John Green

Start at the beginning. Thirteen years ago, a cold field in a French wood, German guns thunder around you, pinning you down in the mud and the rain. You hold the letter from Susan in your bloody hand and you promise that you'll survive and get out of this and marry her.

And you do. Thirteen years of happiness. A life. A daughter.

Then you hear a dog barking outside. Something tears at you, and you black out.

When you wake up, they tell you she is dead. 

Sorrow mixes with confusion and anger into a lethal cocktail of pain.

There's a funereal now, around you. Faces from the past and present float in a sea of tears. You have eyes only for her, and for your daughter.  Samantha is all you have left of Susan.

What killed her? What happened? For the love of God, why?

Roleplaying Notes: John Green was a perfectly ordinary man. He went through the hell of the Great War and survived; he had a loving wife and a wonderful daughter and was happy. Now all that has been bizarrely shattered. There's a dead dog in his garden shed and his wife is dead and nothing makes any sense any more.

The Others:

Samantha Green: Your daughter. A strange, sometimes troubled young girl, but so full of life. She's all you have left.

Daniel Harwood: The captain of your infantry regiment in the Great War. He was trapped in that field too, on that long, terrible night. An inspiring leader and great man. Thanks for coming for the funereal, it's appreciated.

Alistair McGrath: The company medic. Another good man. Odd. He brought his wife.

Yvette McGrath: Alistair's wife. French. She's taking care of Samantha, which you appreciate. You must tell her that. Oh god, Susan's gone.

William Hamilton: The third soldier in that hellish field. Was he here? You can't remember. You can't think. 



	Investigator Name: Green
Occupation: Foot Soldier
Colleges, Degrees: 
Birthplace: 
Mental Disorders: 
Sex: M Age: 33
	STR: 15
DEX: 12
INT: 15
Idea: 75
CON: 16
APP: 11
POW: 8
Luck: 40
SIZ: 15
SAN: 40
EDU: 14
Know: 70
99-Cthulhu Mythos: 99
Damage Bonus: +1D4





	

	Accounting 10%
	Anthropology 1%
	Archaeology 1%

	Astronomy 1%
	Bargain 5%
	Biology 1%

	Chemistry 1%
	Climb 60%
	Conceal 50%

	Credit Rating 15%
	Cthulhu Mythos 0%
	Dodge 50%

	Drive Auto 30%
	Electrical Repair 20%
	Fast Talk 5%

	First Aid 50%
	Geology 1%
	Handgun 20%

	Hide 40%
	History 20%
	Jump 25%

	Law 5%
	Library Use 25%
	Listen 60%

	Locksmith 41%
	Machine Gun 50%
	Martial Arts 1%

	Mechanical Repair 40%
	Medicine 5%
	Natural History 10%

	Navigate 10%
	Occult 5%
	Operate Hvy. Machine 1%

	Persuade 15%
	Pharmacy 1%
	Photography 10%

	Physics 1%
	Psychoanalysis 1%
	Psychology 5%

	Ride 5%
	Rifle 70%
	Shotgun 30%

	Sneak 70%
	Spot Hidden 25%
	Submachine Gun 15%

	Swim 34%
	Throw 25%
	Track 10%

	.303 Lee-Enfield* 70%
	Fist/Punch 50%
	Head Butt 10%

	Kick 25%
	Grapple 25%
	


