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Name:

Occupation: Class:14
Judge Edgar Houghton

Judge
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1d8 1d4

Rifle (D8), Revolver (D6)

Indomitable - Roll with Advantage when making a Save against deception, mind control or attempts to 
cloud perception. 
 
Savvy - You gain an additional step in Flashlights (already adjusted above). 
 
Sizing Up - You have a keen eye for weakness; gain a +1 to Hit and Damage an opponent at a cost of 
making a Flashlight roll after every such attack.

The Honourable Judge Houghton is a prominent circuit court judge from Chicago. Still spry and 
adventurous for a man in his late fifties, he is the party's self-appointed leader. 
The gentleman is an expert shot with both his trusty Winchester rifle and a Colt service revolver. He 
keeps the loaded pistol on his person at all times. 
A keen judge of character, as well as the law, he can use body language to tell if someone is either lying or 
withholding vital information. 
Judge Houghton also has extraordinary willpower, able to resist most attempts at persuasion or trickery. 
However, when he fails a Sanity Die roll, the man generally responds with stubborn refusal to accept the 
situation or admit defeat, even in the face of grave danger.
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Name:

Occupation: Class:10
Ada Houghton

Dilettante
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1d8 1

Shotgun (D6, -2 to hit, +2 steps to damage)

Swings & Leaps - You roll with Advantage on Saves when performing acrobatic tasks, like climbing, 
jumping, leaping, swinging and flipping. 
 
Deduction - Once per game session, you can apply your powers of deduction and reasoning to reach an 
apposite conclusion - and require the GM to provide a hint to the next best step. 
 
Influential - You gain an additional step in Smokes (already adjusted above).

The younger wife of Judge Houghton, Ada is a wealthy dilettante in her mid-forties who loves the great 
outdoors and is quite athletic for her age. Mrs. Houghton is also very persuasive at getting other people to 
do what she wants. 
The judge's wife has expertise with her double-barrelled shotgun, but is not proficient in melee combat 
(at Disadvantage with melee weapons). 
Graced with remarkable eyesight as well as intellect, she is especially good at spotting hidden details when 
investigating something. 
Extremely curious by nature, when Ada fails a Sanity test, she usually reacts to the frightening event with 
morbid curiosity. Unable to resist a good mystery, she wants to learn more about what is really going on.



Strength
vs Melee attacks 
Harm that cannot be dodged

Dexterity
vs Melee attacks 
Harm that can be dodged

Constitution
vs Poison, disease, pain, 
and instant death

Wisdom
vs Decpetion, illusion, and complexity

Intelligence
vs Puzzles, magic, and alien science

Charisma
vs Mind control, hypnosis, glamour

Special Abilities

Supplies

Attack Damage
Armed Unarmed

Hit Points
Hit Die

Sanity

Notes

Cthulhu Hack

Flashlights
Spot, Recall, Research

Smokes
Coerce, Carouse, Bully

Name:

Occupation: Class:12
Dr. Donald Sawyer

Dentist
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1d8 1d4

Rifle (D8), Dog (D6)

Field Medicine - Once per gaming hour, outside combat, you can heal another character d6 lost Hit 
Points. 
Scrounger - You can offset the loss of an equipment’s Resource die by losing an Investigation Die 
instead. 
Tactical Advantage - As part of your action, you can make an additional attack against the same or a 
different target (see below)

A successful dentist in his early sixties, Dr. Sawyer is the oldest member of the hunting party. He is a good 
friend of the Houghtons, whom he has known for many years. 
The old man is armed with a Remington rifle, for which he carries extra ammo. He also has with him a 
hunting dog, a large Alsatian named Fang, which he may order to attack (Tactical Advantage) as if it were 
a second weapon. The dog is fiercely loyal and would sacrifice its life to defend him from danger (roll its 
Supply Die while in melee combat). 
Although only a dentist by profession, he has sufficient medical expertise to treat injuries that do not 
require major surgery or the knowledge of a specialist. 
Ever the realist, Dr. Sawyer will react to any failed Sanity Die rolls by attempting to rationalize his 
circumstances. He will steadfastly insist that all perceived bizarre occurrences have perfectly logical 
explanations, regardless of actual evidence to the contrary.
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Name:

Occupation: Class:13
Ian Corey
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1d8 1d4

Heavy Hitter - Increase melee damage by one step (if currently 1, raise to 1d4). 
 
Ripped - You roll with Advantage when making a Save to lift, drag, snap, break, wrestle or otherwise 
exerting your strength. 
 
Surprise Attack - In the first Moment of any combat, you can inflict twice the normal damage with the 
weapon in hand.

Ian Corey is the descendant of Irish Catholic immigrants, who originally settled in the Toronto area after 
the Great Famine. A "jack of all trades", he has been many things in his forty-year lifetime, including a 
lumberjack and fur trader. The man was hired by the Houghtons for this expedition mostly to cook food 
and stay behind to tend the campfire, while the other members go in search of moose. 
Ian has no special skills with guns (at Disadvantage with ranged attacks), but is handy wielding a wood axe. 
In addition, the woodsman always carries with him a Bowie knife, which he is also adept at using. 
If the man has a weakness, it is that he often deals with stress by drinking from his flask of Canadian 
whisky. Ian will immediately take a swig after failing a Sanity Die roll, any negative effects of which are to 
be decided by the GM.
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Name:

Occupation: Class:15
Motega

Guide
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1d6 1d4

Bow (D8, treat as Rifle)

Adrenlin Rush - Once per game hour, while in combat, recover a Hit Die of lost HP. 
 
Animal Handler - You roll with Advantage when handling, riding or challenged by common animals. 
 
Like a Rock - While standing still you temporarily gain 2 Armour Points and do +2 melee damage, but 
DEX Save at -2.

The Métis Indian man known as Motega, a name which means "New Arrow", was the child of a voyageur 
father and a mother from one of the Cree tribes. At just over thirty, he is the youngest member of the 
group, but the only person with an inherent knack for tracking down game. Motega was employed by the 
Houghtons to help guide these city folk through the wilderness during their moose hunt. 
While not experienced with firearms, he is very proficient with a hunting bow. Likewise, Motega also has 
expertise with a long knife that he always keeps close at hand. 
Not seeing much of his French-Canadian dad as a boy, Motega spent his youth listening to strange tales 
told by his maternal grandfather, a respected tribal shaman. He can still remember much of this folklore. 
Perhaps because of this, however, the Indian tracker is very superstitious. Normally brave in dire 
situations, if he fails a Sanity test, Motega will display primal fear, wanting to get far away from whatever 
caused this reaction.
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