1965

James Carter
You come from the strange and haunted line of the Carters, and share their curse. Unlike most of your relatives, you’ve got little time for books and academia, although you were friendly in your youth with your uncle Randolph, before he vanished mysteriously. Instead of losing yourself in books, you were a man of action. In 1941, you volunteered to fight in Europe, leaving your fiancée Elizabeth behind. She tried to persuade you not to go, but you didn’t listen. 

A German shell caught you in France, and you lost most of your left arm and leg. You nearly died there in the mud, but you hung on for Elizabeth. They shipped you home  a few months later, but some fool in the Army sent a telegram home first, claiming that you’d died, and Elizabeth had gotten married to another man. In fact, she married your former best friend, Sam Ward. He took everything worth living for from you, and you retreated into the whisky bottle.

You sold your family house, a crumbling ruin on the edge of Arkham. It was full of only painful memories anyway. You remember the last night you spent there, getting drunk with Sam. You made him promise to take care of Elizabeth while you were gone, and wandered through the orchard where you played as a boy. You remember something about a silver key that once belonged to your uncle, and waking up with a headache…

Ah, why bother remembering? Happy memories from your youth just show you how empty and bitter your life is today – a broken cripple, living in a filthy bedsit, and drinking to forget. You see Sam and Elizabeth some days – he’s a professor now, and she’s married to him. It still hurts after all these years.
Roleplaying Notes: Carter’s a bitter, broken man, who has been stripped of his idealism by his injuries.
Sam Ward: Your former best friend.
Elizabeth Mason: Your ex-fiancée, now Sam’s wife. You still love her, but she married Sam when she thought you were dead. You’d never have given up on her if your positions had been reversed.
	Investigator Name: James Carter
Occupation: None
Colleges, Degrees: 
Birthplace: 
Mental Disorders: 
Sex: M Age: 43
	STR: 10
DEX: 5
INT: 12
Idea: 60
CON: 11
APP: 14
POW: 16
Luck: 80
SIZ: 10
SAN: 50
EDU: 13
Know: 65
99-Cthulhu Mythos: 99
Damage Bonus: none





	

	Accounting 10%
	Anthropology 1%
	Archaeology 1%

	Astronomy 1%
	Bargain 50%
	Biology 1%

	Chemistry 1%
	Climb 40%
	Conceal 35%

	Credit Rating 70%
	Cthulhu Mythos 0%
	Dodge 50%

	Drive Auto 40%
	Electrical Repair 10%
	Fast Talk 5%

	First Aid 30%
	Geology 1%
	Handgun 40%

	Hide 60%
	History 40%
	Jump 25%

	Law 5%
	Library Use 25%
	Listen 50%

	Locksmith 40%
	Machine Gun 15%
	Martial Arts 1%

	Mechanical Repair 20%
	Medicine 5%
	Natural History 10%

	Navigate 17%
	Occult 60%
	Operate Hvy. Machine 30%

	Persuade 15%
	Pharmacy 1%
	Photography 10%

	Physics 1%
	Psychoanalysis 1%
	Psychology 5%

	Ride 50%
	Rifle 65%
	Shotgun 30%

	Sneak 30%
	Spot Hidden 45%
	Submachine Gun 45%

	Swim 25%
	Throw 25%
	Track 60%

	.303 Lee-Enfield* 65%
	.32 Revolver* 65%
	Fist/Punch 50%

	Head Butt 10%
	Kick 25%
	Grapple 25%


