
Surname:

First Names:

Date of Birth:

Birthplace:

Marital Status:

Gender:

Height:

Build:

SHOTS RANGE CAPACITY RELOAD

1 Short 6 1

2 Short 2 1

1 Medium 10 1

3 Medium 30 2

REACH PHYSIQUE

0 -

1 -

0 -

1 - 2 -Improvised weapon

BirminghamFemale Outgoing

-

ATTRIBUTES

Target's Physique halved to a minimum of 3 when resisting injury.

Target suffers -1 Physique when resisting injury.

Target suffers -1 Physique when resisting injury. Clumsy: -1 to Melee.

DoI HAND-TO-HAND WEAPONRY

Unarmed

Knives

D.o.I. PERSONNEL FILEMadame Rani, the Spiritualist Medium

MINISTRY OF EXTRAMUNDANE AFFAIRSAlias/Nicknames (if applicable):

ASSOCIATED SKILL

UnarmedBrass Knuckles

Reliable: won't jam when wet/muddy.

Reliable: won't jam when wet/muddy.

Recoil: fire prone unless you're Physique 7.

Suppression: -1 Courage to target per shot fired 

this turn for pinning checks.

ATTRIBUTES

Machine GunsLight Machine Gun (Bren)

Rifles

Shotguns

Pistols

Rani Huq was born into the British magical community in 1923. Her mother, Swati, was a 

celebrated medium and had some small power. Enough, at least, for the Ministry to take  note  

and  register  her  abilities.  It  quickly  became  clear  that Rani was  far  more potent. Swati 

was  able  to  just  about  graze  the  veil  and  gain  snapshots  of  spirit  knowledge. Rani was 

able to tear the veil, summon spirits to her table and cards, draw them into herself and 

commune freely. Thus it was that “Madame Rani–Child Medium” was born. Between learning 

her mother’s crowd-pleasing tricks and father’s business acumen, Rani was a popular feature at 

society parties. 

It was at one of these functions that something went terribly wrong. No-one ever found out 

whether it was done deliberately or not. Rani was given several objects belonging to an ancestor 

of the host’s family and asked to commune with him. It was her sixteenth birthday and 

unbeknownst to everyone, her latent psychometry was about to express itself. Some 

combination of the knowledge from the artefacts, her reaching out and the fact that the spirit 

was that of a potent warlock led to a possessed child stalking the house slaying any who stood 

in her way with borrowed magic and the ritual athame she had clutched in her hand. It was nine 

hours before a D.o.I. team could contain and exorcise the spirit – a hateful thing by the name of 

Beorhtnoth – and rescue Rani. 

It was decided that she could not remain in the entertainment business and her parents were 

rather firmly  told  she  would  be  trained  within  the Ministry.  Now  that  she  has finally 

reached her age of majority she is ready to serve in the ranks of the Department of the 

Impossible herself.

BACKGROUND

Previous occupations (s):

Revolver (Webley Parabellum)

Shotgun

Performer of Seances, tarot readings and the like
5'3"

average

ASSOCIATED SKILL

Unarmed

Knife

Rifle (Lee Enfield)

Unspent XP:

EXPERIENCE

Total XP:

1

350

INVENTORY

Rani has access to all the usual equipment listed in 

the DoI kit list.

DoI Firearms

Huq

OFFICER NAME

Rani Bindu

British Indian, habitual heavy eye makeup

Defining flaw:

Performer's vanity

PSYCHOLOGICAL ASSESSMENT
09/08/1923

Brighton

PERSONAL DETAILS
Distinguishing marks (if applicable):

Single Town of last abode: Defining quality:



SORCERY INFLUENCE
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VALUE XP VALUE XP VALUE XP

3 12 1 2 3 12

4 20 1 2 2 6

4 20 2 6 2 6

5 30 2 6 2 6

20 none

Melee

1

2-3

4-5

6-8

9

10

PHYSIQUE

Parapsychology

Sleight of Hand

PROWESS

1. Roll D10 for location

EXTRA ODDNESS XP COST:

18 9

Cardio Training 

Arcane Lore

Phantasmology

Unarmed

Pistols

Knife

3

30

33

18

COURAGE

Performance: Seance

Tarot cards

KNOWLEDGE

BASIC STATS

RANGED

INTELLECT

MELEE REFLEXES

30

SKILLS

18

3
AWARENESS

4

18

2 4

Incapacitated & bleeding out

[  ] [  ]

[  ] [  ]

[  ] [  ]

Go prone. All movement distances halved.[  ] [  ]

L leg

Incapacitated & bleeding out

Incapacitated & bleeding out

2. Cross out box

Body

Go prone.  Miss next turn.  Pass an immediate Physique test or fall 

unconscious. Prowess & Awareness halved.

Unconscious. Pass Physique test to 

avoid death.
Head

Location

Incapacitated & bleeding out

10 R leg

1st Injury

1

Ranged and Melee stats halved.

Ranged and Melee stats halved.

8

7 L arm

2-6

R arm

[  ] [  ] [  ] [  ] [  ] Reduce your Physique by 1, then take a Physique test. If you fail, you are incapacitated and are bleeding out.

Go prone. All movement distances halved.[  ] [  ]9

ODDNESS

2nd Injury

3. Apply effect

Kinaesthetics

Deception

1st oddness: Medium

Medium rules: a successful Sorcery test is required to attract a spirit. You can ask three questions, to which the GM will answer yes or no (the manner in which they say 

‘yes’ or ‘no’ will depend on your séance style – it might be knocking on the table, using a Ouija board, or something else). If you do not know the name of a particular spirit 

you wish to call, you are simply calling any available. If you wish to ask more open questions, you can allow a spirit to possess you. To maintain the possession you must pass 

a Sorcery test each turn with a +2 modifier. Should you fail, the spirit flees and a miscast is triggered (see the miscast table on page @@). If you are not following a turn 

sequence, take the Sorcery test every 10 seconds. Spirits can be reluctant to leave a body once they’ve possessed someone. If you roll a natural 10 for any of your Sorcery 

tests while possessed, you no longer have to test to maintain the séance. Instead, you may test your Sorcery at -2 every 10 seconds to excise it!

2nd oddness: Psychometry

Pass an Awareness test while touching an object to witness a few swift images or sensations hinting at its history. The more you pass by, the more detail you will glean.

Alternatively, if you have hours to spare, you can attempt Retrocognition. By entering a meditative state, you can peer backwards through time at the place you’re sitting in. 

Typically you will witness the most emotionally intense events that occurred in the place’s history. This will take a number of hours equal to your base Awareness stat, 

minus your margin of success. You can only roll for each place once – either you can read a place, or you can’t.

SPECIAL ABILITIES:

INJURIES

Ranged


