
 Dr. Pat McCreary 

 Attributes [105]: ST 10, DX 10, IQ 15 [100], HT 10, HP 10, 
 Will 15 [0], Per 15, FP 10 

 Social Background 
 TL: 8 [0] 
 Cultural Familiarities: Western (Native) [0]. 
 Languages: English (Native) [0]; Latin (None/Literate) [2]; 
 Spanish (Broken) [2]. 

 Advantages [39]: Eidetic Memory 2 [10], Single-Minded 
 [5], Status (+2) [10], Unfazeable [15] 

 Disadvantages [-65]: Addiction (Tobacco) (Cheap) (Highly 
 addictive; Legal) [-5], Bad Sight (Nearsighted) (Glasses) 
 [-10], Code of Honor (Hippocratic Oath) [-5], Code of 
 Honor (Professional) [-5], Curious (12 or less) [-5], 
 Gullibility (12 or less) [-10], Nightmares (12 or less) [-5], 
 Obsession (Short-Term Goal: learn more about the occult) 
 (12 or less) [-5], Pacifism (Cannot Harm Innocents) [-10], 
 Stubbornness [-5] 

 Quirks [-5]: Attentive [-1], Broad-Minded [-1], Congenial 
 [-1], Habit (fiddles with glasses) [-1], Imaginative [-1] 



 Packages [0]: Medical Examiner (Mysteries) [0], Scientist 
 (Horror) [0] 

 Skills [76]: Administration IQ/A - IQ+0 15 [2], Archaeology 
 IQ/H - IQ-1 14 [2], Biology/TL8 (Earthlike) IQ/VH - IQ-1 14 
 [4], Chemistry/TL8 IQ/H - IQ-1 14 [2], Computer 
 Operation/TL8 IQ/E - IQ+0 15 [1], Computer 
 Programming/TL8 IQ/H - IQ+1 16 [8], Criminology/TL8 
 IQ/A - IQ-1 14 [1], Diagnosis/TL8 (Human) IQ/H - IQ-1 14 
 [2], Electronics Operation/TL8 (Medical) IQ/A - IQ+0 15 
 [2], First Aid/TL8 (Human) IQ/E - IQ+1 16 [1], 
 Forensics/TL8 IQ/H - IQ+0 15 [4], Forgery/TL8 IQ/H - IQ-1 
 14 [2], Hidden Lore (Things Man Was Not Meant To Know) 
 IQ/A - IQ+1 16 [4], Knife DX/E - DX+2 12 [4], Literature 
 IQ/H - IQ-2 13 [1], Mathematics/TL8 (Cryptology) IQ/H - 
 IQ-1 14 [2], Occultism IQ/A - IQ+1 16 [4], Physician/TL8 
 (Human) IQ/H - IQ+0 15 [4], Physiology/TL8 (Human) IQ/H 
 - IQ-1 14 [2], Poisons/TL8 IQ/H - IQ-1 14 [2], Psychology 
 (Human) IQ/H - IQ+1 16 [8], Public Speaking IQ/A - IQ-1 
 14 [1], Research/TL8 IQ/A - IQ+0 15 [2], Savoir-Faire 
 (Academic) IQ/E - IQ+0 15 [1], Savoir-Faire (High Society) 
 IQ/E - IQ+1 16 [2], Surgery/TL8 (Human) IQ/VH - IQ-1 14 
 [4], Teaching IQ/A - IQ+0 15 [2], Writing IQ/A - IQ+0 15 [2] 

 Stats [105] Ads [39] Disads [-65] Quirks [-5] Skills [76] = 
 Total [150] 



 Dr. Pat McCreary first encountered the unnatural when a 
 bit of it lunged off of the autopsy table and tried to eat her. 
 That event established her operating methodology: while 
 she was utterly incapable of  physically  fighting the zombie, 
 the coroner was able to use her intelligence and iron will to 
 calmly trap the monster, then call in the authorities to help 
 deal with it. When said authorities showed up, Pat 
 immediately believed the nonsense story they gave her, 
 assisted in covering up the attack - then finished her shift 
 as if nothing had happened. 

 That night, she had screaming nightmares. But that’s what 
 happens at night. It has nothing to do with what goes on 
 during the day. 

 Dr. McCreary’s handlers in Black Ops / The Illuminati / 
 whatever consider her to be quite mad, in other words. But 
 it’s a remarkably  functional  madness. She’ll believe 
 anything you tell her, including the things that are both 
 insane, and true; and she’ll focus on investigating anything 
 occult that catches her eye, until she’s learned everything 
 that’s there to be learned. And she never forgets anything. 
 And she has a number of very handy skills that she can 
 use effortlessly under pressure, and in the worst field 
 conditions. 



 Dr. McCreary also has no survival or combat skills 
 whatsoever, but that’s a workable problem. All her 
 handlers have to do is assign her to a squad of 
 professionals who  do  have those skills. And make it clear 
 to them that she is to be kept alive, and intact. 

 This character is not intended to be a player-character: 
 she exists to provide various expert-level skills to a 
 scenario, while giving the players a complication to deal 
 with. The combination of Gullibility and Stubbornness 
 means that you can get her to believe all sorts of absurd 
 things… but it’ll be almost impossible to sidetrack her, 
 once she’s decided on a course of action. Plus, she 
 remembers  everything  , very much including all the 
 nonsense fed to her in the first place. 

 Compared to this, her habit of treating even obviously 
 doomed and/or horrifically warped humans as patients 
 worthy of medical treatment is almost a quirk. Her intense 
 dislike of killing said unfortunates is somewhat less so. 
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