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Montague Westinghouse III

Dilettante

Old Money

“Money isn’t the only thing that matters, but it 
certainly helps a lot.”

Though technically a student at Miskatonic 
University, you’re more of a fixture to the Arkham 
social scene who enjoys living as a socialite among the 
young and eccentric. Living off family money, you 
fancy yourself the center of attention and importance 
in all matters and think it’s only a matter of time 
before some grain of truth among all the wild stories 
that fly around campus turn into something you can 
parlay into stepping out of your parents’ shadows 
and becoming your own man.

5
 Jack of All Trades: Twice per session, may make a Test 
with Advantage where they normally couldn’t. This use 
of Advantage can override Disadvantage. 
 
Wealthy: Advantage on Tests related to obtaining gear 
or items, where your easy access to currency 
might aid you. You may also reroll a Wealth Test once 
per session if it is made with Disadvantage. 
 
Charismatic: Advantage when attempting to convince 
someone of something or otherwise influence them. 
 
Lucky: You may reroll one Test per session.
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Ester Greene

Investigator

Fishing

 “Defeat is accepted, not thrust upon you.” You fought tooth and nail to get into Miskatonic 
University. Never mind that your test scores were in the 
top 1% of the nation. Brown, Yale, Harvard - all of them 
turned you down. But Miskatonic accepted and though 
it’s been a rough road for you, proving that a young lady 
whose family was never more than working class 
fisherman could hold her own in the world of the Ivy 
League, you’ve started to carve out a place for yourself 
here and both faculty and students are beginning to take 
notice. You’re driven and ambitious, hoping to be the 
youngest woman ever to graduate from Miskatonic in its 
long, strange history.

6
Educated: Advantage when checking to see if you 
know specific information. 
 
Eidetic Memory: When Testing to recall 
information, you have seen or heard previously—even 
in passing—you succeed on a roll of 4, 5, or 6. 
 
Sound Mind: Advantage on Corruption Tests. 
 
Resolute: Advantage on all Save Tests.
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Pat Conway

Mystic

Journalism

“I’ll know the truth, no matter what!” You know there’s something out there, some terrible horrible 
secrets just beyond the headlines. You’ve read countless books 
on the subject. Whether it’s the strange events that happened 
aboard the Emma some years ago, or the stories of strange cults 
in Louisiana worshiping foul gods - it’s out there! Your 
editor-in-chief has thrown you out of his office more times than 
you can count, but the truth has to be known - even if it involves 
terrible secret cults, magic spells, and dark, sinister secrets. You 
used to be one of the Arkham Gazette’s best newspaper 
reporters, now you’re barely a column on the back of the page 
and one step from being sent down to the mailroom. But you 
know that if you can prove the truth to your editor, to your 
colleagues, to the world, then the truth will set you free!

7
Mystic: May choose to reroll a failed Corruption Test. 
However, if they fail again, they lose 2 Corruption 
instead of 1. Additionally, they may choose to lose one 
Corruption to ignore Disadvantage and gain 
Advantage on any test related to the occult or magic. 
 
Insightful: Advantage when Testing to discern whether 
or not someone is telling the truth or lying. 
 
Shrink: Once per session, you may make a Test. If 
successful, you may restore 1 Corruption to one ally. 
 
Tome Reader: You can read magic tomes
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Dr. Harrison Smith, Jr.

Explorer

Museum Curators

“Real archaeology takes work and dedication.” Parks-Boyer has been convincing people for decades 
that he’s discovered some kind of world changing secret 
with his underwater archaeology, but you remember 
back when he was a student here at Miskatonic U, and 
when he first began working as an archaeologist. 
Frankly, the man gives real scientists - of any stripe, - a 
bad name. Well you’ve sailed from one side of this 
world to the other, trekked through the jungles of the 
Amazon, and dong site digs in Giza that this fool can 
only imagine - but you want to be there, firsthand, to 
see the truth about his ridiculous theories.

6
Adventurer: Advantage when trying to decipher ancient 
languages, explore ruins, recall historical details, or identify 
relics and artifacts. 
 
Daring: Disadvantage when attempting to notice Traps, 
Ambushes, or other hazards. 
 
Seafarer:  Advantage on any Tests made to operate nautical 
vessels or equipment or to navigate while traveling by sea. 
 
Survivalist: Advantage when Testing to forage for food, 
find water, seek shelter, or create shelter in the wild. 
 
Tough: 2 additional Hit Points
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Danforth DeWolf

Athlete

Banking

"With maximum effort, I can overcome anything!" Though you've been a Miskatonic student for many 
years, you have no real interest or inclination for 
schoolwork. You only attend Miskatonic because your 
family expects it of you. 
 
The only thing you excel at is athletics. You're a 
champion football and polo player, and pride yourself 
on your excellent physical condition. 
 
You're not sure what this voyage is about, but it keeps 
you out of class.

6
Lucky: You may reroll one Test per session. 
 
Strong: You gain Advantage when Testing to do 
something with brute force. 
 
Tough: You gain 2 additional Hit Points 
 
Diehard: When an attack would reduce you to 0 Hit 
Points, it instead reduces you to 2 Hit Point. You can 
do this once per day. 
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