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Name: Dr. Edmond Smythe
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Beyond the Supernatural Skills Base Bonus +%/Mv Total% OKills Base Bonus +%/lvl Total%
Language: English 88 6 1 98 Lore: Magic 30 15 5 98
Player: Non-Player Character Literacy: English 80 6 2 98 Recognize Wards/Runes/Circles 15 10 5 80
Character: Dr. Edmond Smythe Mathematics: Basic 72 6 3 98 Recognize Enchantment 10 10 5 75
Nickname/Alias: "Just Edmond, if you please."” Pilot: Automobile 60 6 3 98 Lore: Magic Arcane 20/40 15 5 98
P.C.C.: Parapsychologist (pages 69-73) Anthropology 40 15 5 98 Sign Language 25 10 5 90
Sex: Male Alignment: Scrupulous Biology 40 15 5 98 Astrology / Navigation 30 10 5 95
Occupation: Parapsychologist (Psychiatric Research) Crime Scene Investigation 35 15/10 5 98/98 Streetwise: Weird 30 10 5 95
Attributes Hand to Hand Combat Computer Operation 60 15 3 98 Wardrobe & Grooming 50 - 4 94
1.Q.: 15 HTH: Basic (Self Defense Classes) Technical Writing 30 12 5 97 Public Speaking 30 10 5 95
M.E.: 21 Actions/Attacks per Round: 3 Research 40 15 5 98 History: General 60 10 4 98
MA. 23 Initiative:+ 2 Psychology 35 25 5 98 History: North America 40 10 4 94
PS.. 8 Damage:+ 2 Parapsychology 30 30 5 98 Memorization Techniques +1 to 1.Q Attribute
PP.:. 8 Strike:+ 1 Sensory Equipment 30 20 5 98 Cooking 35 - 5 98
P.E.. 17 Parry:+ 2 Lore: Paranormal & Psionics 30 25 5 98 Wine Tasting (8th level) 20 - 5 55
P.B.: 10 Dodge:+ 2 Lore: Mythology 30 20 5 98 Etiquette (5th level) +1to M.E. & M.A. Attributes
Spd.: 5 Roll with punch, fall or impact:+ 2 Lore: Cults & Secret Societies 20 15 5 90 Socialization (3rd level) +2 to M.A., +5% to Impersonate
P.P.E.: 3 Pull Punch (11+):+T Lore: Entities & Ghosts 30 20 5 98 Impersonation (1st level) 30 10 5 45
LS.P. - Knockout/Stun Roll: - Lore: Demons & Monsters 30 20 5 98 Weapon Proficiencies: Recognize Weapon Quality (80%)
SD.CT 20 Critical Strike Roll: 19-20 Lore: Religion 35 10 5 98 Modern Weapon Proficiencies Strike Aimed Burst
Hit Points: 72 Death Blow Roll: - Lore: Superstitions 30 10 5 95 Handguns (revolvers and pistols) +6 +8 +3
Perception:_+7 (includes Keen Perception bonus)
Armor: "Concealable Vest AR.: 10 S.D.C.. 50

Level: 12 Experience Points: N/A

Special Abilities/Skills

Weapons & Hand-to-Hand Attacks

Weapons & Attacks

Strike Parry Throw/Range Rate of Fire

Shots/Ammo Weight Damage

Specialized Knowledge of the Paranormal & Magic: page 70 Remington RM380 (semi)  +6 /+8 Aimed 75 feet single/burst 6/ 2 clips .76 lbs. 2D6; a burst of 3 rounds does 4D6
Keen Perception (+2 Perception bonus): page 70 shiv carved from bone +1 +2 +2 | 8feet melee carries one 11b. 1D6 (2D6 if vulnerable to bone)+2
Understands the Principles of Psionics: page 70 silver plated tactical knife +1 +2 +2 | 8 feet melee carries one 2 Ibs. 1D6 (2D6 if vulnerable to silver)+3

Recognize real psychic abilities vs stage magic/trickery 93%
Recognize mind control and possession 83%

Karate Punch

Called shots (nose, eyes, groin, etc.) can penalize target

2D4+2 (can't kick attack anymore)

Elbow and Forarm attacks

Note: Called Shots & Power Strikes cost two attacks to perform

1D6+2 (can't knee strike anymore)

Understands the Principles of Magic 94%: pages 70-71
Read Magic (use when casting spells & magic scrolls): 76%

Disarm Attacks

Needs a Natural 17-20 as a defensive move; gets a +5 bonus to offensive disarm attempts.

Judo-style body flip/throw

Does 1D6+2 Damage and opponent / victim loses an action & their initiative (if they had it).

Knowledge of and access to scientific equipment: page 70

Body Block / Tackle

1D4+2 Damage; 01-50% chance to knock down opponent, losing their next action & initiative. Costs two attacks.

Leads a Paranormal Research Team: Lazlo Agency

Status with the Organization: Well Liked and Respected

Note: Strike and Parry bonuses from both Hand-to-Hand Combat and Weapon Proficiency bonuses are included

Equipment

Expensive suit & shoes, pair of gloves, cane, wristwatch, smartphone,
utility knife (1D4 damage), GPS unit, pocket mirror, pocket flashlight,
pocket microscope, digital audio recorder, silver cross on a necklace,
grey long coat and some personal items (tin of mints, handi wipes, etc

shoulder holster set (holds pistol & two magazines)

Items of Note

Mobile lab: A utility van that transports equipment, tech, gear,
intel gathering crew and herself to paranormal investigations.

Has access to the following tech and gear in mobile lab:
Portable Lab (petri dishes, evidence and blood sample kit, etc.)
portable lab supplies are kept in a carrying case

Saving Throws Base Modifier ~ Roll Needed
Horror Factor +6

Poison: Lethal 14 +1 13+
Poison: Non-Lethal 16 +1 15+
Harmful Drugs 15 +1 14+
Insanity 12 +4 8+
Psionics 15 +3 12+
Magic Spell 12 +3 9+
Magic Ritual 16 +3 12+
Coma/Death +5%

Possession +2

Curses 15 +2 13+
Disease 14 +1 13+
Pain 16 +1 15+
Hypnosis +3

Possession T2

Last updated on 5/20/2026

Duffel Bag (modified with extra side pouches) contents:

large flashlight, box of latex gloves, digital camera, optical tape measu
LED lighted magnifying glass (inside case), digital thermometer,
optical tape measure, pocket lonization sensor, hand towel, bottled wa
fig bar, box of 12 glow sticks, can of Dust Off, package of sani-wipes,
notebook, 2 pens, headphones (for Laptop), and a basic first aid kit.
Includes a special side pocket where magic scrolls are kept.

Kirlian Camera w/ USB port; used to capture the phenomenon
of electrical coronal discharges for later review/study.

six radio phones w/ headsets (kept in a protective plastic case)

PC Laptop with specialized software, such as digital sound filtering (tc
remove ambient noise & static from sound recordings), digital photo
manipulation software (to clean up blurred or grainy photos),

and so on. PC is kept in a sturdy carrying case

This Non-Player Character is available to download at houseofbts.net




Edmond's Personal Information
Age: 67 Height: 5' 10" Weight: 160 Ibs. Hair: grey-white and thinning, kept short & neat,

Eyes: _ blue  Birth Order: only child Money: Typically $200 in cash on hand

General Appearance: Edmond's clothing is as sleek as his well mannered etiquette. Carries himself
very professionally and always well dressed (especially as he's never in the field these days).

Walks with a cane to help compensate his bad knees (both have been replaced), and requires a
pacemaker after suffering an injury the last time he was in the field (several years ago).

Common Parapsychology & Ghost Hunting Tools, Tech and Gear
Note: Parapsychologists rely on a wide variety of equipment, nearly all of which depends on electricity, either
from a plug & wall outlet or from batteries. This by itself can represent an Achilles’ heel, as abandoned or
remote places are unlikely to have working power, and batteries can drain quickly if the devices continue to
run while not actively in use. Also note that some supernatural beings and entities can drain/affect batteries.
Psi-Mechanics and psychics with abilities like Charge Battery, Electrokinesis , Energy Conduit & Living
Battery make for invaluable assistants and investigators to Parapsychologists.

Disposition: Intelligent, compassionate, introspective and contemplative; a natural mentor / teacher.

Family History: Of English/German ancestry with some paranormal history.

Environment: From a farming / rural community outside of Lincoln, Nebraska.

PC Laptop: Includes specialized software, such as digital sound filtering (to remove ambient noise & static
from sound recordings), digital photo manipulation software (to clean up blurred or grainy photos), and so on.
Includes in a sturdy carrying case which also contains extra cords, a mouse, and other useful gear.

Reason for Paranormal Investigating: After meeting & treating / helping people who've suffered from
supernatural experiences, Edmond got involved to become a better psychologist.

Satellite Phone: More universally reliable than a cellphone in most places. Note that neither cell or satellite
phones work well underground, and some structures play havoc with reception.

Sentiments toward Supernatural: While he's fascinate by the supernatural, Edmond's no fool and
handles his investigations with a healthy dose of respect, pre-planning and precaution.

Laser Grid Light: Divides an area visually using a grid of light beams. Useful for creating reference points in
a video or for creating accurate maps of a small area, a laser grid light is a highly specialized tool.

Goals in Life: Looking forward to his thirty year anniversary with his wife, Catherine. Also wants
Wants to enjoy his recent retirement as a psychologist while enjoying his parapsychology work.

Thermal Camera: Able to record unusual variations in temperature of objects, people, and of the ambient air.
Points out sudden cold spots and rapid drops in temperature. These are surprisingly useful tools.

Insanity: Has a phobia of bats & bat-like creatures due to a near death encounter with an unknown
creature early on while working for the Lazlo Agency; he's never quite gotten over it.

Contacts and Associates
Corbin Romance Occupation: Parapsychologist Notes: Was a student of Edmond's who
saw his potential early on, aiding and guiding Corbin on his path of becoming a Parapsychologist.

Ouija Board in a wooden box: Has been associated with contacting spirits for more than a century.
While rarely productive in generating any sort of verifiable evidence, they do occasionally yield remarkable
results. Often used as a last resort when all other methods of making contact with a spirit/entity have failed.

Kendra Terloni  Occupation: Personal Assistant Notes: After meeting and helping Kendra
(who was afflicted by a transformation curse), he hired Kendra as his assistant. Provides her with
ongoing therapy as she has nightmares and anxiety over such a harrowing experience.

EMF Detector: Used to detect electromagnetic fields. These fields are not only generated by certain spirits,
entities, and supernatural beings, but also by electrical wiring, circuitry, and some electronic devices, even if
in active use. Using it with a degree of accuracy takes practice as even seasoned users can be fooled when
encountering otherwise hidden electrical wiring. Uses the Sensory Equipment skill.

EVP Recorder: More sophisticated than a simple sound recorder, the Electronic Voice Phenomena recorder

Occupation: Notes: is capable of recording sounds that may not be detected by standard, voice-activated recording devices.
Uses the Sensory Equipment skill.
Occupation: Notes: IR / Full Spectrum Lights: Many swear by the efficacy of full-spectrum lighting to better spot and identify

Available Magic Scrolls (on 8.5 x 11 VCI paper; kept in sheet protectors)

Blinding Flash: The scroll becomes a sudden burst of intense, white light, temporarily blinding
everyone in its ten foot radius. Victims are blinded for 1D4 rounds, and are -10 to strike, parry and
dodge. Victim's chance of falling is 01-50% every 10 feet. Saving Throw: Standard.

Globe of Daylight: Scroll changes into a magically created small globe/sphere of true daylight,
bright enough to light up a 36 foot area. Because it is daylight, it can ward off vampires and most
other types of undead and demons who fear or are hurt by sunlight, keeping them at bay just
beyond the edge of light. Can mentally move it along with himself, or send it up to thirty feet ahead.
The maximum speed at which the globe can travel is equal to a speed attribute of 12.

entities and invisible beings. Scientifically, it's difficult to measure a significant difference between regular and
full-spectrum lighting in this regard. Grow lights used by indoor gardeners share most of the same qualities as
full-spectrum lighting, and are often identified as such. Full spectrum light bulbs are relatively easy to find, but
good, sturdy lighting fixtures in which to mount and carry the bulbs can be challenging; a portable power supply
is necessary, and those tend to be heavy and awkward to carry. Rather than portable use, such lighting is best
utilized at a fixed position, aimed at an area where supernatural events take place with some degree of
regularity. Again, a power source is required.

Fire Bolt: Scroll changes into a bolt of fire that is +4 to strike. Does 1D6x10 damage to both
supernatural beings & creatures of magic (x2 damage if vulnerable to fire). 1D4 damage to mortals.

Kirlian Photography equipment: Kirlian photography, named after the inventor Semyon Kirlian, is a
technique that captures the electromagnetic fields emitted by living organisms. Often referred to as "energy
photography,” it creates vivid and intriguing images that evokes a sense of the mystical or spiritual. Depicts a
conjectural energy field, or aura, thought, by some, to surround all living things and reflects the physical and
emotional states of living subjects. Requires a power source and work space. Includes safety equipment,
photography plates & film, digital sensors, and grounding system (grounding rod/insulated cables).

Armor of Ithan: Instantly creates an invisible, weightless, noiseless, full suit of mystic armor upon
the caster. The armor can be created upon another if reader invokes the scroll while touching the
intended recipient. Armor provides 40 S.D.C.; magic fire, lightning, and cold does 1/2 damage.

Eyes of Thoth: Thoth is the god of knowledge and wisdom of the ancient Egyptians and said to
know all languages. This invocation enables the user to read and understand ALL written
languages, modern and ancient. However, spoken languages are incomprehensible unless a
Tongues spell is also invoked or the user has an education in that language. Lasts for 30 minutes.

Note: Each magic scroll requires 2 actions to find and take in hand, and 2 actions to read/cast.

Edmond'’s Mobile Lab (utility van)

The Mobile Lab is a van used by Edmond & his tech team while investigating. The van's equipped to handle
all his analytical needs in the field while enabling on-site repairs & modifications as well as gaining access
to real-time information from on-line lab technicians. Also functions as a sort of mobile command center.
Type: Utility Van Maximum # of Passengers: 4 A.R.:13 S8.D.C.:450 Speed: 100 MPH

Note: Maximum speed and range reduced due to the extra weight of the gear and armor plating.

Driving note: -10% piloting penalty due to unusual weight, height & wind resistance of a utility van

Leap, Run, Swim and other Miscellaneous Notes
Leaping Distance: Up: 1 feet/2 feet (power) Across: 2 feet/4 feet (power)

Run: 3.5 mph (max) 17 melees 75 feet per round 25 feet per action
Swim: - mph (max) - minutes - feet per round - feet per action
Bonus to Trust: 00%/00% Maximum carry/lift weight: 000 Ibs. / 000 Ibs.

Mobile Lab tech team
Matthew Strazdas Occupation: on-line lab technician Notes: Analyzes and relays information in real time.
Also processes, organizes & manages all of the collected data for later use.

Gregory Jones  Occupation: hardware technician Notes: Handles all aspects of the tech, gear, and
equipment, including maintaining, repairing, upgrading and storing it properly. He usually drives the van.

Note: Team rarely goes out into the field; they're not trained for combat, nor are they armed/armored for it.
Generally speaking, if outside the lab, the team is more of a liability than of help.




