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mUTIFS: CONTACTS AND NOTES

Angels, Nude men, Nude women,
Stars, Mirrors, Pools of water, Fae
and elfin beings, Lyres, People
morphed into works of art, Spatial
distortions
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	Player Name: 
	Hit Threshold: 3
	Investigator Name: Jean Cocteau
	Drive: Artistic Sensitivity
	Occupation: Artist
	Status: 
	Instability Immunity: Ignore all items on the Instability Loss Table on p. 68.
	Float Points: 0 / 0
	Accounting: 
	Assess Honesty: 
	ArtMaking: 27
	Anthropology: 
	Bargain: 
	Athletics: 3
	Archaeology: 
	Bureaucracy: 
	Card Reading: 
	Architecture: 1
	Charm: 
	Conceal: 
	Art History: 1
	Cop Talk: 
	Disguise: 3
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	Credit Rating: 4
	Dreamscaping: 9
	Cthulhu Mythos4: 3
	Flattery: 1
	Driving: 
	Cryptography: 
	Interrogation: 
	Electrical Repair: 
	Dream Lore: 2
	Intimidation: 
	Explosives: 
	Geology: 1
	Oral History: 
	Filch: 
	History: 1
	Reassurance: 
	Firearms: 
	Language: 
	Seduction: 1
	First Aid: 
	Languages 1: 
	Streetwise: 1
	Fleeing: 6
	Languages 2: 
	Health: 6
	Languages 3: 
	Hypnosis: 3
	Languages 4: 
	Instability: 12
	Law: 
	Mechanical Repair: 
	Library Use: 1
	Astronomy: 
	Piloting: 
	Literature: 2
	Chemistry: 
	Preparedness: 
	Medicine: 1
	Craft: 
	Psychoanalysis: 
	Medium: 
	Evidence Collection: 
	Riding: 
	Occult: 1
	Forensics: 
	Sanity: 4
	Physics: 
	Locksmith: 
	Scuffling: 
	Theology: 1
	Outdoorsman: 
	Sense Trouble: 
	Pharmacy: 
	Shadowing: 
	Photography: 
	Stability: 6
	Stealth: 
	Weapons: 
	Motifs: Angels, Nude men, Nude women, Stars, Mirrors, Pools of water, Fae and elfin beings, Lyres, People morphed into works of art, Spatial distortions
	Contact and Notes: 


