Eternal Lies - Conversion notes for Call of Cthulhu
 - Act Two : Malta



Eternal Lies

Call of Cthulhu 6th Edition Conversion

Malta

Effect of Maltese Nectar
Getting high on the Maltese Nectar is a 1/1d4 SAN loss, each time the investigator partakes. Resisting the opportunity to take Nectar again requires a successful SAN check.

While high, all of the investigator’s skill rolls are halved.

Travel to Valletta (page 217)
Private charter crews or follow passengers requires a successful Psychology check.

1. Arrival in Valletta (page 220)
At the city’s records office: 

Turning up the paperwork in Montgomery Donovan’s name at the city records office requires a successful Library Use roll (core clue)
A successful Psychology check will reveal the clerk is telling the truth.

If the investigators try to work their way up the bureaucracy chain, a successful Credit Rating or Psychology check while talking with them will allow the investigators to realise the officials are looking the other way.

Other Venues:

A successful Library Use check at the local library will turn up the picture of Donovan and his wife at the Royal Opera house (core clue).

A successful Fast Talk or Credit Rating roll at the opera house will provide the information about the donation and that Donovan is widowed.

Jerome Humphrey can be tracked down by an investigator check around and making a successful Photography or Library Use check.

Asking around might well attract the attention of one of Donovans agents. Base the likelihood of this happening on how the investigators go about their business. Keeper option: If in doubt, a successful Luck roll might allow them to avoid discovery. 
2. Valletta footwork (page 221)
This pretty much should play out as described.

3. Donovan’s Domains (page 223)
Renting a boat requires a successful Credit Rating check if the investigators Credit Rating is 40% or less. For those with higher credit ratings, treat it as an automatic success.

Swimming to reach the yacht requires a successful Swim roll.

Avoiding detection from land requires a successful Hide check. Keepers option: Rather than have every investigator check, you could just ask whoever has the lowest skill checks to see if they’ve been spotted.

Anyone making a Chemistry or Pharmacy skill check at +50% will easily recognise the unwashed glasses were used for alcohol without mixers. 
The mountings for the paintings and the symbols can be spotted with a successful Art skill check (treat as a core clue if they use this skill) or Spot Hidden check (at usual chances)

The watered down Nectar can be identified with a successful Occult, Chemistry or Pharmacy check.

The designer dresses can be identified with a successful Art or Credit Rating check. Keepers option: Female dilettantes and socialites might be allowed an automatic success or an EDU x 5 check here.
The yacht can be started by making a successful Drive, Mechanical Repair or Locksmith roll. Retries can be attempted at the cost of time. Keepers option: A fumble might denote the engines briefly start then stall, alerting the guards on the shore.
The Townhouse (page 224)

Monitoring the house without being spotted requires a successful Hide check. Allow the investigators bonuses to their skill of up to 30% for clever ideas of how to blend in.

A successful Electrical Repair skill roll will allow the investigator to note that electricity is a recent addition to the structure.

Cutting the electricity to the building likewise requires a successful Electrical Repair skill check if the investigator can get into the garage.

A successful Listen check will allow the investigator to recognise the languages spoken by the people who come and go.

Noticing the doors are reinforced against blasts and fire requires a successful Craft (demolitions), Physics or Mechanical Repair roll. (core clue)

The decorative symbols can be identified with a successful Occult roll. (core clue)

A successful History check will identify the gargoyles as antiques of German origin.

The buildings unusual cleanliness will be obvious to anyone making a successful Spot Hidden roll.

DONOVANS STAFF , Servants of a driven man (page 225)

George
 
Margarita

Silvio


John
STR
11


9


13


13

CON
13


11


12


13

SIZ
13


11


10


11

INT
14


12


12


10

EDU
14


10


12


10

POW
10


13


10


9

DEX
11


12


11


13


APP
12


13


9


13

HP
13


11


11


12

Skills:


Raise Eyebrow 70%
Cook 65%

Speak English 45%
Drive 70 %


Speak English 70%
Speak English 60%
Speak Maltese 75%
Maltese 60%


Speak French 70%
Speak French 75%



French 60%

Getting Inside (page 225)
Passing oneself off as a servant requires a Disguise check at half.

A successful Art (Architecture) or Mechanical Repair roll will allow the investigator to surmise the tunnels may reach underneath the grounds.

Scaling the house and entering via the window requires a successful Climb check followed by a Stealth check.

Cutting the phones or electricity to the building requires a successful Electrical Repair skill check but will immediately alert the inhabitants that something is going on.

Taking a guard down silently takes a successful Stealth check on each round of combat.

The staff will surrender if threatened with physical violence or intimidation. 

To make individual guards surrender requires a successful Psychology check. If there are two guards, the skill roll must be made at half.

If the guards are alerted, any stealth or disguise rolls must be made at half.

Donovan’s Guards (page 226)
The guards military training can be spotted by any former Cop, Private Investigator or Soldier making an INTx5 check.

A successful Psychology roll made while conversing with a bribable guard determines he’s for sale.

Donovan’s Guards (page 227)

#1
#2
#3
#4
#5
#6
STR
14
12
12
11
13
11

CON
12
13
12
14
14
12

SIZ
10
11
10
10
12
10

INT
9
8
10
8
12
9

EDU
10
11
10
9
9
13

POW
12
10
11
9
12
10

DEX
12
9
11
13
11
13

APP
11
13
12
11
10
11

HP
11
12
11
12
13
11

Skills : 

Climb 50%, Dodge 35%, Drive 40% , Jump 35%, Spot Hidden 35%, Throw 35%

Attacks: 

Fist 55%, Damage1d3 

Knife 40%., Damage 1d4+1

Pistol 40%, Damage 1d10

Gargoyle Mouths (page 227)
STR 6

DEX 0

CON 14
SIZ 2

INT n/a 

EDU n/a 
APP 0

POW 20 
SAN n/a  
HP 13

SAN Loss: 0/1d4 

Skills: Listen 40%,  Spot Hidden : 55% , 

Attack : 

Bite 50%, Damage 1 hp + the investigator must roll CONx5 or be stunned for one round with the pain.

Spit Bile  40%, range 10 meters, Damage 1 hp + Bile*

*Victims subject to a bile attack must immediately try to resist a Potency 12 attack with their CON. Those who fail have accidentally ingested some of the Maltese nectar, and are subject to its effects.

Investigating Inside (page 227)
The nectar stains can be identified with a successful Occult, Chemistry or Pharmacy check.
The gray market nature of Donovan’s art collection can be detected by anyone making a successful Anthropology, Archaeology or Art skill roll.

The valuable nature of the books in the library can be obvious to anyone making a successful History or Library use roll.

A successful Accountancy roll will spot the dummy nature of the ledger.

A successful Occult roll (or Spot Hidden by a character with a background in religion) will spot the journal masquerading as the Gateway to Godhood.

The Nectar stains in the bathroom can be identified with a successful Occult, Chemistry or Pharmacy check.

The ashes in the bedroom can be identified as burnt photographs with a successful Photography skill roll.

The discrepancy in the bedrooms size can be detected with a successful Mechanical Repair .

If an investigator states they are examining the floor, a successful Spot Hidden roll will turn up the scuffs and the gargoyle head.

The match between the photographs and the ashes in the bedroom can be spotted with a successful Photography roll .

Spell: Grant Sight to Stone (page 228)
Costs 3 magic points, 1d3 San, takes 30 minutes to cast.

4. Pursuing Donovan (page 228)

Shadowing Techniques (page 229)
Investigators need to make a Hide check at each stop during the day to avoid being noticed. Allow them a +30% bonus for the first check they each personally make to replicate the benefits of swapping in/out when shadowing Donovan.

Spotted tails need to make all subsequent Hide checks at half.

Moving Against Donovan (page 230)
Reuse the statistics above for Donovan’s guards. 

Donovan Talks (page 230)
Donovan will be willing to talk about the cult, so no skill roll is needed here, just someone who is prepared to listen.

Likewise, Donovan is willing to give his personal account to anyone prepared to listen.

A successful Psychology roll reveals Donovan has been lying to himself, but the investigator making this roll can use this insight to get Donovan to tell the truth.

Montgomery Donovan,Sr (page 231)
STR   13
DEX   11
CON 15
SIZ 13
INT  13


EDU  14 
APP    13
POW  14
SAN 20 
HP 14

Skills : 

Climb 60%, Credit Rating 70%, Cthulhu Mythos 25% , Drive Auto 40%, Fast Talk 70%, Jump 45%, Listen 40%,Occult 40%, Ride 50%, Sneak 40%, Spot Hidden 50%

Insanities: Paranoia

5. Watching the Warehouse (page 232)
Extracting information out of the Harbour master should be based mainly on the payers role-playing rather than dice rolls

A successful Psychology or Bargain roll during the conversation will allow the investigator to realise the harbour master has probably taken a bribe to look the other way.

A successful Bargain roll, or a bribe (or an Accounting roll while examining the records) will learn about the incoming freighter. (core clue)
6. Field of Mouths (page 232)

Sprinting across the field of mouths without getting bitten requires a Dex x 3 or a successful Dodge check. Failure denotes 1d6+2 bite attacks

Each Minor Mouth

STR 6

DEX 0

CON 14
SIZ 2

INT n/a 

EDU n/a 
APP n/a
POW 20 
SAN n/a  
HP 3

SAN Loss: 1/1d4 for the entire field
Skills: Listen 40%,  Spot Hidden : 55% , 

Attack : 

Bite 50%, Damage 1 hp + the investigator must roll CONx5 or be stunned for one round with the pain.*

*Any investigator who takes damage from a minor mouth here is also subject to the psychic flash (which inflicts a 0/1d4 San loss) the first time they take damage, and they will be at -20% to all skill checks for the next hour due to nausea.

7. The Ship (page 233)

Getting on Board:

Sneaking on board the ship requires a successful Sneak and a successful Hide check.

A successful Disguise check will allow the investigator to pose as an official

A successful Listen check will allow the investigators to overhear scuttlebutt.

Investigating the Ledger:

A successful Accounting check (core clue) reveals the information about the fortune to be made from Nectar trading, the ships destination, and also the information on the other ships.

CAPTAIN ALDAVAR, Smuggling sea dog (page 234)

STR   13
DEX   13
CON 12
SIZ 12

INT  12


EDU  10 
APP 9 

POW  10
SAN 50 
HP 12

Skills : 

Climb 40%, Credit Rating 45%, Dodge 35%, Drive Auto 50%, Electrical repair 40%, Mechanical Repair 60%, Pilot (ship) 60%, Spot Hidden 40%

Attacks:

Knife 40%, damage 1d6

Pistol 40% , damage 1d8

FREIGHTER CREW, reuse as necessary (page 234)


#1
#2
#3
#4
#5
#6
#7

STR
11
11
10
13
9
11
15

CON
12
13
13
14
14
12
10

SIZ
14
11
11
10
14
10
8

INT
11
8
10
10
9
11
10

EDU
10
7
9
9
11
10
12

POW
9
10
12
11
14
10
9

APP
12
9
12
10
10
13
8

DEX
12
9
11
10
13
11
9

HP
13
12
12
12
14
11
9

Skills:

Climb 70%, Craft (sailing) 60%, Electrical repair 40%, Jump 45%, Mechanical repair 50%, Pilot Ship 50%, Swear Inventively 75%

Attacks:

Punch 60%, 1d3 damage

Improvised weapon 35%, 1d6 damage

8. Hospital (page 235)

The existence of corrupt nurses and crocked orderlies will be detected by anyone making a successful Psychology or Medicine roll. (Rationale : the reason that Medicine works here is due to the investigators familiarity with hospitals and medical staff in general).

A successful Fast Talk check or use of intimidation (a successful STR x 5 check accompanied by threats) gets the staff to admit the “experimental treatments“.

DR SOLAZZIO, sleazy quack (page 235)
STR    9
DEX   
11
CON   
12
SIZ 12

INT  14 

EDU  18  
APP 12
POW   
11
SAN 20* 
HP  12

* The Doctors SAN has been reduced by his addiction and involvement with the cult.

Skills : Conceal 40%, Credit Rating 50%, Fidget Shiftily 55%, First Aid 60%, Psychology 40%, Psychoanalysis 60%

Weapons : 
Syringe 40%, Damage : Nectar injection

Spells : Rite of the Liars Blessing 
Rite of the Liars Blessing
This costs 3 Magic points and 0/1d4 SAN to cast.

The revelation is a 1/1d6 SAN loss.

9. The Orphan Boy (page 236)
Alexis chart will be readable by anyone with a Medicine or Pharmacy skill of 40% or higher.

Alexi will tell and polite investigators about the incident at Newcastle Drive 

He will only accompany the investigators if one of them makes a successful Persuade roll. Give the investigators a +25% bonus if they are able to show convincing evidence of drug misuse here at the hospital.

Alexi, caught in the cults web (page 236)

STR    7
DEX   
7*(14)
CON   
8
SIZ 8 

INT  7* (12) 



EDU  7  
APP 11
POW   
11
SAN 55
HP 8

*Statistics in his drugged state.
Skills : Conceal 30%, Hide 40%, Locksmith 30%, Sneak 40%

Note , all Alexi’s skills should be halved if he is drugged.
10. Monte Jr (page 237)
Monte’s chart will be readable by anyone with a Medicine or Pharmacy skill of 40% or higher. (core clue)

If the same investigator has read both Monte’s and Alexi’s chart, an INTx5 roll will allow them to realise the treatments are the same. (They automatically succeed if any investigator asks if that is the case).

A new treatment can be forged with a successful Medicine skill roll.

MONTE JR, victim of the liars curse (page 237)
STR    8
DEX   
6 *(11)  CON  6**(10)
SIZ 8

INT  7* (11)

EDU  9  
APP 10
 POW  10

SAN 50 
HP 7 (9)

*Statistics in his drugged state.

** Monte’s CON while under the curse.

Skills : Climb 40%, Hide 30%, Sneak 30%

Note , all Monte’s skills should be halved if he is drugged.

11. Escaping the Hospital (page 238)
An investigator can pose as a Doctor with a successful Medicine or Disguise skill roll.

A successful Fast Talk check will be needed if investigators wish to convince hospital clerks the patient is fine.

A successful Psychology or STRx5 check will be required to intimidate guards. (If the investigators wave firearms around they automatically succeed at this check).

Allow anyone wearing a surgical mask or doctors coat to avoid any serious questions about their activities with a successful Luck check.

Feel free to ask for Sneak or Hide checks as seems appropriate throughout, but try to balance this with plenty of narrative - Don’t overwhelm the players with rolls.

Securing papers for the boys requires a successful Law or Art (forgery) check

HOSPITAL SECURITY , reuse as necessary (page 239)

#1
#2
#3
#4
#5
#6
STR
10
13
10
12
9
12

CON
11
10
10
10
11
12

SIZ
13
10
12
12
13
10

INT
10
9
11
10
9
13

EDU
9
9
10
11
11
10

POW
9
11
11
9
13
10

DEX
11
9
12
11
9
11

APP
13
12
11
12
9
13

HP
12
10
11
11
12
11

Skills : 

Dodge 45%, First Aid 35%, Listen 40%, Spot Hidden 40%
Attacks : 

Billy Club 40%, 1d6

Fist 55%, 1d3
12. The Knight (page 239)
Sir Godfrey Wells, Knight of Malta (page 240)

STR    13
DEX   12
CON   
15
SIZ 15 

INT  12 


EDU  
19  
APP 14
POW  13
SAN 65 
HP  15

Skills* : Climb 60%, Cthulhu Mythos 15%, Conceal 40%, Disguise 40% , Drive Auto 35%, First Aid 45%, Geography 40%, Hide 45%, History 30%, Jump 60%, Listen 50%, Maltese Cultural Heritage 70%,  Occult 30%, Psychology 45%, Ride 45%, Speak Latin 50%, Speak Ancient Greek 45%, Spot Hidden 50%, Sneak 60%, Theology 35%,  Throw 55%

Spells : A Spell Against Nyarlathotep

Attacks : Sword 60% , damage 1d8 +1d4

Dagger 55%, 1d4+1d4+1 

Fist 60%, damage 1d3 +1d4

Pistol 35% damage 1d8

*The Keeper should feel free to add additional skills as required to reflect Sir Godfrey’s wide variety of interests and contacts - see page 240.

13. Hospitaler Shrine (page 241)
An investigator who makes a successful Archaeology or Art (Architecture) roll will be able to recognise the shrine as typical of Christian catacombs of the 16th century.

A successful Occult or Art (history of art) or Art (religious art) roll will understand the symbolism of the fresco.

A successful Natural History or Biology roll will allow the observer to note the sea-beasts are all imaginary ones.

As most of what Sir Godfrey has to say falls into core clue territory, it is best to let this scene play out without too many rolls. Allow players to assess his basic honesty with Psychology rolls, but generally give them the impression they really have a true ally here.

If Sir Godfrey gives them directions to help them through the catacombs, give them a +30% to any rolls they make to navigate it and spot the booby traps.

A Spell Against Nyarlathotep. (page 242)

This costs 3 Magic Points to cast.

A successful Cthulhu Mythos roll at +50% after using this spell will allow the user to realise the Liar is not Nyarlathotep (if the players haven’t come to that conclusion already).

Its effects against genuine avatars of Nyarlathotep are outside the scope of the campaign and are left to the GM. 

14. Outer Catacombs (page 244)
An investigator who makes a successful Archaeology or Art (Architecture) roll will be able to recognise the Outer Catacombs as being from around the 14th century.

Following Sir Godfrey’s Directions (page 244)
Don’t forget, if Sir Godfrey gave them directions to help them through the catacombs, give them a +30% to any rolls they make to navigate it and spot the booby traps. 

1 -The First Trap :

A successful Medicine or First Aid check will identify the rotten body as being five or six years old.

The trap : Attack 50%, Damage 1D6

A successful Mechanical Repair check will determine that the trap broke as it deployed.

2A-A Tarnished Cross:

The inset cross will be spotted with a successful Spot Hidden check.

A successful Mechanical Repair check will disarm the trap.

2- A Silver Cross:

The trap will be spotted with a successful Spot Hidden check.

The trap : Attack 50%, Damage 1D8

A successful Mechanical Repair check will disable the trap.

3- Counting Side Passages

The tripwire will be spotted with a successful Spot Hidden check.

The trap : Attack 50%, Damage 1D8

A successful Dodge check will allow an investigator to step around it.

A successful Mechanical Repair check will disable the trap.

4- The Well Room

It’s a standard Climb or Jump check to climb down the well without a rope. Falling inflicts 1 HP damage.

Halflings dropping stones into the well may be lynched by the party without penalty.

Travelling Blind (page 245)
A character may lead their comrades through the ruins with a successful Archaeology roll. (Alternatively, if the players have done some research but don’t have Sir Godfrey’s notes, a Navigate roll might be more appropriate. )

Treat all the various traps as requiring a Spot Hidden check to see , Attack 50%, Damage 1D8.

15. Ancient Ruins (page 246)
An investigator who makes a successful Archaeology or Anthropolgy roll will be able to recognise the ruins as being more than 5,000 years old.

A successful Occult roll (or a successful Know check from an investigator whose occupation involves the occult or religion) will provide the information on the etchings.

Any character making a successful Navigate roll will be able to tell which direction is north.

The Etched Spell (page 246)
As noted, this is a good way to introduce a spell or two into your game if you wish., or to allow the players to learn spells they previously missed.

While you should certainly encourage players to describe how they are capturing the text of the spell, skill rolls are probably unrequited here.

The Hall of Posts (page 246)

Don’t forget to play up this rooms atmosphere…
Throwing the torch across the room requires a successful Throw skill roll.

Crossing the room requires five successful Dex x5 rolls for each investigator. However, for each time the investigators give the Keeper a good description of how a skill or tactic might make the task easier, have them make a roll against the relevant skill. On a success reduce the number of checks each player has to make by 1 ,to a minimum of 2 each.

The falling stones cause 1d3 HP of damage 

If the players attempt a mad dash, have them each make a Dex x5 check. Success denotes the investigator takes 1d3 damage. Failure denotes 1d8 damage. A fumble denotes 1d10 damage.

A successful Geology or Chemistry roll will allow the investigator to realise the Nectar is oozing from the room ahead.

Sprinting as a Zero Sum Test (page 246)
Keepers Option: If you go this route, I suggest levying a 1D10 damage on the highest rolling investigator who fails their Dex x5 check, 1D8 on the next highest who failed, and 1d3 on everyone else (including those who saved).

16. Inner Catacombs (page 248)

A successful Geology or Chemistry roll will allow the investigator to realise the Nectar is oozing into the water from the room ahead.

Have the party member with the lowest Luck make a Luck check. A failure means the wandering worker makes an appearance.

Knocking the wall through quietly requires a successful Archaeology, Geology or Sneak check.

17. In the Warehouse (page 248)
Be warned - this can be a rather deadly encounter. If your group is not particularly competent in combat, you may wish to give the characters some leeway in remaining undetected, being able to ambush the cultists in small groups, limit the number of guards to only 1 or 2, etc.

Climbing the fence requires a successful Climb check

Each investigator on the grounds will need to make both a Sneak check and a Hide check to remain undetected, thanks to the gravel and the carpet of mouths.

The door can be opened by either a successful Locksmith check, or a STR x 5 check.

Inside the warehouse, allow the investigator to use the higher of their Sneak or Hide skill for rolls to avoid detection, unless circumstances make it inappropriate.

Use the Dodge skill in the place of Fleeing to avoid being cornered.

WAREHOUSE GUARDS, scruffy ne’er do wells (page 249)
Reuse as necessary

 
#1
#2
#3
#4
#5
#6
#7
STR
12
14
10
11
9
11
14

CON
9
11
10
10
12
11
9

SIZ
9
13
12
12
10
13
13

INT
9
8
10
8
12
10
10

EDU
11
9
10
11
11
10
12

POW
9
11
11
9
13
10
9

DEX
11
9
12
11
9
11
13

APP
11
8
10
12
12
8
13


HP
9
12
11
11
11
12
11


Skills : Dodge 35%, Listen 40%, Spot Hidden 45%, 
Attacks : Bolt Action Rifle 30%, Damage 2d6+4*

Knife or improvised club 35% , 1d6

* Keeper Option : Bolt Action rifles can be very nasty in CoC, especially as investigators may already be damaged by their travels. Depending on their state you may wish to give them smaller firearms like a handgun doing 1d8 damage instead.

VICTOR PRESCOTT, aching for a fight (page 249)
STR    16
DEX   12
CON   
13
SIZ 15

INT  10 


EDU  
12  
APP 11
POW   
11
SAN 0

HP  14

Skills : 

Climb 55%, Dodge 45%, Listen 40%, Spot Hidden 45%
Attacks : 

Fire Axe 55% , 1d8 + 1d4

Pistol 45% , 1d8

Fist 65%, 1d3 + 1d4

DIANA HANTZ, glamour and stilettos ( page 249)
STR    10
DEX   13
CON   
13
SIZ 11 

INT  12 


EDU  
13 
APP 15
POW   
10
SAN 0
 
HP  12

Skills : 

Annunciate Beautifully 70%,Climb 40%, Drive Auto 45%, Hide 65%, Jump 55%, Listen 50%. Sneak 65%, Spot Hidden 55%. 
Attacks : 

Stiletto 70%, 1d4+1

Pistol 40%, 1d8

Derringer 35% , 1d6 damage ( Notes : Ammo= 2, Range: 3m max).

Throw Dagger 50 %, 1d6

A Spell to Open the Sky (page 250)
Casting this spell costs the caster  5 Magic Points , with a 1/1d6 SAN loss. The caster also takes 1d3 HP damage

18. Nectar Tunnels (page 250)
The safe can be opened with a successful Locksmith check . This can be retried if failed, but each failure is at the cost of time (and possible risk of discovery by guards).

The ledgers can be deciphered by any investigator spending a few hours and making a successful Accounting or INTx3 check. If failed, this check may be retried at hourly intervals.

Donovans drawer can be opened with a successful Locksmith check (core clue) or forced with a STRx5 check.

19. The Mouth of Malta (page  251)
Provided the investigators saw the setup of explosives in Bangkok, a controlled explosion to take out the major mouth can be set up with a successful Craft (demolitions), Mechanical repair or Physics roll. 

The Major Mouth , devourer in the deep (page 251)
STR 25
DEX 5

CON 40 
SIZ 26

INT 14 

EDU N/A
APP 0

POW 25 
SAN N/A 
HP 33

SAN Loss: Viewing the major mouth costs 1/1d10 SAN

Skills: Spot Hidden 65%, Listen 55% 

Attacks: 

Bite: 55%, damage: 1d6+ 2d6 damage bonus 

Spray Nectar 50%, target must roll Dex x 5 or ingest a dose of nectar

Tongue 50%, damage: Str 25 grapple + 1d4 damage constrict

Chew 100% , damage 1d8 + + 2d6 damage bonus ( per round).

Armour: none but (1) Fire and electrical attacks do only half damage; (2) Physical weapons such as firearms do only 1 point of damage (impaling or not) ; (3) The mouth regenerates 2 Hp per round.

20. The New Boss Strikes Back (page 254)
HIRED ASSASSINS, have knife, will travel (page 254)

Reuse as necessary. Note that these assassins are reasonably competent in combat, so its not recommended to use too many all at once unless the party are unusually combat worthy.


#1
#2
#3
#4
#5
#6
#7
STR
13
12
14
14
14
13
13

CON
11
13
12
10
13
11
10

SIZ
13
14
12
14
13
15
14

INT
13
10
9
12
12
10
11

EDU
10
12
11
12
9
13
12

POW
11
10
13
9
8
10
10

DEX
14
11
10
8
10
13
9

APP
12
13
9
12
11
12
13

HP
13
13
12
12
13
13
12

Skills : Climb 55%, Disguise 50%, Dodge 40%, Jump 60%, Hide 55%, Sneak 50%, Spot Hidden 35%, Throw 35%

Attacks: 
Large Dagger 45%. 1d6+ 1d4

Fist 60%, 1d3+1d4

21. Chasing Freighters (page 255)
Treat “spends” as “a successful skill check in the relevant skill”.
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