M T Y D . -




: o RKHAM
\ - §Kkips ()°’TooLe I—I?\ORROR

[NVESTIGATORS
THE €X-CON

!' —— | e

| WILLPOWER [INTELLECT | o, | COMBAT |

| R o B 3 0% 3 T

- \\*‘-.—.—. il

e e Loss of Health: If your health falls below 0, you will suffer a Pk
,—*&\'? H E ALTH ‘ penalty equal to it when using your combat value. So, if your i v

Y 472 o —— . )
Q)&‘ health is -1, you must deduct 1 from your combat. If your health is
- 8 -2, you must deduct 2 from your combat, and so on.

.-S-A.ﬁ l T T _—I Loss of Sanity: If your sanity falls below 0, you will suffer a penalty F )
| é%:‘\ N -.“‘i equal to it when using your willpower value. So, if your sanity is

-1, you must deduct 1 from your willpower. If your sanity is -2, you
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Loss of Sanity: If your sanity falls below 0, you will suffer a penalty
| é{"":‘\%. b ——— equal to it when using your willpower value. So, if your sanity is

e -1, you must deduct 1 from your willpower. If your sanity is -2, you !
. _! must deduct 2 from your willpower, and so on. !
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MAJOR ABILITY: TRUST FUND - If you succeed in a test without spending a RESOURCE (or_!
ammo), gain +1 RESOURCE. !
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MAJOR WEAKNESS: SEARCHING FOR IZZIE - Whenever you spend a CLUE, roll a dice. If the
score is lower than your current number of CLUES, lose -1 SANITY.

|
|
i
i OTHER WEAKNESSES:
|
|
!

A —— v - = T ey T ——
1 ]
a i S S ——— | ma o AT RIS L 7 r— | !
| c——————— e —————— e w w — S e | ]
E ———— . ——— ——— s ———— & 5l — Y —— Y C———— . ——— "\ & ————. —ra— | 8
¢ i e __,_Jj ’
S —

gy ‘&

i
B — S —

LTSI T Y BT 55 T IR VPR 5 Y VT R Y BT Y S N L

e fc %9




N ~ ARKHAM
BR T "Joe Dramonp " HORROR
THE PRIVATE INVESTIGATOR

!. e . e s s m e e 1 r- e

‘ |

WILLPOWER i | INTELLECT | e | COMBAT |

Sl -laveh vy

C2 o®Ca % Caz
e - - -

| ————— i Loss of Health: If your health falls below 0, you will suffer a '

‘ <R H E A L T H ‘ penalty equal to it when using your combat value. So, if your i

Qj&: P -..'T health is -1, you must deduct 1 from your combat. If your health is
8 | -2, you must deduct 2 from your combat, and so on.

S A N l T Y Loss of Sanity: If your sanity falls below 0, you will suffer a penalty
equal to it when using your willpower value. So, if your sanity is
-1, you must deduct 1 from your willpower. If your sanity is -2, you
§ must deduct 2 from your willpower, and so on.
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{ STARTING ITEM: COLT 1911s - Start with 6 ammo. When a test allows you to spend a_!
resource to add to your COMBAT, you may spend -1 ammo instead. i
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MAJOR ABILITY: DETECTIVE - Whenever you succeed in a test, gain +1 CLUE. _l
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I MAJOR WEAKNESS: UNSOLVED CASE - Start with 1 hunch. Whenever you gain a CLUE, roll a_!
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E | dice. If the score is more than your current number of hunches, do not gain the CLUE and add !

l i +1 hunch instead. You may spend hunches as CLUES but lose -1 SANITY for each hunch used. |
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e e Loss of Health: If your health falls below 0, you will suffer a Pk
,—*&\'? H E ALTH ‘ penalty equal to it when using your combat value. So, if your i v
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Q)&‘ health is -1, you must deduct 1 from your combat. If your health is
- 2 -2, you must deduct 2 from your combat, and so on.

.-S-A.ﬁ l T T _—I Loss of Sanity: If your sanity falls below 0, you will suffer a penalty F )
| é%:‘\ D e -.“‘i equal to it when using your willpower value. So, if your sanity is

-1, you must deduct 1 from your willpower. If your sanity is -2, you
must deduct 2 from your willpower, and so on.
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| STARTING ITEM: SAILOR'S NET - Once per adventure, while using COMBAT, you may_!
i | immediately cancel the first dice roll and roll the dice again. i

OTHER ITEMS: bog
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MAJOR ABILITY: DRIFTER - Whenever you spend a resource as part of a test, if the test is |
| successful, gain 1 RESOURCE. !
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I MAJOR WEAKNESS: SIREN'S CALL - Each time you gain DOOM, spend a RESOURCE.
| Otherwise, gain 1 additional DOOM.
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THE TRAWLER
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! [:; e e e = Loss of Health: If your health falls below 0, you will suffer a '
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H E A L T H ‘ penalty equal to it when using your combat value. So, if your i
P -..'T health is -1, you must deduct 1 from your combat. If your health is
{ ~ | -2, you must deduct 2 from your combat, and so on.

i. “S‘K-ﬁﬁ?_— ’l Loss of Sanity: If your sanity falls below 0, you will suffer a penalty I )
e equal to it when using your willpower value. So, if your sanity is

-‘l -1, you must deduct 1 from your willpower. If your sanity is -2, you
must deduct 2 from your willpower, and so on.
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| STARTING ITEM: STRONG ROPE - Once per adventure, you may add +3 to your WILLPOWER. | {
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OTHER ITEMS:
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; MAJOR ABILITY: DETERMINED - When using COMBAT, if you win a round, add an additional | '
| +1 COMBAT to the next round. ’
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I MAJOR WEAKNESS: I'LL DO IT MYSELF - Each time you lose SANITY or HEALTH roll a die. If |

i | the score is below your current SANITY or HEALTH (as appropiate), gain +1 DOOM. If you lose !

!
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| SANITY and HEALTH at the same time, choose one to apply the effect (your choice).
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WILLPOWER | INTELLECT | o, | COMBAT |
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! [:; e e e = Loss of Health: If your health falls below 0, you will suffer a '

|
E

H E A L T H ‘ penalty equal to it when using your combat value. So, if your i
P -..'T health is -1, you must deduct 1 from your combat. If your health is
{ ~ | -2, you must deduct 2 from your combat, and so on.

i. “S‘K-ﬁﬁ?_— ’l Loss of Sanity: If your sanity falls below 0, you will suffer a penalty I )
e equal to it when using your willpower value. So, if your sanity is

-‘l -1, you must deduct 1 from your willpower. If your sanity is -2, you
must deduct 2 from your willpower, and so on.
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STARTING ITEM: THE BOOK OF LIVING MYTHS - Once per adventure, you may substitute | {

your INTELLECT for your COMBAT in any given fight. i !
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' MAJOR ABILITY: BLESSED, CURSED - For WILLPOWER tests, you may roll 2 dice instead of | '

1, and select one of the die of your choosing. However, if the dice roll results in a double, you '

automaticall fa|I and gain 1 DOOM.
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I | MAJOR WEAKNESS: WEEPING YUREI - When you fail a WILLPOWER test, roll a die and add |
| your COMBAT. If the total sum is equal to or less than the current DOOM, lose 1 HEALTH. !
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\_‘._._,-_-——“! Loss of Health: If your health falls below 0, you will suffer a

LTH i penalty equal to it when using your combat value. So, if your

T — health is -1, you must deduct 1 from your combat. If your health is

‘-‘\ -2, you must deduct 2 from your combat, and so on.
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Loss of Sanity: If your sanity falls below 0, you will suffer a penalty
| é{"":‘\%. b ——— equal to it when using your willpower value. So, if your sanity is

e -1, you must deduct 1 from your willpower. If your sanity is -2, you !
. _! must deduct 2 from your willpower, and so on. !
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MAJOR ABILITY: KNOWLEDGE OF POWER - Each time you gain 1 RESOURCE, gain 2_!
RESOURCES, instead. i
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-1, you must deduct 1 from your willpower. If your sanity is -2, you

COMBAT

ARKHAM
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Loss of Health: If your health falls below 0, you will suffer a g 4
penalty equal to it when using your combat value. So, if your H 3;
health is -1, you must deduct 1 from your combat. If your health is ;
-2, you must deduct 2 from your combat, and so on. :
I 3
by
Loss of Sanity: If your sanity falls below 0, you will suffer a penalty ; ?
equal to it when using your willpower value. So, if your sanity is P
L

must deduct 2 from your willpower, and so on.
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