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Custom Callings
Spook

by

The Adventuress
 High class courtesans and paramours, an Adven-
turess spends her time seeking out various undertak-
ings that will give her a reputation for being a thrill 
seeking dare devil. She not only goes out to make her 
fame and fortune, but to get the attention of the gen-
try. The Adventuress’s main goal is to mingle with the 
upper class seeking patronage, and possibly to marry 
into it to improve her station in life if she is so inclined. 
Some just like being able to be their own woman, to 
spend time out doing things that most  wouldn’t dare 
think of doing. Others are just in it for the action- to 
get her unusual exploits both in the papers and to 
give her access to many a lover’s bedroom. 
 Of course, to say that only women go out of their 
way to do such a thing with their life is awfully old 
fashioned. Although most men are not thought of 
as doing such a thing, there are quite a few Casano-
vas out there in the metropolis as well, preying on 
the sensibilities of the delicate noble women, and 
occasionally, gentlemen of the gentry. Such a thing 
is not very heard of, but men aren’t looked down 
upon for having a myriad of lovers and paramours, as 
opposed to women. He may have the reputation for 
being a charming cad and a rake, but his air of danger 
and the thrill of his company more than make up for 
such a thing. But make no mistake, the Casanova is as 
sensual and seductive as his female counterpart.

Playing an Adventuress
 An Adventuress is a larger than life woman of 
action whose exotic air comes from her lack of ap-
preciation for just how dangerous her encounters are. 
She has a super star status amongst the lower classes, 
as her expeditions into territories that they dare not 
tread are recorded in the papers and penny dreadfuls. 
Amongst the upper class she is a beautiful, seductive 
creature to be admired and adored, a woman of in-
trigue and someone who many a young man is eager 
to bed. Adventuresses take advantage of such lusty 
cravings and end up living a life of luxury between 

their many exploits and journeys into the unknown. 
They are unashamed of the lifestyle they lead, for it 
has allowed them to rise above their stations in life 
and become someone of interest to the public, and 
someone of influence to the nobility.

Features:
Up and Comer- Her daring exploits have given her 
such a reputation that many noblemen find the Ad-
venturess’s social faux pas to be easily forgiven. Reroll 
any failed Charm test once, when dealing with upper 
classes.

Rugged- Her physical endurance, physique, and 
stamina are all above average due to her many daring 
dos and exploits. An Adventuress suffers skill roll, Coor-
dination, and Prowess penalties as one less than normal 
from wound penalties. 

Dramatic Flair
 Adventuresses are not only known for their high 
aims when it comes to social climbing, they are also 
very daring women whose exploits gives them an 
edge and air of dangerous intrigue that attracts both 
admirers and a a steady line of wealthy lovers. For 
every level in Performance an Adventuress has they 
may take one of the following stunts in addition to 
the normal specialties.

A bit of this, a bit of that- Experience onstage or 
acting in other venues has allowed the Adventuress to 
perfect her witty repertoire and make her quite con-
vincing and captivating. Add your Performance rating 
to Charm-Guile rolls.

Agile Annie- And Adventuress must be graceful 
and flexible in order to physically undertake certain 
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endeavors and succeed unscathed. Gain a +2 bonus 
to your Vitality+Acrobatics tests for leaping, climbing, 
falling, and other graceful maneuvers.

Casanova- The character has a natural gift for seduc-
tion. She may reroll failed Charm-Seduction rolls. A 
failed roll may only be rerolled once due to Casanovas. 
Additionally, after consummating a love affair, her 
paramour will be permanently enthralled with her, 
unable to relieve himself of thoughts of the character. 
The Casanova gains a +1 bonus on contested Charm 
rolls versus any character he has previously seduced.

Cult Following- The character’s past exploits have 
been publicized in penny dreadfuls, newspapers, 
flyers, or some other means. The Adventuress is a 
veritable celebrity wherever she goes. Reroll failed 
Charm-Credibility rolls. 

Daring-do- Adventuresses are women of action that 
are famous for doing something that only the most 
brave or foolhardy of men would undertake. They not 
only do it well, they do it splendidly. When attempting 
any action with a DR of 16 or more add the adventuress’s 
performance rating to the roll. If successful the action is 
performed in a most spectacular fashion that will leave 
witnesses mouth’s agape.

Fantastic Range- The character has enough experi-
ence acting that she can cover for a mistake  or im-
provise beautifully and leave her audience none the 
wiser.  Reroll failed Performance test

Gossip- An Adventuress must pay careful atten-
tion to current events to maintain her interests and 
avoid unintended insults or missteps that can mar 
her reputation. What may seem like a preoccupation 
with trivial gossip to the uninitiated is the life’s blood 
of an Adventuress. They gather information through 
various means, including witnessing important events 
first hand, paying off informants, bending an ear to 
rumour-mongers, casual conversation, and eaves-
dropping. A character with access to newspapers or a 
telegraph may be able to apply this ability to distant 
areas, as will someone receiving regular letters or 
dispatches from family or compatriots far away. The 
Adventuress can add her Performance skill to Intellect-
General Knowledge rolls pertaining to current events. 

Hint of the dangerous- Many an adventuress is a 
dashing, exciting woman who puts herself in mortal 
peril for the thrill of it. This dangerous, thrilling edge 
makes them all the more desirable and entertaining 
to the masses of admirers. Add one of your combat skill 

ratings to attempts to use Charm/Seduction.

Innuendo- The character is a master of innuendo and 
doublespeak. She can convoy a threat, message, or 
seduction with such subtlety that only her intended 
listener(s) understands the full meaning of her re-
marks. Another listener may attempt to decipher the 
character’s innuendos by succeeding in a contested 
Charm+Etiquette roll against the speaker.

Mysterious Countenance- Adventuress’ are mistress-
es of intrigue and unparalleled actresses.  Sometimes 
it is necessary to be a convincing liar, especially when 
someone has something that you want, or need. 
Reroll failed Charm-Guile rolls, +1 to Charm-Guile rolls 
against someone you have previously fooled. 

Once more, with feeling- The character is used to 
making many attempts during her many trials and 
tribulations into the unknown. Her experience with 
keeping cool under pressure allows her to keep her 
resolve and not get frustrated with having to repeat 
an action. On reattempting a failed roll the DR is never 
increased for the character.

Signature weapon- The character is renowned for 
the use of a particular weapon, while using it you add 
+2 damage, as well as adding your performance rating 
to Charm-Intimidate tests.

Starlet- the Adventuress is known in circles far and 
wide, and wherever she may go people will fall over 
each other to be of service to her needs. On a suc-
cessful test of Etiquette DR 14, the Adventuress gains 
temporary access to one of the following qualities for the 
rest of the scene: Connections 3, Criminal Associations 3, 
Murder of Crows 3, or Private Library 2.

Starting Qualities:
Upperclass

Starting Skills:
Performance 2, Etiquette 2, Streetwise 2
Choose any 5 of the following skills: acrobatic, ap-
praise, disguise, ride, melee, language, pistol, rifle, 
thrown, unarmed, escapology, forgery, pick pocket-
ing, acting, arts

Assets
An Adventuress starts out with a decent home in the 
west end. She is likely to have amassed quite a lot of 
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money due to her exploits. Though most of her funds 
will be squandered in keeping up appearances and 
a lavish lifestyle that keeps her hobnobbing with the 
upper class, she lives comfortably and begins with 
a luxurious flat somewhere in the city. She is accus-
tomed to the finer things in life, and has a steady 
income due to many rich patrons. She has  a silver 
plated respirator and a wardrobe filled with many fine 
dresses, including formal and evening wear for a night 
on the town and a romantic fling or two or three. The 
Adventuress has Wealth 5. She begins with £30 and 
up to £5 may be kept as savings.

Airship Officer
 The Naval Airships Division is the elite of the elite 
of her Majesty’s Royal Navy, freshly minted since the 
purchase of outdated Prussian airships. One thing is 
clear, the call of the open skies is never quieted. Even 
after animates ran rough trod over the world and the 
landscape became a blasted wasteland there are still 
brave men and women who find the thought of flying 
exhilarating. 
 The only means of flight in Neo-Victorian society is 
via the zeppelin, though there are rumors of strange 
fixed wing aircraft in thee United States. The officers in 
command of such vessels have many tasks to under-
take, from protecting the living from the throngs of 
the dead by bombarding the hoards with missiles to 
navigating through lost areas. They are the first to go 
out on reconnaissance missions because it is the saf-
est way to go when you wish to get a picture of what 
the landscape is like. You are less likely to be killed by 
a swarm of  animates or other monstrous things when 
you have an eagle’s eye view of the land than if you 
were to go about doing it on foot.
 The sky is still wrought with peril, however. One 
still has to contend with the weather, wind currents, 
and anything else mother nature wishes to throw at 
you. But the reputation one receives from being a 
competent officer of the skies is well worth the risk, 
for the benefits of such a credible occupation can take 
them quite far when they actually decide to come 
down out of the clouds and mingle with the local 
population.

Playing an Airship Officer
 Airship Officers come from a strong military 
background. They must speak Prussian, or at the very 
least be able to read it because all of the zeppelin’s 
operation manuals are written in their manufacturer’s 
native tongue. 

 Adventurous, strong willed, and unflappable in 
the face of danger, Airship Officers are a hardy lot 
used to working against the odds in order to get the 
job done. They are on call at all times, so it is a military 
life for them. Family is attainable, but they can some-
times be gone on journeys for months at time, so they 
are not a constant within the house hold, even if they 
wish to be. The duty of the officer is of the utmost 
importance, everything else is secondary- no matter 
how important it may seem at the time.

Features
Air Legs- Much like sea legs you are accustomed to 
the tossings and turnings of the ship. No matter how 
horrid the conditions you only ever need to succeed 
on a Coordination (DR 11) roll to keep your balance.

Best of the Best- You keep in touch with a few of the 
lads who served under you during your service, and 
who are ever eager to aid you in your endeavors. 

On Notice- The Officer can be called upon by the 
government at any time

Zeppelin Ace- These are not ordinary officers or pilots 
of the military. They are commanders of airships, 
going where no troops can easily reach, observing 
what most can only ever dream of seeing during their 
flights across the Wastelands. 
For every level of Command: Airship the character has 
they may chose one of the following stunts instead of 
the usual specialties.

Acrobatic Aviator- There are times when you have to 
be quick at the wheel in order to avoid running into 
other ships, buildings, or mountains. Add a +2 bonus 
to Command: Airship tests involving dizzying acrobatics, 
evasive maneuvers, and daredevil maneuvers.

Aerial Observers- There are many advantages to hav-
ing the higher ground in battle, and being airborne 
gives you the best possible location with which to 
watch the enemy’s actions and plan your next ac-
tion. Reroll failed Tracking or Wit-Perception rolls while 
airborne.

Captain’s Authority-The Captain is the absolute ruler 
of his vessel. To go against his will or desire is   not 
advisable. You have both the fear and the respect of 
your crew, and while aboard your ship, you get that of 
your peers as well. Add your Command: Airship rating 
to Charm-Intimidate rolls.
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Expert Navigator- Experience has taught the Airship 
commander how to quickly correct a mistake while 
flying. Reroll a failed Command: Airship roll.

Hot Landings- It is inevitable that eventually the 
zeppelin will receive enough damage that it will have 
to go to ground to avoid the risk of explosions or 
crewmen going overboard and plummeting to their 
deaths. Subtract your Command: Airship rating from 
damage dealt by an airship crash.

Master and Commander- The Airship Officer is a 
captain of integrity and great courage. The best of 
them know how to rally behind their crewmen and 
help them overcome their fears, no matter what the 
odds. Allow those under your command to reroll a failed 
Will-Fear roll.

Storm Runner- The Airship Commander has sufficient 
knowledge that is steeled with a cool demeanor and 
fast wit to fly through even the worst weather pos-
sible and come out relatively unscathed. Reduce the 
DR caused by inclinant weather for Command: Airship 
rolls by 2.

Solo Navigator- Typically an airship requires at least a 
small crew. With this stunt an Officer can man an entire 
airship by himself. However this increases the DR of all 
Command: Airship tests by 1.

Seasoned Bombardier- After many tours of duty, 
knowing the best location for bombing an enemy 
becomes second nature.  Add your Command: Airship 
rating to artillery rolls for aerial bombardment.

Upstanding Military Relations- Decorated from val-
iant works on the field, the Airship Officer has a repu-
tation that is backed by accolades and many publicly 
documented successes. Reroll failed Charm-Credibility 
rolls when dealing with members of the military, and 
zeppelin aficionados. 

Starting Qualities
Murder of Crows 3, Veteran 2

Starting Skills
Comm:Airship 2, Etiquette 2, Language- German 2*, 
any other language at 2, and either Pistol, Rifle, or 
Melee 2.
As well as any four of the following:

History 2, Artillery 2, Unarmed 2, Cryptography 2, 
Concentration 2, Demolition 2, Gambling 2, Language 
any 2, Swim 2, Tracking 2

*this assumes the Airship Officer is British, if the Of-
ficer is, say Prussian replace German 2 with English 2.

Assets
 The Airship Officer starts with a modest home, 
with one or two servants to keep up appearances 
while he is out on duty. His wardrobe consists of some 
fine clothes, a military uniform, as well as a fine dress 
military uniform for formal occasions, and a silver 
plated respirator.
 The Airship Officer begins with Wealth 6, with £40 
that may be spent on weapons, armor, and equip-
ment. Up to £8 may be kept as savings.

New Skill
Command: Airship
 This skill allows the character to act as a com-
manding officer of a zeppelin in Neo-Victorian skies. 
It covers the commanding of a crew, the plotting of 
courses, and maneuvering a vessel. 
 Navigating an airship, with a fully manned and 
trained crew the basic operations of an airship require 
only a (DR 11) roll. This includes ordering men about, 
piloting, and basic maintenance.

Evasive Maneuvers- Sometimes an airship must 
descend to such an elevation as to be vulnerable to 
ground artillery. An evasive maneuver action works 
like a dodge actions, except it applies to all attacks 
on a given round. To make an evasive maneuver roll 
2d10+ the navigators Comm: Airship rating.

Aerial Bombardment- dropping explosive ordinance 
is much like any other ranged combat action. Only in 
the case of airships the DR is dependent on altitude. 
The higher you are, the less accurate you are.

Crashing- Upon suffering a fatal wound an airship 
will ignite and begin to fall to the Earth. The amount 
of damage this deals to everyone inside is equal to 
2d10+ height modifier.
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Weather- meteorological conditions are very impor-
tant to consider, and can have grave impact on the 
unwary or foolhardy. Various weather types add to the 
DR of Comm: Airship tests involving piloting, naviga-
tion, and bombardment.

Altitude Modifiers

Altitude Bombardment DR Crash Damage

>500m 11 +2

1500m 14 +4

2500m 16 +6

4000m 20 +8

6000m Impossible +10

Weather Modifiers

Weather Type DR Modifier

Clear, no wind -1

Clear, windy -1

Thunderstorm +2

Gale Force +4

Cyclone/Blizzard +5

Specialties- Piloting, repair, chase, acrobatics, bom-
bardment, night flying, high altitude, landing.

Alchemist
 The secrets of life and their unseen forces, the 
workings of action and reaction into something far 
grander than their original design, and metaphys-
ics all seem to captivate the Alchemist’s heart. They 
work beyond reason, in a realm of possibilities where 
everything is mutable, and knowledge is the key to 
their power. They can change the properties of things 
to create wonders. The pursuit of the elixir vitae and 
the seemingly unattainable philosopher’s stone is 
always on their mind. Their laboratories are filled 
with concoctions, some life sustaining, others quite 
deadly. They have unraveled the secrets of life and 
death, and how to change one to the other and back 
again to create wondrous creatures or terrible soulless 
monster. It is their goal to find the formula to perfect 
the form of man, to challenge the very laws of nature 
and bend it to their will. Some find them arrogant to 
believe themselves to be the hand of God, others find 
them very useful for supplying whatever narcotic fix 
one may require in the darkness of the Metropolis.
 Alchemists like to know how things work and toil 
endlessly to break them down into their very essential 
parts, so that they may recreate them or use them to 

make something else entirely. They not only make 
alchemical solutions, drugs, and medicines, but new 
forms of life from the clay corpses of the indigent 
and unfortunate, or even from nothing more then a 
genetic sample, and an active imagination.
 They work in the back streets, hiding behind the 
scenes to create outrageous wonders that many find 
horrific, but those men really can’t understand the 
beauty of being able to undertake the workings of 
God. To some their creations are monsters, but to 
them they are their children.
 They may moonlight as doctors or physicians, 
but they are really something more than that. They 
are the architects that mold the very essence of life 
and the elements. They are always searching for new 
compounds and ingredients, to make something new, 
something wondrous. Most of the time. 
 Many Alchemists will seek out a properly quiet 
and secluded building or workspace where they won’t 
be disturbed, places far outside the everyday hustle 
and bustle of the Metropolis. There is no room for sen-
timentality or morality when a scientific breakthrough 
is eminent. Most Alchemists are not squeamish or shy 
about getting their hands very dirty to obtain unsa-
vory ingredients for their experiments, or to produce 
dangerous and addictive substances in order to 
finance their great works. 

Playing an Alchemist 
Alchemist’s tend to have a one track mind. Their ex-
periments will often become obsessions. Their works 
as mutable and endless as the possibilities presented 
by their craft in the arcane arts. Their work is a blend-
ing of science and metaphysics. Alchemists might be 
lone operators or a part of a secret society that they 
are initiated into. They will be quite adept at keeping 
secrets and a great many are under the aristocracy’s 
employ to keep the heads of the household hale 
and healthy for much longer than nature originally 
intended. Alchemists learn the laws of nature and 
beyond and use their craft to bend them to their will. 
Many tend to be fearless megalomaniacs that be-
lieve that they are beyond the wrath of God, or have 
become a god themselves in the process of complet-
ing unnatural experiments. But not all are akin to the 
mad scientists, some are adventurers out to learn the 
secrets of the world by working in the field, fear-
lessly going out into the wastes to study first hand 
the workings of the dead and ghouls and the blasted 
unfertile lands. Others go out to find lost manuscripts 
and journals of their peers; priceless artifacts for their 
pursuit of knowledge. And others still will be nothing 
more then a drug pusher, oblivious to the plight of 
those who waste away while enjoying the Alchemist’s 
pharmacological wares.
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Features
Magnum Opus- For each level of the alchemy skill the 
Alchemist possesses, he may take one of the following 
stunts instead of selecting a common specialty.

Alterable Outcome-The student of the versatility of 
the mutability of fiascoes knows that a quick mind  is 
the catalyst for actions that create a far more favor-
able conclusion to disaster. Unfortunately there are 
times when experiments fail quite dramatically and 
these failures can be directed by those with enough 
experience and knowledge of the forces of meta-
physics can act and ensure that an unfavorable turn 
of events will  not end as catastrophic as they could 
have. With this feature when Alchemists fail their roll 
to create something they can roll on side effects table 
twice, and are allowed to pick the more desirable 
result of the two.

Credentials- The character is a well-respected man 
of science. He can expect to be permitted entrance 
to any hospital, school, library, or research facility 
he deigns to visit- day or night. Few men in his field 
would refuse to meet him in person, and his corre-
spondence will never go unanswered. He can count 
on receiving advice or opinions from his peers if 
requested. Should the character maintain his good 
name, his reputation will draw wealthy patients to 
him. Of course if the character involves himself in 
scandal, his credentials will be worthless. When deal-
ing with his peers, the Alchemist can add his Medicine 
skill to Charm- Credibility rolls.

Critical Control Points- Highly skilled Alchemists can 
accurately catch a mistake and take steps with which 
to correct it before it ruins an experiment. You may 
re-roll a failed Alchemy test for creation rolls of drugs 
and alchemical solutions

Diagnostician- Having a keen eye for telltale symp-
toms of the effects of medicines and other drugs, the 
Alchemist can immediately tell if someone is under 
effects of a particular herb, drug, or solution with a 
very brief examination of the subject in question. 
Gain a +1 bonus to Wit-Perception tests to attempts 
to determine what drug, alchemical solution or herb a 
person is being affected by.

Elixir Monger-The Alchemist has a good number of 
street sources under his employ with which to pro-
cure certain unsavory or unclean victuals for experi-
ments. These sources also can obtain information 
about the local competition, the law, and preternatu-
ral activities in the vicinity. The Alchemist is a familiar 

face on the street and has a relatively high variety of 
buyers. From gutter trash all the way to the Gentry, 
they all have acquired tastes peculiar to the concoc-
tions they make and are willing to part with a pretty 
penny or two in order to get it. 

Elongation- Drugs and alchemical solutions last for 
a set amount of time. The Alchemist has studied their 
effects for a long enough to be able to be able to 
increase the duration of the substances he creates. All 
alchemical solutions and drugs created personally by 
the Alchemist have their usual duration doubled.

Field Supremacy- Alchemists can focus on particular 
branches of their field while learning the fine art of 
creating solutions and curatives to become specialists 
in one area. Pick either drugs or alchemical solutions, 
and gain a  +1 bonus to tests to create either drugs or 
alchemical solutions. This feature can only be taken 
once.

Habit Quasher-Alchemists are quite adept when it 
comes to knowing the effects of their creations. The 
have memorized atomic structures and ingredients so 
thoroughly that through sheer mind over matter they 
can better fight the onset of dependency to narcotics 
and other such substances. Add your alchemy rating 
to Will tests to resist addiction.

Ludicrously Detailed Notes - The Alchemist is a 
fervent observer and quite obsessive with the docu-
ments they keep on experiments covered in highly 
detailed notes, they will add information scribbled 
on the side, writing on whatever surface available to 
ensure accuracy on a duplicated task. As such they 
gain an additional +1 bonus towards Alchemy tests 
for repeated experiments.

Life Bringer- The Alchemist is adept at the creation 
of life itself, having acquired considerable skill in the 
creation of all manner of Anathema and perverse 
Homunculi. The alchemist may reroll failed Manufac-
turing Life rolls. Failed rolls may only be rerolled once 
due to Life Bringer.

Quicksilver- Experiments always seem to take longer 
than expected due to unforeseen circumstances and 
an alchemist becomes quite efficient in rushing things 
to make a deadline. Experienced Alchemists have 
become so adept at making their solutions and drugs 
that they can do them quite quickly, without loosing 
much of their efficiency when performing the task.  
You take a -2 penalty for hurrying production time, 
instead of the usual -4 penalty.
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Reanimist- In addition to his keen knowledge of 
medicine and anatomy, the character has an instinc-
tual proficiency for alchemical reanimation that 
borders on the supernatural. Corpses seem to call to 
him, revealing their secrets to him while longing for 
his ministrations. The character can reroll alchemical 
reanimation rolls. Failed rolls may only be rerolled 
once due to Reanimist.

Volume Minded-The Alchemist is efficient when it 
comes to leaching the very last drop out of ingre-
dients and can create more of a given substance 
because of their talents. When creating drugs increase 
quantity of substance created by half for the same 
material costs as normal. Gain a +1 bonus to appraise 
tests to spot low quality or high quality supplies.

Starting Qualities 
The Alchemist begins with the Resolve Quality.

Starting Skills 
Alchemy 2, Etiquette 2, Appraise 2, Streetwise 2, 
Medicine 2. 
Pick any 3 Academic skills.

Assets: 
 The Alchemist begins with modest housing, a 
small wardrobe with one set of respectable clothes, 
and one brass plated respirator. The home will have 
a small room designated as a lab that is hidden from 
prying eyes containing all of the tools of his trade. The 
house will be staffed by one or two loyal servants that 
are wise to keep the alchemist’s work hidden from the 
public. They begin with Wealth 7 and start with £40 
that may be spent on lab supplies, victuals, weaponry, 
armor, and equipment. Up to £10 may be kept as sav-
ings.

Alienist
The Neo-Victorian world is full of mind numbing hor-
rors. It isn’t uncommon at all for a seemingly normal 
individual to one day just lose all of their faculties. 
Alienists explorers of the inner working of the mind, 
are needed now more than ever as the world moves 
into a new era. The terror of watching a loved one die 
and transform into an animate is more than enough 
to send someone to bedlam for respite. Some ills of 
the mind are easy enough to mend, but others, unfor-
tunately require time and great patience to ease. 

 With the monstrosities of the streets staring up 
at them from the front page of the newspapers, it is 
no wonder that  alienists are now in high demand 
as more people succumb to madness that is slowly 
crawling its way through the winding streets of 
Metropolis. As poverty, illness, murders, riots, take 
root in the slums, and lingering madness begins to 
slip through the cracks of the nobility’s stagnant lives 
and threaten to swallow them whole, the asylum’s 
halls are being stuffed to the brim. Someone has to 
cure these people of their disorders, and the alienist is 
hardy enough to brave the deranged territory of the 
twisted psyche of the insane.

Playing an Alienist 
A character that is likely to be an alienist grew up 
with a general curiosity of human behavior. He is 
the one to always question why people act the way 
they do. They are educated, coming from the middle 
and upper classes of society. These bright and quick 
witted individuals have a modicum of compassion for 
helping others overcome their mental disorders and 
aren’t afraid to charge a pretty penny for their services 
in exchange.

Features
Insight- The alienist’s greatest tool is their ability to 
reflect on people’s behaviors and to deduce from 
whence they stem. Witnessing a horrible crime, an 
animate outbreak, or other such monstrous hap-
penings that have become an every day occurrence 
in Neo-Victorian England and as such has created a 
epidemic of madness within her walls. 
 The alienist will use all of the knowledge in his 
arsenal to cure patients of their disorders. Often times 
madnesses are elusive, their causes almost seemingly 
benign in origin, and their treatment can be quite 
challenging and time consuming. For every level in 
psychology an alienist has they may take one of the 
following stunts in addition to the normal stunts.

Quick Thinker- Alienists must be adept at their trade. 
The main asset of an alienist is a sharp mind, and 
experience soon teaches him how to recovery quickly 
when they are about to lose their patient’s respect. 
Reroll failed Wit-Interrogation rolls

Renowned- He is a familiar face at all of the colleges 
and libraries and attends all of the functions held 
therein. The alienist is a great conversationalist and 
has a broad list of friends and peers with which to call 
on. Add psychology to Charm and Credibility rolls when 
interacting with members of the educated class
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Lie Detector- Alienists study human behavior so 
closely that it becomes second nature to them to spot 
a fibber amongst his midst. Body language, particular 
usage of words or phrases, stuttering, avoiding eye 
contact are just some of the tells that alienists have 
learned. Roll Wits (DR 11 + the target’s Charm) to deter-
mine a person’s truthfulness

Unfettered by Fear- The alienist is so familiar with 
the inner workings of the mind that he is able to 
convince himself that his body’s panicked reactions 
are perfectly normal. He can consciously steel himself 
against  his triggered flight response and stop it from 
controlling his actions.  Allow an Alienist to reroll their 
failed Will-Fear rolls.

Skilled Diagnostician- With years of study and expe-
rience backed up with access to an extensive library, 
the alienist is quickly able to list the symptoms of the 
patient and what disorder they have. Add psychology 
rating to another character’s control check for a mental 
disorder.

Blessed Asylum- Between adequate resting quarters, 
rehabilitation facilities, and proper medication, the 
alienist  can quickly transform a distraught individual 
back to their normal selves. When treating mental 
disorders roll for every 2 weeks treatment instead of once 
a month.

Gas Lighting- By convincing the patient that their 
perceptions are completely contrary to reality, it is 
sometimes necessary to get a patient to come to 
terms with their condition. By completely uprooting 
their psyche an alienist has an easier time of mold-
ing their wants and desires to that of society’s. An 
unsavory practice, it is widely used by the aristocracy 
that wish for their loved ones to behave as they are 
supposed  to. These clients are will to pay the high 
price of driving the patient insane in order to get 
them to conform. Allows the alienist to temporarily 
give someone a minor mental disorder with a successful 
psychology test with DR = victim’s will + 11

Profile- The heart of the alienists trade is observing 
human behavior. Knowing what kind of person is 
more prone to what particular action enables them 
to predict their next move. By observing a criminal’s 
handy work the alienist can build an accurate descrip-
tion of the type of person the perpetrator is most 
likely to be. Make a psychology roll. DR set by Narrator, 
to determine a target’s possible personality, upbringing, 
quirks, and mental disorders.

Charitable- Widely known as one who will help those 
in need, especially those with disorders, the kind 
hearted alienist ends up being owed  a lot of favors by 
a good variety of people. In any situation the alienist 
can call on a favor from someone  in order to claim a 
payment for their charity.

Practiced Observer- Experience has taught the alien-
ist well. By a quick glance at a patient’s behavior and 
speech they easily discover their neuroses. Do not add 
the target’s will to the DR value for diagnosing disorders.

Soothing Voice- The alienist has a calming effect on 
even the most hysterical patient and can manage to 
talk them down quickly and without incident. Gain a 
+2 bonus on psychology tests to calm a character who 
has succumbed to fear. 

Silvered Tongue-The practiced alienist knows what 
people like to hear and what they are most likely to 
say in reply in specific situations. The sharp witted 
man uses this to his advantage to control a patient via 
words alone. +2 bonus to Charm-Torture rolls instead 
of the usual +1 bonus against characters on whom you 
succeed a contested psychology vs will roll against.

Starting Qualities
none

Starting Skills
Psychology 2, Etiquette 2, Language (any) 2, Arts 2
any 4 academic skills at 2

Assets: 
The alienist begins with a library that contains the 
tools of his craft and access to medicinal supplies to 
administer to patients. A decent wardrobe of respect-
able clothing and one fine brass respirator. He begins 
with a modest home, staffed by one or two people. 
Alienists start with Wealth 6. The Alienist begins with 
£30 that may be spent of equipment, weapons, and 
armor. Up to £6 may be kept as savings.
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Antiquarian
 There is much value to be gleaned out of the ruins 
of the world, and the Antiquarian has the skills and 
the wherewithal to go out and weather the elements 
in order to find all that was lost during the Plague 
Years. Armed not only with weapons, but an intimate 
knowledge of where to find the best treasures, tomb 
raiders are the lifeblood of many an aficionado of 
antiquities.

Playing an Antiquarian
 Antiquarians spend most of their time research-
ing lost items, digging into family archives and official 
documents of lost estates for potential finds. They 
require not only a stomach for adventure, but a quick 
wit, for sometimes part of the danger isn’t in finding 
the treasure, but in pawning it off to the highest bid-
der. There is quite a potential for intrigue and politick-
ing, especially if the found estate seems to have lost 
some items of great value that the tomb raider has 
managed to reclaim for civilized society.  They are part 
historians, part adventurers, and part salesmen; and 
they lead anything but boring lives.

Features:
Tempting Providence- Tomb raiders are a studi-
ous, adventurous lot that take pride in exploring the 
wastes for new treasures and the ultimate find that 
could fund their expeditions for years to come.
For each level of  Appraise skill the Antiquarian pos-
sess, they may take one of the following stunts.

Animate Evasion- A tomb raider must often creep 
into undead infested sepulchers to obtain the trea-
sures they seek, and they have developed several 
techniques to aid in avoiding the notice of animates. 
On a successful Intellect DR 14 test to apply offal, dirt, 
mud, and other unmentionable things to their person, 
an animate’s prey sense only works within 10 yards 
x(highest corruption path)

Cabinet of Curiosity- Every Antiquarian worth his salt 
has his own personal library. Their offices tend to be 
a mishmash of collectibles, valuable historical docu-
ments, tombs, maps, and a display for their prized 
finds. Add appraise rating to an Intellect-Research test.

Eye for Quality- Sometimes lowlifes do come across 
valuable finds, but most of the time they are just 
pawning off some worthless piece of junk to the first 
sucker they come across. The Antiquarian can spot 
forgeries and fakes within seconds of coming into 

contact with them. The character gains a +2 bonus on 
appraise tests when dealing with criminals and others of 
societies castoffs.

Cracksman- The character is a skilled safe cracker. 
Between his sensitive fingers and keen hearing, he 
can crack most safes in no time. Cracksmen are hard 
to come by, so the character is certain to be regularly 
propositioned with jobs. The character can reroll failed 
Safe Cracking rolls. Each failed roll may only be rerolled 
once due to Cracksman.

Jumpy by Nature- Life in the dark tunnels and rat 
infested ancient ruins of old homesteads has made 
the Antiquarian more alert. The slightest tick of sound 
can mean the difference between life and death, es-
pecially when you are out in the field. But this height-
ened awareness doesn’t fade once they are amongst 
people, and they are always on their guard, as if by 
instinct. If an Antiquarian is about to be the subject of a 
surprise attack, make an immediate Wits test DR equal 
to 10+ attacker’s prowess. On a success, the attack is no 
longer a surprise.

Networked- You keep in correspondence with several 
other Antiquarians that you can write to or otherwise 
contact for advice, the latest news of finds and forger-
ies and other scandals, and of course, gossip. When 
trying to sell your latest finds or acquire some for your 
own collection, you may reroll a failed appraise test.

Procurer- The character is a professional black mar-
keteer and can find both goods and buyers. He can 
procure illicit alchemical solutions, drugs, hardware, 
weapons, or whores at any hour of the day. The char-
acter can find items in half the usual time and can reroll 
failed Streetwise rolls when attempting to locate illegal 
and highly illegal goods. Each failed roll may only be 
rerolled once due to Procurer.

Screwsman- The character has a gift for picking locks. 
He also has a collection of skeleton keys that could 
open most of the doors in London. The character does 
not require lock picks to go about his work and can 
pick a lock with just about anything. The character can 
reroll railed Lock Picking rolls. Each failed roll may only 
be rerolled once as a result of Screwsman.

Seasoned Seller- Selling is just another part of the 
job when it comes to being an Antiquarian, and if you 
can’t sell well, then you don’t fare as well as some of 
your peers. Finding a mark that would easily be duped 
into paying more than what an item is worth is a skill 
worth having. The tomb raider has to get the funds 
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for his expeditions into the Wastes from somewhere, 
and ignorant nobility is the best place to start. When 
selling a truly valuable item, multiply its cost by the Anti-
quarian’s Appraise skill. This stunt doesn’t apply against 
other Antiquarians.

Smooth talker- Tomb raiders are not only adept at 
finding valuable antiques, they are also great sales-
men. It is a part of the job to sell items, and they 
become quite adept at covering up a misspoken 
word and making the target more at ease with their 
purchase. Reroll a failed Charm-Credibility test.

Trash Peddler- Many Antiquarians make a living by 
selling mere trash to the antique hungry aristocrats. 
Add the Antiquarian’s appraise skill rating to the DR 
of another character’s appraise check to determine an 
object’s rarity.

Tunnel Rat- The destruction wrought by the plague 
and twisting blight of the wastes has resulted in 
extensive caves and cavern systems throughout the 
isles. Thankfully many an Antiquarian has developed 
a fine sense of direction. While underground on a suc-
cessful DR 14 Wits test on Antiquarian can easily retrace 
his steps or find due north wile underground.

Wastelander- The character is familiar with the 
Wastes. He has likely traveled extensively outside the 
walls of the metropolis while hunting zombies, and 
may have even ventured into a sepulcher. The char-
acter is likely to have made contact with one or more 
ghoul or thrope tribes. The Antiquarian can generally 
survive in the Wastes with little trouble, finding edible, 
if poor tasting, food and water. He also knows a num-
ber of relatively safe places to stay the night.

Wisdom of the Ages- Tomb raiders need to know a 
great deal of history, after all, most of their finds are 
found due to research of what used to be in an area, 
and who lived there. But this knowledge isn’t solely 
applicable to exploration, but to life in general and 
can be quiet useful in daily life in the metropolis. Add 
your history rating to an Intellect-General Knowledge 
test.

Starting Qualities
none

Starting Skills
appraise 2, history 2, (pistol, rifle or melee 2)
any 3 academic skills
any 3 criminal skills

Assets:
Antiquarians begin with a modest habitation, a small 
office space with a decent amount of books on history 
and antiquities, a small wardrobe, and a serviceable 
respirator. They begin with Wealth 5, £40 that may 
be spent on weapons, armor, and equipment. Up 
to £5 may be kept as savings. Depending on their 
reputation, they may be allowed entry into academic 
settings to peruse libraries for old historical tombs 
and books.

Pugilist
 The martial art of boxing has been around for 
quite a long time, and Neo-Victorian society is no ex-
ception. From back alley fights to official ring compe-
titions in crowded sold out theaters, the pugilist can 
be found duking it out for money and reputation. 

Playing a Pugilist
Although the more civilized men of society don’t see 
the art form in it, pugilism is still a profession that a 
man can enter to earn a living and put food on the ta-
ble. Some just like to fight, others take it a little more 
seriously and make it their careers. It takes a hardened 
man and a difficult life to drive someone to profes-
sional fighting. That doesn’t necessarily mean that 
they are cold hearted criminals, just that they literally 
went to the school of hard knocks as a child. They are 
never unarmed, for they always have their fists. 

Features:
Slab of Meat- the Pugilist counts as having one level 
or armor on all hit locations at all times. This does not 
stack with real armor.

Tough- Does not take skill roll, Coordination, or Prow-
ess Penalties from serious wounds.

Rigorous Routine- A life of constant training gives 
the pugilist +1 bonus to dodge, +1 damage, and +1 to 
Charm-Intimidate rolls.

Eye of the Tiger- A pugilist may take the following 
stunts in addition to those already listed for unarmed 
combat.

Head Taker- The practiced boxer has hardened his 
hands in combat. They take no penalty for attacking the 
head with their fists
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Preferred weapon- The Pugilist’s specialized weapon 
is a part of his own body, his fists. +1 attack, +1 parry

Riposte- The boxer has quick reflexes and may make 
an immediate attack on an enemy who just missed 
him with a melee/unarmed attack.

Starting Qualities
Select any 2: Reputation-street, Murder of Crows, 
Able-bodied, Strong man, Resolve, Criminal Associa-
tion.

Starting skills
Unarmed combat 2, streetwise 2
Any 4 of the following: 
Melee 2, pistol 2, concentration 2, gambling 2, trade 
2, rifle 2, shadow 2, lock picking 2, escapology 2, 
language (any)

Assets: 
The pugilist will have a small flat, usually not in the 
best of neighborhoods,  a decent set of clothes, and a 
brass respirator. The character starts out with Wealth 
4.  Up to £8 to spend on equipment, armor, weapons 
and up to £3 of that can be kept as savings.

Ripper
 Some men have taken to making a sport out of 
killing their fellows. However these New Killers have 
made it an art form. Their reasons for murder and 
mayhem are as myriad as their insanities, but one 
thing is for certain- they are monstrosities of an en-
tirely human sort, and they dwell among us.
 Serial killers have a long sordid past with London, 
and the passing of time has done nothing but make 
them eager to prove their finesse in their trade. There 
are a lot of potential prey wandering through the  
streets of the Metropolis, someone needs to thin the 
herd, and there is no reason it need be the living dead 
that do so. 
 It is with a twisted sense of pride that these men 
and women prowl the streets, killing indiscrimi-
nately and leaving the corpses for all to see. They 
want people to know that they are among them. 
That sometimes, the worst creature out there isn’t 
among the dead, but right here, in the throng of the 
living. Shoving through crowds, stalking back alleys, 
and testing their skill at evading New Scotland Yard  
rippers are continuously upping the ante of their mur-
derous pastime. They give detectives a hell when they 

go about trying to hunt down these murderous dogs 
and wretches of humanity. Some rippers are down 
right unstoppable, and so very clever that even with 
sending notes and letters and hints to the police, they 
never seem to find them.

Playing a Ripper
 A character who is a ripper can come from any 
walk of life, they spring from the lowest destitute  to 
the highest bred members of the aristocracy. They 
have to have a drive to kill. There is some horrible ugly 
truth about the human condition that leaves a very 
bad taste in their mouths, and drives many of them to 
take up the hunt for human prey. Rippers aren’t sane, 
but most are intelligent and quick witted enough 
to know that they have to appear to be. For if they 
started rambling on about what they really think of 
the world, they’d be locked up, and then their hunt 
would be called off for good. So they hide, wait, and  
plot. Before long they spot the perfect prey and go 
out into the wretched world once more to slay a man. 
Killing is their only goal in life. Nothing else could ever 
satisfy them.

Features
Certifiably Unfit-  A ripper must start play with any 
2 point mental disorder. This disorder can never be 
cured through any sort of treatment.

Modus Operandi- The ripper has a set way of doing 
things that to his alien logic makes all the sense in the 
world. If he doesn’t carry out his daily rituals and hab-
its in the exact same way it bothers him immensely, 
to the point of obsession. A ripper gains a bonus of +2 
to all tests when following his mad  rituals and habits. 
Straying from his rituals leaves the ripper dazed, and 
out of sorts leveling a  penalty of -2  to all tests while not 
following his MO.

Tainted Mind- Rippers are driven, if not extremely 
troubled individuals, and no amount of redemption 
can completely wipe away the stain of this corruption. 
Start with an extra level in Drive Corruption that cannot 
be removed. 

Predators of Men- For whatever reason, the ripper 
has decided that men are his only suitable prey. Some 
may find them repulsive and wish to cleanse the 
streets of the Metropolis of such rubbish while others 
are inexplicably compelled to do it. Either way, they 
are a horror in and of themselves and are quite able 
to slip in and out of society with ease, and people are 
none the wiser that they have a serial killer in their 
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midst. For each level a ripper has in the Torture skill, 
they may take one of the following stunts instead of 
one of the usual specialties:

Eyes Of Wolves- Rippers use their own predatory 
nature to spot the signs of other killers. They may add 
their torture rating to tests for noticing signs of those in-
telligent predators that prey on man up to and including 
other rippers, vampires, thropes, ghouls, etc.

Seemly Exterior- The neighbors believe him to be a 
virtuous, upstanding citizen. This ripper is the sheep 
in wolf’s clothing. He knows what people like, and 
how to present himself as a good, kind, polite, and 
helpful neighbor. He even enjoys playing with their 
children. They are the least likely suspicious person 
around.  Reroll failed Charm-Credibility rolls, when at-
tempting to put on a normal persona.

Improvised Armory- Not having a weapon on hand 
is of no matter, for the ripper can make use of any 
object in his vicinity to kill or maim his victims. Rippers 
suffer no penalty for using improvised weapons

Signature Weapon- For the ripper their most endear-
ing and cared for possession is what they use to kill. It 
may be a home made knife, a heirloom straight-razor, 
a well used fisherman’s gaff or one of a   million other 
things. The shape may be different, but the result is 
the same, deadly, bloody professionalism. The rippers 
singular and preferred weapons gains a  +2 bonus 
to damage, they may also add their Torture rating to 
Charm-Interrogate rolls as long as you brandish your 
weapon. However this bonus applies only to the signa-
ture weapon, no other will do even if it is of the same 
type.

Precise Agony-  The ripper’s skilled hands are quite 
effective when it comes to maiming human flesh. A 
ripper can slice and dice with ease, knowing full well 
that when they are done, their victims lives will come 
to an abrupt and brutal end. Add +2 to the DR of the 
Vitality test a torture victim makes to avoid losing Vital-
ity after a torture session.

Mind Breaker- There are a multitude of ways to instill 
fear in the human heart. One is physical pain, the 
other is purely psychological. A creative mind might 
find that they have a flair for torture that not only 
gives great pain, but will not right out kill their living 
canvas. It is quite the art form to take a man and trans-
form him into a poor, besotted ,begging, slobbering 
mess. To the ripper, this gift is breathtaking.  Reduce 
the time in between methodical torture rolls to 12 hours 

instead of the usual 24 for the contested Torture vs Will 
roll.

Killing Mastery- Before long, the man who goes 
about improving his craft  becomes a master. Of 
course, when a ripper becomes a master, he is quite 
adept at striking specific vital points on the human 
body that are often fatal blows. The ripper picks one of 
the following options. 1: Lower the DR to target head/
throat and vitals by one. 2:  Add a +1 modifier to the 
damage against the head/throat and vitals.

Single Minded- The ripper has such a focused obses-
sion with tracking and following his chosen prey 
that he can not and will not accept failure. Reroll any 
criminal skill used in the pursuit of prey.

Tools Of The Trade- Often times it is far simpler to 
do ones work in the comforts of home. Everything is 
right where you need it to be, and you needn’t search 
far to find anything of use, especially when what you 
originally used seems to have little to no effect on 
your victim. When on his home turf the ripper may reroll 
a failed torture roll.

Uncontainable- Rippers are nearly impossible to im-
prison for long. They have quite a knack for escaping 
because they spend a good deal of their time devis-
ing ways to imprison people themselves. They gain a 
+2 bonus to all tests related to attempts to escape their 
bonds.

Unrelenting- Nothing can stop the ripper once he 
puts his mind to something, not even his own body. 
Wounds of the flesh are nothing compared to the 
thrill of the kill. You always suffer Wound Penalties as 
being one lower than normal.  For example- -2 becomes 
-1 and -1 becomes 0.

Unspeakable Horror- Some rippers are inspired 
by their calling to create of themselves something 
extramundane. These men use masks or other accou-
terments to inspire greater duress in their prey. Dress 
monstrously and gain a fear rating of 10 + your torture 
rating

Starting Qualities
Resolve, and any one of these 2 point Qualities: Con-
nections, Credentials, Nondescript, or Time Sense. You 
do not get any custom points for taking these flaws.
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Starting Skills
Melee 2, Torture 2
any 3 criminal skills

Assets: 
 The Ripper has a number of inexpensive residenc-
es throughout the slums, and perhaps a rented flat in 
a slightly upscale area. They typically dwell alone, and 
will possess many of the more common tool of their 
trade, such as a multitude of chains, leather straps and 
other restraints. They will have one place specifically 
set up for their murderous pastime, far away from 
prying eyes. They also begin with one fine outfit and a 
tarnished brass respirator.
 Rippers begin with Wealth 4. Up to £8  may be 
spent on weapons, armor, and equipment. Up to £3 
may be kept as savings.


