
The Haunting of Cranston Place: Traits  Private Investigator 

1 
 

 

Assets 

Brawler (d4) 

You are a trained and experienced hand-to-hand 
combatant. You could be a monk schooled in the 
martial arts, a highly trained Navy SEAL, a 
mixed-martial-arts arena fighter, or a Victorian 
pugilist. Your unarmed damage is treated as 
Basic damage, rather than Stun damage, and you 
may add your Trait die as an additional damage 
die to any unarmed attack. You may make called 
shots to vital areas to deliver Wound damage, 
rather than Basic damage (see Called Shots, page 
92.) 
 
Intuitive Leaps (d4) 

You have trustworthy hunches, and make good 
decisions even without all the information. You 
have an easy time sensing when someone is lying 
to you. Add your Trait die to any rolls to 
determine the truth of someone’s statements. 
d4: Once per session, you may ask the Game 
Master a question which they must answer as 
truthfully as possible with yes, no, or maybe/it 
depends. They need not elaborate on the 
reasoning behind the answer. 
 
Steady Calm (d4) 

You’re hard to shake and always appear to keep 
your wits about you. Add your Trait die to all 
rolls to resist being frightened, intimidated, or 
otherwise mentally unbalanced. This Trait also 
aids you in resisting torture or coercion. 

 

Complications 

Addicted (Booze) (d4) 

You are physically addicted to something. It could be 
cigarettes, alcohol, painkillers, human blood, or 
almost anything--but you need it, and if you can’t get 
it, you go into withdrawal. The level of this 
Complication depends on the nature of the addiction. 
Something legal, with few immediate risks and 
nonfatal withdrawal symptoms (being a smoker or a 
functioning alcoholic) would be rated d4 or d6... 
Depending on the addiction, the time between 
required fixes could vary from eight hours to a week. 
Minor symptoms include headaches (–1 Attribute 
step to all rolls from inability to concentrate), the 
shakes (inability to perform delicate actions), 
frequent nausea and vomiting, or confusion that 
manifests on and off constantly. Severe symptoms 
can cause dire problems, like blacking out randomly, 
violent rages, bleeding, cardiac arrest, and so on. 
Also, you may experience social side effects from 
indulging your addiction (the Game Master may add 
your Trait die to the Difficulty of social rolls or have 
supporting characters respond unfavorably upon 
meeting you), your health may degrade, or you may 
be incapacitated while “fixing.” 
 
Smart Ass (d2) 

You just can’t help yourself … if the opportunity is 
there to crack a joke, especially at someone else’s 
expense; you’re going to take it even if it earns you a 
punch in the breadbasket. While this is principally up 
to you to role play, you may have to add your Trait 
die to the Difficulties of rolls to deal with people 
you’ve offended. 
 
Superstitious (d2) 

You actually believe that? 
d2: You behave oddly—avoid stepping on cracks, talk 
about how breaking a mirror is seven years of bad 
luck, and so on. It doesn’t interfere with your actions 
most of the time, but sometimes it makes people feel 
awkward around you—they are less likely to take 
you seriously, enjoy your company, or want to spend 
time with you. 


