Philip Coote

Section 12, SIS

Puzzles. It's all about solving puzzles. Even as a child, you knew that.

You now work in the Special Intelligence Service as an analyst. The senior brass are unconvinced that analysis can replace all their field agents and bargains with Afghani warlords or Persian sheikhs, but you know a new age of the world is coming, a time of science and discipline and order. You trace the course of winter across the world, mapping Russian harvests and production quotas and seeing in them the terrible shape of the future.

One of the wild cards that constantly ruins your projections and analysis is a man named Daniel Harwood, an atavistic throwback to a fading era; a genuine hero and one of the SIS' best field agents. You introduced him to your sister Elizabeth last year, and they have been engaged for several months – that took you by surprise, but Elizabeth was always one individual you could never predict, despite your closeness. Still, Harwood is an excellent match for her.

Today, you are accompanying Harwood to a funeral – he commanded a company in France in the war, and the wife of one of his troops has died suddenly. 

Roleplaying Notes: Philip is a rather cold, cerebral character; very calm, very focussed, very quiet. He thinks, weighing up every word, every gesture, every factor before speaking. His childhood idol was Sherlock Holmes, and he unconsciously models much of his life on the Great Detective.

The Others:

Daniel Harwood: Your brother-in-law to be. A dashing captain and decorated hero.

Elizabeth Coote: Your beloved sister; charming and endlessly generous.

Alistair McGrath: Former medic in Harwood's company in the Great War. He called yesterday to inform you of the death of Green's wife.

John Green: Formerly private Green. Harwood told you about one night in Franch, when he, Green, and another soldier named Hamilton were trapped in a field by enemy fire for hours. He claims that nothing has scared him since.

	Investigator Name: Coote
Occupation: SIS
Colleges, Degrees: 
Birthplace: 
Mental Disorders: 
Sex: M Age: 33
	STR: 9
DEX: 11
INT: 18
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CON: 16
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POW: 9
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	Accounting 50%
	Anthropology 41%
	Archaeology 1%

	Astronomy 1%
	Bargain 50%
	Biology 1%

	Chemistry 1%
	Climb 40%
	Conceal 15%

	Credit Rating 55%
	Cthulhu Mythos 0%
	Dodge 30%

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

	First Aid 30%
	Geology 1%
	Handgun 20%

	Hide 20%
	History 60%
	Jump 25%

	Law 35%
	Library Use 50%
	Listen 25%

	Locksmith 1%
	Machine Gun 15%
	Martial Arts 21%

	Mechanical Repair 20%
	Medicine 5%
	Natural History 30%

	Navigate 30%
	Occult 7%
	Operate Hvy. Machine 1%

	Persuade 15%
	Pharmacy 1%
	Photography 30%

	Physics 31%
	Psychoanalysis 71%
	Psychology 70%

	Ride 5%
	Rifle 25%
	Shotgun 30%

	Sneak 10%
	Spot Hidden 25%
	Submachine Gun 15%

	Swim 25%
	Throw 25%
	Track 10%

	.32 Automatic* 40%
	Fist/Punch 50%
	Head Butt 10%

	Kick 25%
	Grapple 25%
	


