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the Waiﬁng

by christopher golden

“This bites.”

A strang wind blew across Crestwood Cemetery, whis-
pering the dark secrets of the dead as it passed amongst
the tombstones and whistled through the cracks in the
walls of each crypt. But Buffy Summers wasn’t listening.
She knew each of the thirteen cemeteries in Sunnydale,
California as though they were her own back yard—hell,
she spent more time in the boneyards than she did at
home—and being amongst the graves of the town’s dead
had lost its ability to induce even the tiniest shiver.

There was a lull in the wind, and somewhere not far
off she heard the creak of a rusty hinge. Though she
knew it was merely the resettling of one of the crypt
daors or the one on the maintenance shed, her imagina-
tion filled in so many other images. A chill ran up the
back of Buffy’s neck.

Kay, she thought. Maybe just one itty-bitly shiver.

Buffy smiled to herself. In a freaky way, it was good

o know she was capable of a good old-fashioned wig-

: gms ihe fear of creepy nothing. After all, she had dealt

~ with mmar%samcmmgs in the last few years, ever since
she had learned what she was.

The Slayer. The one girl in all the world chosen by
powers beyond her reckoning to combat the forces of
darkness. Chosen. It had its pros and cons, no doubt

« about that. On the plus side, there was the whole super-
~ human thing—strength, speed, quick healing, these
<thmgs didn’t suck. On the other hand, being the Slayer
" meant she had a duty to hunt monsters until one of them
killed her. Given the hazards of the job—being public
enemy number one as far as the nasty ol” forces of dark-
ness were concerned—the killing thing was pretty much
guarantced to happen saoner than she would like.

Euffy figured one hundred was a nice round number.
but she’d be lucky to make it out of her teens.

as much as it had when 'she had first learned that she was
Chosen. Like all Slayers, she had a Watcher to guide her.
Giles was tops with the demony knowledge, and had
given her the combat training she needed, but he was
more than that. This was his fight too. He looked out
for her. Plus, unlike most Slayers, Buffy had not accept-

FOREWORD

‘:'Ch;;rlcad:ng uniform.

‘Even that did not haunt her as much as it might have— .

ed the idea put forth by the Council of Watchers that to *
be an effective Slayer she had to alienate all her friends.

Screw that.

Nope, what was bothering her more than anykl;ing an
this warm spring night when a hard breeze was blowing
in off the Pacific was that she was stone cold bored.

Buffy slumped against a granite grave marker and
thumped her head back against the stone. Bored, bored,
bored.

“This really bites,” she muttered to the darkness and
the dead.

Sunnydale was right on top of the Hellmouth, a place
where the barrier between the human world and the
demon dimensions was worn thin. 1t was a like a mag-
net, drawing monsters from all over. Nearly every night
she patrolled the town looking for trouble, and most of
the time she found it in some form or another. Somehow
she managed to work in some hang time with Willow and
Xander, not to mention her Mom.

But there was no patrolling tanight. Even though she
could think of a dozen things she should have been or
would rather have been doing instead, tonight, all she
could do was wait.

Sa she sat here with her back against the gravestone—
feeling the engraved letters of a dead man’s name on her
back—and she waited and she stared at the freshly turned
carth of the grave across from her, and she wondered
when Sasha Kopeki was going to come back to life.

- An image swam up into her mind of Sasha in her
The girl had graduated high
| the previous spring and had been attending UC

_\Ssanydﬂle, but Buffy only remembered her from the time

shc.;mcrself had briefly been part of the cheerleading

. sqlﬁﬂ Sasha hadn’t been the prettiest girl on the squad

e had certainly not been the best, but when it came

«:«1‘3 -wattage and team spirit, the dead girl was sec-

ond to none.

Was being the key word there, Buffy thought. Sasha’s
pretty much second to everyone these days. The girl had
been killed by a stray vamp who had wandered into
Sunnydale to check out the Hellmouth, and to find out if
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the Slayer was really as tough as they said. Buffy had
already dusted the moron, proving the point.
But Sasha was unfinished business.

With a sigh, the Slayer rested her head against the
tombstone again. Her eyes began to futter closed.
Almost the moment they did, she heard the soft sound of
dirt sprinkling to the ground. Of digging.

Buffy’s eyes snapped open and she glanced over at
Sasha’s grave. Slender white fingers jutted from the
freshly turned earth, clawing at the dirt around them,
destroying the dead girl’s French manicure. A wave of
sadness passed through Buffy for the excitable cheer-
leader with the blinding smile. But Sasha was dead now.

It was her fingers that bored their way up from the
dirt, her hands that burst from the ground, her arms that
thrust forth and dragged the rest of her body from the
grave. But Sasha was dead.

The corpse crouched beside the hole it had burrowed
up from its coffin, clad in a simple and elegant black
dress. Sasha’s blond hair had been arranged lovingly in
her casket but now it was crusted with moist earth.
Buffy thought she saw a worm dangling near the dead
girl’s ear.

*About time,” Buffy told her. “] thought 1 was gonna
go gray waiting for you. And, brrrr at that thought.”

Sasha whipped around to face her, rising up almost to
her full height but still somehow feral. Yellow eyes
glared at Buffy in the darkness. The girl’s face was not
at all the way Buffy remembered, but that was no fault of
memory. . Jt had more to do with the metamorphosis her
features had undergone, the way that her forehcad and
cheeks had become ridged and cruel and inhuman.

Vampiric.

The undead girl grinned, then, but instead of the per-
- fect smile Buffy recalled her mouth was twisted in a
_ predatory rictus, flashing deadly fangs.

"] remember you,” the vampire said, voice raspy from
-~ disuse. The voice of the grave.

“No you don’t,” the Slayer said.

Confused, the vampire frowned, lips curling back sav-
agely from those fangs. *Yeah. 1 do.”

“Those aren’t your memories,” Buffy told her, a horri-
ble revulsion roiling in her gut. “They belong to Sasha.”

*] am Sasha,” the vampire hissed.

“No you're not,” Buffy replied calmly. “You’re just the

Buffy stood across the disturbed grave From Sasha and _.\;:_:,__. 2%
~ reached inside her zippered sweatshirt for thc stake she =
'l'af'__-'._camed in the pocket sewn in there.

-~1aq_

thing that’s living off her corpse. Like a maggot.”

With a roar of fury, the vampire lunged across the
open grave, fingernails hooked into claws, features con-
torted with demonic ferocity. 1t leapt at Buffy, who spun
out of its way. Sasha rushed her from behind and Buffy
took a single step backward—toward the vampire—and
shot an elbow into its face. Sasha’s surgically recon-
structed nose exploded in a gush of blood and a spIm-
tering of bone.

Buffy leaped into the air, spun around and shot a high
kick at the vampire’s face. It staggered backward and
fell over the gravestone Buffy herself had been.leaning
against for the past two hours. The vampire’s legs were
splayed, the hem of its burial dress hanging like a curtain
aver the front of that stone. The Slayer leaped over the
marker and landed on the vampire’s chest, plunging the
stake into the dead girl’s heart.

Sasha whimpered once, eyes locked on Buffy’s.
*] remember you,” she whispered.

Then she exploded into a cloud of cinder and ash that
was swept away by the warm Pacific breeze.

“No you don’t,” Buffy said to the night, to the dark—
ness. “No. You don’t.”

Then she turned and strode quickly from the cemetery,
wanting to put it behind her as quickly as possible. She
would go to the Bronze, where she hoped to find her
friends hanging out, maybe dancing, depending on what
band was playing tonight. With them she would laugh,
and in laughing, she would begin to forget, and she
would fill her life up with the things that mattered, the
things that reminded her what she was fighting for.

Buffy would talk, and she would move, and she would
dance. She would use the time she had in this world, and
she would not be bored. Nothing about being Chosen
bothered her more than those times when boredom set
in, when she had to sit in the graveyard and wait.

Noihmg was worse than the waiting.

FOREWORD
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McNamara: Vou telling me my business?

Buffy: This is not your business. It's mine. You, the
Initiative, the 5ﬂu~ in the Pentagon, you're all in way
over your heads. Messing with Primeval Jforees you
have absolutely no comprehension of.

MeNamara: And you do?

Buffy: I'm the Slayer. Vou're playing on my turf.

—4.21 Primeval

Wp‘l‘ -

o, the cmm; image caught your eye, or your Buffy
fanaticism compelled you, or maybe some college
freshlings knocked a pile of books from the top shelf
onto your head—whatever the reason, you decided to
_ Hip through, and now read (of all things!) the Buffy
0 the Vampire Slayer roleplaying game (BtVS RPG)
corebook. Isn’t that special. You have just embarked
on your own personal roleplaying trip. @
The raleplaying veterans among you—those gaming graghard’s——kndw most of this intro stuff already. And those
familiar with Unisystem games will find very little new here. ,qxou folks can skip ahead to the other juicy bits of this
chapter, or even straight to cheracter creation in Chapter i3"!158?&31::“.-. Assembly Required. Nothing for you to see

iu;rg, Move along, move along. e .

qufy: Spike,'what are'you doing here?
Spike (between blows): Same reason as you and your cub scout fiere, 1 wager. Wanted a spot of violence
before bedtime.

—5.4 Out of My Mind

CHAPTER 1



Not buying that, are you? Okay, in truth, a raleplay-
ing game is about shared storytelling. You get together
with several friends and create a tale. In the case of the
BIVS RPG, there’s a bunch of large incisors, staking and
good fashion sense involved, but that’s not all. Unlike
any other kind of game, your group’s story can take you,
the characters and the Buffyverse anywhere you want it
to. The action takes place in your imaginations, and the
story is told through your interactions. There are truly
no limits. The great thing about roleplaying games is
that the direction of the story and the creative choices
are all about you. Seriously, you rule!

Each of you creates a character, an alternative persona
that becomes your “in game” role. This is your Cast
Member. You choose the character’s strengths and weak-
nesses, abilities and limitations, and—in particular—per-
sonality. During the course of the game, you make this
Cast Member’s decisions, utterances and actions. You
put words in her mouth, spring in her step; and joy in her
heart. Or maybe you just brood a lot and kick butt. No
sweat, that’s a valid lifestyle choice too.

If you like, you can play any of the characters from our
favorite TV show (ah . . . Buffy, duh®). Or you might
make something up, say Trep, the old homeless man, or
Biff, the muscle-headed jock, or Glenda, the spacey goth
gal, or any number of other folks. Whatever you do,
know that you've got a bit of an edge. You are one of
the good guys, the white hats, the champions—or at least
are helping the heroes as a loyal and trusted Scooby.
Now, that’sinot to say your creation won’t have a dark
side . . «.or two. 1t wouldn’t be the Buffyverse without
making with a little darkness. Again, that’s up to you.

. THE Director

All the players and Cast Members are important, but
one of you is extra special, and it’s most likely you who
are reading this book right now. What . . . you knew that
already® Figured as much. The special player is called
the Director.
maybe upwind) from the other players because she does
(the bulk of the . . . well . . . game directing. That's right,
the Director is the First amcng the creators. She actual-

ly sets the scene, plots the plot, details the descriptions.
and engages in other nifty alliterations. She makes the ™ |
game go by providing fun stuff for the Cast Members ton

do, not the least of which is ensuring that everyone has
something to dust on a fairly regular basis.

The Director also casts and speaks for the other char-
acters—anyone that the Cast Members meet in their
adventures. 1f these folks are neutral or even helpful to

The Diréctor stands slightly apart (and

the Cast, they are called Guest Stars. A Guest Star could
be the homeless guy on the street who witnessed the
vamp attack, the perky cheerleader assaulted by the
youth-sucking demon, the old witch who has an ancient
tome for sale, or someone more mundane . . . or more
twisted. These folks come into the Cast Members’ lives,
do their part for the plot and leave. Unless, of course,
they are recurring types; a Cast Member could even fall
in love with one of them and she could become a regu-
lar. Hey, it happens a lot in the BtVS TV show.

If the Director-controlled characters are out for Cast
Member blood . . . or worse, they are called Adyersaries.
These include the vamps, demons and other nasties—up to
and including the Big Bad. These folks deserve a thorough
dusting. How that happens is up ta the Cast Members.

Buffy: Har— (snort) Harmony has mi—rmin.-
ions?

Xander: ‘Veah, that was pretty much my reaction.

Buffy: I'm sorry . . . I just .. (new laughiter)

FHarmony has “minions!

Xander: And Ruffles have ridges. Buffy, there’s

actually a more serious side to all this . .

Buffy (eyes tearing): I sure hopeso. I'm ﬁavmg
trouble breathing.

—5.2 The Real Me

All rules decisions are handed down by the Director
(usually with some discussion from the other players—
we like to think of it as enlightened despotism here). She
figures out how and when to use the game mechanics
and decides the outcomes of certain rolls. She makes
sure things don’t get bogged down in all that “1 shot you,
no you didn’t, yes 1 did, nyah, nyah, nyah” stuff we used
to get'such a kick out of as kids. All that rules stuff is
covered much more in the rest of this book.

Finally, the Director may provide the gaming room,
’r.hﬁpaﬁed deluxe gaming seats and some major snack-

. age. Depends on how generous she is feeling. Or how
" 'much the other players try to suck up by kicking in that
ol zﬁyﬁ‘ Most Directors are all in favor of players doing the

{h}tkmg up thing.
i [j:- N

(AT

E SEssions

ate sessions in the BIVS RPG can take anywhere
from a couple hours to an entire weekend (depends on
how crazed you are about the whole thing). There is no
formal start or end—that’s up to the Director and play-
ers to decide. Also, in roleplaying, no one gets to brag
about being the winner. The flip side is that no one has

I1's tHE
Staver's WorLp,

WeE Just PLay HERE
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to be the loser. The objective is to create a story, engage
in some spontaneous and often hilarious conversations,
and have a good time with friends. And no, no clec-
tronics of any kind are necessary. Pretty uncivilized, eh®

Now, don’t go thinking there is no structure here. It's
no madhouse, | tell you. The game is divided into
Episodes, resolved in one or more couple-hour gaming
sessions. These are plotlines or linked subplots that
make up a single story, just like each hour-long TV show.
Episodes and their related story arcs may be strung
together to form a Season, and several Seasons lead into
the Series, the whole story created by the interaction
between the players” Cast Members and the Director.

Or you could just play one session and bash some bad-
teeth types. We suspect that, once you get started, you'll
want to play again. Roleplaying games are insidious like
that. Again, it’s all up to you.

Gettinc Starfep

'BH]‘TU It's my fmt day! I was :1,fnud that I was
gonna be befind in all m‘ my ¢ [lasses, that 1
wouldn't make any frie nds, that I would have
last month’s hair! I didn’t think there'd be
varr;pfn's on campus. And I don’t care.

—1.1 Welcome to the Hellmouth

kay, I'm sold, you say, let’s stop yapping and get
slaying.

Hold on there, Skippy, gotta couple things to gather
first. The key thing is this book, but you're already cov-
ered on that, right? Otherwise, this whole thing gets
way too metaphysical. One more thing—having the
_ book isn’t going to do it. You, or at least the Director,
¢ is going to need to read it, or at least flip through it a
L bit. Go on, it won’t hurt a bit. It's got prelty pictures,
. lots of show quotes and some cool parts. Honest.

You also need to shout out to some friends, get them

~ to break away from their Xboxes and come over to hang. =

You need some paper, pencils (or pink pens with feath-
ers sprouting from the top—whatever floats your boat),
and some dice.

Dice indeed! You've no doubt seen the small cubes

| with dots (called pips, if you must know) or numbers on

them. They can be found in old copies of Monopoly,
Parcheesi or Trivial Pursuit, Heck, you could even bust
them out of their confining bubble in Frustration or
Trouble. Always wanted to do that, eh®

Anyway, those cubes are called six-sided dice. We
gaming pros refer to them as Dés. Dés are good, but

CHAPTER 1
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useless for the BtVS RPG. The real heavyweights of this
game are the DI0s, or ten-sided dice. These puppies are
usually stocked in habby game stores—such as the place
you picked up this very tome. They are also found in
some bookstores or department stores. They are way big
with the angst-ridden vampire roleplaying set (if you
care). If you can’t find them, call or email us. We'll
hook you up.

Finally, you might want to gather some markers or
poker chips. You could use those little plastic gems left
over from all those Magic or Pokemon card games. Or
even better, toothpicks! You could call them Little Mr.
Painties. Whatever you decide, you will need scrmcthmg
to record Drama Points. Those suckers (Drama Points,
not Little Mr. Pointies) are going to save your Cast
Member’s butt at some point. So it’s important to know
how many you've got. We'll get into Drama Points in
Chapter Three: Rules, Borders and an End Zone.

Okay, that’s a wrap. You're all set up and ready to
slay. Have fun, and don’t forget the medieval hardware.

\

(N i Umsqstem

The game pqrf af the. B{VS RPG is handlcd by H\U‘
Unisystem. The Unisystem helps players and'.
Directors decide what options aréavailable at any

. given moment in the game, and the success or fail-

ureé of any characler s actions. Thgsg rules are pre- |4
sented in detail in Chapter Two: Some Assembly
Required and Chapter Three: Rules, Borders and an
End Zone. '
- Although the Unisystem ‘is designed to handle
any kind of rolcplaymggamc—m any setting, with
_any theme—each particular game has its own fla-
Jivor. For the BIVS RPG, a cinematic, high-adven-
ture tone is crucial. Face .it, folks in the
Buffyverse d& things- that “normal” types. éusi
couldn’t imagine. The action is fast and furious,
-and nobody needs or wants to sweat the. details.

"We are not even going to talk abfolli the 'lrajcclo-

. ry of fire;or the scatter paﬂern of grenades. Not
that there’s anything wrong with thet, if you,are _
into that stuff. We just want to getiwith thm

ing and staking around’ here, and not get’ bogééd
down in ihal stuff. :

“The Unl!yslﬂn |s d}s;u the heart of several other
games covering. magic: vand horror themes. You
can also hnd mﬂ more about them at www.edea- ¥
stud:os net.. ) G\ wihe
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SummaRry oF CHAPTERS

Giles: Something’s coming, something, something . . . something is, is gonna happen here. Soon!
'_)

Buffy: Gee, can you vague that up forme. .. :
—1.1 ‘Welcome to the Hellmouth

The BtVS RPG covers a lot of ground. From rules to stats to descrip- 4
tions to background, it’s full of chocolatey goodness. We break it &
down for you nice and simple though. Here’s how. :
CHAPTER ONE: IT’S THE SLAYER’S WORLD, WE JusT PLAY HERE con-
tains these introductary sections, some notes about roleplaying, a list S
of canventions and a brief recap of Seasons One through Five of the
BtVS TV series.

CHAPTER Two: SOME ASSEMBLY REQUIRED covers character creation.
From type to abilities to drawbacks to powers, all the choices are
here for the taking. We also present several ready-to-go Cast §
Members, called Archetypes. A tweak here, a name there, and you
are ready to slay. Finally, all the game stats for your favorite Slayer
and Scoobies are here.

CHAPTER THREE: RULES, BORDERS AND AN END ZONE is the rules
chapter, the heart of the Unisystem. Here you learn how to play
the game, when to use dice, what they mean and how to keep your
Cast Member from getting fanged. Details on character develop-
ment and experience are given, and those so-important Drama
Points are explained.
~ CHAPTER FOUR: PLAYING WITH PRIMAL FORCES gives you the low-
down on the major mojo. Magic is a strange and wondrous thing in
the Buffyverse, but it's not a sure thing. ‘Good stuff is possible, but

the down side is big-time bad news.

CHAPTER FIvE: SUNNYDALE AFTER DARK runs down the hotspots of our
fayorite left coast town. Set the scene in style with all the info found
here.  Also, the major Guest Stars of the BtVS TV show—From
Joyce to Amy to Jonathan—are presented.

CHAPTER Six: CHILDREN OF THE NIGHT details the bad
guys. The vamps, demons and assorted other ickies are
all stat-ed out and described. The Big Bads from the
first five seasons are also covered. Beware. N

CHAPTER SEVEN: EPISODES, SEASONS AND DRAMA is for th
Director. These guidelines help you Joss wanna-bes out

there create storylines and run games.
_ CHAPTER EIGHT: SWEEPS WEEK is a fleshed out adven-
ture for your BtVS RPG game. Heads up, Directors, no
creating needed. Hand out the Archetypes and make
with the playing. ;

APPENDIX contains the lowdown on Buffyspeak.
Want to enhance your dialogue, spice up your conver-
sation or just confuse the old folks® We've got the
goods here. Also, useful charts and tables, a glossary,
an index and conversion notes from other Unisystem
games are presented.

if’s- Thi
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Conventions

We have taken certain liberties here to make this book
easier to follow. Do try to follow along. You'll thank us
later. Really.

Text

This book looks different depending on what’s going
on. As words make up the bulk of what’s in here (hence
the appellation *book”), you can bet that when the words
change their look, something important just happened.
The text you are reading now is standard text. It covers
general explanations, and narrative sections.

Willow: All set. Vou have a plan?
Buffy: Spill it on her, try and make it look natural

Xander: We’re right behind you.
ther back.

Only. .. fur-

—1.3 ‘Witch

It's those pithy sayings that make the BEVS TV show
so engaging. All hail Joss and his writing team.
Anyway, as you probably noticed, quotes appear like this
with the speakers name up front. The citation includes
the season and episode separated by a period, and the
title just after.

S co'hlams addlhonal but
or game play aids and tips,”

like this.
langenhal i
W

Other words are set apart in this way. These
boxes detail Guest Stars or Adversaries that may be
used in Stories, if you want.

Dicke

L As you've probably noticed, dice are central to the BtVS
Ik " RPG. We already mentioned that DIO means a ten-sided
t- die. When a number appears before the notation, that
g ‘.ﬂq.rﬂ;er of dice should be rolled, and their results should
‘ i be added together. For example, 2DI0 means roll two ten-
sldﬂ! dice, and generate a result between 2 and 20.

Mult:phcrs are given after the dice notation.  For
example, 3DI0'x 4 means roll three ten-sided dice, add
the results together, and multiply that total result by four.
As the math whizzes among you have alrcady guessed,
this generates a number between 12 and 120.

CHAPTER I
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GENDER

You English majors know that the guy reference (he,
him, his) is customarily used for both male and female.
Lots of folks think that’s part of the whole male dom-
ination societal thing, and don't like it muchly. On the
other hand, saying “he or she” all the time is clumsy
and way-too-PC for us. Given that this is a book about
vampire blay:,rs—yau know “the one girl in all the
world who . . ."—we’re going to use the gal reference -
(she, her) whcncver a generic designation is needed.
That ought to wig out some tightly wrapped gram-
marian somewhere. ~

MEeasvREMENTS

For those of you who don’t travel much, the U.S. meas-
urement system (feet, yards, miles, pounds, etc.) is not
used in most countries. The metric system is actually
predominant in much of the world. Still, Buffy is in
California and, until it rolls off into the ocean, the left
coast is part of the U.S. So, we are going parochial and
using the Imperial system. For our worldly aficionados,
rough conversions may be found by multiplying miles by
1.5 to get kilometers (instead of 1.609), equating meters
with yards (instcad of 1.094 yards), halving pounds to get
kilograms (instcad of multiplied by 0.4536), and so on.
The BIVS RPG is about story and dialogue, not statistics -
and dimensions. All that measurement stuff won’t come
up very aften anyhow.

BUFFYVERSE

Tara: You think you Know . . . what’s to come
. what you are. You haven’t even begun.

—4.22 Restless

Now we get to the part of the show that’s intended for
Buffy neophytes. 'The BEVS legions know most of this

stuff already. We learned it by slavishly devoting our-
‘selves to our videotape library. “No, dear, I'm not goof-
- ing off watching Buffy reruns,
ving. No really . . .

I’m working and study-

Tbc Buffyverse is an on-going project. Joss and gang
cunh.nuc to surprise and delight us with new stories
e!ery week. Still, we need to set some limits around
whal’s covered in this book. Since Season Six is going

“on as we write, we will only include information from

Seasons One through Five. Never fear, there’s plenty to
work with in the first 100 episodes.




CosmoLoGy

Yah, yah, it’s a pretentious, new-agey kind of word,
but it’s a good one. Cosmology means the study of the
universe, or cosmos. For us, it means the central whys
and wherefores of the Buffyverse. How things came
to be, in a big way. Given that we arc talking super-
natural Buffy stuff, maybe “mythology” is a better
word. But that makes it all sound so . . . fictional.
Can’t have thal.

Giles: This world is older than any of you Know,
and con trary to }?opumr ;m,:thm’m}u it did not
begin as a p::mdise_ For untold eons, demons
walked the earth; made it their home . . . their
helll In time ﬂlcr,f lost their purchase on this real-
ity, and the way was made for the mortal ani-
mals. For Man. What remains of the Old Ones
are vestiges: certain ma_qub certain creatures.

— 1.2 The Harvest

One of the more prominent “vestiges” was the vam-
pires.

Giles: The booKs tell that the last demon to leave
this rcahtu fed crj,f a human, mixed their blood.
He was a human ,fmm p{l\‘\'r'\‘\'{’(l‘—mfu,ted—-—
By the demon’s soul. e bit another, and
another . . . and so they walk the earth, feed-

-'m_y !ufimq some, mmm; their blood with oth-
@IS to make more of their Kind. ‘Waiting for the

Vanimals'to die out, and the Old Ones to return.

{ 4 —1.2 The Harvest

But it’s not as grim as all that. Somctime after the
*Old Ones” left, and vampires began, a Slayer was born.
*One girl in all the world . . . one born with the strength
- and skill to hunt the vampires . . .* stop me if this starts

. q»\lo sound familiar. The earliest known Choosen One

(" appears to have lived back in the days when our kind was
. more Homo and less sapiens. Since then the line has
been unbroken. Whenever a Slayer was killed, another
arose to take her place.

Now, it may be that the Slayers worked alone for a
me, relying only on their own innate strength, dexteri-
ty and cunning. At some point, however, the Slayers
" were joined by Watchers—mentors, loremasters, good
“with the rules, regulations and rescarch. Ta this day,
cach Slayer has been assigned a Watcher, with the intent
that the knowledge of prior times be passed along with
the power and abilities.
So the Slayer, aided by her Watcher, hunts vampires,
demons and other nasties. These less-than-genteel types

are found all over—Cleveland appears to be particularly
afflicted—but they really like to hang in one very special
place. Oddly enough, it’s in southern California, in a
town called Sunnydale. 1t’s first described as the “mouth
of Hell,” and that name kind of stuck.

Buffy: . .

Giles: Ves. The Hpmusn who first settled here
called it Boca Del m,fumu—mm}hh; translat-
ed: He l_lmoum A sort of partal from this reafi-
ty to the next.

. this town is a mystical whoosit?

— 1.2 The Harvest

And if it’s good enough for the monsters, it’s the place
for any right-thinking Slayer and her Waltcher. Funny
how that works.

PrREviovusLy, on BUFFy

Riley: But you’ve Killed a—You did the. thing
with that—uUh, you drowned. And the snaKe!
Not to mention the . . . daily. . . slayage of
. Wow.

Buffy: It’s no big, really. Hey, who wants ice
cream?

Riley: Buffy. ‘When 1 saw youstop the world
from, you know, ending, I just assumed that
was a big week for you. It tums out I sudden-
ly find myself needing to Know the plural of
apocalypse.

| —=4.12 A New Man

A brief recap of the first five seasons of the BEVS TV
show follows. This is not an episode guide, but merely
an overview of the storyline, describing major events in
the lives of our heroes from Buffy’s arrival in Sunnydale
to her death (second death that is, but whao’s counting).

IT's THE

Stayer’s WoRrLD,
WE Just PLay HERE
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Season One

Giles: ! Al mﬂn‘ 't ;us( drop mn miy time machine, go back to the twe i’;‘HI century, and ask the vampires to
postpone their ancient prophecy for a few days w fiile you take in dinner and a show.

Bn_rff_:;. O!\r!_:,f. at this point, you're ab using sarcasm.

— 1.5 Never Kill a Boy on the First Date

Our hero, Buffy Summers, arrives in her new town, Sunnydale. She is a very attrac-
tive and witty sophomore in high school—a transfer from her former school after she
was “asked to leave” due to burning down the gym. Buffy’s mom, Joyce, opens an .
art gallery and tries to move on after divorcing Buffy’s father, Hank.

Buffy hopes to leave her Slayer past behind her and just be a normal teen, but she
finds that rough going almost immediately. The new librarian, Rupert Giles, reveals
himself as her new Watcher. Buffy avoids him initially, but her role as the Slayer
cannot be cast aside. Giles starts as an invaluable source of paranormal infor-
mation, and quickly becomes her surrogate father figure.

Three high schoal students soon make a place for themselves
in Buffy’s life. Willow Rosenberg is a shy, bookish nerd,
but she’s kind, pretty and talented, and Buffy comes to
care deeply for her. Xander Harris is a klutzy, insecure
smart-aleck, and Willow’s best friend. Willow would
like to be more, but Xander is teenage-oblivious to it all.
With Giles, Willow and Xander form the core of the
Scoobies or Slayerettes, Buffy's sup-
port group. Cordelia Chase is the
antithesis of Willow and Xander—
a stunning, stuck-up Ms. Popularity.
Although determined to avoid
the three “losers,” she is slow-
ly drawn into their Slayer
activities, primarily as a result
of shared dangers from
Sunnydale High's phenomenal
casualty rate. It’s the whole Hellmouth
thing, you know.

Three others bear mentioning—Amy
Madison, and Principals Flutie and Snyder.
Amy is a shy, cowed girl whose mother,
Catherine, is a powerful witch. Catherine
switches bodies with Amy in order to
relive the glories of her cheerleading past.
Catherine is defeated and trapped in a
cheerleading trophy. Amy regains her
body, and that is the last we see of her

. for now. Principal Flutie is a touchy-
feely educator type, who is soon eaten by
primal hyenas and replaced by Principal
Snyder, a cynical, mean disciplinarian. Both
give Buffy grief for her violent tendencies and
frequent absences.
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A recurring theme in Season One is responsibility.
Buffy does what she has to, survives and keeps her
friends safe, but continually struggles against her
Slayerhoad. Not until the very end does she embrace her
fate and gains power as a result. This theme will arise
again in the series.

A major event occurs in the first season for Buffy: she
falls in Jove. Now, it's Buffy of whom we speak, so it can’t
be a nice, normal boy. Her love, Angel, is a vampire. He
is definitely one of the good guys, but are we talking dark
side or what® Falling in love and sharing that love as a
teenager is hard enough. Making it work with a vampire
adds that extra zest of tragedy that will become so famil-
iar as the series progresses. Turns out that Angel was the
despicable horror Angelus for most of his 240 plus years
of unlife. Only recently (roughly 80 years ago—recent
for a vampire at least) was he cursed with a soul after tor-
turing and killing a Romany woman. He feels remorse big
time now and determines that his place is at the side of the
Slayer working to right demon wrongs. He's mostly dark
and brooding, but despite that captivating personality, he
and Buffy steadily grow closer.

Buffy isn't the only one for whom heart strings are
pulled. In Season One, we meet Jenny Calendar, the
Sunnydale High computer-science teacher. She turns out
to be a "technopagan® not entirely unfamiliar with the
secret world of the Scooby Gang. She is hip, plugged-in

. and socially adept—all things that Giles is not. Indeed,

Giles displays @ deep phobia of computers, Jenny’s life’s
work.. Still; Giles is smitten and Jenny reciprocates. 1t's
all very awwhhh.

The meta-plot of the first season involves the Master,
an ancient and powerful vampire who attempted to open
the Hellmouth in years past. This failed spectacularly
and trapped him in a limbo between the human and the
" demon dimensions. Through various means the Master
\attempts to accumulate the power necessary to break
- through the barriers and free himself to do that voodoo
that he do so well. As that would bring carnage and
' other ‘unpleasantries, Buffy and the Scoobies work very
hard to keep it from happening.

" Two of the Master’s minions come to have a continu-

~ ing role in the series. The first is Darla, his favorite. She
stars in the first scene of the show, and turns out to be
Angel’s sirc—vampire-speak for the anc who makes you
into a vampire. She ultimately attempts to bring Angel
back to the dark side, but is staked and dusted after a cli-
matic battle in the seventh episode. As will happen again
in the series, death is not all it’s cracked up to be. We
will see Darla again (though mastly in another series).

e { W:r-a [_slam_;'

The secand minion is the Anointed One. He is a vam-
pire child created by the Master as his primary weapon

against the Slayer. The Ancinted One’s powers are
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unclear. Aside from bearing the mantle of the Master’s

chosen successor, his major job is luring Buffy to the
Master at the prophesied time. That’s the prophecy what
states “the Master shall rise and the Slayer shall die.”

And thus we come to the season finale. Contrary to
her hero persona, Buffy shows great fear and we begin
to understand some of the downside of being a Slayer.
She tries to fight the Master, and after a very one-sided
battle, he kills her and escapes his imprisonment. (Calm
down, remember my death point a couple of paragraphs
ago...) Xander performs CPR on Buffy as Angel “has
no breath,” and she revives. By all rights, she should be

weak. In fact, she feels different, stronger. Things are

starting to look up.

. The Hellmouth is located under the Sunnydale High

library of all places—Giles’ home base. The gang gath-
ers there only to find the Hellmouth opening, and a large
tentagled creature emerging. Buffy fights the Master on

“the roof, the Scaobies fight the creature below. 1t ends

well, and the group heads out to celebrate. What? You
were expecting maybe a blow-by-blow account® Buy the
DVD, chum.
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Season Two

Giles: Oh, forgive me . . . Xander, Cordelia, this is Kendra. It's rather complicated, but she’s also a Slayer.

Cordelia: Hi. Nice to meet you.

Xander: & Slayer, huh? 1 Knew this “I'm the only one, I'm the only one” thing was just an attention-get-
ter.

—2.10 ‘What’s My Line, Part 2

The major new arrivals to the Hellmouth in Season Two are Spike and Drusilla, a duo of English vam-
pires who knew Angel over one hundred years ago. Spike, a.k.a. *William the Bloody,” is a sar-
castic peroxide blond punk—the Sid Vicious of the undead. His love Drusilla is a
wraithlike romantic driven by visions and whatever odd notions come into her
mind. She was a young girl an the verge of becoming a nun when Angelus
drove her insane by killing her entire family right in front of her. The two
vamps of viciousness have been together as a couple for a long, long time,
and still possess the passion of newlyweds.They cruisc into Sunnydale
looking for sanctuary with the Anointed One until the weakened Drusilla
can be restored to full health. Spike, who has fought and killed two
Slayers in his time, agrees to take out Buffy in exchange for a place to
lay low in peace. Failing to do so due to his own impatience,
Spike begins to seck the Anointed One’s forgiveness, but gives
up in the middle. He grabs the boy vamp and tosses him to day-
light. Exit one presumed Big Bad. Joss and company set us up
to view things one way, and then take a sharp turn into unpre-
dictability. This won't be the last time this happens.

Spike quickly takes over leadership of the vam-

pires in town and sets his mind to getting
revenge on the Buffster. He tries everything
from ambushes to hiring ancient orders of
demon assassins to resurrecting the Judge,
who can’t be killed by any weapan forged.

As it turns out, the thing which comes clos-

est to destroying the Slayer is the person who
means most to her. When she and Angel
make love (Buffy’s first time), the gypsy
curse on him is broken, and his soul is
lost again. He reverts to being the
monstrous Angelus, breaking her
heart before joining with Spike and
Dru and trying to end the world.
Oh, and the evil trio tires to kill
the Scoobies and those closest to
them. As it happens, Buffy receives
some unexpected help near the end of
the secason—Spike agrees to set up
Angelus for her if he and Dru are
allowed to escape and never return to
Sunnydale. In the end, Buffy is
forced to kill Angel to save the world
just after he regains his soul and
love for her. Can you say ouch?

CHAPTER 1
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Season Two brings some great new characters to the
mix. Daniel Osbourne, also known as Oz, is the stoic,
sensitive lead guitar player of lacal band Dingoes Ate My
Baby and replaces Xander as the love of Willow’s life.
He’s also a werewolf, but emphatically Not a Monster.
Werewolves are people too . . . most of the time.

Kendra is something of a surprise addition to the cast,
a second Slayer from a small Caribbean island who
became “active” when Buffy died briefly in the battle
against the Master. Like many Slayers before her, she
dies quickly at the hands of Drusilla. Ethan Rayne, an old
friend from Rupert Giles” shady past, is an English sor-
ceror who worships the dark forces of Chaos. He caus-
es trouble and disappears on a fairly regular basis.

An overarching theme for the second season concerns
love gone wrong. Angel’s soul is removed and he
becomes a horror once more, wreaking havoc on the
Scoobies and causing untold heartbreak for Buffy. Giles
and Jenny’s budding relationship is soured when each
discovers the other has been keeping dangerous secrets.
In the first of the series’” greatest tragedies, Jenny is lost
to the nightmare that is Angelus. Xander’s habit of
falling for monsters continues when he and Cordelia start
dating (don’t tell her we said that). This gaes wrong as
well when Cordelia finds herself losing social status in
Sunnydale for dating a loser like Xander.

Even Spike and Dru have their problems when Angelus
returns to the bad guy fold. Although not quite as bad as
the effect this has on Buffy, the addition of an older,
stranger andumore despicable rival frustrates Spike, who
is temporarily Stuck in a wheelchair as a result of an epic
battle with Buffy. When Angelus tries to end the world,
Spike goes to Buffy and offers a truce, not only because
he Jikes the world, but because Angelus is putting the
moves on his girl. The cold-blooded killer starts his fal-
tering journey towards redemption because of a girl.

What can we say® Love makes you do the wacky.

'of Mayur Richard Wilkins 111.

Season THREE

Faith: Keep dreaming. No one can stop the
Ascension. Mayor’s got it wired, B. He buill
this town for demons to feed on and come qmd’
uation Lfﬂ_!,‘ he’s ge Hm_r;_pfmr‘

—3.17 ‘Enemies

It’s senior year for the Scooby Gang. We begin with
Buffy, or “Anne,” since she is using her middle name to
get away from her life. She has run away from home,
from slayage, and from dealing with the death of her first
love, Angel. She is working at a seedy restaurant and liv-
ing in an even seedier apartment. Of course fale rarely
deals you an even hand. No sooner than you can say
“Chosen One,” Buffy is dragged into Hell, literally, to
fight demons that prey on the young innocents of the
streets. Realizing she cannot cheat fate, Buffy returns
home. It's that whole responsibility lhcrnc rearing its
ugly head again.

At home, the Scoobies have been doing their best to
keep up the missing Slayer’s duties. Giles chases every
lead, while Willow, Xander and Oz do their best in the
Slaying department. When Buffy returns home, they are
happy to see her, but it is a happiness that is tinged with
hurt. In the face of nearly immediate crisis, however,
Buffy and her friends pull together, stop the madness,
and begin the process of healing and forgiving.

Things return to normal, or what passes for normal on
the Hellmouth, when three visitors come to Sunnydale.
Faith, the new Slayer called when Kendra died, is every-
thing Buffy is not. Carefree, enjoying the hunt and the
kill, Faith plays by her own rules. Mr. Trick, a suave
vampire of the new order, comes for Faith, but stays for
Buffy. And the most unexpected of all, we have the
return of Angel from Hell.

Mr. Trick is our introductory Big Bad. He starts off by
causing Buffy and the Slayerettes no end of problems. But
what Mr. Trick succeeds at mostly is getting the attention
Mayor Wilkins controls
He knows about the vampires, the demons,

and the Siaycrs Most importantly, he wants the Slayers

iaken care of, and we are not talking paying for college
here. The Mayor has big plans for Sunnydale. No, not
urbmq renewal; they involve true demons and eating the
mudé'ﬁls The Mayor seeks to ascend to demonhood.

Season Three explores themes of moving from child-
hood to more adult roles, and the responsibility that
entails. The Scoobies, as well as the Mayor, are moving on
to higher and supposedly better futures. Naturally, this
causes no end of angst for Buffy. She feels that she isn’t
going anywhere. Despite good test scores, she can’t go off
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to any colleges: her duties bind her to Sunnydale. Add to this her renewed (postponed®) relationship with Angel. He
will never change; she will grow old and die (maybe not in that order). Yep, it's never easy for the Buff.

Subject to a secret test for her I8th birthday, Buffy is rendered powerless by Giles per the Watchers Council’s orders,
and must fight a vampire without super strength. Giles first administers the serum to rob Buffy of her powers and
set up the test, but later relents, tells all and seeks forgiveness. The Watchers fire Giles for this moment of human-
ity. Buffy succeeds at killing the vamp, but a wedge is driven between Slayer and Watcher. A new Watcher arrives—
prim, proper and largely impotent Wesley Wyndam-Pryce. Buffy still defers to Giles, and Faith ignores Wesley. As
the season progresses Buffy decides that she will no longer take orders from the Council.

We sce growth and change in the other characters as well. Willow is progressing toward powerful witchdom. A
demon posing as Hansel and Gretel ncarly gets her, Buffy and Amy Madison burned at the stake by their moms (minus
Amy’s who is still statuesque, if you get my drift). Amy escapes by turning herself into a rat. With no way to change

back, she takes up residence in a Habitrail in Willow’s room.  We get to see

Xander stand on his own, despite his “Zeppo” status. And we see Willow’s

>, and Xander’s long running affection for each other spill over into romance.

Although it is a brief flickering, the consequences are long lasting. Oz and

' \  Willow split, temporarily. Xander and Cordelia’s split is permanent and
// A" has initially nasty side effects.

.

, We also meet the vengeance demon Anyanka, summoned by Cordelia’s
; \ pain over Xander’s betrayal. She grants Cordy’s wish, a Sunnydale with-
{ out Buffy. Cordy (and the viewers) find themselves in a Bizzaro Sunnydale
| where the Master rose, and Willow and Xander are his most feared vam-

* pire licutenants. Anyanka is stopped by Giles who destroys her power
source. With it gone, Anya is trapped in the Sunnydale we know. She
returns later with “feelings” for Xander and a very direct courting
approach. Xander is man enough (well, has enough teenage hormaones
running rampant) to forgive her less-than-savory past. They develop

into a nice couple. :

-
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In Faith, the next Slayer, we encounter the second great

tragedy of the series. She falters and falls after she

accidentally kills the deputy mayor. Fearing Buffy will
rat her out, she decides to stand alone, and then with
the Mayor.

Buffy and Angel must face their own growth as
well, and Angel decides they cannot be together—
it's not right for Buffy. So Angel plans on leaving
right after the Mayor’s Ascension (assuming they
survive it). But a poison arrow from Faith nearly
| kills him, and Buffy must get the only thing that can
.~ cure her love—the blood of a Slayer. Buffy puts
Faith in a coma, but cannot get her blood to Angel.
Buffy offers herself instcad and lands in the hospi-
tal room next to Faith’s. Through their gift of

Slayer visions, Buffy and Faith exchange words
and Buffy learns what she needs to do to defeat
the Mayor.

During the course of the season, Buffy takes
a more open stance in her Slaying. 1t does

not go unnoticed. At the prom, Buffy learns
what she has meant to her class.
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Jonathan (reading): “Whenever there was a prob-
lem or some Hmu; creepy happened, you seeme d
to show up and stop it. Most H! the JJL'(I,U:'&
fiere have been saved b:; you, or fru‘pui bt; you
at one time or another. We’re proud ta say
that the Class of ‘99 has the lowest umr‘taft:;
rate of any graduating ¢ “[ass in \umu;daﬂ, his-
tory. And we know at least part uf that is
because of you.” So the senior class offers its
thanks, and gives you, uh, this. It’s from all of
us, and it has written here, “Buffy Summers,
Class Protector.”

—3.20 The Prom

At graduation, Buffy gathers together not only her
friends, but the entire student body to fight the demon-
ascended Mayor. In the pivotal scene, the parents run
away, but the kids stand to face and overcome their
fears. In the end, Principal Snyder gets eaten and
Sunnydale High blown up. They don’t do transitions
" lightly in the Buffyverse.
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Seasonm Four

Buffy: I'm ;Jst,fdm!‘ for college, deﬁmm‘J I'm
Just wonde ring how it’s ¢ gonna work with my
extracurric ular activities. 1've gutm make sure
it doesn’t take the edge off my slaying.

—4.1 The Freshman

With Season Four, great change comes to the lives of
Buffy and the Slayerettes. Angel leaves Buffy and goes
to Los Angeles seeking his own way to make up for his’
past. Cordelia does the same to pursue her acting
carcer. Buffy, Willow and Oz enroll at UC Sunnydale,
and Buffy has a difficult time adjusting at first. Xander
languishes in a series of dcad-end jobs; Anya continues
her pursuit of him with single-minded zeal. Giles has his
own difficulties adjusting to life as a non-librarian, and
to the fact that Buffy seems to need his guidance less
and less.

Early in the season we meet Riley Finn, Buffy’s psy-
chology class teaching assistant and secretly a member of
the Initiative, a top-secret military organization with the
mission of capturing and studying “sub-terrestrials.” His
boss, and Buffy’s psych professor, is Dr. Maggic Walsh,

a eold and driven woman with a mission within the

1n1;al|vc secret even to Riley. Walsh’s Project 314 has
creatéd Adam, a modern-day Frankenstein’s Monster,

- made from human and demon parts and more than a

match for Buffy. Walsh soon begins to see Buffy as a
threat to her plans and Project 314, and goes so far as to
send Buffy to her death in the guise of an assignment for
the Initiative. Naturally this fails (the show’s called Buffy
the Vampire Slayer, not Maggie the Monster Maker), and
the betrayal costs Walsh her surrogate son, Riley, when
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he deserts. Walsh never gets to see Project 314 and Adam come to fruition as the creation kills its creator. Having
decided that humans are far too feeble to rule the planet, Adam embarks upon a mission to create an army of cyber-
demonoids. And folks think state universities are little more than never-ending party-time.

One of the major plotlines of Season Four is Buffy’s quest for a new love in her life. After her history with Angel
and a disastrous one-night stand with a philanderer named Parker, Buffy is ready for a nice, normal guy. As we have
mentioned before, fat freaking chance! Riley Finn appears to be that boy, but both Buffy and Riley keep secrets from
each other. When it finally comes out that Riley is one of the super-secret Initiative Commandos, it initially causes
tension between them, but their relationship grows and strengthens as they discover that they share a common goal.

The fourth season considers the value of family and friends in a number of ways. At first unsure of her ability to
cope with life after high school, Buffy quickly finds that it is something she can handle in part because it’s not some-
thing she has to do on her own. Over the course of the season, various things cause the gang to drift apart—Buffy’s

relationship with Riley, Xander’s absence from the collcgc scene
. and Willow’s education in all things witchy. And let’s not forget
the clever efforts of Spike to drive a wedge into the group.
Riley also has an extended family within the Initiative: his fel-
L low soldiers Graham and Forrest, the way Adam perceives
him as a brother and Dr. Walsh as their mother. In the
end, however, Buffy and her friends come back together,
where they belong.

Spike returns, accompanied by Harmony Kendall,
one of Cordelia’s cronies from Sunnydale High
School and a recent addition to the ranks of the
undead. Spike fails in his quest to use the Gem of
Amarra to kill Buffy, and is later captured by the
Initiative and implanted with a microchip that pre-
vents him from hurting humans. He eventually real-
izes that the chip doesn’t stop him from hurting his -
fellow demons, a discovery that brings back some of
that Spike bluster we all know and love. Over the
course of the scason, we sce Spike go from one
of Buffy’s most dangerous foes to a somewhat
reluctant ally.

Partway through the season, Oz
meets a fellow werewolf, the
lovely Veruca. Compelled by
supernatural hormones . . .
and probably good old-
fashioned ones too, he
does the werewolf nasty
with  her,  breaking
Willow’s heart in the
process. Veruca tries to
kill Willow but ends up
dying at Oz’s hands
(paws®?) instead. Unsure
of where the line is
between the man and the
beast, and deathly afraid of
bringing further danger to
the gal he loves, Oz decides
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to leave Willow and Sunnydale until he can come to
terms with himself. He returns later in the season, but
finds that Willow has found someone new. Tara Maclay
is @ shy young woman and also a Wicca. She and
Willow notice each other first in a wanna-be-Wicca
campus club. Over time, they form a bond due to their
magic, their sweetness, and . . . you guessed it . . .
shared danger. In one of the most deft pieces of writ-
ing in an astoundingly deft series, Willow and Tara
come to share more than friendship in a totally natural
and believable'way. Serious reminder of the Jenny and
Giles awwhhh moments from Season Two. When faced
with a choice, Willow decides Tara is her true love.
Heartbroken, Oz again leaves, this time for good.

The climactic showdown of the season begins with

Adam invading the Initiative’s secret base and letting
" Uoose all of the demons they have captured. Adam takes

control of Riley through a chip in his chest, placed there
by the not-so-late Dr. Walsh, newly reanimated as one of
his undead minions. Buffy and the Slayercttes try to rea-

“son with Colonel McNamara, Walsh’s replacement as

"head of the Initiative, but to no avail. Whalesale slaugh-
* ler ensues as the demons wreak vengeance on the scien-
'tists and soldiers who imprisoned them. As Riley strug-
gles against his programming, Buffy takes on Adam with

the magically combined aid of Willow, Xander and'Giles.

Proving the old adage that the whale is greater than its
parts, she rips Adam’s power source right out of his
chest. With Walsh dead, the Initiative program and
Project 314 in a shambles, the military decides to declare
the program a wash.

Season Five
Dawn: She still thinks I'm Little Miss Nobody,
just her dumb [ittle sister. Boy, is she in for a
surprise.
— 5.2 The Real Me

Season Five begins in left field. We start off with a
surprise non-introduction of Dawn, Buffy’s never-before-
seen sister. The gang acts as if she’s always been there,
although Buffy notes that she does seem a bit more
annoying lately. 1t doesn’t take lang for the minor irri-
tations to mount, and Buffy seeks supernatural answers.
Dawn is actually a mystical Key, hidden as the teenage
girl, complete with memories, family photos, and a crush
on Xander. The world has been reshaped to accept her
as Buffy’s younger sister. Now that’s some major mojo
working there,

Why hide a Key in the Summers’ normally danger-
filled houschold® The Order of Dagon, monks with
more magical power than fashion sense, knew that an
ancient god was hunting for it, so she could unlock the
gates to the hell dimension from which she was expelled.
The Slayer is the only one who can protect it, but she
must accept responsibility for it fully and campleldy
Naturally, Glorificus, or Glory, as the evil god is known,
quickly tracks her prize to Sunnydale.

Giving the Slayer and Scoobies a hand this season is
Riley Finn, who stayed in Sunnydale with Buffy after the
Initiative left town, and Spike, whase chip implant puts a
leash on his mare violent tendencies. Another character
of note, despite his brief appearance, is Warren, the
robotics genius who has unusual women problems—his
android ex won'’t leave him alone. After Buffy shorts

. er, sorts things out, Spike forces Warren to build a
love-bot with the Slayer’s image to be his plaything (ewf).
Warren runs for cover soon after, and we hear no more
from him . . . this scason.

Among Season Five’s themes is the obligation relation-

ships put on us. Buffy has the supreme responsibility (as
the Slayer, her obligation extends to the entire world), but

all the Slayerettes experience a maturing of their rela-

lmn,?hlps, and the decpened responsibility that goes with
it. Xander and Anya become much more serious, moving

_mio dn apartment together and planning the future, with

holding down a “real job” and Anya leaping
chhUSIasllcally into the role of money manager. Willow
and Tara repeatedly prove their devotion to each other,
although Tara’s concerns about Willow’s increasing
power provoke a disastrous encounter with Glory. Spike
grows from “creepy stalker” to an actual asset in his
attempts to impress the Slayer, even acting as guardian
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for Dawn on several occasions. He finds, to his horror, that he has deep feelings for the Slayer, and will go to near-
ly any length for her. Xander becomes a “voice of reason,” which is quite amazing considering his hormonally driv-
en antics of previous years.

Of course, not every relationship matures in a positive manner. Giles begins to feel unneeded in Buffy’s world, and
contemplates returning to England. Riley comes to realize his feelings for the Slayer are not reciprocated in a way he
would like, which leads him to dangerous habits. He ultimately decides to return to
active duty in Central America. Buffy arrives at his departure point too late to stop

him. Drusilla reappears in Sunnydale just long enough to confirm that Spike is

lost ta her forever. Spike throws Harmony out of his crypt for good. These

plot developments reflect a theme of loss, and the sense of despair that is °
brought on by these heartaches. This theme returns again and again
in Season Five.

Many elements from early in the season have long-
reaching ramifications.  Spike’s Buffybot is repro-
grammed and plays a crucial role in defeating Glory.
The increasingly crowded mental ward at Sunnydale
General turns out to be the construction crew for the
Big Bad. Willow’s witchcraft grows more and more
powerful—from a nosebleed-provoking teleportation
spell to effortless lightning bolts. All in all, Joyce’s
medical problems are the worst of the bunch.

Glory is Buffy’s most dangerous Big Bad to

date. She is physically superior ta the
Slayer (a warehouse falls on her, and all
she is concerned with is her outfil),
leaves a trail of lunatics in her wake,
and wears some very daring dresses. -
She has a group of servant demons—
groveling little things—to watch the
Slayer and track down clues. She was
trapped on Earth only through the
betrayal of a pair of equally powerful
gods who ruled her home with her. To
all appearances, she is unstoppable.

Giles contacts the Watchers Council
(who of course take the opportunity to
put Buffy through more of their
famous tests—don’t they have anything
better to do in England®), but other
than identifying Glory as a god, they
offer no solution or even hope.
Simultancously, the Knights of
Byzantium arrive, secking to kill the
Key (that’s Dawn, remember) rather
than let Glory find it. Then, of course,
things get really bad.

Joyce had experienced several
increasingly severe headaches early in
the season.  Eventually, @ CAT scan
reveals a tumor. Surgery removes the
cancer, and all was thought to be well.

CHAPTER I
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Then, an aneurysm unexpectedly takes Joyce’s life. The
loss of her mother devastates Buffy, and all the Scoobies
take it hard, as could be expected. Dawn attempts to res-
urrect her mother, but aborts the spell before anyone
could see what had come back from the grave.

Now Buffy feels the extreme pressure of net only pro-
tecting Dawn from Glory, but also caring for the more
mundane issues of passing classes and getting to school on
time. Previous concerns about balancing her Slayerhood
with a normal life are thrown to the wind. Buffy is over-
whelmed, and as Glory closes in on the Key, the only solu-
tion is to flee Sunnydale. Her loyal friends, now including
Spike, don’t let her go alone.

Naturally, it doesn’t work. Outside of town, the
Knights ambush the crew, and Giles is gravely wounded.
Willow surrgunds their hideout with a magical forcefield,
but the Knights bring in clerics to break through. When
all seems darkest, Glory finally reveals a weakness—her
presence on Earth is only possible by sharing a bady with
Ben, an intern who had cared for Joyce in the hospital

and flirted with Buffy at the Bronze. As Ben, Glory is
vulnerable and mortal, if the Scoobies can bring them-
selves to murder an innocent. Otherwise, the only way to
close the portal that would rip the earth apart is the
blood of the Key—Dawn.

Her failed relationship with Riley, her mother’s death,
the sheer power of Glory, and her increasing questions
about her place in the normal world weigh on Buffy
enormously. As Glory finally kidnaps Dawn, Buffy is
overwhelmed by guilt and despair. Only through the
magical aid and council of Willow does she pull out of
her mental “vacation.” The Scoobies make a plan and
swing into action, but not before Xander proposes to
Anya (mortal danger is so romantic . . . ). Almost every-
thing goes as hoped—Glory is beaten and transforms
back into Ben. Giles, out of sight of the others, takes
Ben’s life, ensuring that Glory will never return. Even so,
one of Glory’s worshippers manages to cut Dawn and
open the portal. The world is about to end.

Buffy: 1 don’t Know about you quys, but I've had it
with super-strong little women who aren’t me.

—5.15 I 'Was Made to Love Vou

As the final battle climaxes, Buffy realizes that her
blood will close the portal, and almost welcomes the
opportunity to sacrifice herself. She spends her last
moments with Dawn, reminding her how important she
is, and that she must bear even further loss for the sake
of the world. Buffy then leaps into the gate. It closes,
Jeaving her limp body behind.

At the very end, we sce a tombstone. It reads simply
“Buffy Anne Summers. Beloved Sister. Devoted Friend.
She saved the world. A lot.”
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Buffy: Accelerated healing powers come with the
Stayer Epackagc And the boyfriend who comes . M :
complete with combat medical training? That's =~ s
Jjust a Buffy Summers bonus. " g

—5.7 Fool for Love ¥ u

To slay, you need a Slayer.

Or a Slayerette. t '

is chapter deals with creating Cast Members: the L
tars of the show. Cast Members are the roles & N8
- you—t e ers—assume in the game; they may be ..p() ‘%
larger-than-life heroes making a stand against the *‘1
forces of darkness, or regular people facing the (\“ ;f
unknown. You are limited only by your imagination— g
and the casting needs of the Director.

* Castinc CarL

W Willow (to Colonel McNamara as fie's searching
8 their equipment): It's @ gourd. i
8 Giles: A magic gourd. I A '

& aqlime[ %Namam What Kind of freaks are g,

2l w:f.bc Director should help and guide you through char-
aclencreation. She should start by giving you an idea of
lhé? setting and the needs of the Series. This may be as

%hag is a pretty important step, and it involves both *"BSACrE! a5 “the game starts on a bus making a stop in
you and the Director. Lel's face it, the BIVS TV show (Sunnydalc. Your characters have to be on that bus, for

wouldn’t be anywhere near as much fun if the entire Cast whateyer reason” or as restricted as "the game is st in
consisted of fat hairy guys named Bob. You nced an @ high school in the Midwest. All the Cast Members have
interesting Cast to make a good Series, and the casting to be students or teachers at the school, and at least half

process is the way to do it. of you have to be students. 1 need one Slayer and one
Watcher; the rest of you can be anything else, but no

—421 Primeval
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vampires or demons are allowed.” In some cases, the
Director may simply hand out pre-generated characters
(see Archetypes, pp. 60-83) and have all of you pick and
choose. On the other hand, if you want to make your
own character, as long as you don’t come up with some-
thing wacko like “’'m Adam’s clone body. Can 1 have
two miniguns instead of one®” we say the Director
should let you go with it.

Depending on the game, some choices may not be
appropriate. 1f the game is set in Sunnydale, a Conan the
Barbarian type might not work—although with creativi-
ty as your guide you can certainly give it a shot.
Teamwork between you and the Director is pretty
important here—there’s a thin line between unnecessary
limits on your creativity on one hand and entirely
incompatible characters making the Director’s carefully
plotted game unplayable on the other.

Chapter Seven: Episodes, Seasons and Drama provides
your Director with advice for developing a BtVS RPG
Series and storyline-appropriate characters. But before
she heads off to read that, you both should read through
this chapter. There’s plenty of good stuff here. For
example, right below we have several options a Director
may want to consider for her Casting Calls. You and she
probably want to read them first.

T Scoosy Gane

. This is the option if you want to take on the mantle of
Buffy and Company, and fight for truth, justice, and the
butt-whuppin’ way. The Original Cast is listed later (see
pp. 84-97).. ‘The Director can just photocopy the char-
acter sheets and hand them out. Run through the expla-
nation of the character sheet so the terms are familiar to
everyone (sce p. 28), and you are all ready to go.

On the plus side, you know what you are getting,
assuming you are fans of the show (and really, who
isn’t?). On the down side, the options are limited.

Y What happens if two people want to play Buffy, or

Spike® 1f everyone can pick a character and be happy,

 then it's not a bad idea; otherwise, someone will be
" unhappy, and unhappy players make for unhappy
~ gemes, slecpless nights and tooth decay (not necessari-

ly in that order).

‘Ancther problem is that the Original Cast is made upf'l'
of experienced and powerful characters. For those not.

wholly familiar with the game system, it might be a
good idea to start with less kickin® characters. Now,
weaker versions of existing characters can be used
(Buffy at the start of Season One was a lot less skilled
and strong than she was by the end of Season Five, for

[

example, and compare Willow the sweet nerd of Season
One with the wickedly dangerous witch of Season Five).
Each character has notes for altering the Original Cast
to represent earlier versions of our beloved heroes and
heroines (see pp. 96-97).

A Mew Cast

Willow (about Buffy): Guess she's out with
Riley. Vou Know what it's like with a spank-
ing new boyfriend.

Anya (re: Xander): Ves, we've enjoyed spanKing.

—4.13 The I in Team

Plenty of room in the Buffyverse for other Casts, of
course. It takes a bit more time, but another level is
added to the game when you create your own characters.
That way you get the character you want, and you can
introduce different character concepts into the Series.

Before creating brand new Cast Members, you may
want to think about the basic concepts behind them.
What kind of role will the Cast Member play®
Righteous knight, comic relief, loyal punching bag, or
something else® You can use the characters from the
BIVS TV show for inspiration (*] want a witch that’s as
strong as Willow, but who has more of a Faith atti-
tude,” for example), or come up with original concepts.
Don’t sweat it if inspiration is lacking, however.
Sometimes the concept behind the Cast Member devel-
ops after character creation, in th:c-coursc of the game.
In that case, just get all the numbers down and do a
basic personality sketch for now.

Sources of inspiration for new characters include
movies; TV shows and fiction. Want to have your
favorite movie action hero drop by Sunnydale® If the
Director approves, it shouldn’t be too difficult to do.
Some characters work better than others, of course.
Hero types work best (private detectives, supernatural

nlers or nosy FBI agents with a yen for the paranor-

mal) Sitcom characters with a tweak here and there

might make interesting Slayerettes (think of the cast of

. Friends running into vampires—at least one of them
could make an interesting witch). Cartoon characters

.. not so much. Still, goofy is good—at times.

it
j

lnstead of creating a character from scratch, players
h% s0 use the ready-made Archetypes (sce pp. 60-83).
“They are pre-gencrated Cast Members that can be cus-
tomized and thrown into action with little or no work.
Again, check out the meaning of the terms and numbers
(see p. 28) and you are ready to go.
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If neither option is perfect (i.e., somebody’s still whin-
ing), the Director may allow some of you to select mem-
bers of the Original Cast and some to create your own.
That should keep everyone happy (those still whining
should be handed a pacifier, or maybe a ball-gag).
Again, remember that most of the Official Cast are more
skilled and powerful than beginning characters. 1If you
have Season Five Buffy running around in the game, the
Hero types are going to feel like Scoobies. To fix that,
you should use the earlier versions of the Cast, or the
Director should allow your new characters to start out
with higher abilities and skills.

Assicninc CHARACTERS

Ancther possibility is to have the Director create the
Cast herself and then let you pick from that “short list.”
This is the easiest way to make sure the Cast fits the sto-
ryline the Director wants. Then again, this option puts
more responsibility on the Director, who makes all the
casting calls. This could be good or bad. ]Just like using
the Scooby Gang, some of you may not get the charac-
ter you want. Furthermore, you might feel deprived of
your “fundamental right” to play your own creation.

Directors should try to be flexible and sensitive to your
needs. They may not want to pull a Principal Flutie
here, but they definitely should avoid the Principal

' Snyder approach

19
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SLayer Orfions
Faith: I'm Faith.
Oz: I'm gonna go out on a limb and say there's a
new Slayer in town.
—3.3 Faith, Hope And Trick

And here we arrive at the $50,000 question. Who gets
to be the Slayer® After all, the name of the show is
Buffy the Vampire Slayer, not As Sunnydale Turns.
However, it’s not necessary for the Slayer to be the most
important character, or for the rest of the Cast to be bit
players. Still, the Slayer is a choice part. The Dirgctor
can handle this in a number of ways.

THERE CAN BE ONLY ONE: This restricts players to the
“canon” of the Buffyverse. Buffy is the Slayer, and with
the exception of Faith (currently enjoying the hospital-
ity of a correctional facility), she’s the one and only
Slayer available to play. If the Cast does not include
Buffy or Faith, then nobody gets to play a Slayer.
There’s nothing particularly wrong with this: there are
plenty of possible Series that do not involve Slayers.
For example . . . Angel. The game could deal with
the Initiative or the Waltchers, or maybe the adventures
of a coven of witches or a gang of amateur vampire
hunters. Even so, players who have their hearts set on
playing the Blonde One . . . er . .. the Chosen One will
be disappointed.

THE REPLACEMENT SLAYER: Here the Director makes a
few changes in the official history of Sunnydale. This
assumes that the current Slayer (Buffy or Faith) has suf-
fered an untimely demise (like, say, at the end of 5.22
The Gift). That would allow a brand new Slayer to rise
in her place. This would still limit the field to one
Slayer (unless both Buffy and Faith were no longer
among the living and the Director assumed that a new
Slayer would appear for each of them—something that
runs counter to the show’s canon, by the way—the offi-
cial assumphon is that the Slayer line runs through
Faith, not Buffy). Still, it gives the Chosen Player a lit-
tle more leeway. The Archetypes section has a sample
Slayer (scc p. 60) that can be used for inspiration or
played as is.

AND THEN THERE WERE THREE (OR FOUR, . . .): Okay,

this bqnds a few of the “rules” almost to thc breaking

paint, but it’s kind of legal. When Buffy was clinically

" dead in .12 Prophecy Girl, Kendra became the Slayer,

and then there were two Chosen “Ones.” When Kendra
died, Faith became a Slayer, keeping the total at two. So
the Director can take this a step or two further, and
allow for several Slayers in a game.



Let’s say that during the events of 3.21-3.22
Graduation Day (where Buffy nearly kills Faith, and
Angel almost kills Buffy when feeding off her) either or
both of the Slayers suffered clinical death. This way,
there could be one or even two more Slayers running
around. That gives the Cast as many as four Chosen
Ones to play. This is not “canon” by any means, and
the show is certainly getting away from the “multiple
Slayers” theme, but it’s close enough for government
work, and if a couple of players want to be Slayers, this
is probably best. 1f the Director chooses this option, in
the name of all that's good and decent, please don’t
dress up the Chosen Four in little sailor outfits and name
them after assorted celestial bodies.

ANYTHING GOEs: Finally, Directors can toss canon out
the window (thud), and do whatever makes them (and
you) happy. Maybe there is a Slayer born on every con-
tinent, or every large city, and once a year there is this
huge SlayerCon. Or a Chosen Six rather than a Chosen
One (again, no sailor outfits, please). Or male Slayers,
or animal Slayers—you could have Slayer-Man, Slayer-
Woman and Slayo the Slayer-Dog! The Game Police
won’t come knocking down your door if you are part of
a game with any of the above, but some may be disap-
pointed if the game diverges too much from the basic
themes of BEVS. Directors are advised to talk things over
with you players and make sure you are up for such
canon-breaking.

TrE CREATiON PROCESS

The Unisystem uses a “point system” to create charac-
ters. Basically, you “buy” different abilities by spending
character points. The better or more powerful a char-
acteristic is, the more “expensive” it is. Some negative
features, known as Drawbacks, do not cost any points.
Instead, they have a negative value—by acquiring them,
you actually get more points to buy other things. Keep
in mind, of course, that these Drawbacks limit or hurt
your character in some way, so loading them on care-
lessly is not a good idea.

Not everything is based on points, either. Some char-
acter clements are creativity-driven: your character’s
concept (what kind of person she is) and personality, as
well as her name and history. These depend wholly on
your imagination.

® 998 S0n SG8 § Se8 GBS #60 889 980 $8O c0E

Tue CuaracteErR ELEmENTS

Walsh: It took the ;:amrf team 42 minutes to track you
and you neutralized them in 28 seconds.

Buffy (glances at Riley behind Walsh): I was
Just !ucf(;;

Walsh: I see. (Riley starts to smile) Well. . .
still. Very impressive.

Buffy: I was just bemq modest with the whole

“lueKy” thing. You got that, right?

—4.13 The I in Team

Characters in the BtVS RPG have four basic elements.
Some elements are canceptual (what kind of character is
she®) while others are numerical attributes (what are the
character's actual abilities?). As you make each selec-
tion, you narrow down the possibilities of the character,
until you finally have a clearly defined fictional individ-
ual, ready to go out and start kicking demon derriere.

( I. Type: The Character Type ‘dctermlnes thc\
general power level and nature of your
character, -Heroes are tough and skilled. White |

_ Hats are normal people who dqpqnd on their wits
and luck Yo survive. s

. 2. Attributes: What aré, ‘your charac#ers ,naiuralx
abilities, both mental and physlcalpi o :

3. Qualities and Drawbacks: What innate
advantages or penalties affect your character®

\i Skills: What r__ioc-s your character know?
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Craracter Tyre

As we mentioned (you were paying attention, right®),
creating a character involves allocating a number of
points to various aspects of that persona. Your gal’s
Character Type determines how many paints you have to
“spend” on each character component your character-
building “budget,” in accountant-speak.

Character Type also goes a long way toward giving the
Season (or the first several Episodes at least) a tone and
scope. For example, if your Director wants a Series
involving characters roughly as powerful as Buffy and
friends in Season One, she should have you play with one
Hero (maybe two, if you count Angel) and several White
Hats. To simulate the capabilities of the Season Five
Original Cast, Experienced Heroes would be the order of
the day.

HEerO

Giles: Can you move?

Ben: Need a .. . a minute. She could have Killed me.

Giles: No, she couldn't. And sooner or later Glory will
re-emerge and maKe Buffy pay for that merey. . .
and the world with her. tBuﬁ}; even Knows that,
and still she couldn't take a human (ife. She’s a
liero, you see. She's not liKe us.
| —5.22 The Gift

Heroes are here to kick booty and take names. Use
this Character Type to create men and women of action.
Slayers, expetienced Watchers and Initiative Commandos
are Hero types; they have skills and abilities well above
the norm. Outside the Buffyverse, tough cops who
rarely need backup to make an arrest or gals who wear
mystical gloves are examples of this type.

Attribute Points: 20
Quality Points: 20
Drawback Points: up to 10

Skill Points: 20
Drama Points: 10

Waite Hat
Fvil Willow: I love this part.
Evil Xander>Vou love all the parts.
(Evil Xander Knocks Cordelia cold’)
Evil Willow: No fun. She didn't even hardly fight.

(Oz's van squeals to a halt nearby.)

=y p———

Evil Xander: Aw, swell. It's the White Hats.

—3.9 The ‘Wish

White Hats are regular people who find themselves
fighting the supernatural. They don't have Kewl Powerz
or special training, but they start the game with more
Drama Points, allowing them to survive against insur-
mountable odds. Beginning Slayerettes and Watchers
should use this Character Type. Other possibilities
include nosy reporters who make a habit of chasing
ghouls and monsters, and the proverbial teenagers driv-
ing psychedelic vans in the company of strange dogs.

Attribute Points: 15
Quality Points: 10
Drawback Points: up to 10

Skill Points: 15
Drama Points: 20

EXPERIENCED HERO
Buffy: This is how many apocalypses for us
now? A
Giles: O, well .. . uk . . . six at least. Feels like
a hundred. i

—5.22 The Gift

These are full-fledged cinematic heroes, with incredi-
ble skills and abilitics. 1f some of you are using charac-
ters from the Original Cast (see pp. 84-97), the rest
should use this template so your characters aren’t over-
shadowed. Experienced Heroes should not be wsed
alongside Hero and White Hat characters, unless the
Director wants to have a significant power gap between
Cast Members. This is the Type you would use to create
Special Forces soldiers who can fight an entire army
with a knife, immortal wandering swordsmen, and bio-
enginecred super-soldiers from a bleak future. Lest you
get cocky with these worthies, however, remember that
the Director will be ratcheting up the power level of the
_bad guys too.

Attribute Points: 25
Quality Points: 25
Drawback Points: up to 10

Skill Points: 40
Drama Points: 20

HERO

EXPERIETNCED
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ATTRIBUTES

Travers: Agility, clarity, stamina, and strength.
These are the qualities that the Slayer must
possess to do her job.
Buffy: What came after agility?
—5.12 ChecKpoint

Attributes are inborn characteristics of your character:
her strength, intelligence, senses and so on. By select-
ing a set of Attributes, you are defining the limits of
what the character can and cannot do. So, if you “buy”
a very low Dexterity for your Cast Member, do not be
surprised if she tends to fall down, break dishes and suck

at juggling.

Buyinc ATTRiBUTES

Attributes are purchased using Attribute Points (imag-
ine that!). These points are set by your Character Type
(see p. 29).

Attributes can be “bought” up to level five on a one-
for-one basis (i.c., Strength 3 would cost three points,
Strength 4 four points, and so on). Attributes above
level five are more expensive: three points per addition-
al level. You should not purchase an Attribute past level
six, the effective human maximum (buying an Attribute
up to level six would cost cight points). Beings with
supernatural abilities (Slayers, vampires, demons and the
like) can have Attributes above six.

At the other end, at least one point must be put into
each Attribute.

So, a White Hat has 15 points to distribute among the
six Attributes. You can have three Attributes at level
two (average), and three at level three (somewhat
above average). Or you could drop an Attribute to

. one, and get one at four. This character would really

x4}

I|ll

shine in one aspect, is above average at a couple other

| things, sucks at one thing and is average for the rest.

l’i

Seasan One Willow, for example, was not exactly

* (Intelligence 4).

A Hero has 20 points. With that, you can go with four
. Altributes at level three and two at level four. This cre-
" ates a balanced character good at most things. Or you

at level five and one at level four, for someone who is
extremely gifted in certain areas,

CHAPTER 2

Muscle Woman (Strength I) but she was very smart

L

could keep three Attributes at average level and have two

/' the Mmeaning of Numbers )

Level I: The character is bclcw avcra’ﬁt in this
Attribute. Slrenglh mdrcatcs a poor physlque,
cither a petite sedentary person.
Dexterity | 1ri81ca s\ ums ness, sameone likely
o drop things—not to bc 1rqud\vfh delicate
manual work u;ﬂest-thﬁ tsém has tr{,slm-.t:[t vc!‘y
hard to do so, “he yyﬂh -a-Constitution |-

sare delicate’ and‘”nﬂpn. ﬂj\\‘@ﬁor health.
“Uftelligence | i5-below | =not mentally

challenged, but certainly &b }..‘ fow on the upug(e»v
Perception | depicts someone “not very awarcw

‘:'! her surroundings, likely to miss what’s befo ﬁﬂe I “

' face. Willpower I'resulls in a person who i
ly intimidated aﬂd.,mfﬁxenced by others, a fol- |
lower instead of a leader, and somebody who is
likely ta succumb to temptation. In other words,
Attributes at level one are not flattering. 1f your
ncharacter has an Attribute at level one, she is

o éomg to be pretty feeble at some thmg;

Level 2: This is the average for human beings.
Most people in any given grqugl have Attributes
at this level, typically with oné or two at levels
one or three. . Nothing wrong with being aver-

' age, but the character is unlikely to shine with 4
such Attributes unless her skills are so higt 1?3 @‘
can compensate. s

Level 3: This is above avcragq,_ L
dinary. Sirurgglb and Cons n3
smathletic aptitude—somebody, wfx’ﬁ“-
\#Icast three times a week, or a‘.nﬂural
has not taken time to dcve"l'op 'hér
_Characters Wwith Dexterity 3 are grat:’éfu{aL,gpod
“dancing partners, grabbed near the beginning in
I pick-up sports, unlikely to suffer frorn butter fin-
gers or Klutz Syndrome. Intellig e ‘5 indicat
~ a bright person who can ecasil skills,
if she has the tcmpcramcnt to do sn." With
. Perception ;kta c s good senses and
Jﬁumon, and.is ﬁy}m}qd, r confused.
aracters with ﬂ 3 are u‘t‘p}y«bluﬂed or
bullied under nor fmstances. J) 4

Level 4: An Aihwagrf; e Al e
one out every

~ayerage. Vcr)tzf'w

E:“;pp
den in a randum ane or two
- Altributes at this level. S Constitution.,.,
4 can be found only in- 's (;ncludm@

k




/bes} foatball players in alarge high school or c;ol* %
lege campus), extensively trained Special Forces
soldiers, and ether people ‘who spend a large
~ amount of time M:I cffort keeping in shape. A
) Dexterity 4,would oaf_y be common amang gym-
nasts, acrobats dancers and other talented and
graceful mdmdué,s._ Mental Attributes at level *
four indicate" near gr.mus (Intelligence), highly “"“’
acute senses’ and'_lqtmhon (Pcrc‘cphon], ar an

“iron will” (Willpower).

Level 5: This is the prachcal’ human limit.
| People at this level are extraorﬂ;nar;ly talented,
able to perform complex and difficult feats with
little practice. While people with Attributes at
level five are not record breakers, they are
among the best and the brightest. In a small or
medium-sized community,‘only a handful of peo-
ple have one or two Attributes at this level, and
they are likely to‘be well known for their
strength, wisdom or toughness. Cities, large col-
Jege campuses, and groups of demon fighters
have more of these extraardmary mdrﬁldusls, bul:
even there they are not, cummun o

Level 6; This is the !wt human limit. A few =
peaple with “freakish™ aﬂﬂbtﬂeﬁﬁ may exceed it
(to level seven), but’ they are’ q, handful“even
among the tecming bll]lcms hvmg in the 2Ist cen-
tury. Character§ with one Attribute at level si
are very rare, something on the order of one mh :
ten thousand, or less. People with more than qn?ﬁui;
Attribute at level six arc pnrhaps ten times less 'h
common, and 5o on. \

=) L

 Level )74 (Now jwe_are talking superhuman.

' Someone with: Slrcnglh 7 would be as strong as
a horse; a. Dcxier'br 12 connotes.inhuman grace;
and so Gn:"These folks can perform at g level ]
that ncrrnaL !'0;'"55 \dan hard]y comprehend.  Be ™

| afraid. Be'very aﬁ!‘&d
3 1

d

Nintl.

b

sy

Judh

.
T
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STrRenGTH

Buffy: Things won’t ever be exactly the same,
butoncel. .. getbacKkto... full.. ..

Xander: Give you a hand with that, little lady?

Buffy: Vou're loving this far too much.

Xander: Admit it. Sometimes you just need a big
strong . . . uh, Will? Gimme a hand?

—3.12 Helpless

A measure of your character’s physical power, Strengﬂ'l
determines how much damage she inflicts with hand-to-
hand weapons, how much weight she can carry, and how
much damage and exertion she can withstand before col-
lapsing. Strength is useful to people who do a lot of heavy
lifting or anybody likely to enter hand-to-hand combat—in
BtVS, the latter is pretty much the norm. Characters apt to
have a high Strength include athletes, manual workers, and
soldiers. A low strength indicates either small size and body
weight (cough—Snyder—cough), or just a lack of exercise.

The Strength Table shows how much a character of
any given Strength can lift without much effort. Higher

weights can be raised (assume a maximum lifting
weight—for brief periods—equal to double the Lifting

Capacity), but a nail might be broken or a spleen rup-
tured in the process.

strength Table

strength

Lifting capacity
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Dexterity

Dexterity indicates your character’s physical coordina-
tion and agility. It helps with any task that requires motor
control and precision, from performing card tricks to
shaking booty to feeding knuckle sandwiches (Dexterity
helps to land the punch; Strength determines how much it
hurts the punchee). 1f you want to do cartwheels—or try
those kewl moves you saw in The Matrix—you'd better
have a high Dexterity (and some help from the script).

Consfitvtion

This Attribute shows how physically hardy or healthy
your character is. Constitution is important when it comes
to resisting discase, damage, and fatigue. It is also used
(ahmg with Strength) to determine how much of a pound-
ing your Cast Member can takc and still keep ticking.
Constitution also comes into play with skills that involve
endurance, Jlitc swimming and long-distance running.
Constitution 18 useful for people in strenuous and danger-
ous jobs (flrchghhng, Slaying, being a Slayer’s friend).

IntELLIGENCE
Snyder: Vou've got the brains, he's got the fast
| break. It's a perfect mateh.
' Willow: Match? Vou want us to breed?
e Snyder: I want you to tutor him.
—3.16 Doppelgingland

! Brains good. This mental Attribute determines your
* character’s ability to learn, corrclate and memarize
information. The higher her Intelligence, the easier it is
.+ for her to employ “scholastic” skills. Also, this Attribute
is used to understand and interpret information. Note
that intelligence and education are two separate things;
you can be brilliant but illiterate. Education is covered
by your character’s skills, which determine what she has
learned in her life. Watchers and other intellectual types
tend to have a high Intelligence level.

CHAPTER 2

1 _s:ay'eié

nurma] humans, for example, see p. 175).

-

Perceprtion

When a vamp you’ve never seen before tries to suck
your blood, Perception might help you spot her before
she strikes. This mental Attribute governs the five sens-
es of the character and is important for wannabe detec-
tives (to spot those important clues), people with ene-
mies (to see or hear them coming), and mystical or psy-
chic types (to detect “disturbances in the Force”).

WIiLLPOWER

This Attribute measures your character’s mental
strength and self-control, and her ability to resist™fear,
intimidation, and temptation. 1f you don’t want to run
away screaming like a little girl the first time a vamp
flashes its fangs at you, Willpower is your friend. Any
supernatural ability that tries to control or influence
victims is resisted by Willpower. 1t can also be used
to intimidate and dominate others through sheer force
of will.

ATtriBUTE BOnvsEs

Some Qualities (like Slayer) provide bonuses to one or
more Attributes. These modifiers are applied after
Attributes have been purchased normally. For example,
if you spend five points on Dexterity, and your character
has a Quality that adds a +| to Dexterity, a level six
Dexterity is the final result.

Lirg Points

Life Points represent your character’s physical health.
The Strength and Constitution of the character are the
determinant factors; a big muscle-bound athlete can
survive more punishment than a pencil-necked, cold-
catching nerd. Life Points determine the amount of
physical damage the character can take before being
unable to function.

Life Points are determined by adding the character’s
Strength and Constitution, multiplying the result by four,
undacfd:ng J0—or you can skip the math and just con-
sult the Life Point Table on the next page. This formu-
la ls,ipr human beings (and human-like beings, such as
and vampires). Some creatures have different
int totals (many demons are much tougher than

The Hard to Kill Quality (see p. 39) is a gaod way to
increase Life Points. Players should figure out Life
Points at the end of character creation after all
Attributes have been figured out normally.




Life point Table
constitution

strcngrh I 2 3 4
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QUALITIES &§ DRAWBACKS

Willow (re: Faith): She's (',(f’ this cleava ér]e-; slut-
bomb walking around going, “Ooh. Check me
out, I'm wicked cool I'm f:] ve by fives!

Tara: Five by five? Five what by five what?

Willow: See, that's the thing. No one Knows.

—4.15 This YVear's Girl

) 'éualilies are innate characteristics that give the char-
L --:i&fc_r,“un-ad_\fantage or positive trait. Being a Slayer is a
Quality—Slaycrs arc stronger, faster and tougher than
normal human beings. They have bad things going for
them, too (Iots of enemies, for one), but the ability to
kick butt tends to outweigh the bad stuff. Qualities cost
Quality Points to acquire.

Some Qualities are package deals—your character buys
one Quality but gets a number of benefits, or same bene-
fits and some downsides. Jack, Nerd, Slayer and Vampire
are all examples of these package Qualities. In general,
your character is limited to purchasing one of these types

" be able to pull that off.
| h’th}’ suspect. Even so, we don’t recommend laughmg in

. Drawbacks are characteristics that somehaw limit o
detract from the character—bad cyesnghl emotion
problems, or being oh-my-god-it's-hideous ugly, for
example. Drawbacks have values. When Drawbacks are
acquired, the character gains extra points that can be
used to buy Qualities or skills. Think of the extra points

. of Qualitics. Now, if you want to play a N:rd-Walchcr or
' Nerd-Werewalf, talk it over with your Director. You might
; Directors, watch this carefully. "
i 30&-Nerds. Werewolf-Slayers, or Vampire-Werewolves are

. anyone’s face (that would be rude). "'-%*{,m

e

as a little reward for making the character a bit more
three-dimensional and entertaining than some plain-
vanilla, “nothing wrong with me® bloke.

Beginning characters are limited to 10 points in
Drawbacks. That does not mean players have to ;
points’ worth of Drawbacks; most will probably ené@
with less than that.

CHanGes During PLay B

After creating the character, some (use common
sense) Qualities and Drawbacks may be acquired or lost
in the course of a game. For example, a scarring wound
could reduce the character's Attractiveness, or a change
in fortune might increase or decrease the character's
Resources or Social Level. When such a change is
brought about during play, no experience points (see p.
13)) are'needed to purchase them. If players want to pur-
poscfully change a Quality or Drawback, they must
spcnd experience points and come up with a good rea-

v the change. This intentional change is somewhat

_resh'icied however (see p. 133).
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“ The Qud]ily and Drawback fist presenh:d in this
chapter/15°far_from exhaustive, although it covers
‘most of'gfe%‘jts In many case;?:g'ncw" Quality -
_or Drawback can be an ‘extension or variation of an

“ existing one. The va]&wuf the chare T'-.v!}'ijshcmlc!““i
be balagnccd? rol.rl by the benefits or }'mn§ ties it gives
the character. Most Qualities or Drawbacks should

“be worth between one and three paints; only the |
most powerful or crippling of them should _haxs;q

- value of four or higher, unless they are “c

~ Qualities like Slaycr or @lcahve Commando. -'Tﬂﬁse i

“combas™ often: lude Altribute “bonuses; cach
_Attribute bonus ,eq,ne chg{aclcr paint, with the
i

L s

QGXIWM bonus bcu{g 45 to any one Attribute. J

List oF @aLiTins & DRAWBACKS

ACUTE/IMPAIRED SENSE
2-POINT QUALITY OR DRAWBACK
Qz: It's Willow. She's nearby.
Cordelia: What? Vou can smell her? She doesn 't
_even wear perfume.
"0z She's afraid.
 Hong —3.8 Lovers Walk
émﬂe people have the eyes of a hawk, or the ears of a
bat. p;Whlc !s kind of yucky when you think about it.
Others are near-sighted, hard of hearing or otherwise
impaired. Characters with this Quality have one sense
that,is more (or less, if it’s a Drawback) refined and sen-
sitive than the rest. Normally, the five senses are repre-
sented by the Perception Attribute. Acute or Impaired
-u Senses indicate one or more are higher or lower than
. normal for a person with that Perception Attribute.

When bought as a Quality, an Acute Sense gives your
. character a +3 bonus to any Perception-related roll that
" relies on that particular sense. 1f acquired as a
" Drawback, Impaired Sense give a similar -3 pcnally to

r{;ephon -related rolls.

Sorne Impaired Senses (hearing
':' and sight in particular) can be casily {1k
" corrected by glasses, hearing aids and
similar “devices (though no  doubt -
some insensitive high school student
will give you a hard time about it). 1f
the impairment is eliminated by the
use of such devices, the Director

CHAPTER 2

should reduce the value of the Drawback to one character
point. As Jong as your character’s glasses or hearing aid
or whatever is an, she is fine. 1f, say, a vampire knacks the
glasses off, she won’t be able to see very well (Cast
Members should probably wear contacts or those I'm-an-
ancient-librarian-type glasses straps). 1t is possible to have
more than one type of Acute or Impaired Sense, or, for
example, to have Acute Hearing and Impaired Eyesight, or
a similar combination of senses. For obvious reasons, you
cannat select both the Impaired and Acute versions of the
same sense (but “duh” for asking).

ADDICTION k)
VARIABLE DRAWBACK

Willow: Who would pay to get bitten?

Anya: It's been going on for centuries. Humans
hire vampires to feed off them. They get off on
the rush.

Giles: And the danger. Traveling in the under-
world can become addictive for these people.

—5.10 Into the Woods

Don’t do drugs, kids. 1f your character does drugs,
she’s likely to become an addict, and that’s a bad thing.
You've all seen the after-school specials and know the
score about addiction. Still, a big component of BEVS is
tragedy, and addiction is that in spades. 1f you want to
go there, an addicted character’s gotta have samething
(drugs, liquor, smokes) and she’s gotta have it bad.

The value of this Drawback is determined by the sever-
ity of the addiction and the rclative effects of the drug or
substance. Since this isn’t the Drug Awareness Week
Raleplaying Game, we won’t cover all the gory details.
Directors should adjudicate the game effects of a “high”
on a character. This can range from a small penalty for
bcmg shghﬂy “buzzed,” to the complete stupor of a hero-
mugh guide would be a penalty equal to the

* Alcoholism, habitual use of barbiturates or cocaine: 4 points

Heavy use of heroin: 6 points



The Addiction Point Value Table gives guidelines for
the value of a given type of addiction. Directors should
modify these values as desired.

When an addicted character hasn’t gotten her usual
“fix,” she suffers from debilitating withdrawal symp-
toms. Most mental actions (e.g., any rolls using
Intelligence, Perception or Willpower) are at a penalty
equal to the value of the Drawback (so, a character with
a 2-point Addiction suffers a -2 penalty to most mental
actions) until the addict can get what she needs. The
most severe drugs (like heroin) also produce strong
physical effects; such addicts have a withdrawal penalty
of -3 to all physical actions in addition to the above
penalty on mental actions.

Unlike some Drawbacks, this problem cannot be over-
come casily. Generally, the best a character can hope to
do is to deny her craving “one day at a time.” Getting
rid of this Drawback should never be a matter of saving
up enough points to “buy it off.” Resisting the craving
requires a series of daily Willpower (doubled) rolls. The
first few rolls suffer no penalty. After a number of days
equal to the character’s Willpower have passed, add a
penalty equal to the value of the Drawback. If the char-
acter blows any of the rolls, she’ll do whateyer it takes to
get her fix. If no fix is available, she goes through the
withdrawal penalties. And so on. Once ten straight days
of successful Willpower rolls have passed, the character
may lower the Addiction Point Value by one. And it
starts all over again. Not a fun situation to be in, but if
the struggle to overcome the addiction is roleplayed well,
it should earn the character some Drama Paints.

ADVERSARY
VARIABLE DRAWBACK

S,I?I'&L' (re: the Scoobies): This is the crack team
that foils my every plan? I am deeply Shamed.

—4.9 Something ‘Blue

Your character has pissed someone off, And not
pissed off in a “V’m not speaking to you” way—more like

a “I'm going to really kill you” or “I’m going to make

your life a living hell” kind of way. In the Buffyverse,
Adversaries are an occupational hazard. You can't just

stake vamps without word getting out, and the vamps are

not going to take it lying down.

“The ‘more powerful the Adversary is, the higher the ™"

value of this Drawback. Directors should determine if an
Adversary is appropriate to the game in question. If the
Adversary is unlikely to appear frequently, the Director
can reduce the point value or disallow it altogether. The

Master, for example, is worth zero points as an
Adversary after 2.1 When She Was Bad, since he’s dust in
the wind. Individuals are valued at one to three points
as Adversaries, depending on their resources and abili-
ties. A normal person grants one point; a new vampire
two points; a Green Beret or a veteran vampire three
points. An organization may be worth three to five or
more points, depending on its power. A gang of thugs
garners two points, the police department of a city three
to four points (depending onvits size and competence)s
and a national agency like the CIA five points or more.
A large supernatural group like the Order of Taraka
could give six or more points; that would apply only if
the entire Order is after the Cast Member—and your
character’s life expectancy is going to mondo suck.

You should have a good reason why your character has
earned the enmity of the Adversary. Your Director can
then weave this enemy into the Season in any way she sees
fit. Alternatively, you can select the Drawback and leave
it to your Director to decide who the Adversary is.

Killing the Adversary is not usually enough to elimi-
nate the Drawback—your Director will see to it that
another Adversary of similar value rears its ugly head
shortly afterwards. That’s the way it works in the shaw,
after all. Most Cast Members in Sunnydale should have &
minimum Adversary 2, representing the local supernatu-
ral community that thrives around the Hellmouth,
Slayers and their ilk have a permanent Adversary figured
into the point cost of their Quality.
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AGE

2-POINTS/LEVEL QUALITY

Anya: For a thousand years I wielded the pow-
ers of the wish. I brought ruin upon the heads
of unfaithful men. I offered destruction and
chaos for the pleasure of the lower beings. 1
was feared and worshipped across the mortal
globe and now I'm stuck at Sunnydale High!
A mortall A child! And I'm flunKing math.

—3.16 ‘Doppelgingland

Some beings have been alive and active for several life
spans; they could be demons, ancient undead, or other-
worldy game show hosts. Ancient characters are very
powerful, having refined their abilities with centuries of
practice. This Quality assumes that the character has
powers or natural abilities, like vampirism, that allowed
her to survive this long (such powers must be purchased
separately).

Each level of Age adds one century to your character’s
life span. Truly ancient supernaturals (a millennium old
or older) have ten or so levels of Age, and are extreme-
ly powerful. As such, they are not appropriate as Cast
Members in most games.

_The Age Quality only refers to periods during which
je character was active. Many supernatural beings have
periods of “down time,” times when they were in
(a fancy term for chillin’ in a big way). If you want
eate a characler from a truly ancient period, be our
 many levels of Age as you can afford, and
5 t of the time to be "down time" for what-
ever reason. The bonuses your character gets are
resyicféd to those levels of Age bought, however.

Age gives your character more points to put into skills.
. Each level of Age grants one point per level of Intelligence
| to put into skills, to a meximum of four per level. Age is
not without its downside, however. Over time, enemies

outlast friendships and renawn. . For each level of Age, the

by and gains no character points for this Drawback.

&mm QuALITY

Willow: And I haven tﬁeen a nerd, jor a very lortg
“time! Hellog—dating a guitarist, 'or F. < “was.

—4.11 Doomed

Your character’s an artist, someone unusually talented
and creative. Artists end up forming bands that don’t

CHAPTER 2
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and secrets are accumulated, and these always seem to

| character must take one level of either Adversary or Secret

suck (Dingoes Ate My Baby, post sausage-fingers phase),
painting masterpieces, writing Great American Novels,
and doing other cool stuff like that.

Artists get a +l to any two mental Attributes
(Intelligence, Perception or Willpower); the bonuses can-
not be stacked onto one Attribute, and the limit remains
six for humans. They also get a + to (what else®) the Art
Skill. Artists tend to be a bit sensitive and emotional,
though; they have a -I penalty to Willpower rolls to resist
crying or losing their temper, or otherwise letting their
emotions rule.

ATTRACTIVENESS .
I-POINT/LEVEL QUALITY OR DRAWBACK

Xander: Somehow 1 don't think a girl that looKs
like that's gonna be lonely fortoo long.

Willow: Definitely not.
—5.15 ] ‘Was Made to Lave Vou

This Quality or Drawback determines the character’s
looks (or lack thereof). The average person has an
Attractiveness of 0. Attractiveness typically ranges from
510 +5 in humans. A +| or +2 make the person stand out
in a crowd. At +3 or +4, we are lalking model-good
looks. At +5, the pulchritude borders on the heart-stop-
ping. On the other hand, at -I or -2, the person has home-
ly features, or unsightly blemishes or scars. At -3 or -4,
the character is downright repulsive. At -5, break out the
paper bag—looking at the chargk:h:r is almost painful.

For some strange reason,’ mm ‘of the students at
Sunnydale High seem to have Attractiveness of + or bet-
ter, Must be the Hellmouth’s influence . . . (though the
cynical might chock it up to ratings).

A positive Attractiveness helps when dealing with peer
ple of the right sex or sexual persuasion. If you're
“looklng good enough, a few come-hither glances may
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tickets, get your flat tire changed and so on. Add your
character’s Attractiveness bonus to any activity (usually
Influence Skill rolls) where persuading people is a factor.
Negative attractiveness works the opposite way, except
when the purpose is to intimidate someone; people are
more scared of an ugly mug than a pretty face.

Attractiveness costs one point per level if bought as a
Quality, or adds one extra character point if acquired as
a Drawback. After character creation, Attractiveness
can change only by events that modify the character’s
entire appearance, either through scarring or plastic
surgery, or growing up in the right places if your char-
acter starts out young enough (*Look ma, I've got
breasts now!™).

CLOWN
|-POINT DRAWBACK

Xander: Oh, forgiveness is my middle name!
Well, actually it's LaVelle, and I'd appreciate
it if you quard that secret with your life.

—1.4 Teacher's Pet

Wise guy, ch® The Clown refuses to take things seri-
‘ously and is always coming up with jokes and wise-
_eracks, even at the most inappropriate moments.
" Perhaps your character is deeply insecure and tries to
in other people’s acceptance through humor, or she
le delights in keeping folks off-balance with her
;comihenls ‘The biggest problem these characters have
t th / cannot keep their mouths shut even when
ow & joke will only work against them.

- they!
;‘ Clowns are generally accepted and liked during situa-

tions where their quirky humor is not out of place (par-
‘ties and other social gatherings, or among friends).
" Their sense of humor gets them in trouble during tense
'~ and dangerous situations. /Another prablem the Clown
faces is people often do not take her seriously even whcn
they should.

= CoNTACTS
5 VARJABLE QUALITY i _
Spike: 1've never used this bloke's servmes self,
. but there's talk. ‘Word'is hie Knows hing
tﬁm;' is to know about resurrection s
Ty il - —517f1=orevar

You know Lhc rouhne—rnake a phone caI] tu the rlghi
people and you get information, special supplies, some
cash, or even the proper make-over regimen. This
Quality gives your character those phone numbers. The

-
more helpful the contact is, the higher the Quality’s
point value. For any and all Contacts, the Director deter-
mines whether or not the Contact is available at any
given time. Generally, the more time your character has
to reach or get word to her Contact, the more likely the
Contact will come through.

A Contact that only provides hints, rumors or gossip
costs one point. If the Contact usually provides reliable
information and helps the character out in small ways
(offering a ride, letting the character spend the night
over, or getting a background check on somebody), this
Quality sets you back two points. Actual allies who help
the character in any way they can run thre¢ to five
points, depending on the Contact’s resources (the full
weight of the Watchers Council, for example, would cost
five points—note that most Watchers don’t get that
much support in the field).

CoveTous
J- TO 3-POINT DRAWBACK

Cordelia: I have a dream. It's me on the cheerlead-
ing squad, adored by every varsity male as far as
the eye can see! ‘We have to achieve our dreams, =
Amy. Otherwise we . . . wither and die! &

— 1.3 Witch
Everybody wants stuff. A Covetous character wants
stuff really badly, and will do dqusl anything to get it.
She may be motivated by love of money, lust for sensu-
al satisfaction, hunger for pawer, or the search for glory.
Whatever she desires, she will ¢ o al most anything to get
it, limited only by any sense of caution or morality she
may have—and in some cases, not even by that. A
Covelous character usually refrains from breaking her
awn maral code or the laws of the land in the pursuit of
her goa but if a golden opportunity presents itself, the
tcﬁ\platftm may just be too great.
: ‘_rc four types of covetousness: Greedy (money
we alth), Lecherous (sexual relations), Ambitious
wer and influence), and Conspicuous (fame and
enown). It is possible to covet two or more of those
gs, but each additional source of desire adds but a
gle point to the value of this Drawback.

¢ Covetous Drawback has three levels of severity,
) one, two and three points respectively.

"MILD: The First level is relatively mild. Your character
knows what she wants and she spends a great deal of
time and effort to attain her goals, but she won’t break
her own rules or those of society to do so. This is a I-
point Drawback.
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Serious: The second level is stronger—presented with
enough temptation, your character may act even if it
goes against her better judgment or morality. She may
resist if the action she contemplates is truly wrong and
reprehensible—stealing credit for a heroic deed per-
formed by a friend, for example—but resisting requires
a Willpower (doubled) roll, at a penalty of -1 to -3 if the
temptation and possible rewards are great. This is a 2-
point Drawback.

DesPERATE: The third level is the strongest—a desire so
strong that it often overwhelms any scruples your char-
acter may have. When presented with temptation, she
can only avoid acting by making a Willpower roll, with
penalties ranging from -l to -5 depending on the size of
the prize. For a high enough reward, your character will
turn on friends or loved ones, and even betray her prin-
ciples. This is a 3-point Drawback.

DEPENDENT
2- OR 3-POINT DRAWBACK
Joyce: Buffy, if you're going out, why don't you
take your sister?
Buffy & Dawn (in unison): Mom!
—5.1 Buffy vs. Dracula

- Your character has a relative or someone who is close
to her—perfect for the villains to terrorize, hold hostage

. or otherwise use and abuse. Joyce Summers and the
carly version of Dawn are perfect examples of
l}epeﬁdents@ Jf your character has one Dcpcndcnt she
gets two points. More than one Dependent is worth
three points—sorry, five siblings may be a bunch, but
they just don’t give you any more points.

. EMOTIONAL PROBLEMS
I- OR 2-POINT DRAWBACK

W Faith: Ronnie, deadbeat. Steve, Klepto. Kenny
. drummer. Eventually, I just had to ﬁ:ce up
to muy destiny as a loser magnet. Now its
strictly get some, get gone. You can't trust quys.

—3.7 ‘Revelations

4 bdes your character have difficulty relating to others®

i Does she get depressed often, wear dark clolhmg, or lis-

“ten to a Jot of weird music® If the answer is yes; she

might have an Emotional Problem or'two.  Those with

Emotional Problems react in unreasonable ways to cer-
tain situations and problems. The reaction can be anger,
pain or anguish, typically more extreme than normal.
People get wiggy for the strangest reasons.

\
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Characters in the Buffyverse often overcome their limita-
tions. Emotional Problems can be overcome during play,
but this should always be roleplayed. If you are able to can-
vey the inner struggle of your character over the course of
several Episodes, the Director might allow her to eliminate
the Drawback without having to “pay” any experience
points to do so (see p. 133). And there’s probably a Drama
Point (see p. 126) or two in it for you as well.

DEPRESSION: Your character’s emational problems
make the very act of living a chore. Common symptoms:
include sleep problems (either oversleeping or insom-
nia), severe procrastination (to the point that the suffer-
er may lose her job or get kicked out of school), and a
lack of interest in anything. A character with Depression
suffers a -1 to most Tasks, and tends to avoid becoming
involved. This is a 2-point Drawback. A severe shock
may snap someone out of this state for a while (a life-
threatening crisis could do it), but the character will sink
back into inactivity afterwards. Certain drugs and psy-
chiatric treatment can reduce the effect of this problem
(which also reduces its value to one point).

EMOTIONAL DEPENDENCY: These clingy types are overly
dependent on others. Once they make a friend, they want
ing around her all the time. When involved in a rela-
ljarﬂ&p ﬁiey are excessively needy. This behavior tends
to freak friends and relations. This is a J-point Drawback.

H - FEAR OF CoMMITMENT: Whenever your character starts
5,5@?;!113 too close to somebaody, she becomes afraid and
pu!@ back. Maybe she is afraid that if she lets somebody
, o close, they will hurt her, and it’s . . . just.

t. 2 . worth the pain. Or perhaps she fears that if she
ey 00 much about herself, the other person will see
the “real her” and be appalled or disgusted. This makes
it 'very difficult to have a healthy relationship with cither
friends or lovers. This problem is a |-point Drawback.

FEAR OF REJECTION: When this person experiences
rejection (or thinks she has been rejected), she feels hurt




and angry. People with this problem may be afraid to
make friends or approach those they are attracted to,
and if their fears come true, they harbor a great deal of
resentment and anger. This is a I-point Drawback.

FAsT REACTION TIME
2-POINT QUALITY

Dawn: We can't all be born with big fancy
Chosen One reflexes, you Know.

—5.5 No Place Like Home

Most people freeze when something bad is about to
happen (like . . . 1 don’t know . . . when a large reptile
boy lunges out of the dark at you). Not someone with
this Quality—the lucky one rolls away and punches ol’
scaly as soon as it bares its teeth at her. In combat, con-
tact sports or other physical confrontations, characters
with this Quality gain a +5 bonus for Initiative purposes
(see p. 108), modified by common sense (Fast Reaction
Time cannot help the target of a sniper half a mile away,
for example). This Quality also provides a bonus of +]
on Willpower Tests to resist fear.

GOoD/BAD Luck
J-POINT/LEVEL QUALITY OR DRAWBACK
Dawn: Any uck?
Willow: If you define lucK as the absence of suc-
cess—plenty.
; —5.20 Spiral
.Il\." ::!‘:’
If your character enjoys Good Luck, Fortune smiles on
her far more often than on most people. Whenever she
needs a break, there is a good chance that circumstances
will conspire to give her one. If your character suffers
from Bad Luck, on the other hand, Murphy’s Law ("if
. anything can go wrong, it will”) always applies to every-
\ thing she does. Good Luck points are like low-key Drama
Points (see p. 126), but have the advantages of being re-
usable and you can use them whenever you want.

Each level of Luck counts as & +] bonus (or - penalty)
,4 t&al can be applied lo any roll, after the die is rolled, m

| Multiple levels can be added '
iageiher for a big bonus on one roll, or spread around

_. '.}’?, several different actions. For example, if your chaructet‘.,_,:‘.
has ihrec levels of Good Luck, she can get a +3 bonus on
one action, a +| bonus to three actions, or a +2 bonus for

one and a +] bonus for another.
With Good Luck, you decide when it comes into play.

Bad Luck, however, is in the hands of the Director, who

chooses when it affects a given roll. Directors should

exercise caution and good judgment when applying Bad
Luck. If they use Bad Luck for meaningless rolls, the
Drawback becomes little more than a minor inconven-
ience. On the other hand, applying Bad Luck to Survival
Tests (see p. 121) or other critical rolls is a good way to
alienate folks. Make the Bad Luck count, but don’t abuse
anyone. We’re trying to get you all to have fun here, not
create angst (well, not out-of-game angst).

For example, Jenna has a 2-point Bad Luck Drawback.
At one point in the Episode, Jenna takes aim with her
gun as an enemy attempts to flee the arca. The charac-
ter’s mission will be much harder if the villain escapes,
but Jenna is in no immediate danger, so the Direttor tells
Jenna that a startled bird flies in front of her, spoiling
her aim. A -2 penalty is applied to Jenna’s shot.

HARD TO KILL
J- TO 5-POINT QUALITY

Xander (about Adam): He's ot Worried you
might Kill . . oh, say. . hum2

Buffy: No. He's really not.
—4.21 "Pn'r.rwva{

Characters with this Quality are extremely tough, and
can withstand an amazing amount of damage before
going down. Even after they are severely wounded,
medical attention has a good chance of reviving them;
scarred but alive. This Quality is' bought in levels. Level
five is the highest possible for human beings; Slayers and
some supernatural beings can have more levels. Each
level of Hard to Kill adds three Life Points to your char-
acter’s Pool. Additionally, each level provides a +1 bonus
to Survival Tests (sec p. 121). Probably every character
in a BEVS RPG Series should have a couple of levels of
this Quality—after all, nobody in the show gets killed by
random punches, falls, or even impalement by metal
spakcs If you have any Quality points left over, you
sﬁﬁg’ld Imcst them here. Your character will thank you.
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HONORABLE
I- TO 3-POINT DRAWBACK

Xander: Whoa! Hey! This is war, isn't it? If
there's one thing I've learned from Sergeant
RocK it’s that in war there are rules . . . or at
least there should be if you're as honorable as
you think you are.

~—5.20 Spiral

Your character follows a code of behavior, and will
not break it lightly, if at all. The more restrictive and
rigid the code is, the higher its value. Honor Girl should
almost never break the code’s rules, no matter what the
cause. In a life-or-death situation where honor must be
ignored, your character might do so, but even then a
Willpower (not doubled) Test is necessary to overcome
the psychological barriers reinforcing the code of honor.

MINIMAL: Your character does not lie or betray friends
or loved ones, or people she respects. Anybody else,
especially people from groups they dislike or are preju-
diced against, is fair game. This is a I-point Drawback.

SERIOUS; This code of honor is more complex, and
applies to everyone, friend or foe. Your character
always keeps her word and does her best ta fulfill any
promiscs she makes. She will not betray the trust of oth-
ers once she has accepted it. She may be reluctant to
gﬁ&,ﬁicr word except in a good cause (at least a good

. cause as she sees it), because once it has been given she

¢ byit. This is a 2-point Drawback.

'FmidY character lives by a strict set of rules that
ccnifols mostiof her actions towards others. In addition

to all the other restrictions abave, she will refuse to par-
ticipate in acts of betrayal such as ambushes, striking a
helpless or unsuspecting foe, or cheating in any way.
W Lying is anathema, and she will only do so in cases of
I extreme need. Even then, she will feel guilty and will not
1 do a very good job at deceiving; any tasks requiring lying
" will have a -2 to -6 penalty, determined by the Director.

" This is a 3-point Drawback.
i

3

-
e

e

CHAPTER 2

HUMORLESS
J-POINT DRAWBACK

Giles: 1 can assure you, Mrs. Post, this is the
finest occult reference collection—

Gwendolyn Post: —this side of the Atlantic, I'm

Do you have Hume's Paranormal ‘

The Labyrinth Maps of Malta?

Giles: It's on order.

Gwendolyn Post: Well, 1 suppose that you have
Sir Robert Kane's Twilight Compendium?

Giles: OR! TR . .. Ves, I...Ves! Ves, I do.

Gwendolyn Post: Of course you do.

—3.7 Revelations

Sure. i
Encyclopaedia?

-

She without the funny, lacking the ability to laugh at
life, and taking everything with the utmost seriousness.
Other people’s attempts at humor leave her cold or
annoy her. Most people find this facet of her personal-
ity to be unattractive or bothersome. Clowns and prac-
tical jokers most likely select the Humorless as their
favorite target. Many Watchers seem to share this
problem, with some noted exception (Giles, for one,
although his wit is so dry you shouldnt light a match
near it). :

INITIATIVE COMMANDO
4-POINT QUALITY

Riley: The problem is, what E;ud’ of girl'is going
to go out with a quy who's agting all Joe
Reguﬁir by day, and then turmsall demon-
funter by night?

Graham: Mayle a peculiar one?

—4.7 The Initiative

The Initiative (see p. 153) is a secretive government
organization dedicated to fighting and studying (of late,
md# ‘fighting). HSTs, or Hostile Sub-Terrestrials—
bureaucrat-speak for monsters. The front-line soldiers
#f”;be Initiative are recruited from the military, given

 training and all kinds of cool toys, and sent out
into the night to fight the good fight.
. Without additional charge or value, Initiative
andos gain +| to any two physical Attributes, to a
um level of six (the bonuses cannot be stacked on
Single Attribute); Fast Reaction Time or Situational
Awarcncss (pick one); three levels of Hard to Kill (an
additional two levels can be acquired by spending points
during character creation); and a 3-point Obligation (or,
if they quit, a 3-point Adversary or 3-paint Secret).




Jock
3-pOINT QUALITY

Larry: This is our year, I'm feh’un} you. ‘Best
football season ever. I'm so in shape, 1'm a rock,
It's all about eqq whites. If we can focus, Keep
discipline, and not have quite as many mysteri-
ous deaths, Sunnydale is gonna RULE!

—3.1 Anne

The character is a sports fan, but not the type that does
sports sitting in front of the TV while downing chips and
beer (not that there’s anything wrong with that). Jocks
spend much of their free time practicing and working
out, often to the detriment of their schoolwork. They
can be your typical loud and obnoxious football players,
or quiet, intense types with Olympic ambitions.

Without additional charge or value, Jocks gain +| to
any two physical Attributes, to a maximum level of six
(the bonuses cannot be stacked on one Attribute); two
levels of the Sports Skill (and at least one more level
must be purchased on top of that); and a -1 penalty to
all rolls involving intellectual abilities (anything using
the Intelligence Attribute), except where the Sports Skill
i involved.

Love
~ 2- OR 4-POINT DRAWBACK
SWillowsMalcolm, Moloch . . . whatever he's called.

\ Tlie one boy that's really (:l\ufrm and he's a
tﬁmau bot. ‘What does that say about me?

Buﬂ@ 1t doesn 't say anything about you,
Willow: I mean, 1 thought I was really falling .

By (fy: Hey, did you forgf,t“ The one boy I've
the hots for since 1've moved here turned
out to be a vampire.
Xander: Right, and the teacher I had a crush on?
Giant praying mantis?

—1.8 1 ‘Robot, Vou Jane

The character’s love life is the stuff songs are made of—

" whether it’s the pop of Britney Spears or the thrash of =
= Marilyn Manson is up to the storyline, of course. A Cast
" Member with this Drawback starts the game with a rela-

. tionship or develops one shortly after the Season begms*
(usually during the first or second Episode). This love may,

or may not be reciprocated; your character might be in-
Jove with someone who barely knows she exists. Whenever
the character has to choose between following her heart or
her head, she must make a Willpower (not doubled) roll at
a -3 penalty. This Drawback is worth two points.
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TRrAGIC LOVE: As above, but any romantic relationship
the character develops ends badly. This can happen in
two possible ways: something bad happens to the char-
acter’s belaved, or the character has an unfortunate ten-
dency to fall for the wrong people (like Xander’s propen-
sity for dating praying mantises, Inca mummy women,
etc.). Tragic Love can be a good source of Drama
Points (see p. 126) and is @ 4-point Drawback.

MENTAL PROBLEMS
I- TO 3-POINT DRAWBACK
Willow: Thanks for coming with. ‘?(unhngfara

psychopathic superbitch is definitely in the
above and beyond categoryy. -

Tara: It's okay, really. Se, wﬁatrﬁl we do if we
find her?

Willow: Run, flee; maybe Wﬁf ‘We're not
here to engage. ‘This is strictly recon.

—4.15 This Vear’s Girl

Your character has some major malfunction. Maybe
her parents abused her, or she is in dire need of some
Prozac. The short circuit could be quirky or downright
:nﬁ@d depending on how severe the problem is. Some

~ common Mental Problems follow.
- COWARDICE: Your character is more afraid of danger

aﬁg ‘confrontation than normel people. She may shun
‘danger altogether, or only risk it when she’s sure she has
the'upper hand. Use the value of this Drawback as a

penalty to rolls to resist fear.

~ CR UELTY: This is a person who actually likes to inflict
pain and suffering. At the lower level, she reserves this
for peaple who have angered or attacked her, but at the
highest level she is a sadist with no feelings of remorse
(this is probably not appropriate for most Cast Members,
but is typical among vampires and demons).
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DeLusiONs: Your character believes something that just
isn’t true—she might be a confirmed racist, or con-
vinced that spirits whisper words of wisdam only she can
hear (note that in the Buffyverse this might not be a
delusion after all).

The higher the value of the Mental Problems, the more
severe and debilitating it is. Generally, Cast Members
should not have Mental Problems worth more than two
points, although playing the lunatic can be fun every
once in a while.

Mip: The hang-up is controllable and your character
seldom allows the problem to control her during times
of crisis, especially when friends and loved ones are
involved. = People may not even know something is
wrong with the character. This is a |-point Drawback.

SEVERE: The problem is severe, and affects your char-
acter’s daily life. Anybody who knows the character real-
izes or strongly suspects that something is wrong with
her. This is a 2-paint Drawback.

DERANGED: The character is clearly deranged, with no
regard for such considerations as the law, the safety of
others, or the integrity of her immortal soul (you
know, little things like that). That does not mean she
is completely berserk. She may control herself out of
fear of being stopped or discovered by the law or other
mgjgr threat, but when no such fear exists, watch out.

W WY RANK

JLEVEL QUALITY OR DRAWBACK

ﬁ 1: Containment area’s been
ostiles are [oose.
thﬁ?rref McNamara: How many?
Commando #1: All of ‘em, sir.

—4.21 Primeval

" Your character is in the armed forces. High rank has
. privileges; soldiers or sailors obey your character’s
orders On thc other hand, low-ranking sqk,‘hers are at

g ,\5 ;‘mt a good career option. The value of Fbl'iary Ranks

g s ane point at the lowest level). Keep in mind that
t h Rank also entails numerous duties that may restrict
"x your character’s actions even more than very low Rank.
the U.S. Army. Other service ranks, and the rank names
of foreign countries, vary greatly.

CHAPTER 2

ges from -I to +9, and costs one point pef level (or

The Ranks Tablc in the next eolumn shows titles used in g

Rank Table
rank Level Dpescription

0 Corporal

Sergeant First Class

4 Captain

6 Lieutenant Colonel

Major General

MINORITY
J-POINT DRAWBACK

‘BI{ffj (r:'ommfnfmg on the Lesbian Alliance
poster Riley just hung): Is there something you
want to tell me?
Riley: What? Oh, yes, I am a lesbian. o
Buffy: Well, it's good that you're so open about it.
—4.9 Something Blue ;’1‘

A Minarity is considered a second-class c_ilizen:_:
because of race, ethnic group, religion or sexual
preference. She is a member of a small or disadvan-
taged group, disliked by the epiabhshmenl types.
People of the dominant group tend to act nuga‘hvdy
towards her; many are automatically suspicious, fear-
ful or annoyed at her for no reason other than what
she is. This Drawback has a I-point value to reflect
the ﬂ:laiwc!y .enlightened 2Ist-century America,
where pwplc cannot be denied service in a restau-
raﬂk'becuusc of the color of their skin (in most

t least). In other settings, where prejudice
3 reight of the law and tradition behind it,
vback might be worth two to three points.

Veah, you learn her source, and we'll intro-
€ fier to her insect reflection. (Everyone stares
) @h-that was funny if you, um, studied

in mythic rites . . . and are a complete

—5.6 Family




$03 w88 B3 #ee son «

Dorks, squibs, freaks and geeks—all names for the
misfits of society. In school or out, they are the losers,
the people who seem to have a permanent "Kick Me”
sign tattooed on their forcheads. They are to bullies
what fire hydrants are to dogs. Misfits don’t do very well
with social interactions; they have a -2 penalty to
Influence Tasks. They also attract the attention of any
cruel or abusive character.

NATURAL TOUGHNESS
2-POINT QUALITY

Dawn: I mean, you've got that whole super-
~fnmqtf thing. And you're just as tcmqh as
Ruﬁu IS. J‘.Im;bc’ w:u,rfu,r FEven Buﬁu thinks so.

Spike (taKing interest): She . . . She does?

—5.14 Crush

Your character is tougher than normal, able to take a
punch without flinching. She has four points of Armor
Value (see p. 12]) against blunt attacks, such as fists,
baseball bats, dropping pianos and the like. Bullets and
slashing attacks are unaffected by this armor, however.
This Quality is common among professional boxers,
bouncers and Jackie Chan types.

NERD

3-POINT QUALITY

WMillow: Even I was bored. And 1'm a s¢ience
nerd.

Buffy: Bon't say that.

Willow: I'h not ashamed. 1t's the computer age.
Nerds are in. They're still in, right?

—1.12 Prophecy Girl

Your character is one of the smart, maybe brilliant
types, more comfortable with a book or a computer than
with other people. Nerds don’t have many friends (except
maybe online), but hey, in a few years they will make their
first million bucks and will be able to buy new friends.

Nerds gain +l to any two mental Attributes, to a max-
imum level of six (bonuses cannot be stacked on one
Attribute); +2 skill levels to be added to any one of the
following: Computers, Knowledge, or Science; -I penalty
in any roll involving social situations (due to either prej-
udice against them, or their own social ineptitude).
These characters are prime candidates for the Emotional
Problems or Misfit Drawbacks.

NERVES OF STEEL
3-POINT QUALITY

Willow: Next thing I Know this crazed vamp is
like running right at me and 1 Know if it gets
past me there's no telling whe's in danger next.
Tara: Come on, you have fun. Admit it—/[iving
the Scooby life.

Willow: I was going | for a Kind of stoic bravery
lmtyfah And it was cuztmq with the ceiling
coming in and everything .

~—. 17 Superstar

A character with this Quality is almost impossible to
scare. Whether she is too dumb or too tough to be fright-
ened is open to question, but she remains unruffled even'in
the face of unspcakable horrors. This is often key in keep-
ing dry cleaning bills down. She is immune to fear except
when confronted with the strangest supernatural manifes-
tations, and gains a +4 bonus to her rolls even then.

OBLIGATION
VARIABLE DRAWBACK
Riley: It's not just a job.
Buffy: It's an adventure, great. But for me, it's

destiny. It is something that I can't change,
something that 1 can't escape. I'm stuck!

—4.11 Doomed

Some. ng‘hls are accompanied by duties. An Obligation
_must be followed to various degrees, and grants a num-
hpr, of points depending on the strictness of its dictates.

ers of secret societies or special agencies (like the
Viaplchcrs and the Initiative) often have an Obligation to
thm group. Failure to fulfill one’s duty can lead to trou-
' emotion, loss of job and health benefits, harsh
: sometimes it can even be downright dan-
ous Lo say “no” to one’s secret puppetmasters.
MINIMAL: Obeying the basic precepts of the organiza-
tion or creed and not betraying its members are the
major points here. This is worth no points, Members of
the Watchers who do not have a specific assignment
have this level of Obligation. Rear-echelon Initiative
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personnel (scientists far from the front lines) also get no
points for this level of Obligation.

IMPORTANT: Your character is expected to routinely risk
herself far the organization, and go above the basic pre-
cepts of the membership. Watchers expected to hunt the
occasional vampire (typically for research purposes)
would have this level of Obligation. An lmportant
Obligation is worth one point.

MAJOR: The welfare of the organization is placed above
that of your character. She is always on call, and does not
have time to pursue a normal job (unless it’s a cover for
the real assignment) or much of a personal life. The
penalties for disobedience or selfishness are severe, and
may include death. This is worth two paints. Watchers
assigned to a Slayer would have this level of Obligation.

ToTAL: Your character is expected to die for the
organization, if need be. Missions are extremely haz-
ardous, and she is constantly in danger of imprisonment,
torture or exccution. This is worth three points.
Initiative Commandos and Slayers have this level of
Obligation (which is already included in their Quality
value, so you can’t take it again . . . but "A% for effort).

OBSESSION
2-POINT DRAWBACK

Gu'es YVes, I-1 must consult my booKs.

Xander: OF, eight minutes and thirty-three sec-
W onds, pay up. I called ten minutes before you'd
cm:gm‘t your books about something.
s, ‘ﬁrﬁé’ —2.1 ‘When She ‘Was Bad
A particular person or task dominates your character’s
life; to the exclusion of most other things. To pursue
her Obsession, she will go to almast any length (as lim-
ited by her morality). She may neglect other duties, both
* personal and professional, to pursue that which fasci-
" nates her. The “obsessee” may be a person (who may or
' may not be aware of your character’s feclings, but who
| almost certainly would be upset about their intensity) or
| a task (like getting revenge on somebody, or performing
.\ some important or notorious feat). Lt :

VMLE QUuALITY

’H&ﬂbw Once again 1'm banisfied to the demon
Section of the card cataldg.

—1.9 The Puppet Show

In magic, it’s not who you know that matters, it’s what
tomes you have access to. Characters who want to practice

CHAPTER 2
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the mystic arts should have at least a book or two on the
subject—this is not the kind of thing that you can make up
as you go along, not if you want to live long (or in a form
other than a newt). The larger the library is, the more this
Quality costs. Keep in mind that if one Cast Member (or
Guest Star) has a big Occult Library, the other characters
may benefit from it, but the owner has some control over it
(i.e., they are her books, and she may not want to share
whenever the other characters feel like doing some occult
research). Sometimes it’s good ta have one’s own “stash”
of arcane lore. The levels are discussed below.

MINIMAL: Your character has one, count it, one book of
magic, and maybe a few scribbled notes her Aunt Agatha
left behind. The book has some 11-20 spells (the Director
secretly rolls a DIO and adds 10 to the result); each time
your character researches a spell successfully (see p. 138),
mark it off. Eventually, she knows all the spells in the
boaok, and there are no more. One book is not enough
to help her much with research into the identity of mon-
sters or demons, so research rolls are at a -3 penalty (see
p. 103). This level costs one point.

Goop: The character has a modest occult library, with
several books on assorted esoteric subjects, maybe even
the Time-Life series. This library gives no bonus or
penalty to research rolls, and holds as many as 31-40 (Dlﬂ'_
+ 30) spells all told. Cost is two points.

IMPRESSIVE: A good collection, including some very
rare tomes of hidden lore. Rolls ta identify monsters are
at a +1 bonus, and as many as 60 (DI0 + 50) spells can
be researched. Cost is three painis

AMAZING: Giles” collection, whrd; filled a whole section
of Sunnydale High’s library, qualn‘les Monster research
rolls are at +2, and pretty much any number of spells can
be contained there. A character with such a library
should have a minimum Occultism Skill 3, unless she just
doesn’t rqad and just likes to collect books for the pret-
ty p! _ urqs in them. This costs five points.

(& Buffy's looking for you?
mony: Of course! That's w.f/u I'm on the lam.
in 't you hear? I'm totally her arch-nemesis.

—5.4 Out of My Mind

a conspiracy and everyone is keeping secrets. Your char-
acter never knows when somebody is going to turn against
her, but she knows they all will, sooner or later. A paranoid
character expects treachery at every turn, and rarely trusts



even her friends and relatives. Now in the Buffyverse,
where monsters exist and secret organizations have run
centuries-old conspiracies, being parancid is somewhat
healthy. However, a character with this Drawback is seri-
ously bent. This makes her testimony less likely to be
believed, even when she is speaking the truth. Paranoid
characters often suffer from Emotional and Mental
Problems (their point values are determined separately).

PHOTOGRAPHIC MEMORY
2-POINT QUALITY

Buffy: Boy, that just paved over Memory Lane,
didn 't it?

—4.4 Fear, I tse@?'

A photographic memory grants your character an
uncanny ability to remember things. After reading a
book, she can quote passages without missing a word, and
she almost never forgets anything. The Director will pro-
vide information that your character would remember
whenever it is necessary. Also, your Cast Member receives
a +| bonus to any skill roll where memorizing facts is use-
ful, such as Knowledge and Science. Finally, any rolls
where memory plays a role gain a +l to +3 bonus, at the
Director’s discretion. Oh, and gambling against these

card counters extraordinaire is probably a bad idea.

SICAL DisABILITY
VARIABLE DRAWBACK
%e Haye fun.

Ange(as (E;Ind" g to Syuf\es ear): Too bad you
can't come with, huh? 1'll be thinKin' o/yau

Spike: I won't be in this chair forever.
—2.14 Innocence

Your character is the victim of one of life’s hideous
twists—crippled by accident, disease or birth defect. She
may suffer from limb loss, spinal column damage, or any

. number of tragic impairments.

MissiNg OR CRIPPLED ARM/HAND: The hand in qumihon

| I cannot be used to grab or hold objects. Any task requir- -

ing two hands is at a disadvantage (-3 oriworse) or sim-

.' ply impossible. This is a 2-point Drawback. A character
., with a prosthetic hand can overcome some of thesg;i

problems, reducing the Drawback ta one point in value,

MissiNg OR CrippLED LEG/FOOT: Your character is

unable to walk or run normally. With the help of crutch-
es or a cane, she can move at up to one-third normal
speed (see p. 103). Hand-to-hand combat rolls are at a
-2 penalty. This is a 3-point Drawback. Madern pros-

thetics can reduce the penalties, increasing speed to up
to half-normal, and reducing combat penalties to -I.
This reduces the Drawback value to twa points.

MissING OR CRIPPLED ARMS: Both arms are missing or
crippled. Your character cannot use any tools normally.
Some people with this handicap have learned to use their
feet with great skill to compensate for their loss, but it
still sucks—big time. This is a 4-point Drawback.

Missing OR CRIPPLED LEGS: Your character is unable to
walk. Without the help of a wheelchair, the best she can do
is crawl or roll on the ground. This is a 4-point Drawback.

QUADRIPLEGIC: Paralyzed from the neck down, almost
all physical activities are impossible. A specieﬂ wheel-
chair, operated with the neck or mouth, can help your
character move around (if the unfortunate has access to
such instruments). Someone needs to take care of her
basic needs, from feeding to changing. This highly
debilitating trait is an 8-point Drawback.

PsycHiC VISIONS
J-POINT QUALITY

Xander: Vour dreams are getting wicked accu- .
rate, Buff. Vou wouldn’t happen to see me 7%
coming across some big cash? Or possibly ;:.,
Knowing the love of a woman? Ina full-body
sense?

—2.19 1 Only#ave Eyes For Mm

She who can sec the future in visions or dreams. Most of
the time, the visions are not very clear, nor do they happen
very often, and they cannot be activated on purpose—they
just happen. No rolls are needed. Directors should make the
visions or dreams ambiguous and use images and situations
from your character’s life. The visions should reflect her
current ‘prablems and worries. Friends and enemies may
pop up in the visions, offering advice, vague threats, or deep

]qs ical comments. The Director can use the visions
to drop hints about upcoming events—the rise of some
:EVI] the possible arrival of an Apocalypse, a surprise
4 m by Crazy Uncle Marty, and other fun stuff.

S
‘*musss

!mom DRAWBACK
Yillow: Tomb go boom.

"j r3&¥ep, Captain America blowed it up real
good. All by fus lone-wolf lonesome.

Giles: Rather recKless of him.
Xander: 1'd say very rather.

—5.8 Shadow
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A Reckless character is supremely overconfident and
impulsive, willing to take incredible risks, often without
thinking of the consequences (can you say “Faith®").
Most of the time, she never looks before she leaps—and
gets into all kinds of trouble as a result. A Reckless char-
acter prefers to act first and think about it later. She
says what’s on her mind with no consideration for
diplomacy or courtesy, rushes into dangerous situations,
and rarely wastes time on second thoughts. Reckless
does not necessarily mean suicidal, however. Acting on
impulse no doubt puts the character in jeopardy, but
doing something that is clearly lethal is not roleplaying,
it’s just stupid.

RECURRING NIGHTMARES
|-POINT DRAWBACK

Xander: Whose nightmare is this?
(Giles sees a headstone. Turns ashen.)
Giles: It's minte.
—1.10 Nightmares

Your character is plagued by terrifying dreams that
relive some traumatic experience, or are just frighten-
ing and disturbing. Every night, the Director may
check to see if your character suffers from night-
mares. They may be imposed at the Director’s discre-
[mm or may be rolled randomly (a roll of | on a DIO
means the character experiences a nightmare that

night): On any night when the character is afflicted

by thk,.mglﬁlpa

re, she suffers - to all rolls the follow-
ing day as a fesult of exhaustion.

RESISTANCE
J-POINT PER LEVEL QUALITY

& Willow (concerned): Buffy, you're sick,

Buffy: No, 1 feel fine, Imean, I'm.. .. the
world’s .gpmm a (fittle bit, but I E/{e it, it's
kinda like a ri

Cordelia: Half tfu, school’s out with this flu.
It a serious deal, Buffy. We're all concerned
aﬁout how gross you k.

—2.18 Killed by Death

Some peaple are just innatcly better at ignoring the

bad things life (or the unliving) thraws at them. This
ability allows yaur character to fend off the effects of a

particular type of harm. Each different type of
Resistance Quality must be purchased separately. Some
examples are presented below, but others may be devised
by you or the Director.

CHAPTER 2
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POISON: Your character has a cast-iron stomach; add
the level of this Resistance to any Constitution rolls to
resist the effects of poison.

DemoNic POWERS: For some reason, your character is
able to resist the supernatural abilities of some types of
demons. She adds her Resistance level to any rolls
against being controlled or dominated through super-
natural means. This includes the hypnotic powers some
demons and vampires have.

PAIN: Each level of this Quality reduces the pcna]hcs
associated with severe wounds, and adds to Willpower
and Constitution rolls to stay conscious when scvere]y
injured (see p. 121).

RESOURCES
2-POINTS/LEVEL QUALITY OR DRAWBACK
Anya: Cr’c}v! Look at this—now I'm burdened

with a husband and several tiny pink children,
and more cash than I can reasonably manage.

Xander: That means you're winning.
Anya: Really?
Xander: Ves, cash equals good.

An a: Ooh! 1'm so pleased. Can I trade in the
hildren for more cash?

—5.2 The Real Me

Money is funny—you can never have enough, it
seems. Having a big bank account can help with a lot
of life’s troubles, although it may be less helpful for
fighting the supernatural (still, it's way more prestigious
not to have to buy your crosses and crossbows off the
rack). A character’s level of Resources determines how
much material wealth she has access to. This trait varies
widely. Some levels arc described below. In the case of
a student or other person dependent on parents or
uﬂrdlans, the resource level detailed applies to that

ype. Whether your character has access to these
zts at any given time is a matter for the Director and
!55. lotline.
_-ﬁlﬁg:.rworth of stuff and maybe a shopping cart.
to serounge a few dollars a month.
RABLE (-4): Personal wealth of about $100 worth of
(including the clothes on her back). May live in
ublic housing, or might be homeless. Might earn $100
a month.

POOR (-3): Personal wealth of some $500 in property
and lives in low-income housing. Has an income of
$500 a month or what she gets from welfare.

(-5): Has the clothes on her back, ten dol-
Lucky




. ied demon has managed to inhabit a robat
'\ body in the past; a human being might find

HURTING (-2): Personal wealth of about $1,000 in prop-
erty, and lives in a small apartment in a bad part of town.
Has an income of about $1,000 a month before taxes.

BELOW AVERAGE (-1): Personal wealth of $5,000 in
property (including an old vehicle, perhaps), and lives in
an apartment. Has a pre-tax income of $1,500 a month.

OKAY (0): Personal wealth of $15,000 in property. Has
an income of $2,500 a month before taxes.

MiDDLE CLASS (+1): Personal wealth of $50,000 in prop-
erty (will usually include a partially paid-for house or
condominium as well as a new or slightly used car). Has
an income of $5,000 a month before taxes.

WELL-OFF (+2): Personal wealth of $300,000 in prop-
erty. Has an income of $10,000 a month before taxes.

WEALTHY (+3): Personal wealth of $700,000 in proper-
ly. Has an income of $40,000 a month.

RicH (+4): Personal wealth of $2,000,000 in property.
Has an income of $50,000 a month.

MULTIMILLIONAIRE (+5): Personal wealth of $5 mil-
lion in property. Has an income of $200,000 a month.

Each additional level adds an additional $5 million
in property and $200,000 to monthly income.

RosoT
5-POINT QUALITY
@ara: Do you have any books on robots?
Giles: Ohi, yes. Dozens. There's an enormous
amount aj research we should do before—

No, 1 miying. 1 haven't got squat. Ijust
fike to seé Xander squirm.

—5.15 1 Was Made to Love You

Your character is a robot, endowed with arti-
ficial intelligence by its creator. Robots in the
Buffyverse are intelligent, but typically don't
have a will of their own, being restricted by
their programming. Some robots eventually
become independent operators, thowever,
often with tragic results. Also, a disembod-

her mind or soul trapped in a robotic frame
as well. This Quality assumes the character
is an independent robot. Notorious Robots
includé Maloch the demon (1.8 1 Robot, You
Jane), Ted the perfect boyfriend (2.1 Ted), April
the love-bot (5.15 1 Was Made To Love You), and the
ever-delightful Buffybot (5.18 Intervention).

Robots get +4 to Strength, + to Dexterity and +2 to
Constitution (these scares can exceed normal human levels).
Figure Life Points as usual, but the robot cannot heal dam-
age normally. Instead, she must be repaired. Anybody with
Science Skill 3 or higher can fix a robot. Each Success
Level in a Science and Intelligence roll restores one Life
Paint per Constitution level of the robot; each repair
attempt takes one hour. When a robot falls “unconscious,”
she has been deactivated. She may recover consciousness
(like any other unconscious character) on her own, or
require the help of someone with the Science or Mr. Fix-lt
Skills, at the Director’s discretion.
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SECRET
VARIABLE DRAWBACK

Ethan: Oh, and we all Know that you are the
d.':.'mpwu a; innocents and all Hum,u pure and
qmrd Rupert. It's quite a lttle act you've got
going here, old man.

Giles: It's no act. It's who I am.

Fthan: Who you are? The ‘Watcher, sniveling,
tweed-clad quardian of the Slayer and her Kin?
think not. 1 know who you are, Rupert, and 1
know what you're capable of. But they don't, do
t:‘m; fﬁ.‘,)f have no idea where you come fmm

— 2.6 Halloween

There exists a dangerous and hidden fact about your
character. This could be a secret identity or a shady
past. The more damaging the secret if it became known,
the higher the value of the Drawback. For example,
damage to your Cast Member’s reputation and livelihood
would be worth one point; a threat to her well-being (she
might be arrested or deported if the truth were known)
two points; life, limb and lymph nodes three points.
Some Slayers have a Sccret identity (Buffy’s concern
about hiding her powers varied over time).

SHOWOFF
2-POINT DRAWBACK

Glory: Pay attention! I am great and I am
beaufiful,' and when 1 u’a/z into a room all
eyes turig to me, because my name is a holy
nane, anffmm will listen!

—5.6 Family

The whole world is the Showoff’s audience, and she
loves to perform for it. She never misses a chance to
" cast the spotlight on herself or her accomplishments,
. while quickly excusing or covering up her mistakes. A

- Showaff loves public acclaim, or at least the respect of
her peers. Most of the time, she simply makes sure peo-
~ ple netice her, but on occesion she might try a bit too

' hard to attract attention to herself and her deeds. This
i Drawback is slightly more complex than the Covetous
1 (Conspicuous) Drawback, and the Showoff is less likely
" to betray her principles in order to hog the spotlight.

SITUATIONAL AWARENESS
2-POINT QUALITY
Ru}‘}u Besides, I can Just te i smm'b‘um} S
wWrong. "1!1,: ~mdcr sense is tuuh‘mq
—1.8 I Robot, Vou Jane

CHAPTER 2
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The observant almost always knows what is going on
around them, and can react with uncanny quickness to
the unexpected. These characters gain a +2 bonus to any
Perception-based roll to sense trouble or danger in the
immediate surroundings. 1t is very hard to be stealthy
around them; the same bonus applies to resist any Crime
or Acrobatics rolls made to sneak up on them.

SLAYER
16-POINT QUALITY

Buffy: I'm the Slayer. (Riley looks blankly.)
Slay-er. Chosen One. She who hangs out a ot
in cemeteries. (He shrugs , apologetically,) ~
You're Kidding me! Ask around. Look it up.
Slayer, comma, The.

—4.11 ‘Doomed

You know the spiel—she is the Chosen One, fights vam-
pires and demons, spends nights in cemeteries, sewers and
other not-so-popular spots, and so on. Slayers are trans-
formed into something more than human; they are
stronger, faster and more resilient than your average pro
boxer. They recover from severe injuries very quickly,
too—keeping a Slayer down is not casy. They are not
immortal, though. Slayers generally lead short, violent
lives—as a career path, it’s never going to beat oceanogra-

phy. But nobody chooses to be a Slayer; it’s something that

just happens, like getting hit by lightning or winning the
lottery, except less fun than cither. Slayers get the follow-
ing goodies.
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* +3 to Strength, Dexterity and Constitution and +2 to  TALENTLESS
Willpower. These bonuses can raise the Slayer’s 2-POINT DRAWBACK
Atriskaes ab‘uve t{w hunjnan PR AR e 1305 Willow: A dramatic scene is the easiest way to
fige,of the Siyers physwa‘I AtibSles cavagbsiow get through the talent show, because it doesn't
four after bonuses are applied. require an actual talent.
* Fast Reaction Time, Nerves of Steel, and five levels
of Hard to Kill (and can buy an additional five levels
on top of that). On the down side, they get an The Talentless individual is totally lacking in creativi-
automatic Adversary (Demons and Vampires), worth  y and artistic talent. Maybe she is too stolid and-practi-
five points. The duties of the Slayer count as a 3-  c4), or maybe she just doesn’t have the imagination to do
point Obligation Drawback. anything artistic. This Drawback does not just affect her
* +] free level of the Getting Medieval and Kung Fu ability in the arts, but also in many social Skl]]S where
Skills (they must also spend at least one point apiece  flair and creativity are necessary.

on Hjose skills, for a minimum beginning level of Your character has a -3 penalty when trying to do any-

two in each). thing artistic. This penalty does not affect Tasks where
* Damage is regenerated at a rate of one Life Point other people’s art is judged; many expert critics are

per Constitution level, every hour. Slayers recover Talentless. When she does try to create something, how-

from injuries unnaturally fast. ever, the best she can hope for is a mediocre result. In
addition to the penalty, the character can never get more
than one Success Level in artistic pursuils, regardless of
how high her skill levels or rolls are. People with this
Drawback also make poor liars, charmers or social but-
terflies. The same penalty applies to such skills as
Influence—a lack of creativity affects the ability to ho
convincingly, for example.

— 1.9 The Puppet Show

» Sense the presence of vampires nearby (within 100
feet) by concentrating for five seconds (one combat
Turn) and making a Perception (not doubled) roll
(some Slayers don’t bother, they use fashion sense
instead).

Slayers cannot get the Jock or Initiative' Commando
Qualities; their Attribute bonuses already reflect inten-
sive physical training. They cannot have the Watcher
Quality, cither, for rather obvious reasons.

SORCERY

S-i?omltiwr/_EL QuaurTy

Nigel: Magical proficiency level?

Willow: Oh, uh, high—high level. Very high.
One of those top levels.

Tara: Five.

Nigel: And you're registered as practicing witch-
es under the names as you gave them to me?

Tara: R-r-r-registered?

—5.12 Checkpoint

. Some people have the spark of magic. They can use
' the dark arts more easily than normal students of the
" oecult. Your character’s Sorcery level is added to spell-
| casting rolls (see p. 142). It is also used for other witch-

- craft powers, like telekinesis and sensing the presence uf;‘l__ i
magic. Charagters with Sorcery can cast some spells™ ‘
faster than normal, allowing them to actually use magic
in the middle of a fight—your basic witch-fu. Magic and
the role this Quality plays in it are described in Chapter
Four: Playing With Primal Forces.
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TEENAGER
2-POINT DRAWBACK
Anya: ‘What a day. Gimme a beer.
Bartender: 1.D.
Anya: I'm ei‘éuer; ﬁurm%{rd'arm"twer: ty years old!
Just gimme a friggin’ beer!
Bartender: I.D.
Anya: . . . gimme a coke.
—3.16 Doppelgiangland

Life sucks when you're a teenager. You feel like an
adult, and you want plenty of adult things, but you
don't have the legal rights of an adult. Characters
under the age of 18 gcl this Drawback (sure, you still
can’t drink until you're 2, but life is hard—suck it up).

" Most of the problems teenagers face are social. Most
adults instinctively distrust and look down on them,
they have a Jat of legal restrictions, and they have par-
ents or guardians bossing them around. And then
there’s all that angst and heartbreak of their so-called
lives, but that’s a different show.

. VAMPIRE
12- OR 15-POINT QUALITY
Adam: You fear death. Being immortal, you fear
it more than those to whom it comes naturally.
Vampires are a paradox.

Vampire: OK, we're a paradox. That's coolk

L @dam: Demon in a human body. Vou walk in
both worlds and’ 68&371_9 to neither. I can
relate; Come. ‘We have a (ot to talk about.

—1.16 Who Bre You?

For the most part, vampires are irredeemable monsters,
unable to control their lust for blood and death. Normal
vampires have high levels of the Mental Problems (Cruel)
Drawback, and for the most part are not fit for human
company. There is nothing very sexy or appealing about

CHAPTER 2

a demon in human drag who considers people little more
than meals-on-legs. So far, the TV show has revealed only
two exceptions: Angel, whose soul was restored by a
Gypsy curse, and Spike, prevented from harming humans
by a chip implanted in his brain. Even they are one short
step away from devolving into their monstrous selves
(Angel if he ever experiences “true bliss,” and Spike after
a short surgical procedure). Playing a vampire as a Cast
Member (other than Angel or Spike) would be very diffi-
cult. You and the Director must agree on how or why the
vampire can control her inner demon. Whatever the
explanation, the cost to play a “humane” vampire is 15
points. Normal vampire characters would cost 12 pgints,
but unless the Directar wants to have a murderous mon-
ster in the Caslt, that’s not an option.

Vampires gain +3 to Strength, +2 to Dexterity, +2 to
Constitution, and two levels of Hard to Kill (they can
have as many as 10 levels in total); take only one-fifth
damage from bullets (other weapans hurt normally);
recover from injuries at the rate of ene Life Point per
Constitution level every hour (fire damage regencrates at
the rate of one Life Point per Constitution level per day).
Vampires are vulnerable to sunlight, holy symbols, stakes
through the heart, and beheading (see pp. 167-169).

WATCHER

5-POINT QUALITY

Gwendolyn: Vou telegraph punches, leave blind
sides open and, ufi, for a schoalnight slaying,
take entirely too much time. ¥Which one of you
is Faith? _

Faith: Depends. Who the hell are you?

Gwendolyn: Gwendolyn Post, Mrs. Vour New
Watcher.

—3.7 Revelations

The Walchers are members of a secretive sociely that
oversees and trains Slayers and future Slayers. Members
are tramed in the basics of vampire hunting, although
they are not supposed to fight the undead directly.
lns’l{ch the Slayers do the dirty work. Exceptions do
bcpur. however. Giles has fought at Buffy’s side many
times, for example.

chers get +1 level to any one physical Attribute (the

" Altribute lévels still cannot exceed six, however) and two

the Getting Medieval Skill as a result of their
training in the arts of Slaying. They also have access to
vast amounts of memorized occult lore, which gives
them a +2 to any roll related to learning more about a
given demon, vampire or other supernatural creature.
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WEREWOLF
3-POINT DRAWBACK OR 6- OR 12-POINT QUALITY
Buffy: And you're sure it was a werewolf?
Xander; Well, let's see, mﬂ,_.\‘i\_ﬁ’t'f tall, claws, a _
big old snout in the middle of his face (iKe a wolf.
Um, yeah, I'm sticKing with my first guess.
Oz: Seems wise.

—2.15 Phases

Your character is afflicted with the curse of the were-
wolf. During the full moon, she is transformed into a
bestial creature, predatory and aggressive. Some were-
wolves learn to control their transformation and retain
some control over their inner beasts, but for the maost
part this is a curse, not a boon. In their animal form,
werewolves have +4 to Strength, +2 to Dexterity, +2 to
Constitution (this affects their Life Point totals normal-
ly), and can bite and claw victims, inflicting (2 x
Strength) points of base damage (Slash/stab). Wolfies
also have very sharp noses, and
get the Acute Senses
(Smell/Taste)

19

slanar

Quality; if the character already has that quality, the
bonuses stack together. A victim bitten by a werewolf
has to pass a Willpower (doubled) roll, or become cursed
as well.

=

If the Director is in control of your character’s were-
wolf form, this is a 3-point Drawback. Otherwise, this is
a 6-point Quality. Some lycanthropes can transform
themselves at will and are not limited to the full moon—
the cost of this ability is 12 points.

ZEALOT
3-POINT DRAWBACK

Jinx: The Knights of Byzantium are [iKe arnts.
First you see one, then two . . then the pic-
nic's ruined.

—5.13 ‘Blood Ties

A zealot is a person whose beliefs (political, religious
or personal) are so strong that they dominate her life and
behavior. She is willing to sacrifice anything, including
her life (or the lives of athers) in service to the ideals she

holds dear. This character is a danger to herself and
others, and shows a total disregard for the law
whenever it conflicts with her beliefs. Mad
cultists, wild-eyed crusader types (like
the Knights of Byzantium) and other
mixed nuts qualify for this
Drawback.
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SKILLS

Xander: It happens that I'm good at a ot of

. stuff.

1 m very

things. I help out with all Kinds of .
I have skills and . .. stra tagems .
. (to Anya) he {p me out.
ﬂnya: FHe's a viking in the sack,

—4.20 The Voke Factor

How does the Slayer get to kick ass, do somersaults and
look good doing it® Why can Giles speak a whole bunch
of languages® What is the difference between Willow
and Xander when it comes to academic achievement®
The answer, my friend, is their skills. Skills are learned
abilities, the result of training, study or experience. In
general, anything that can be taught is considered a skill.
The character’s background, education and life experi-
ences determine what skills she would be likely ta have.

Skills are broken down inta broad categories. Rather

* than assign a skill to different types of guns, for example,

. the Gun Fu Skill covers the ability to fire anything with a

',, trigger.

This is not realistic, but reflects the reality.of TV

" shows like BIVS. Tt also makes character creation easier:

[UM

Al
Hi

_ rather than having to look at a huge list of skills for your
" character, you can look at your character sheet and decide

which of the 18 skills in the list are appropriate. The
specifics are left to your imagination. 1f your Cast Member
is an intrepid jungle explorer, her Science Skill would
reflect mostly an expertise in botany and biology, and her
Knowledge Skill would deal mainly with geography and
exotic cultures. A criminal lawyer may have a Crime Skill
that lets her identify and communicate with assorted
underworld types, but she may not be able to pick a lock.

CHAPTER 2

Buyinc SKiLLs

To acquire skills, use the character points allocated to
the skills category as determined by the Character Type.
Skills cost one point per level for levels one through five.
ARter level five, each additional level costs three points.
For example, Lorna wants her character to have the
Driving Skill. She decides that the character is an excel-
lent driver—in fact, she could race cars for a living! Such
expertise would require a skill of five or higher. Lorna
decides to go for broke and give the character a Driving
Skill 7. This costs five points for the first five levels, and
six paints for the other two, for a total of Il character
points. Lorna’s character will be an ace driver, but she is
unlikely to have very high skills in anything else.

(hc Mennmg of m Number\

2 Like mdsi {mmbcrs in the Unisystem, high is
gaod amj Jow is bad. The higherya skill lével, the |

more prohc:enl the character is at using that skill.
In general, & Jevel one sndacatcs a beginner or ama-
* teur, somebody who has just learned: ﬂT fudiments "
of the skill. A level two or three rcprE ents gener-
al competency—the ability to perform average
‘Yasks with ease. A level four or five indicates #
extreme competence in the subject, the result of &
lot of study or practice. Higher levels :nduc&lﬁ-iruc_ ..
" mastery of the skill or craft, and the ability to per-
form the most di lculf ‘tasks wllh relative ease. 1A
_master of Kung' w,vauld havg a skill lgue] in the 7- _

\10 range, for example % fa j




ACROBATICS
Xander: First of all, what was with the acrobat-
ics? How did that happen?
Oz: ‘Wasn 't Andy Hoelich on the gymnastics
team?
Xander: That's right, he was! Cheater!

—3.1 Anne

Beloved skill of cheerleaders, circus performers and
Slayers, this is the ability to perform tumbles, somer-
saults and other complex maneuvers. 1t is also used to
dodge attacks, climb obstacles, and perform similar tasks
of agility. Acrobatics can replace Crime when trying to
move silently (use the higher of the two skills for sneak-
ing around attempts).

UsiNg THE SKILL: Acrobatics is used with Dexterity to
perform most maneuvers, including avoiding close com-
bat attacks and gunfire. When jumping for distance,
climbing or swimming, use Strength and Acrobatics
instead.

ART

Oz (reading): “Dingoes Ate My Baby played
their instruments as 1," they had pmmp pafc/:
sausages mpm‘ to their )‘mm.r.\ S,
fggmr_:;, Sorry man.
Q2 (after a beat): Nah, its fair.
il —3.18 ‘Earshot
R W
Ever wanted to create some masterpicce for the ages,
or just have your CD go platinum® All you need is a high
enough level in Art. All the arts are covered by this skill:
_music, painting, sculpture, creative writing, and so on.
That does not mean your character knows all artistic
skills though. When creating the character, decide
which art or arts are the character’s specialty. Oz’s Art
Skill is almost exclusively focused on his music, for
. example, although his songwriting ability probably helps
" himia lot with any other writing assignments.

| UsiNG THE SKiLL: There are two types of rolls that use
this skill. First, to create art, use Intelligence and Art for
" writing and painting, Dexterity and Art for dancing or
" playing an instrument, or Constitution and Art for
The Success Level determines how good the
creation or performance, for things like music or dance,’

singing.

is. To judge someone else’s art, use Perception and Art,

COMPUTERS

Willow: Crack a government encryption code on
my laptop? ‘Easy as really difficult pie. ‘Why?

—4. 20 The VoKo Factor

-

This is the nerdly art of keyboard slinging for fun and
profit. With this skill your character can make computers
do what she wants, including both programming and hack-
ing. People don’t need this skill to use a computer. Just
about anybody can find the "on” swilch and use a mouse.
The Computers Skill lets your character da fun things like
breaking into confidential databases, writing her own pro-
grams, programming her VCR and ather cool stuff.

UsinG THE SKILL: Intelligence and Computers to write a
program or hack into a secure system. For hacking, the
system’s security imposes penalties, from -1 for a high
school record system to -8 or worse for the FBI data-
base. Perception and Computers help diagnose software
or hardware problems without having to call a help line
and being on hold for two to three days.

CRriME
Xander: Aah!
Cordelia: God!

Xander: ‘We're doing crime here! Vou don't
Sweakoup during crime.
—3.4 ‘Beauty and the Beasts

‘Semetimes your character needs to break into a suspi-

cious student’s locker, or maybe find an important clue

in sameone’s pants . . . pocket. Breaking and enter-
m&%kulklng around, picking pockets—if it’s illegal, this

g ers it, with two major exceptions: computer
uses the Computers Skill, and conning people

depends on the Influence Skill. Your character doesn’t
have to be a criminal to have this skill; cops, private
investigators, some Slayers, and other honest but street-
wise folks have it as well.

'

SomE ASSEMBLY.
REQUIRED

r

-
.
-
-
-
-
-
-
-
L4
-
-
E o
-
-
-
-
-
-
-
-
-
-
-
-



2Bl

the i i (S (A -

Using THE SkiLL: Dexterity and Crime are used for
things like moving stealthily (although Acrobatics can
replace Crime here), lifting someone’s wallet, and pick-
ing locks. Victims resist such activities with their Brains
Score, or Perception and either Notice or Crime
(whichever is better). Intelligence and Crime are used to
identify criminals and street contacts (as modified by
familiarity with the local criminal scene).

DOCTOR
Joyce (voice breaking): Doctor says it's too early
to be concerned.
'Bu_,l’ﬁ,r: 'R_t'_q.‘it No concer.
Joyce: Just a shadow.

— 5.8 Shadow

After a tough fight at one of Sunnydale’s cemeteries,
it pays to know some first (or second or third) aid. This
skill covers the ability to heal injuries and cure disease
through modern medicine. A full-fledged doctor has a
skill of four or higher. Anything below that represents
some training in first aid or emergency treatment. This
is a good skill to have after a tussle with vampires, or a
sparring bout with a Slayer.

Usine THE SkiLL: An Intelligence and Doctor roll is
used to treat injuries; each Success Level restores one
Life Point of damage (only one roll per patient per day).
| The victim, also does not lose any more Life Points from
bleeding and such. Perception and Doctor can be used
to diagnosé @ medical problem, or determine the cause
of death of same unfortunate victim.

DRIVING

Cordelia (screams): Where are the Keys?

Xander: ‘We should be moving! Lets go!
Cordelia (finds the Keys): Oh, I got ‘'em! Got em!

—2. 15 Phases

Indispensable in California, land of the highway, this is
the ability to sit behind the wheel of a car or motorcycle
and get it to go the way you want. This skill covers all
wheeled vehicles, although if your character is not famil-
iar with a specific vehicle (trying to drive an 18-wheeler
or a motorcycle if she has only driven cars before), rolls
will be at -2 to -5 or worse. Your character can’t pass
Driver’s Ed without at least one Jevel in this skill.

Using THE SkiLL: Dexterity and Driving for your basic
high-speed chases, dodging rush hour traffic and other
complex maneuvers (there is no need to roll for routine
driving, unless you are Buffy). Use Intelligence and
Driving for basic mechanic maintenance stuff—for the
big stuff, you’ll need the Mr. Fix-It Skill.

GETTING MEDIEVAL
Giles: Vou must first become proficient with the

basic tools of combat. And let'’s begin . . . with
the quarterstaff. ‘Which, incidentally, will, uh,
require countless hours of vigorous training. I
speak, from experience.

Buffy: Giles, 20th Century? I' not gonna be
fighting Friar Tuck,

—1.7 Angel



When a fist is not enough, it’s time to break out some
old-fashioned sharp metal whatsits and start a-hackin’
and a-slashin’. This skill is used for all archaic weapons,
from swords and quarterstaffs to crossbows and throw-
ing axes. Jt also covers driving stakes into the hearts of
those pesky vampires. Slayers, Watchers, vampires and
demons are proficient at the ancient art of dismember-
ing people with sharp objects. Most Slayerettes quickly
Jearn how to use these weapons too—Slayers are a bad
influence that way.

UsiNg THE SKLL: Dexterity and Getting Medieval cover
most combat maneuvers. Feints use Intelligence (or
Perception) to recognize them. There're a whole bunch
of kewl Combat Maneuvers that use Getting Medieval (see
pp. 109-113).

Gun Fu

Cain: The name's Cain. I'm the one with the
gun, which means I'm the one who gets to do
the interviewing.

—2.15 Phases

Guns don’t kill people; the not-so-ancient art of Gun
Fu does (oh, bullets help, too . . . alot). This skill cov-
ers your basic things that go “bang”—shotguns, pistals,
and the like. Still, in the Buffyverse, guns don't come
into play very often (see p. 116).

UsiNG THE SxiLL: Dexterity and Gun Fu for painting and
shooting. Aiming slows your character’s attack to the
end of the Turn, but you add the Success Levels of a Gun
Fu and Perception roll to the shooting roll. Intelligence
and Gun Fu help clear a jammed gun.

INFLUENCE
Xander: ‘Veah. Let me get a double shot of, um
. of information, pat
Buffy: Three priests. They call themselves . .
Xander: The Bringers.
Buffy: Bringers, _:Harﬁingers. They have a "no
. eyes” Kinda look.
L Willy: Doesn't ring a bell
| Xander: How about I ring that bell for you?
Does the threatening come now?
Buffy: Maybe youw shouldn't help.
. — 390 Amends
The ability to deceive, seduce, intimidate or manipu-

late people for kicks and giggles . . . or money . . .
oh yeah, or a good cause. Influence allows your char-

‘For example, if you know a vampire was sired during the
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acter to pick up somebody at a bar, scare people into
giving up important information, or otherwise persuade
others to do what she wants.

UsING THE SKiLL: Intelligence and Influence for fooling,
scamming or fast-talking others. Willpower and Influence
to intimidate people. 1f your character is trying to seduce
somebody, for cxample, any Appearance and Charisma
levels act as bonuses or penalties to the roll. By the same
token, a Slayer finds it a lot easier to intimidate someone
if she lifts him over her head; the proper circumstances
add bonuses or penalties (in the one to five range).

KNOWLEDGE
Giles: It's a reliquary. Used to Rouse items of
religious significance. Mostly commonly a fin-
ger'or some other body part from a saint.
Buffys Note to self: religion: freaky.
~—2.9 ‘What's My Line?, Part One

All non-scientific disciplines are covered by this skill.
History; sociology, psychology and the like are part and
parcel of this skill. Knowledge can be useful in identi-
fying the background of vampires and other creatures.

Zthicentury, it might be helpful to know what was going
on in the I7th century. Knowledge can also help with
accull research, and it lets characters say cool stuff like

-;'.'bfhis"gauntlc} is Late Medieval, probably fram Florence;

the markings are unmistakable.” Chicks really dig that.

UsiNG THE SkiLL: Knowledge is used with Intelligence
for the most part. Knowledge Skill rolls often add their
Success Levels to Occultism or Influence rolls.

SomE ASSEMBLY
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Kune Fu

Buffy: So then Kathy's like, “It's share-time.”
And I'm liKe, “Oh yeah? Share this!” (punches
the air a few times)

Oz: So either you hit her or you did your wac I\J
mime routine for her.

'Buﬂ'y Well I didn't do either, actually. But
she deserved it, don't ya think?

Oz: Nobody deserves mime, Buffy.

—4.2 Living Conditions

Call it brawling, martial arts, fisticuffs, or flailing your
arms around wildly, this skill covers the art of using your
hands and other assorted bady parts to hurt your fellow
man (or critter). Kung Fu is indispensable for Slayers and
anybody who hangs around them for any amount of time.
1’s also very useful around bullies and in bar fights.

UsiN THE SkiLL: Dexterity and Kung Fu for hitting some-
one or avoiding being hit—many Combat Maneuvers (see
pp. 109-113) are based on this Skill. Intelligence and Kung
Fu may be used lto identify a fighting style, or to feint an
opponent.  Perception and Kung Fu counter such feints.

LANGUAGES
Willow: Right, don’t you have to speaK it in
\Sumerian or something?
Giles: I do speak Sumerian. But it's not that
Only an'experienced witch can incant it and you
. have to be within striking distance of the subject.

am{er {tu @uﬁ‘:ﬂ See what you get for taKing
French instead of Sumerian?
Buffy: What was 1 thinKing?
—4.21 Primeval
' 1If you want hablar espaiiol, or sound good ordering at a
", French restaurant, or read the Old Church Latin edition of
| the Necronomicon, you need to learn a few languages. This
| skill covers any language other than one’s native tongue.

~ UsiNe THE SkaLL: This skill is used differently from the
~ rest.  Each level of Languages indicates fluency in one
language (player decides which ones). When trying to
" decipher some arcane inscription, use Intelligence and

ter doesn’t know.

After character creation, picking up new languages is
difficult. This skill cannot be improved unless your char-
acter spends several months studying (see p. 133 for
improving the Languages Skill through experience).

CHAPTER 2

acter saw before but didn’t realize was important until now.

Lcnguagcs In the Buffyverse, knowing a few languages
“'really helps understand cven the languages your charac-

MR. Fix-It

Tara: At least she didn’t do too much damage.

Xander: Are you Kidding? Double -glazed win-
dows ain’t cheap. Also, the Jamb has to be
c‘nm_pﬁ’h'!j,f rebutlt—oOn dear god, I'm the grown-
up who sees the world through my job. I'm my
Uncle Dave the plummer. I must be shunned.

—1.12 Prophecy Girl

If it’s broken, those with this skill can fix it. If it ain’t
broken, they can improve it (sometimes into not work-
ing at all). 1f it just ain’t, they can build it. Mr. Fix-Jt
covers all technical and craft skills, from carpentry to
mechanics to setting up electronic equipment.  This is
what your character needs if she wants to rebuild the
engine of that old mean machine she’s tricking out, or
to make sure the Dingoes Ate My Baby concert comes
through loud and clear. Adventure-wise, she could use
this skill to set up elaborate and interesting traps.

UsING THE SKILL: Perception and Mr. Fix-1t for spotting
a problem. Intelligence and Mr. Fix-It to do the repairs
or construction work.

Norice
Buffy: Her fashion sense screams predator.
Willow: It's the shoulder pads.
Buffy: Exactly. _
—1.4 Teacher's Pet

Need to get a clue® This is the skill. Without Notice,
your character might miss the bloody handprint on the
wall, the vampire sneaking past the window, or the oh-so-
friendly smile from Daisy in Chemistry. This is the skill to
have for spatting a critter lying in ambush around the cor-
ner or when you absolutely, positively need to find Waldo.

U.SI.NG THE SKILL: Perception and Notice to spot things.
Intelligence and Notice to remember something your char-

® 908 060 088 460 A8 S0 #80 fcd ¢
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OCCULTISM

Willow: Well, I've been going through her files, and
researching the black arts, for fun, or educational :
fun, and I may be able to work this.

—2.21 Becoming, Fart One

Forbidden knowledge, the black arts, the stuff you
only find in outlawed books or some really dark heavy
melal songs. This is the skill of the truly arcane. It
includes things like the basics of vampire-slaying (what

works and what doesn’t), identifying demons and their

weaknesses, researching spells and rituals, and otherwise
Ieanl‘i'ing Things Man Was Not Meant to Know. Access
to a good arcane library is a huge help (see p. 44). Your
charagter needs the Occultism Skill befare she can
become a proficient magician.

UsinG THE SKILL: Intelligence and Occultism to recog-
nize or research some supernatural name. Perception
and Occultism to identify a creature on first sight.
Occultism is also used to cast spells, with bonuses from
the character’s Sorcery Level, if any (see p. 49).

SCIENCE

Chris: Vou know what the Key is? If Dr Clark
doesn 't understand your experiment fie gives

\you higher marks so'it loKks (iKe fie tunder-
Stands your experiment. (reads ‘Willow's entry)
“The Effects of SubViolet Light Spectrum

“‘Deprivation on the Development of Frutt
Flies”? (smirks) That should do the trick.

— 2.2 Some Assembly Required

You can’t blind them with science unless you know
science. This skill covers all your basic sciences—
physics, biology, chemistry and so on. It can come in
handy when dealing with the supernatural, if only to
figure out if something is really supernatural.
Characters with this skill earn the privilege of saying
“That’s just scientifically impossible” a lot. At higher
levels (five and above), weird science is possible—
things like robots and a spray that will clean up those
most-troublesome stains. i

Using THE SkiLL: Intelligence and Science for maost
things, from mixing a chemical formula to inventing a
new device to repairing a broken thingamajig.
Perception and Science arc used to spot science-orient-
ed clues, like identifying an unusual biochemical residue.

SPORTS

Willow: Daryl Epps. Chris’ older brother. e
was a b_i_f} football star. All-State two years
ago. He was a running . . . He was a running
... Uh, someone who runs and catches.

— 2.2 Some Assembly Required

The ability to hit a ball with a stick, throw a ball, or
do other things that may or may not involve balls. All
sports are covered by this skill, except things like boxing
and martial arts, which use Kung Fu, and gymnastics,
which is part of Acrobatics. In a pinch, Sports can be
used instead of other combat skills to do things like
swing a baseball bat at a vampire’s head or tackle a mon-
ster—if you really want to get that close to an icky.

UsING THE SKILL: Depending on the nature of the sport-
ing event, one of the three physical Attributes is used.
Coordination- and agility-based tasks (throwing a base-
ball) depend on Dexterity, brute force activities (weight
lifting or tackling) relies on Strength, and endurence
sports (marathan running) use Constitution.

Witp CARD
Let’s face it, some of you might notice that some skills
are'not covered in the list above (and you're probably

nght) To take care of that problem without resorting

1o fisticuffs, we have the unsung I8th skill on the list—
the Wild Card. This is your fill-in-the-blanks skill—it
can cover anything you wants, with one caveat. The

Wild Card Skill cannot be broader than the pre-existing

skills (Weapons, for example, which would cover both
Gun-Fu and Getting Medieval, would earn a “nice try,
bozo” award).

SOmE ASSEMBLY
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‘Walsh: It's only our methods that differ. ‘We
use the latest in scientific technology and
state-of- the-art weaponry, and you, if I under-
stand correctly, poKe them with a sharp stick.

—d. 12 A New Man

You will have noticed by now a list of Combat
Maneuvers on your character sheet. 1If not, go back and
put a few more points into the Notice Skill. These are
your character’s preferred moves. You can find a list of
Combat Maneuvers in Chapter Three: Rules, Borders and
an End Zone (see pp. 109-113). Head over there and pick
the ones you want for your character. Before filling in
this list, you should become familiar with the rules on
these puppies. Combat Maneuvers have three elements.

Bonus: This is the total of your character’s appropri-
ate Attribute, skill and modifiers. The bonus is what you
add to the die roll to determine how well the attack or
defense worked.

DAMAGE: This lists the base damage of the Maneuver (if
the Maneuver does any damage). Add any Success Levels
of the roll to the base damage.

NoTes: This adds any special effects of the attack. A
stake through the heart, for example, does a lot more
damage to vampires than to humans (although it’s not
gopﬂ”for humans, either).

§

DRAMA POINTtS

'Bn]ﬁ;: Oh, s.:'fny It's just been a really weird day.

Xander: Veah! Buffy died, and everything!

Willow: Wow! Harsh.

Giles: I should have Known that wouldn't stop you.
—1.12 Prophecy Girl

Sometimes a character needs to succeed at something,
" no matter what the odds against it are. In a movie or TV
| show, the scriptwriter just decides the character succeeds,
riod. In the BtVS RPG, we simulate this with Drama
| Points. When you use a Drama Point, your character gets

m huge bonus to her chances—think of it as the universe
" lending a helping hand. The impossible shot hits the tar-

lucky coin pendant hanging from her neck . . . all those
things are possible when you spend a Drama Point. The
ups and downs of Drama Points are covered in Chapter
Three: Rules, Borders and an End Zone (see pp. 126-131).

3

CHAPTER 2

" geb, the charging vampire trips and falls right into the
stake; the bullet that hit your character was deflected by a ¥

COmMBAT MAMEVVERS

Characters start with a set amount of Drama Points
depending on their Character Type. White Hats get
more beginning points because that’s what they do best.

FIMiSHING TOVCHES

Lily: So how come you came up with Anne?

Buffy: It's my middle name.

Lily: Lily's from a song. RicKie picked it. I'm
a(ways nging arF/way Chantarelle was
part of my exotic phase

Buffy: It's nice. It's a mushroom.

Lily: It is? That's really embarrassing.

Buffy: Um, well, i-it's an exotic mushroom, if
that's any comfort.

Lily: Well; before that, 1 was following this loser
preacher and calling myself Sister Sunshine.

~—3.1 Anne

These are the little things that mean so much—appear-
ance, name and the like. These touches bring life to
your Cast Member and make her more than a list of num-
bers on a sheet of paper.

NAME: What's in a name® Among other things, it can
provide some insights into your character’s background
and personality. An ethnic name can provide some
depth. A weird first name, like Nicodemus, probably led
to a lot of bullying as a kid. A nickname can add color
(too many nicknames, of course, and your character may
end up sounding like a refugee from The Sopranos).

APPEARANCE: You can go the “Police APB” route and be
content to provide height, weight, eye and hair color, and
the like, but some details make your character more
memarable. A neat idea is to “cast” your character: “the
part of my character will be played by such-and-such actor
(or singer, or any public personality).” This provides a
quick visual frame of reference. Everybody knows what
the Austrian former bodybuilder turned into action hero
lmlu Jike, for cxample. 1f everybody does it, the Director
d_cven do a little Cast List: "Starring Harvey K. as
"the Watcher, Christina A. as Josie the Vampire

5 r, and a young Brad P. as Luke the Werewaolf.”

fHER CHARACTERISTICS: Maybe your character has
“distinctive habit or mannerism—her hair is always
bit messy and tends to fall over her eyes, or she always
ooks nervous or uncomfortable around strangers. Any
scars, tattoos or piercings that are casily noticeable?
How does your character normally dress® What kind of
music is in her CD collection (or even albums if you are
one of those ancient Watcher types)®
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Hey, guess what® You're set to go. The stars of the show have been cast, and it’s time to get the cameras rolling
and the action started.

ARCHETYPES

L_}!'fi‘s.' ‘H)l‘.’f{._’l\' e 3 !
Giles/Spike: We happy few . . .
Spike: ‘We band of buggered . . .

—5.22 The Gift

On the next two dozen pages, you will find a
number of ready-to-play characters—four
Heroes and eight White Hats—complete with
stunning pictures. The characters have their
own story and background, and can be used
as-is or madified by players as they see fit.
The Archetypes are designed to be used in
a Sunnydale-based Series, but they could ']
easily be placed in a different setting.
Enjoy!

THE ORIGIMNAL
cast

After the Archetypes are present-
ed all in a row, the Original Cast
stats appear (sce pp. 84-97). From
the sublime to the ridiculous, we
give you the Scooby Gang—from
the Buffsterherself (if you don't
know who that is, put the book
down and slowly walk away) to
Xander, the Zeppo no mare.
The characters are presented
as they were at the end of
Season Five or when they left
the show, whichever comes
first. Some of these characters
(Cordelia and Angel, for example),
have gone on to bigger (if not nec-
essarily better—there’s plenty of trouble
in' LA, as it turns out) things in Buffy’s
sibling show, Angel. Their updated
numbers will be featured in the book
dealing with that show (coming soon
to a store near you). Far those seek-
ing less buff versions of our heroes,
we have added some guidelines (see
pp- 96-97) on playing the characters
during earlier seasons

SomE ASSEMBLY
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Life Points 72 Drama Points 10 ¢

Attributes (20)

Strength 6 (3 levels part of Slayer Quality)
Dexterity 7 (3 levels part of Slayer Quality)
Constitution 5 (3 levels part of Slayer Quality)
Intelligence 5

Perception 3

Willpower 5 (2 levels part of Slayer Quality)

Qualities (20)

Attractiveness +l (1)

Fast Reaction Time (Part of Slayer Quality)
Hard to Kill 6 (I; 5 levels part of Slayer Quality)
Nerves of Steel (Part of Slayer Quality)
Situational Awareness (2)

Slayer (16)

Drawbacks (5)

Adversary (Vampires & Demons) (Part of Slayer Quality)
Emotional Problems (Fear of Rejection) (1)

Misfit (2)

Obligation (Part of Slayer Quality)

Secret (Slayer) (2)

Skills (20 + 5 from Drawbacks)

Acrobatics 3 Knowledge 2

Art 0 Kung Fu 5 (I level part of

Computers 0 Slayer Quality)

Crime 0 Languages 0

Doclor 2 Mr. Fix-It 0

Driving 0 Notice 3

Getting Medieval 5 (I level Occultism 2

part of Slayer Quality) Science 4

Gun Fu 0 Sports 0

Influence | Wild Card 0
Maneuvers Bonus Basc Damage Notes
Dodge 12 - Defense action
Kick Il 14 Bash
Punch 12 12 Bash
Stake 12 12 Stash/stab

(Through the Heart) 9 12 x5 vs vamps
Thrown Stake 1l 10 Stash/stab

(Through the Heart) 8 10 x5 vs vamps




BackGrounD on THE [TEw SLAYER

I had it all planned out. 1 was going to go to med school to become a doctor, same as
my Dad. ] dissected the frogs, studied, had no life, studied, took all the advanced placement
courses, studied some more. It wasn't all that great, but 1 was going to cure cancer one day.
It was my Junior year, and 1 was on the fast track to valedictorian. 1 didn’t have many
friends—okay, two friends, but 1 was going to cure cancer.

Then this weirdo showed up, starts talking about the Chosen One. Namely, me. So ]
sprayed him with Mace and called the cops, but he got away. 1 kinda feel bad about it now,
but 1 thought he was some sort of abductor-creep.

That night 1 met my first vampire. It was freaky and violent and ended when 1 ripped its
head off and it turned into dust. The old weirdo showed up again and told me he could
explain everything. 1 didn’t Mace him that time. He told me he was a Watcher and ] wes a
Slayer.

Now, he’s teaching me all the secrets of slaying assorted critters. 1 was always on the
verge of failing gym, but ever since 1 became a Slayer, 1 can arm wrestle football players and
win. 1 used to need glasses, and now my vision is 20/20 or better, although 1 still wear glass-
es to protect my secret identity . . . hey, it worked for Clark Kent, didn’t it® 1 spent a lot of
time trying to come up with a medical explanation for all of this—the vampires, my super-
powers, and all the rest. No luck. 1d like to do a vampire autopsy, but you don’t get a lot
out of examining dust.

Now ] don’t know if ’'m going to live long enough to go to med school, or cure cancer.
The way 1 see it, vampires and demons are like a cancer on the planet, and I'm excising them.
That makes me a feel a bit better. Not great, but better. Every time 1 stake a bloodsucker,
] remove ancother tumor.

Quntc “Let me quess—cause of death was ca tastrophic L\sanqmrmfmn No wounds or
signs nf violence a\u’ptjm two lesions next to the carotid. I'm stunned.”

RoLepLaYinG THE [TEW SLAYER

Unlike some other Slayers, you are not afraid to do your own research. Problem is,
sometimes you try a little too hard to find a natural explanation for the things you run into.
Before your transformation, you were shy and withdrawn; people didn’t pick on you much,
but they largely ignored you. So you are used to being an outsider, and being a Slayer has
not hurt your social life too much. Hunting vampires is starting to hurt your grades, how-
ever, and your parents are getting worried. They think it might be a boy, or maybe drugs.
If they only knew . . .
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Attributes (20)

Strength 4 (I level part of Initiative Commando Quality)
Dexterity 6 (J level part of Initiative Commando Quality)
Constitution 3

Intelligence 3

Perception 3

Willpower 3

Qualities (20)

Acute Senses (Hearing) (2)

Contacts (3)

Fast Reaction Time (2)

Good Luck +2 (2)

Hard to Kill 5 (2; 3 levels part of Initiative Commando Quality)
Initiative Commando (4)

Natural Toughness (2)

Nerves of Steel (3)

Situational Awareness (Part of Initiative Commando Quality)

Drawbacks (6)
Addiction (Habitual Smoker) (1)
Adversary (HSTs) (Part of Initiative Commando
o Quality)
Fear of Commitment (1)
Honorable (2)
Resources -1 (2)

Skills (20 + 6 from Drawbacks)

Acrobatics 2 Knowledge 0

Art 0 Kung Fu 3

Computers 0 Languages |

Crime 2 Mr. Fix-t |

Dactor 2 Notice 3

Driving | Occultism |

Getting Medieval 3 Science 0

Gun Fu 5 Sports 0

Influence 2 Wild Card 0
Maneuvers Bonus Base Damage Notes
Big Knife 9 12 Slash/stab
Big Pistol ] 15 Bullet
Dodge 9 Defense action
Punch 9 8 Bash

Kick 8 10 Bash
Shotgun 1l 20 Bullet
Stake 9 8 Slash/stab

(Through the Heart) 6 8 x5 vs vamps




BackGrovnD on THE FormeR Imitiative AGent

I’ve been on the front lines of the secret war against the HST threat. The Initiative
recruited me just out of Ranger school. 1 had been hoping to end up somewhere in Special
Forces, but they made me an offer 1 couldn’t refuse. The first time 1 saw a sub-terrestrial
bare its fangs at me, 1 knew 1 was fighting the good fight. Demons and worse things were
prowling the Earth, and we were the ones to stop them.

For a couple years things were great. It was dangerous—we took heavy casualties—but
it was what we had signed up for, and we didn’t complain. Our team was one of the best;
most times we had the highest kill ratios in the Initiative. As usual, the guys with the guns
weren’t the problem; the rear-echelon bastards were the ones who screwed up everything.
Starting with all the mad doctors who were conducting experiments with the monsters.
While we were busy fighting the damn critters, Dr. Walsh was making brand-new ones.

] was on leave when the creature from Room 314 destroyed Initiative HQ. 1 lost a lot of
good friends there. Then the government buried the whole thing as if it never existed. ]
was given two options: honorable discharge or a transfer to Fort Bragg. 1 took the dis-
charge. For some reason, I'd lost my faith in the government and the Army. Also, 1 had
some scores to settle.

1 don’t have the equipment and support 1 did in the force, but 1 kept a few toys while 1
was with the Initiative. Now I’'m doing what we should have been doing from the get-go.
Locate the hostiles. Terminate the hostiles. Repeat as needed. 1°ve found a few people who
have the same mission. Most of them are civilians, and they wouldn’t have lasted a week in
basic training, but their hearts are in the right place. The only problem is, ] have to get a
civvie job soon. Ammo isn’t cheap, and I’'m definitely in a target-rich environment.

Quote: “Once Alpha Team is decisively engaged with the hostiles, Bravo Team will infil-
trate enemy HQ. (Off blank looks of companions) Sorry. The Slayer and 'l attack the

o 3/

quards, and you three will sneak into the crypt. Better:

RoLepLAYinG THE FORmER Initiative Acent

You are a modern-day warrior, trained in the latest weapons and tactics. Sometimes,
though, guns and low-light goggles aren’t as useful as a silver cross and your basic pointy
stick. You are used to having more support—full radio contact, snipers backing you up, even
the occasional air strike when you were hunting in remote areas—but you are a civilian now,

and have to deal with it.

You always try to have a positive attitude—it boosts the morale of the group, and it helps
you keep your cool. Sometimes you try to impose some semblance of discipline among the
team, but that never works. Your new friends think you should relax a little, but you have
seen—and done—too much to ever let your guard down like that.




‘Life Paoints 53

Attributes (20)

Strength 4
Dexterity 4
Constitution 3
Intelligence 3
Perception 2
Willpower 4

Drama Points 10 . NOW 2 TR O U k LAZIN\.
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Qualities (20)

Acute Sense (Hearing) (2)
Attractiveness + (I)

Good Luck 4 (4)

Hard to Kill 5 (5)

Nerves of Steel (3)

Resistance (Demonic Effects) 5 (5)

Drawbacks (6)

Adversary (Demons) (2)

Impaired Senses (Vision, uses contacts) (I)
Mental Problems (Cruel) (1)

Recurring Nightmares (1)

Secret (Hunter) (1)

Skills (20 + 6 from Drawbacks)

Acrobatics 3 Knowledge 2 -
Art 0 Kung Fu 2

Computers | Languages |

Crime 3 Mr. Fix It 0

Doctor | Notice 3

Driving 2 Occultism 2

Getting Medieval 5 Science 0

Gun Fu 0 Sports 0

Influence | Wild Card 0

Maneuvers Bonus Base Damage Notes

Axe 9 20 Slash/stab;
one-handed weapon

Big Knife 9 12 Slash/stab

Dodge ) - Defense action

Kick 5 10 Bash

Punch 6 8 Bash

Pigsticker 9 6 Slash/stab

Sword 9 16 Slash/stab

Thrown Knife 8 6 Slash/stab




BackGrovnp on THE DEmon Hunter

1 guess you could call it the family business. There was this great-uncle of mine, name
of Sid, who was a demon hunter until he disappeared under suspicious circumstances. ]
stumbled into his writings—and the biggest collection of antique knives and other exotic cut-
lery 1’d ever seen—while rummaging in my grandparents” attic. At first, ] thought it was all
fiction, or the insane ramblings of an old man, but 1 checked on one of Uncle Sid’s buddies
in a retirement home. The old guy could barely sit up, but his memory was fine. He taught
me everything he could—from how to wield swords and knives to ways of identifying
demons and their weaknesses. It was a weird summer.

1 met my first demon when 1 was back in school. 1t was an evil little thing that looked
like a cross between a monkey and a lizard. It preyed on young children and stole pieces of
their souls, leaving them incapable of loving or feeling any positive emotion. 1 cornered it
in a back alley and chopped it to pieces with a cleaver. Got a little carried away there; the
fear and rage got to me, and 1 found 1 kept hitting the monster long after it was dead. 1 still
have these nightmares of me in that alley, laughing or screaming—I can never tell which—
while 1 keep cutting into the screeching creature. My uncle wrote that one of the biggest
dangers facing demon hunters was getting to like the violence too much. "In our vocation,”
he said, “the greatest danger we face is becoming the very thing we fight.” Of course, he’s
probably dead, so what does he know®

Sometimes 1 worry ] started this whole demon hunting gig way too early. 1 was a Junior |

when 1 made my first kill and now ] just can’t stop. It seems like every week there’s some
new monster, critter or blood-sucking fiend out there. I’ve seen both innocents and guilty
fall and sometimes it seems like there’s blood everywhere in my life. 1’d like to quit some-
day, and maybe try to have a normal life. Doesn’t seem to be in the cards though. 1 got
skills and abilities and a job to do. The good thing is that I'm not the only one doing the
hunting anymore. Still, my new partners—my new friends—need my help. So for now 1
keep my blades sharp, and wait for the next horror show to start.

Quote: “Vou're one ugly freak. ‘When 1'm done with you, you're gonna look a lot worse.”

RoLerLaYinG THE DEmon Hunter

Demon hunters are a bit like Slayers, except they don’t get the superpowers and their
death rate is much higher. You didn’t realize how tough demon hunting would be, but now
you feel compelled to continue. Since you killed your first demon, your mood has become
dark and brooding, which doesn’t make you very popular with most people. You come across
as quiet and intense, somebody haunted by a dark secret. The only time you seem to come
alive is during a hunt, when the thrill of the chase awakens something inside you. You don’t
like the person you are becoming, but you don’t know how to change.
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Drama Points 10
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Attributes (20)
Strength 4 (I level from Jock Quality)
Dexterity 5 (I level from Jock Quality)
Constitution 3
Intelligence 2
Perception 4
Willpower 4
Qualities (20)
Attractiveness +2 (2)
Fast Reaction Time (2)
Hard to Kill 5 (5)
Jock (3)
Nerves of Steel (3)
Resistance (Mind Control) +5 (5)
Drawbacks (6)
Adversary (Vampires & Demons) (3)
Minority (1)
Reckless (2)
Skills (20 + 6 from Drawbacks)
Acrabatics 4 Knowledge |
Art | Kung Fu 5
Computers 0 Languages |
Crime 0 Natice 3

Doctor 0 Occultism 2

Driving | Science 0

Getting Medieval 4 Sports 4 (2 levels part of Jock

Gun Fu 0 Quality)

Influence 2 Wild Card 0
Maneuvers Bonus Base Damage Notes
Dodge 10 - Defense action
Jump Kick 7 15 Bash; Acrobatics

+ Dexterity
roll first
Kick 9 10 Bash
Punch 10 8 Bash
Spin Kick 8 12 Bash
Stake 9 Slash/stab
(Through the Heart) 6 X5 vs vamps




BackcgrounD on THE [MartiaL ArTist

The Temple of the White Crane was my home, hidden away from the cities and chaos of
the outside world. 1 was raised by monks; they taught me the Way of the Crane. 1 am
ashamed to say ] wasn’t a very good student. ] was always getting into fights and acting
without thinking. Life at the temple was not for me. 1 wanted to see the world. The monks
blamed satellite TV for my rebelliousness; maybe they were right. One day, the Elders of the
Temple told me my fate lay elsewhere. 1 was to go to America, as an exchange student.

1 didn’t know what to expect. Most of what 1 knew about America came from TV. | was
looking forward to cheap Internet connections, easy women and snowboarding. 1 was wor-
ried about crazed gunmen, biker gangs and rogue cops. 1 knew that the West would be dif-
ferent from the things 1 knew at home.

At first, it went well. Things were different, but not too bad. My English wasn’t as good
as 1 thought it was, but 1 learned quickly. Women weren’t as easy as 1 thought, but not
everybody had a gun, or was interested in chasing me with a car.

Nobody mentioned the place was full of monsters, however. That was most surprising.

It started the night 1 saw an inhuman thing attacking a woman on the street. The monks
had told me stories about demons and ghosts. 1 thought they were stories, until 1 saw the
real thing. 1 reacted without thinking, and attacked the monster with all the martial arts
moves ] knew.

1 was nearly killed. If the Slayer hadn’t arrived, 1 would have died. She had moves like
something out of a John Woo movie, except they were real. Most impressive.

After that, besides worrying about fitting in, making the swimming team, and getting
good grades, | started patrolling at night with the Order of the Scooby (1 still don’t know
who is this Scooby they speak of). 1 have discovered that the mental exercises the monks
taught me will shield my mind from supernatural influences. And 1 am learning a lot of new
combat moves. 1 think the monks of the White Crane would be proud of me.

Quote: “What is the sound of my right foot smacKing your left check? Let’s find out.”

RoLepLayinG THE MartiaL ARTist

You like to act first and ask questions later. Studying and research are not your strong
suit; you’d rather be playing soccer or kicking vampire butt. After a fairly strict childhood,
you want to enjoy all the good things you missed out on, although you are still bound by the
Temple’s strict code of honor. Despite your best efforts, you have a low resistance to adver-
tising, and try too hard to be trendy.

In addition to martial arts training, the temple monks taught you how to use meditation
techniques to resist mind control. Vampiric or demonic powers that affect the mind have a
much harder time affecting you. If you would only use your mind more often, you’d be fine.
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Attributes (15)

Strength 3

Dexterity 3 (I level part of Watcher Quality)
Constitution 3

Intelligence 4 (I level part of Nerd Quality)
Perception 2

Willpower 3 (I level part of Nerd Quality)

Qualities (10 + | from Drawbacks)
Nerd (3)

Nerves of Steel (3)

Watcher (5)

Drawbacks (7)

Adversary (Vampires & Demons) (3)
Honorable (1)

Humorless (1)

Talentless (2)

Skills (15 + 6 from Drawbacks)

Acrobatics 2 Knowledge 3 (2 levels part of

Art 0 Nerd Quality)

Computers 0 Kung Fu 3

Crime') Languages 3

Poctord Mr. Fix-1t 0 i
Driving 2 Notice 2 ’

Getting Medieval 3 (2 levels Occultism 4
part of Watcher Quality) Science |

Gun Fu 0 Sports 0
Influence | Wild Card 0 .
Maneuvers Bonus Base Damage Notes -_'_’
Axe 6 5 Slash/stab N
Crossbow Shot 6 16 Slash/stab

(Through the Heart) 3 16 X5 vs vamps
Dodge 6 - Defense action
Punch 6 6 Bash
Stake 6 6 Slash/stab

(Through the Heart) 3 6 x5 vs vamps




BackGgrovnD on THE WaTCHER

1 remember my induction to the Council like it was yesterday. The secret handshakes,
the knowing smiles—greeting a fanged monstrosity chained in a dungeon in Scotland. 1t was
scary, thrilling, challenging and scary (did 1 mention that®). At that moment, 1 was proud of
my studies and training, grateful for the opportunity the Council had presented me, and 1
knew more than ever before that 1 was born to rid the world of the monstrosities.

Naturally, my first question after the induction was “Well® When do we exterminate the
bloody blighters®” Clearly that was the wrong tack to take. Although 1 knew as much from
my training, the Council took pains to remind me that’s not what we do. We’re the bloody
Watchers—we observe, we serve and we wait. The stark truth is that we have young girls to
do all the fighting for us. Stuck in my craw. Did during training, did after induction, still
does now. No matter, 1 couldn’t walk away, not after what 1'd seen.

1 couldn’t keep silent, either. 1 complained. 1 spoke up at meetings. 1 even drafted a seven-
point memorandum demanding we take direct action, and outlining the means and methods
of doing so. There’s one Slayer, after all. She cannot do it alone. Watchers are not as strong
or able, but we are, or at least can be, a legion.

1 expected to be sacked for my behaviour—shown the door or sent somewhere nice and
distant. The Falklands perhaps. Instead, 1 got packed off to America to work with the new
Slayer. At the time, 1 couldn’t tell if it was a reward or a punishment.

To tell the truth, after meeting the Slayer, 1 still don’t know. 1 started giving her the stan-
dard speech—all mysterious and ominous—and she sprayed me with tear gas. She’s definitely
not the meek and respectful type. Still, neither am 1. Perhaps the Council expected the expe-
rience would teach me a lesson.

We'll just see about that.

Quote: “Never mind me! It's only a broken arm. Now qo finish it off before it escapes!”

RoLepLayinG THE WaTCER

Younger than Giles, you are new to being a Slayer’s Watcher. You are steeped in Watcher
traditions, but also a rebel within the Council. You want to take an active part in the hunt
for the supernatural instead of being a mere observer. While committed to teaching and
guiding the Slayer, you are also a lot more likely than other Watchers to go along on patrals.

Given your take on the war against the supernatural (all outlined in your memorandum),
you are aggressive and dedicated. You think nothing of patrolling with your Slayer, and using
all who join your battles to their utmost (and perhaps beyond) capacity. No doubt that’s going
to get you and them in trouble someday.




Attributes (15)
Strength |
Dexterity 2
Constitution 2
Intelligence 3
Perception 3
Willpower 4

Qualities (10 + 3 from Drawbacks)
Attractiveness +1 (1)

Hard to Kill | (1)

Psychic Visions (1)

Sorcery 2 (10)

Drawbacks (7)

Adversary (Vampires & Demans) (3)
Charisma -1 (1)

Clown (1)

Fear of Rejection (1)

Recurring Nightmares (1)

Skills (15 + 4 from Drawbacks)

Acrobatics 4 Knowledge 3
Art 2 Kung Fu 2
Computers 0 Languages |
Crime 0 Mr. Fix-it 0
‘Doctor 0 Notice 4
Driving 2 Occultism |
Getting Medieval 0 Science 0
Gun Fu 0 Sports 0
Influence 0 Wild Card 0

Maneuvers Bonus Base Damage  Notes

Dodge 6 - Defense action
Punch 4 2 Bash

Telekinesis 6 2 x Success Levels  Bash or Slash/stab




Backgrovnb on THE PsycHic

Everything was fine until they threw a bucket of blood at me on prom night . . . just
kidding, I’m not that kind of psychic. On a good day, 1 can levitate a puppy (the puppies
hate it when you do it, though). 1 can also see the future, kind of—nothing good like next
week’s lotto numbers; more like who’s going to get killed tomorrow, demons being born,
that kind of stuff. 1 wonder why 1 don’t dress up like Marilyn Manson, wear two pounds’
worth of makeup and do that piercing thing. Then again, 1 see too much darkness in my
visions; no need to carry it around the rest of the time.

] know what you’re thinking—just an expression; 1 can’t read minds, or I'd open my own
Psychic Pals Network. You’re thinking, how come 1 look so normal® It's called acting.
When 1 feel like screaming my head off, 1 smile sweetly, and push all the bad feclings deep
inside me where they can’t get out. Trying to prevent the horrible things in my visions helps,
too. Whenever 1 save somebody 1 saw dying in a vision, it’s as if I'm giving Fate the finger.
That’ll teach it to screw with my head.

My first vision came on my twelfth birthday. 1 dreamt that Sarah, my best friend, got run
over by a school bus. 1 woke up crying, but thought it was just a dream. Until it happened
for real. Sarah died, just the way 1 saw it.

] didn’t freak out. 1 had an official, oh-my-God mental breakdown, complete with ambu-
lance and paramedics carting me out of the house. 1 spent most of the next year on med-
ication—no visions, but 1 was as lively as a bowl of boiled broccoli. When 1 was finally off
the meds, ] started having the visions again. 1 also discovered 1 could move things around

: with my mind. My first episode had taught me a valuable lesson—if you let people know
something is wrong, you’ll end up strapped to a gurney on your way to a hospital. So ] kept
my mouth shut.

The visions got crazier and crazier. Instead of accidents, 1 saw creatures attacking peo-
ple and sucking their blood. 1 couldn’t just sit there. 1knew something bad was happening
and that 1 had to do something, anything. Tried not to think too much about what would

‘ happen once 1 found the monsters . . . couldn’t help but think that 1d probably just be anoth-
er victim. Fortunately, when 1 did work up the guts to actually check out my visions, ] met
other peaple who knew something weird was going on. Some of them were weirder than
me. 1 felt right at home.

Quote: “I sense approaching chaos and terror. Ah. . . Tuesday, right on schedule.”

RoLerLAYING THE PSYCHIC

Deep down, the visions and power scare you. You know you are different and you often
feel very alone. Deeper down, you know you have a great deal of mystical potential. So far,
it has only manifested itself in the form of telekinesis and psychic visions, but if you apply
yourself, you could become a powerful psychic. You are beginning to feel that your gifts are
not just a random fluke . . . that you actually have a destiny, and one that could be for good.
For the time being, you are too busy dealing with the visions and the existence of vampires
to make any long range plans or engage in any mystical research or training. Perhaps your
new friends can help in that area.
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Life Points 41 Drama Points 20

Attributes (15)
Strength 2
Dexterity 2
Constitution 2
Intelligence 4
Perception 2
Willpower 3

Life Points 37
Drama Paints 20

Qualities (10)

Acute Senses (Vision) (2)
Good Luck 3 (3)

Hard to Kill 5 (5)

Drawbacks (7) g b \

Adversary (Vampires & Demons) (3) "\

Love (Tragic) (2) ‘ ; 'J.I.\

Misfit (2) L
Skills (15 + 7 from Drawbacks)

Acrobatics 2 Languages 0 _
Art | Knowledge | 5
Computers | Kung Fu 3 |
Crime 0 Mr. Fix-it 0 '
Doctor 2 Notice 2

Driving 3 Occultism |

Getting Medieval 3 Science |

Gun Fu 0 Sports 0

Influence 2 Wild Card 0

Mancuvers Bonus Base Damage Notes

Dodge 5 Defense action

Kick 4 Bash
Punch 5 Bash

Stake 5 Slash/stab b .y
(Through the Heart) 2 x5 vs vamps ’

E - - S -




Backcrounp on THE ScooBy Ganc MEMBER

Yup, that’s right. I’m an official Slayerette. 1've got no schtick or special powers. 1'm
a chalk outline waiting to happen. And you know what® 1’ve saved a bunch of lives, includ-
ing the Slayer’s. Sometimes, you don’t need super powers. Then again, sometimes—like
when a vampire is pounding your face against the curb—you do. The trick is avoiding the
curb-in-your-face situations.

How do you become a Scaoby, you ask® 1t's who you know really. You date the wrong
person, and next thing you know you’re spending Saturday night on a stakeout—in every
sense of the word. Or you can stumble onto the Horrible Truth on your own. In Sunnydale,
you can’t swing a dead cat without hitting some sort of supernatural monster. In my case,
it was a little from column A, and a little from column B. 1 wasn’t so much dating as stalk-
ing one of the Slayer’s crew—not really stalking, sort of following him around hoping he’d
notice me . . . okay, technically, it was stalking. Out of nowhere, guys in moldy clothing
start attacking him, and all of a sudden 1’m in the middle of a kung-fu movie written and
directed by Wes Craven. 1didn’t do too badly, though. 1 hit a vampire from behind with a
garbage can, and 1 kept it busy by flailing around in its face until the Slayer dusted it. The
rest, as they say, is history. Panic-filled, adrenaline-charged, bone-bruising history.

So vampires exist, and demons, and witches, all the stuff 1 thought was limited to late
night TV. It took me some time to get used to the notion—two hours to be exact, one of
them in a dead faint—but now I’'m okay with it. The fainting episodes are mostly gone, at
least. 1’'m getting plenty of outdoor exercise—sure, it’s at night, and we favor sewers and
haunted houses instead of track fields, but it beats sitting in front of the boob tube—and 1I’'m
learning all kinds of stuff, like the mating habits of the Dra’hak demon (I just love saying
Dra’hak). IV's some life. 1 still haven’t gotten anywhere with the cutie 1 was kinda stalking,
but 1 haven’t given up hope. We have a lot more in common now.

Quote: “OKay. Here’s the plan. 'l jump around and distract the vampire, and while I'm
dupuufu‘u Cringing fmm fiis claws, you stake him fmm behind. 1 Know it’s not great,
but If_phi_f{\ Lo my \ff{’u_z}fh\ %

RoLepLayinG THE ScooBy Ganc MEmMBER

Without super-strength or magic, you have to use your wits and luck to survive. You are
best suited to the investigation side of slaying, but you are learning how to use axes and
stakes against the creatures of the night. Your biggest weakness is your love for one of the
other Slayerettes, a love that seems doomed from the start. Spending time with people in
life-threatening situations can move them closer together, though, so you might have a
chance after all.

Hey, it’s a feeble and desperate strategy for your love life, but you are working through
the whole feeble thing, and these are desperate times. At least, that what everyone’s telling
you and from what you’ve seen, they have a pojnt.
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Attributes (15)

Strength 5 (I level from Jock Quality)

Dexterity 3

Constitution 3 (I level from Jock Quality)

Intelligence 2
Perception 2
Willpower 2

Qualities (10)
Hard to Kill 5 (5)
Jock (3)

Natural Toughness (2)

Drawbacks (6)

Adversary (Vampires & Demons) (3)

Cruel (1)
Showotf (2)

Skills (15 + 6 from Drawbacks)

Acrobatics 3

Art 0

Computers 0
Crime 0

Doctor 0

Driving |

Getting Medieval 3
Gun Fu 0
Influence 3

Kung Fu 4

Maneuvers
Dodge
Punt Kick

Punch
Slam-Tackle

Stake

Bonus Base Damage

7,
5

7
10

6

(Through the Heart) 3

Languages 0
Knowledge |
Mr. Fix-it 0
Notice 2
Occultism |
Science 0

Sports 5 (2 levels from Jock
Quality)
Wild Card 0

Notes

- Defense action

14 Like Spin Kick;
needs a running start

10 Bash

10 Bash; no Parry;
possible target prone

10 Slash/stab

10 x5 vs vamps




Backcrovunp on THE FootBaLL PLAYER

I’'m good at stomping people. That’s the skill that’ll get me a football scholarship and,
maybe, a pro career. When 1 heard about bloodsuckers prowling the streets of Sunnydale |
got pissed off. Dead critters running around killing people . . . that’s just wrong. Hell,
it’s un-American. So ] figured on doing some off-field stomping.

We couldn’t tell the cops. 1’d heard about that Fox show with the FBI agents (never
watched it, got better things to do with my weekends), so 1 knew the government was hid-
ing all evidence of bloodsuckers. So me and some buddies got together, downed a few brews
to get us in the right mood, and we went looking for vamps. We found ‘em. Problem was,
we weren’t ready for ‘em. 1 went after a pencil-necked little guy, and he tossed me around
like a bag of dirty laundry. 1 must have sailed a good ten yards before 1 hit the ground.
Meanwhile, the other vamps went through my buddies like a chainsaw through butter. This
wasn’t no game—no refs stopping the play, no unnecessary roughness penalties, no time
outs. 1 barely escaped with my life.

Hey, I’'m no dumb jock. 1 knew 1 needed a new game plan. 1 heard of a gang in school.
They were a bunch of geeks and freaks, but they knew about vampire hunting. 1'm work-
ing with them now. First thing we did was put down my former buddies, who had been
turned into vampires—half of the defensive front line and a chunk of the secondary turned
into dust. This season’s gonna suck. That was tough, but it had to be done. Then we found
the bloodsuckers that did the deed, and dusted ‘em too.

’m not too good with the stakes, but 1 can tackle the vamps and hold ‘em down until
somebody else pokes ‘em. Some of the bloodsuckers are too strong for me. 1'm still get-
ting used to fighting hundred-and-twenty pound critters that can bench press small cars. ]
guess blood is better than protein shakes or even steroids.

I’m not planning on doing this all my life, by the way. This is my extracurricular activ-
ity. Some people work on the yearbook—]1 help save the world on nights and some week-
ends.

Quote: “All right, are we ready? Let’s go do some damage!”

RovrepLayinG THE FoofBaLL PLAYER

Your life has taken an unexpected turn. You went from worrying about winning games
and impressing talent scouts to lurking around graveyards looking for the undead. You're
used to being the hero and basking in the spotlight, and you’re not happy about having to
play second fiddle to the Slayer and other heraic types. To compensate, you try a little bit
too hard, and end up biting off more than you can chew. You also try to help psych people
up, but your positive attitude can get downright annoying sometimes. Finally, you have been
a bully for much of your life, and working side by side with the people you picked on is prov-
ing to be a tad difficult.




Life Points 26 Drama Points 20

Attributes (15)

Strength 2

Dexterity 2

Constitution 2

Intelligence 5 (I level from Nerd Quality)
Perception 2

Willpower 4 (I level from Nerd Quality)

Qualities (10)
Contacts (Hacker) (2)
Nerd (3)

Sorcery | (5)

Drawbacks (5)

Covetous (Lecherous) (2)

Emotional Problem (Dependency) (1)
Obsession (Techno-Magic) (2)

Skills (I5 + 5 from Drawbacks)

Acrobatics 2 Knowledge 0
Art | Kung Fu 0
Computers 6 (2 levels from Languages 0
Nerd Quality) Mr. Fix-it 0
Crime 3 Notice 3
Dactor 0 Occultism 2
Driving 0 Science 3
Getting Medieval 2 Sports 0
Gun Fu 0 Wild Card 0
Influence 0
Maneuvers Bonus Base Damage
Dodge 4 —
Magic 7 Varies
Stake 4 4
(Through the Heart) | 4
Telekinesis 5 2 x Success Levels




BackGgrovnD on THE HACKER

Ever heard about the guy who brake into the IRS site and translated all their text files
into Klingon® You bet. That was me. The NSA is still trying to figure out who did it.

Computers are my friends. 1 can get into any database, anytime. Which is how 1 figured
something major was going on in Sunnydale. 1 broke into the Hall of Records, and found
the murder rate in this little town is higher than most places this side of a war zone. The
proportion of missing persons is even higher. 1 did a little more digging, and discovered one
girl seemed to be around all kinds of murders, gang battles, and other strange events.

1 thought 1 was being careful, but somebody discovered 1 was snooping around. One
night, two pale guys knocked at my door and asked if they could come in. 1 told them I gave
at the office, and their faces grew fangs and got all wrinkled up. They didn’t seem to be
able to come in, but they cut the phone lines and surrounded my place. Good thing 1 went
with a wireless modem as soon as my buddy at Radio Shack could score me one. 1 didnt
think the police would help, so 1 tried getting in touch with the mystery chick. She didn’t
have an e-mail address, but one of her friends did, and that’s how 1 met the Slayer. When 1
saw her dust off the vampires, ] said to myself, “Man, those are great FX.” When 1 realized
it wasn’t FX, 1 threw up.

Now all my hacking is done for a good cause. 1 help track down demons and vampires
instead of playing tag with the FB]. Sometimes 1 end up doing some fieldwork, which real-
ly isn’t my strong suit, but 1 guess you can’t do everything from a desktop, or even a laptop.
I've gotten good at bypassing electronic security systems, too, and 1 can be pretty sneaky
from all the nights 1 rummaged through the garbage of corporate executives to find their
passwords.

But what 1’'m really getting into is techno-magic. After seeing magic in action, it got me
thinking about bringing the dark arts into the 2Ist century. If ] can figure a way to run spell-
like programs, 1 could be the first cyber-wizard. “Magic” is a really outdated word, too—
how about “Reality Hacking”® So far, the best 1’ve been able to do is to Joad a bunch of
spells on an e-book, so 1 don’t have to lug around fifty pounds of old moldy books. Give me
time, though.

Quote: “Unix and unicorn horn, Apache and ambrosia, Geoforce and geomancy. Vep, I
got it all and I got it good!”

RoLerLAYinG THE HACKER

You are the typical cyber-punk—your bedroom is cluttered with CD cases, Star Trek
memorabilia, and computer components. You built your own workstation from scratch, and
are far more comfortable writing a C++ or Java app than asking someone out on a date.
After your brush with the supernatural, you’ve become obsessed with combining magic and
technology to create a greater whale. Your initial attempts haven’t worked very well, and
you’ve been warned that mixing the occult and computers can have unexpected conse-
quences. You’ve heard tales of one demon who got converted into software, and the dam-
age it inflicted. That was probably done by a chump though. You know you are better.
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Attributes (15)
Strength |
Dexterity 2
Constitution 2
Intelligence 3
Perception 3
Willpower 4

Qualities (10 + 7 from Drawbacks)
Attractiveness +l (I)

Good Luck | (1)

Sorcery 3 (15)

Drawbacks (7)

Adversary (Vampires & Demons) (3)
Honorable (2)

Misfit (2)

Skills (15)

Acraobatics | Knowledge 2
Art 0 Kung Fu 0

~ Computers 0 Languages |
Crime 0 Mr. Fix-It 0
Doctor | Natice 2
Driving | Occultism 4
Getting Medieval | Science 0
Gun Fu 0 Sports 0
Influence 2 Wild Card 0

Maneuvers Bonus Base Damage Notes

Dodge 3 — Defense action

Magic 1l Varies By spell

Stake 3 2 Slash/stab
(Through the Heart) 0 2 x5 vs vampires

Telekinesis 7 2 x Success Levels Bash or

Slash/stab




BackGcrovnp on THE BEcinner WitcH

My grandmother was a witch and the talent must have skipped a generation. Probably
just as well, because grandma didn’t have a happy life—she ended up in an insane asylum.
Better than being burned at the stake, 1 guess. 1 didn’t even know she was alive. As far as
1 knew, my grandmother had died a long time ago. So 1 was really surprised on my fifteenth
birthday, when 1 got a letter from her telling me where she had buried her Book of
Shadows—her collection of spells and rituals. She had sensed my potential, even from the
loony-bin, and decided it was time to begin my education.

Several letters followed. It was the best correspondence course ever. At first, 1 followed
her instructions as a lark—] was bored, and it was kind of fun pretending to have magical
powers. Imagine my surprise when the spells started working. Soon, 1 could levitate objects,
call spirits to me, and do all kinds of neat stuff. 1 was very careful after the first spell worked.
The letters had been very specific about the dangers of using magic casually. But then came
the date with Jimmy.

Jimmy seemed like a nice boy. Jimmy stopped being nice when 1 was in his car, and then
he wouldn’t take “no” for an answer. He slapped me around, but ] managed to get away.
When 1 got home, 1 opened my Book of Shadows and called forth a spirit of vengeance. ]
didn’t want to kill Jimmy, just give him a good scare. The spell worked too well, though.
The spirit not only avenged me, but set the entire town to settling scores, real or imagined.
1 managed to destroy it—with a lot of help from the Slayer—but by that time four people
were dead, including Jimmy.

One of the primary things my grandma taught me was that whatever 1 did, good or evil,
would return to me threefold. She didn’t get very specific but her warnings were sure dire
enough. 1’'m not certain what threefold of death is, much less threefold of four deaths, but
it sure doesn’t sound too good. Being mastly responsible for the deaths of Jimmy and three
others hasn’t done anything to help my peace of mind, I'm telling you. |

While 1 wait for the bad stuff, thought, 1 plan to do what 1 can to make amends for the
damage I've done. 1 will use what 1 know to help people as best 1 can. Grandma said that
magic was a tool, like any other, and could be used for good or evil. Vil try my best. 1dont
know if that will be enough to pay for my mistakes, but it’s a start.

Quote: “Hecate, Diana, Minerva, lend me your power! As I will it, so mote it be!”
P Hour

RoLepLayinGg THE BEginner WitcH

You have the potential to become an extremely powerful witch, and that’s not necessar-
ily a good thing. Several peaple died after ane misuse of your powers, and now you only ‘
use magic when absalutely necessary. When not using magic, or feeling guilty or worried }
about it, you are fairly normal—you have your neurctic times and your happy times.

Whenever you are dealing with Slayer-related business, you become Miss Driven—all busi-
ness, no jokes or wisecracks.
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Attributes (15)
Strength 2
Dexterity 4
Constitution 2
Intelligence 2
Perception 2
Willpower 3

Qualities (10)

Acute Senses (Vision) (2)
Attractiveness +3 (3)
Hard to Kill 4 (4)

Good Luck | (1)

Drawbacks (7)

Adversary (Vampires & Demons) (3)
Obsession (Hunt Vampires) (2)
Paranaid (2)

Skills (15 + 7 for Drawbacks)

Acrobatics 2 Knowledge 2

Artist 2 Kung Fu 3

Computers 0 Languages 0

Criminal Acts 0 Mr. Fix-Jt 0

Doctor 0 Notice 2

Driving | Occultism |

Getting Medieval | Science 0

Gun Fu 0 Sports 0

Influence 3 Wild Card (Archery) 5

Maneuvers Bonus Base Damage Notes

Bow Shot 7 8 Slash/stab
(Through the Heart) 4 8 x5 vs vamps

Dodge 7 - Defense action

Kick 6 6 Bash

Punch 7 4 Bash



BackGgrovnD on THE FORmMER VamPiRE GROVPIE

The angst drew me to them like a moth toward a flame. 1 hated my life, my parents,
school—when 1 found the Sunset Club, 1 felt new and different. 1 was cool! We would dress
up in period clothing and quote Anne Rice to each other. We were wicked, hip and oh-so-
tragic. The sexual tension ran high but it was perfectly safe. We had other priorities. At
first, it was just fun and games; we were playing pretend. When 1 put on the extra layer of
makeup and the black lipstick, 1 forgot my problems, and 1 could dream 1 was an eternal, sen-
suous hunter of the night. At the Sunset Club, we weren’t bored or troubled kids, we were the
warshippers of the Lonely Ones—our ever-so-pretentious nickname for vampires. Oh . . . and
my parents thought 1 was crazy, which was a nice bonus.

Then came the night when we met real vampires. They weren’t sexy or mysterious. They
were murderous monsters. Worse, we were sold out by one of our own. He was going to
let the demons devour us for his own gain. How’s that for tragic!

Anyway, thanks to the Slayer we survived the experience, but all my illusions were shat-
tered. 1 might have hated my life, but ] sure as Hell didn’t want to end up like one of those
things. Lonely Ones, my fashionable butt—they were demons wearing human costumes. 1
made it out of the club with my life, but little of my former hopes and dreams. And 1 was
angry. 1 wanted to make those monsters pay.

So maybe it’s my way to compensate for the loss of my fantasies, or maybe 1 just need
to do stupid crap for no good reason. 1 enrolled in self-defense classes that summer, and ]
dusted off my archery set. 1 used to be a good enough bow shot that my parents had start-
ed talking about Olympic tryouts. ‘Course, that was before 1 went into my “dark and moody”
phase. 1 practiced and practiced, and got damn good. 1 also re-read all my books on the
undead, not to imitate them this time, but to figure out their weaknesses.

Well, 1 got in trouble again. 1 thought 1 was all tough and Sigourney-like, but this was
no movie, or at least, 1 wasn’t the starring ingénue. 1 snuck out of my house for a few nights
before 1 spotted my first vamp. 1 shot it with my bow, but missed its heart. My self-defense
classes didn’t help me against a thing that’s twice as strong as a normal human. 1 almost
ended up as a snack, but luckily the Slayer was around, and she saved my butt a second time.
] tell you, it was getting downright embarrassing.

Still, ’m not giving up. 1 realize 1 can’t do it alone, but ’'m not quitting. 1 got friends
now, true friends who put their lives on the line to fight the good fight. 1 may have been a
pathetic vampire groupie, but 1’'m going to be a wicked vampire killer!

Quote: “Aim for the heart and maKe sure you hit it. Believe me, 1 Know what missing is
like and its trés mal for life, limb and the wardrobe.”

RoLepLaYinG THE FORmMER VamPiRE GROVPIE

You still favor the goth look, but have rejected the whole vampire lifestyle. Your expe-
riences have left you with a very cynical outlook, and you are suspicious of everyone and
everything. At the same time, you know you have to trust your fellow vampire hunters.
You’ve chosen a tough path, but you are going to stick to it.




‘Life Points 42  Drama Points 20 .

Attributes (15)
Strength 3
Dexterity 3
Constitution 2
Intelligence 2
Perception 2
Willpower 3

Qualities (10)
Good Luck 3 (3)
Hard to Kill 4 (4)
Nerves of Steel (3)

Drawbacks (6)

Adversary (Vampires & Demoans) (3)
Attractiveness - (1)

Mental Problems (Delusions of Grandeur) (1)
Misfit (1)

Skills (15 + 6 from Drawbacks)

Acrabatics 3 Kung Fu 3

Art 0 Knowledge |

Computers 2 Languages 0

Crime 3 Mr. Fix-It 0

Doctor 0 Notice 3

Driving | Occultism 2

Getting Medicval 3 Science 0

Gun Fu 0 Sports 0

Influence 0 Wild Card 0

Maneuvers Bonus Base Damage Notes

Axe 6 20 Slash/stab; used @&
two-handed 19

Crossbow Shot 6 16 Slash/stab

(Through to the Heart) 3 16 x5 vs vamps

Dodge 6 - Defense
action

Kick 5 8 Bash

Popgun g 5 Holy water
pistal;

vampires only
Punch 6 6 Bash




BackgrovnD on THE AmaTEVR HunTeEr

My old town, Santa Roja, was full of vampires, and when 1 first saw one, 1 damn near wet
myself. You got tough in my neighborhood though, or your life wasn’t worth living. So, me
and my friends got together, made a plan, and took care of them. Not too bad for a bunch
of tenth-graders. We didn’t need no old books of magic, no super-powers, none of that stuff.
All the secrets of vampire slaying are out in the open: stakes, crosses, sunlight, holy water,
removing their heads . . . it's all there in the comics and movies. We never paid much
attention before, but hey, if the vamps are real, we figured that the stories about killing them
were probably on target. Lucky for us, they were.

So we armed ourselves, got into some hunting clothes, and went after them early one
sunny morning. We surprised them (they didn’t expect a bunch of kids to come through the
roof). And we won. Well, mostly we won. Jose wound up in a coma and Gabriel spent three
weeks in the hospital. We blamed it on a rival gang and had to go through a bunch of lame
counseling. But the vamps . . . they all got toasted. We kept at it during Junior year. Three
other raids, no casualties those times. We figured we were pretty hot stuff.

So in my Senior year, the family decides to move to Sunnydale. 1 did a little research,
and discavered Sunnydale is the only small town with a higher murder rate than Santa Roja.
Another vampire nest, 1 realized, and 1 got ready for trouble. My hunter friends weren’t by
my side, but 1 had the weapons, 1 had the training, 1 had the right ‘tude.

1 was right about Sunnydale. More vampires per square mile than Santa Roja, and they
are tough. 1 made my first kill a week after 1 got there, but 1 got the living crap pounded
out of me. At first ] thought 1 was out of practice. Second time out, 1 get thrown through
a plate glass window. That hurt. Only reason 1 didn’t get vamped was the two crosses tat-
tooed on the sides of my neck. 1 got away, but so did the freakin’ vampire. Things werent
working the way they were supposed to. Finally, ] realized what was wrong. Hunting is a
group activity. 1 needed a new team.

Took me a couple of weeks, but 1 discovered the local hunters (1 knew there had to be
some somewhere). They were led by this chick, calls herself the Slayer. So 1 took over her
gang. Well, kinda took over. They weren’t that impressed by my credentials. 1 tell them,
“J've done eight vampires” (and 1 was exaggerating, it was more like two and six assists, but
1 figured a little exaggeration goes a long way). And they look at me like ’'m some bush
league kid trying to play in the majors. When they told me how many vamps they had killed,
1 thought they were full of BS. Now I’m not so sure. They are pretty good, not that I’m
going to admit it to them. Got a rep to maintain. So 1 haven’t taken over the gang yet. Give
me time, though. One cool thing about this gang, it’s full of chicks. 1 might even score with
one of them.

uote: “Al right, bloodsuckers! ‘We’re gonna terminate every last freaking one of you!”

RoLepLaYinG THE AmATEVR Hunter

You are the only one in your school who likes to dress like a militia reject, complete with
fatigue pants and combat boots. As far as you are concerned, you learned everything you
needed to know about vampires from comic books. You didn’t have too many friends in
Santa Roja (and they were as weird as you) and you know if you hadn’t joined the Slayer’s
gang, you'd be pretty lonely here.
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ATTRIBUTES

STRENGTH
DEXTERITY
CONSTITUTION

INTELLIGENCE
PEeRcEpPTION
WILLPOWER

SKILLS

ACROBATICS
ART

' COMPUTERS

! CRIME

DoCTOR

DRIVING

'(jt:-:'rm(j MEDIEVAL
GuN fu

' INFLUENCE
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KNOWLEDGE
Kung fu
LANGUAGES
Mg. fix-IT
NoOTICE
OcCCcuLTISM
SCIENCE
SporTs
WiLp CARD
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USEfFUL INFORMATION

INITIATIVE (pic + pex)

| PERCEPTION (pio +pen+Norice)

Svuccess LeveLs TABLE
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LEVELS
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9-10

I1-12

13-14
15-16
17-20
21-23
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27-29
30-32
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DECENT
Goop
Very goob
EXCELLENT
EXTRAORDINARY
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SupERHEROIC
GoD-LIKE
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QUALITIES
__Fast Reaction Time

Nerves of Steel

Attractiveness +3
___Hard to Kill 9
___Psychic Visions
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DRAWBACKS
Adversary (Lots) 8  _Dependent (Dawn) 2
Honorable 2 Love (Tragic)
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CoOMBAT MANEUVERS

Base
Bonus Damagu

Axe 1.1 RS 00
Cagsibow: 0. iR L0 g g
(Through the Heart) 14 16
Dodge 8

Grapple 20 —

Jump Kick

A

€

NoTes
Slash/stab
Slash/stab

X5 vs vamps
Defense action
Resisted by Dodge
Bash; Acrobatics +
Dexterity roll first
Bash
Ouch!
Bash
Bash
Bash
_Slash/stab
x5 vs vamps
Bash; target prone
__Slash/stab
32 _ x5 damage
16 14 _ Slash/stab
13 _J4 _ x5 vs vamps
_ 2 8 _ Bash; must
_Grapple first
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___(Groin Kick) i
Punch
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Spin Kick
Stake
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__(Through the Heart)
_Toss

&
‘

<

)

(60)

o/

Permission granted to photocopy.

(O

T™ & © 2002 Twentieth Century Fox Corporation. All Rights Reserved, ©2002 Eden Studios, Inc.

- b It
g N __ll» ”

-
.

LR
- - Bt

———— -

== = N
) - = - s

——

L

9

| 3 -




/- .-’/
T
A,

=
N
\..."-___;) b F

- e
- L - o e AN
- | R G I D I o

O

AN AN AR
QDA TSESTIE I EN,

L

<y

-
o

ESAS!
fory

7

Life POINTS

A

g
2 )
>

DRBRAMA POINTS

EXPERIENCE POINTS I:'
s

W “ CHABACTER NAME —— Willow Rosenberg
cuaracter Type _ (Very Experienced) White Hat

2
\

pr<oon| Y
Vi

R e Jamire | slager
! s * " ) v s
3 rolcplallling' ‘game

g

DR
A o A 9

] < :’JG

R
A
NEE

v

(]

PN
o

\_\A

22
A

YEE

: > 192 } ¥
B® Descriprion : AR
’ ) x

e

Il'-"-E ) §
K )

(S
ST Fe

A 4
A

p ey}

STRENGTH
DEXTERITY

ACROBATICS
ART
! COMPUTERS
CRIME
DocToRr
DRIVING
I GETTING MEDIEVAL
; Gun fu
' JINFLUENCE

iR
—= < W
F- .

F
-y

2y a)

-

INTELLIGENCE
PERCEPTION
WILLPOWER

KNOWLEDGE
Kung Fu
LANGUAGES
MR, Fix-IT
NorTICcE
OccuLTIisSM
_ ScieNcE
SporTs
WiLp CARD

USEFUL INFOBMATION

INITIATIVE (p1o + DEX)

| PEBCEPTION (pio +pen+Nomcr)

Success LeveLs TABLE

Success
LEVELS

RoLL
ToraL
9-10
1 I_— 12
13-14
15-16
17-20

21-23

DESCRIPTION
ADEQUATE
DECENT
Goop
Very goop
EXCELLENT
EXTRAORDINARY
MIND~BOGGLING
OuTRAGEOUS
SUPERHEROIC
GOD~LIKE

27-29
30-33

T 508 ol otis B v

)
.-:..k’

“1/
D
3)
A

S v N
AR 35° A

o
T I o e oy
w2 Drra fadala 1)

2 VM
O

b‘

(d
-
L

)

QUALITIES
Occult Library 2
Sorcery 7

A

Attractiveness +2

A ¢ G 0

(&
L L

DRAWBACKS

Adversary (Assorted) 4
Minority
(Gay Jewish Wicca)

Love

A
9
4

Far TOFT
vV Land s
iy S ..

C

COMBAT MANEUVERS

Base
Boxus DAMAGE

MANEUVER NoTes

)

_Dodge 6 _— _ Defense action

Magic ! _ 15 varies By spell

Punch 5.2 —

_Stake 4
(Through the Heart) |

Telekinesis 2

x5 vsvamps * 1o T

Bash or Slash/stab___

-
U Vo TO]
o NS .

0 W Laal Wy

[\

* 2 x Success Levels

G

)
>

Permission granted to photocopy.

TM & © 2002 Twentieth Century Fox Corporation. All Rights Reserved, ©2002 Eden Studigs, Ine g

—§ TG ., ‘
~ kD W . » b




e
ff“g’e,/..ﬂ’l:ﬁ"iﬂ;fv‘ =
NN NN N A
. BT ACA T
N

R Lo
s ' ,‘d- ‘ﬁﬂf‘rﬁ Life POINTS
KL . e U}F}Iﬁﬁfifﬂ”” DRAMA POINTS
o rolepldging \gam::_ﬂ CXDERIENCE POINTS I:]
5 |
" '-\‘Cmum’ren Name  Alexander LaVelle Harris/Xander
! CHARACTER TYpE (Very Experienced) White Hat

s——r
oA
NS E

el

o
A
NS GG

-~

-* DESCRIPTIONG = W e .. Dvs : ‘“.~ :\\.;\_;:\,‘,‘7\:1;::;1_\,«,'[,'
F -

A A 2 AN
f\;)u\{au\fau\_ 1

E / e

-
Y Yo ol faa)
RO A el P_‘J." ':’ ".-.:

)
4 = »=2 |

=
(3%
i B, eS¢ 5,

)

QUALITIES
Attractiveness +2 ‘Hard to Kill 5
Good Luck 5

ATTRIBUTES

-

STRENGTH . INTELLIGENCE
DEXTERITY 2 PERCEpPTION
CONSTITUTION WILLPOWER
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SKILLS

ACROBATICS 5 ENOWLEDGE
ART Kung fu

+ COMpPUTERS LANGUAGES

' CRIME MBR. Ffix-IT

‘ DocTOoR NoTice

| DRIVING OcCuLTISM
GETTING MEDIEVAL SCIENCE

, Gun fu _ SpoORTS
INFLUENCE WiLp CARD

(MILITARY KNOWLEDGE

D RAWBACKS
Adversary (Assorted) 4

IS

W Laal g g
o N .

..’,__i,l

-

e €
o P T

COMBAT MANEUVERS

Rasy
MANEUVER Bonus DAMAGE NoOTES

Axe 8 _ 15 _ Slash/stab
Dodge — _ Defense action
Kick - LN 211 i
Punch 8 _6 Ji-Bashew) TVICA
6
6

3

USEFUL INFORMATION

INITIATIVE (p1o + pex)
PERCEPTION (pic +pen+norice)

-
P TP
=2 X N

6§ W Laal O

Stake Slash/stab_
(Through the Heart) X3 _vs vamps

5'
> 1\

I, B o el

|
|
|
|

Success LeveLs TABLE

RoLL  Suvccess

ToTAL Levers DESCRIPTION
9-10 ADEQUATE
I1-12 DECENT
13-14 Goon
IS—Iﬁ VERY GOOD
I17-20 EXCELLENT
alr-23 EXTRAORDINARY
24-26 MIND-BOGGLING
27-29 OUTRAGEOUS
SUpPERHEROIC

Gop-LIKE

A £ .o

&2,
ey

YR E TN
'€
\
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Life POINTS

DRAMA POINTS

+
-
b #
F

i

.f DESCRIPTION __

Sk

"'-_ L

[ % .

> “;!

-
-

R e ) pire | s(aner

¢ . roleplaying ;Ig'umc

4
. CHARACTER NAME —
y CHARACTER TYpE

=

d

__Rupert Giles

EXPERIENCE PDOINTS |:,

(Very Experienced) White Hat

|

-
| < - ¢

| ) -

§ e

ATTRIBUTES

STRENGTH
DEXTERITY
CONSTITUTION

INTELLIGENCE
PEerCEpPTION
WILLPOWER

SKILLS

ACROBATICS
ART
. COMPpUTERS
I CRIME
DocTOR
DRIVING
l GETTING MEDIEVAL
GuN fu
INFLUENCE

(e | |On e e (e (2 e [Wun

KNOWLEDGE
Kung fu
LANGUAGES
Mg, Fix-IT
NoTICE
OccuLTISM
SCIENCE
SponrTs
WiLp CARD

D—fuaoc..hm:mmml

€

USEefFUL INFOBRMATION

INITIATIVE (pio + pEx)

| PERCEPTION (pio +pen+Noricr)

24-26

Svuccess LeveLs TABLE

Svccess
LeveLs

RoLL
TorAaL
9-10

I1-12
13-14
15-16
17-20
21-23

DESCRIPTION
ADEQUATE
DEeCENT
Goon
VERY GOOD
EXCELLENT

EXTRAORDINARY

OUTRAGEOUS
SUpPERHEROIC
Gop-LIKE

27-29
30-32

‘bf" “s.—_’&-*' m ‘TJ:-,'.V. ; ' /

A”
(%

o,

(3P)

“\1/
)
&
4

.
Yy QS O\

MIND-BOGGLING

|

)
6 O W

%

)

e €
¥ TOY
WV Laad g
i S T

3

.
U Fa T cw
0w Lanl

3 & 9

A

&

(3P)
(b)

€5

| R AR SR DTN GG
AYBSREDT LT
[
W
W
Q0
%
A2
(&

ot

2l

o

i,

~
R
I/" &h\

L
(Ghee N Y
Vg (12
W A

1915

%ﬁ (:T\fn
5\3& rE;

W) (U

7
%

g o
EEIE:
)
b""\-\.
i

4
—.__f\A\
BITES

| N,
o
A

X
S
)
S Ches

ST
A
 —

-
NS
N

)

\
DA

i

T

a3, o . -~
) 5 % b
POSPAL Sl sla sz basz Layaly:

»
Sy
(V)
™,
Ak

{

o
W38

QUALITIES

Contacts (Occult) 5
Nerves of Steel
Photographic Memory.

Attractiveness +!
Hard to Kill 5
Occult Library 5

DRBRAWBACKS

Adversary (Assorted) 5 Honorable 2

-~ T T
a'Viw 1 ». .V

COMBAT MANEUVERS
BoNus |>I:f.°.\';,..
Dodge _ 10 _— _ Defense action
Kigki sesy 8.2 8% Bashi
Punch 9 ) __Bash
Sword 10 Slash/stab
Stake 10 __Slash/stab
(Through the Heart) 7 6 _ x5 vs vamps
~ Slash/stab

10
X5 vs vamps

- - -

MANEUVER NOTES

_Crossbow

(Through the Heart)

Permission grapted to photocopy.
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R Y

o,
¥ »

=S T\ﬂffy
'mfu"gmg:‘ (slaner

. rolcpldqing' \'gam::

* ui

DRAMA POINTS
EXpPERIENCE POINTS |:]

Spike (a.k.a. William the Bloody)
Reformed®? Big Bad

Life PoOINTS

W
LY
| LY
]

-
TE
o

e
.

K
bt

". \
A

CHARACTER NAME
CHARACTER TYpE
' DESCRIPTION

¢

v

()

4 B

()

F

b)

2

- v,
e + BT el
- ¥

— AT
- - ' b
- - -

:
=y {a\ 4

ot ‘-"'

(4
-

Y

)

ATTRIBUTES XX
STRENGTH 8 INTELLIGENCE 3
-i DEXTERITY 8 PEercepTION 3 :
: CONSTITUTION 7 WILLPOWER 3 G

r LE
&

. ACROBATICS
ART
' S
s, COMpPUTERS
! CRIME
' DocTOR
DRIVING
GETTING MEDIEVAL
| Gun fu
INFLUENCE

. ENOWLEDGE
Kung fu

- LANGUAGES
Mg. fix-IT
NorTice

_ OccuLrisM

. ScIience
SpoRTS
WiLp CARD

3‘
AN

|

|
——
7, TP
W Lanl g
ey & .

oo |a N o foo |

USefFUL INFOBRMATION

. INITIATIVE (pio + pEx)
| PERCEPTION (p1o +per+Norice) —

-
o T o™
) W Lanl

- N7
]
9
A b

Success LeveLs TABLE i
' RoLL  Success ‘b
= TOTAL LeveLs DESCRIPTION G 3
. . I1-12 2 DECENT
IR R RGN "
. 15-16 4 VERY GOOD
21-23 6 EXTRAORDINARY N v
] 2426 7 Mp-sogoLiNG RN
27-29 8 OUTRAGEOUS SO,
'30-32 9  SupErHEROIC
10 GOD-LIKE
+1 :

LM
g v

.\ »

S A

1L oo .
= —~ -
R A
SR
e [ [y s

~
oy ]
",

[

W

[}

1.

e
1,

=X
[ <5

¥

o

<]

\\C.Q
2L

Sy,

(2%
&
SN

—

e
o
2]

DN
e e

ey
ST
(B2
A

A\

g
AN
Sl

=

= =~
AR TG
TN

T T 27
\) O ‘( ~ Q

N g e e e -}
s NS D S DY

b

i

QUALITIES
. fAge2 ..
__Fast Reaction Time
Nerves of Steel
Vampire (15 pt.)

__Attractiveness +3
Hard to Kill 8

Situational Awareness

DBAWBACKS

Adversary (Several) 3 _Covetous (Lecherous)
_Love (Tragic)  Mental Problems (Cruelty) 2

COMBAT MANEUVERS

MANEUVER e T NoTes

_Bite 18 _24 _ Must Grapple first;
S ik e oo o ¥ ngiisfensetiilion O
Dodge 17 _— _ Defensc action
Grapple )8 _— _Resistedby Dodge 4
Kigk 15 _ I8 . Bash
_Punch _ e J6 b Bash
SpinKick  _J4 _20 _Bash

Stake _I5 _16_ _ Slash/stab

(Through the Heart) 12 16 x5 vs vamps

SweepKick 15 _ 8 _ Bash; target prone

Sword 15 _32 _ Slash/stab
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R }" - "'E
N, 11 L1fe POINTS
N >\ w .
i ) - A DRAMA POINTS
I (e ) A Eire [ slaner
' .. . roleplaying Lgame
]

.

) ! 3
4

L | }! 1
o e e ) ol
ALR CHAIR NG TN D) TR D R
5, L 1

NSNS A G SIELENG )
i
(j 14

=

oA
=,
=

ok
S

[}

(=
g —
s
i
S

1
-y

=

=
oy
A
At

I

AT
R
S

|

T
';2""\“ < 3 A
ﬂfl\‘/f‘_ 18

=
=
5
S
ol
]

“CHABAC'[‘BR NAME
CHARACTER TYpE
A DESCRIPTION _
' &

‘ tam\

»

% 0

A
*

~ =4

d
- N

> f
Syl 1) % DG

ATTRIBUTES

STRENGTH INTELLIGENCE

DEXTERITY PERCEPTION

CONSTITUTION WILLDOWER

SKILLS
ENOWLEDGE
Kung fu
LANGUAGES
Mg, fix-It
NoTICE
OccurTIisM
SCIENCE
Sports
WiLp CARD
__(DeMON FACTS)

ACROBATICS b
ART 0

i COMpPUTERS

' Crime

, Docror

' DRIVING

l GETTING MEDIEVAL
Gun fu

|miu.1

e o jw

el
J
—

2

USEFUL INFORMATION

INITIATIVE (pio + pex)
. PERCEPTION (p1o +per+norice) —

Success LeveLs TABLE

Success
LevELS

BoLL
TOTAL

I1I-12
b Ve
15-16
21-23
2426
27-29

DESCRIPTION
DECENT
VERY GOOD
EXTRAORDINARY
 MIND-ROGGLING

OUTRAGEOUS
~ SUPERHEROIC
GOD~LIKE

158 oxl ot B o=

Anyanka "Anya” Emerson

Ex-Demon

e L

(8

(,E?!s
QYT
02 %

v

-,
»

;‘(
a1

~

o)
%1
>

[}

3

\

9 Vo
6 6w

%)

QUALITIES

Attractiveness +3
Hard to Kill 5

#

Age 3
Contacts (Demonic)

A\ ¢ G )

(&
k A

DRAWBACKS

Covetous (Greedy) |~ _Emotional Problems
____love. (Fear of Rabbits) |

Mental Problems (Cruelty) 2 Misfit
_ Secret (Ex-deman) 3

\
3
'

4

W el
i . .

< o TOT

s ¢

- -
= LN
- -

COMBAT MANEUVERS

Base
Bonus DAMAGE

NoOTES

_Dodge _6__— _ Defense action
Punch ~3. .47 Bah

_Stake _6__4 _Slash/stab

__ (Through the Heart) _ 3 _ 4 _ x5 to vamps :

MANEUVER

5

N Vg S ——
2 /\

N Lanl Ty

+

($P)
(o)

o/
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Life POINTS

DRAMA POINTS

——
.

rolcplullring ‘game

| I,
Rl 4

sy CHARACTER NAME
! CHARACTER TYpE

i

' " DESCRIPTION

T Ly
R e dampire [slaer

EXPERIENCE POINTS |:!

i e
AT CAND RN NN
RS A I
DB ZEEIEN

Ned 2
A

et
K6,
?'-_""h
(e ’(f\
2

5y
.,
£

(4
\

p——
L tat
=1y
. -
e ({l

N

=
e

——

T
‘/___/, Ll

Ay
A
L

<)
=
DB I

7

Riley Finn

_____Experienced Hero

f

V>
R IOW X
‘e > e

- - - ‘--.-

AT
£

o ¥ r ard sl

4
A

-

-
-
-

=

ATTRIBUTES

STRENGTH
DEXTERITY
CONSTITUTION

ACROBATICS
ART
COMpUTERS
! CRIME
‘" DocTOR
DRIVING
GETTING MEDIEVAL .
| GuN fu
. INFLUENCE

.

o‘w

INTELLIGENCE
PEeRCEpPTION
WILLPDOWER

. KNOWLEDGE
Kung fu

- LANGUAGES
M=g. Fix-IT
NoOTICE
OccuLTISM

. ScCIENCE
SporTs
WiLp CArD

USeFUL INFORMATION

INITIATIVE (pio + pex)

| PERCEDPTION (p10 +pER+Norice) —— _

24-26
30-32

Success LeveLs TABLE

Success
LEVELS

RoLL
ToTAL

9-10
11-12
13714
15-16
17-20
21-23

VERY GoOD

i ORI S
0-32 ~ Supemuesoic.

GODLIKE

X 08 oMl ol W o =

DESCRIPTION

OUTRAGEOUS

-
6"1:“'\1

Sl

L —
P T
N Lam]

N .

ey s S

G

lc 9A
rﬂ_a!

‘

Y= @
i
\:\\/\l,:\"
L

(S

=
2y
N

L5

,_‘\_\
BGA
by
e

QUALITIES
Fast Reaction Time
_Initiative Commando

Attractiveness +2
Hard to Kill 5
Natural Toughness

R Lanl g
e B .

DRAWBACKS
Adversary (Various) 4 Love (Tragic)

__Obligation (Total)

COMBAT MANEUVERS

MANEUVER i B NOTES
Dodge S oty
Kick s o M e 2 )
Knife 10 19
_Punch _Jz 10
_Stake — _1o 1o
(Through the Heart) _7__10_

_Taser Rifle B T

— _ Defense action

Bash

Slash/stab

Bash "
_Slashistaly < Tl 7 IS

x5 vs vamps

__Bash; knockout
(see p. 120)

|

|
|
|
|
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N
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N
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&
[

*

"y ;u »
Aﬁw’ffy L1fe POINTS

e

-

" "ﬁ*’diémr:“ s(qqup- DRAA Povrs

“» R I IFPE 518

= # _‘__*"L_“ EXPERIENCE POINTS [___'
roleplaying .game

W
[
.
.

.‘_'

=

<2
$%)
‘i

o~
e
-]

N

: 'I;CHABACTEB NAME
™ CHARACTER TYpE
fﬂk L % DESCRIPTION

A '
i fam\

“‘-"l

- -
R
e F

= e -

Daniel Osbourne/Oz.

_White Hat

l;l_n

~ =d
e

P

AN
4. w2 D

- .

-
Sk
STa b

()

ATTRIBUTES

STRENGTH
3/5
2/4

DEXTERITY
CONSTITUTION

ACROBATICS
ART
| COMpPUTERS
CRIME
 DocToR
DRIVING
'(jt:’l"l‘mq MEDIEVAL
Gun fu
' INFLUENCE

INITIATIVE (pio + pex)

| PERCEPTION (p1o +peR+Nomics) —

206

INTELLIGENCE
PERCEPTION
WILLPpOWER

KNOWLEDGE
Kung fu
LANGUAGES
Mng. Fix=IT
NOTICE
OCCULTISM

. SCIENCE
SporTs
WiLp CARD
~ (TesTs WELL)

Success LeveLs TABLE

Success

LeverLs DESCRIPTION
 DEecENT
VERY GOOD
'EXCELLENT

EXTRAORDINARY

(e}

RoLL
ToTAL
g-10
I1-12
13'*14.
15-16
17-20
21-23

24-26
a7-29
30-32

OllTﬁAgﬁuus
SUPERHEBOIC
GOD-LIKE

THEE RS

e

e
(d

“ 1/
)
3)
A

N o I

T T
[l

i \J\f——-.\
o]
g

2, v
)

a\

gl e S

%)

Artist
__Nerves of Steel

(AR
——

e,
(SN
o] N

P
%
L% <
D DN A

g

I

.
Gl

S
ey
LD ZLDY,

2

AR
g s

QUALITIES

Hard to Kill 5
Werewaolf

A\ ¢ G 0

(=
I\

Adversary (Incidental) |
Love (Tragic)

®)

F o YUY
W Leal g
iy S W

eTms

Base
Boxus DAMAGE

10

MANEUVER
Bascball Bat

3

-
o YOO o
N Lanl

B

33

|

i . W

_Claw

&

Dodes——
Punch

_Stake - .
__(Through the Heart)

(8

()
(b)

TM & © 2002 Twentieth Century Fox Corporation. All Rights Reserved. ©2002 Eden Studios, Inc. 8

e i oV

-~

o

_Slash/stab;
__werewolfonly
_Slash/stab;
__werewolf only

DRAWBACKS

Honorable |

-

-

EUVERS

NoOTES
Bash; human only;
_used two-handed

A

B

Defense action

__Human only

Slash/stab

x5 vs vamps

Permission granted to photocopy.

m“ > i
Iy -3 -y . b L

{

—

X

;

)

.3

™

'.



=" an JHi A BT IO - e =
=8 , | PR RAR CR AR TN o
' QRSN SN G,
a - e X
N

%)

-

4

S & " ; P _

- r"dﬁ" fﬂffﬁ Life POINTS
-  §i 1y

k.

»
)

o

,.
-4
=
)
5

_,_.,
122

V]

R i Jagiire|slayey: DBaMA Pomvts

e e

4
fe

EXPERIENCE POINTS

'

1
)
2t

g rolcplml;ing 1 gam:ﬂ

-\..—-..‘.\
\."Q}.’\’{
% oy

.__\
G
59

A
e

S\ CHARACTER Name — Tara Maclay
CHARACTER TYpE ___White Hat
" DESCRIPTION =i = ;

- MewssiaEsEne

‘AN (@) Vet (@) (@)1
S I SR

D

)

S
N

AT

yh
TRGA
A

()
) 6

V2
?

- - , T T4 | i N
|| ZCa 8T

g S S N

r

)

r
<
(]

N

&)

QUALITIES

__Attractiveness +2  ______ Sorcery 3

ATTRIBUTES

STRENGTH INTELLIGENCE
DEXTERITY PERCEDPTION
WILLPDOWER

i
-

A

r Ld
®

DRAWBACKS
Adversary (Assorted) 3 _Emotional Problems
Love (Fear of Rejection)
Minority (Gay Wicca) Mgl i

ACROBATICS ¢ KNOWLEDGE
ART Kung fu
+ COMpUTERS LANGUAGES
! CrIME MR. Fix-IT
! DocTOR NoTICE
DRIVING 4 OccuLTISM
GETTING MEDIEVAL _¢ SCIENCE
, GuN fu = _ SpoRTs

. INFLUENCE ‘ WiLp CARD
_ (RipiNg HORSES)

FAN

T 5|
o, TOWY D
A Lanl g g

- B .

<

COMBAT MANEUVERS

Base
MANEUVER Bonus DAMAGE NOTES

Dodge 4 _— _ Defense action
Magic Il Varies By spell

Telekinesis 7+ Bash or Slash/stab

)

USefUL INFORMATION

INITIATIVE (pro + pex) R
| PERCEPTION (p10 +pER+NoTice) ————

* 2 x Success Levels !

2 i
¥ TOF] 0™

)
AN

i

Ll

=3 X N

Success LeveLs TABLE

RoLL  Success

TotaL Levers DESCRIPTION

gI0. . L . ADEQUAT

I1-12 :

IS—IG VERY GOOD
ey !

21-23 EXTRAORDINARY

27-29 8

SOHE T G

3335 1 LiKe :

RS L e R R " i =

— e

C

=
%

———y

5_ Permission granted to photocopy.

it ox Cogpogation, / ed. 2002 Eden Studig

ML g0 iohts Resel
i - a .l . .o S -
B e ;rfm"ﬂ- s




o -ss:i M’:fcy
R e ) AmHire SHML

~ rolepldqing ‘game

L4

o
. |
o« ?"CE{ARACTER NAME -
CHARACTER TYpE .
w |
| _'. DESCRIPTION =
'

Y —————

| L
N

Y o
~ =4 =~y
i e

! INFLUENCE

INITIATIVE (p1o + DEX)

, PERCEDPTION (p1o +per+Norice)

— RoLL
ToTAL

9-10
11-12
13-14
15-16
17-20
21-23
24-26
27-29
30-32

SKILLS

™

Life POINTS

DRAMA POINTS

EXPERIENCE POINTS I:'

_Angel

(Very) Experienced Hero

SNE

- - h.'
5 * - LI U

ATTRIBUTES
I STRENGTH 9 INTELLIGENCE — 3
DEXTERITY 8 PERCEpPTION A
CONSTITUTION 6 WILLDOWER 2

ACROBATICS 8 KNowLEDGE 2

ART - Kung Fu 9

| COMPUTERS 0 Languages 3

'Crime 4 Mg, fix-It 2
, DocTor 2 NOTICE .- Y.
. DRIVING 2 OccuLTISM . 3

l(;,e'l'rmg MepIievaL 8 Scrence ]
Gun fu 0 sporrs it v
6 W Cagp 0

UsefUL INFORMATION

Svuccess LeveLs TABLE

Success
Levers DESCRIPTION

DEeCENT

VERY GOOD

EXTRAORDINARY

OUTBAGEOUS
'SUPERHEROIC
GOD-LIKE

T 58 ol ot e W v
L]

4
B L)
Lt 0 T B
ol Sl

O

'MIND-BOGGLING

94

)
A2l

A

rA

e
R GA

YA L
oA

o,

Sy
%

x

()

4
-

£33
(3P
(o)

y X

Age 3
__Fast Reaction Time
Natural Toughness

QUALITIES

magw

.o

)

o
&
2

ST
(A
T o

Y

N Ao
) :
g —

o

A ANE
i L

T A
[

-~
ALy
s

>
1]

fory)

S

ST
[ i
NS
e e et

DAY
_”tﬂ <

___Attractiveness +3

~_Hard to Kill 8
Nerves of Steel

Situational Awareness

e 4

A ¢G. 0D
mea

7
G
G
AN

__Adversary (Lots) 7
Love (Tragic)

®)

____Honorable 2

DRBRAWBACKS

ire (I

e €
Far: T
W Lanl g
S .

- -
-

r@
[\

A
(X
| ]
Vi
[ ]
L)
P
[ ]

.

‘o 1 v

MANEUVER B D

Farn
m Dodge S —— =)
ré g Kick _16 20
E ! Punch 718
§ 7 Spin Kick A5 22
VAL _Stake 16 I8
Qu? ___(Through the Heart) 13 I8
> Sword 16 36

-
)

A M

|
|
\
|

N
_

W g
G
|
|

91
a\

@

G:

a

e ————

- - L
4.3 " .‘ -

COMBAT MANEUVERS

NOTES

_ X3 vs vamps_

Slash/stab
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o CHARACTER TYpE

Ry Y |

.t -

Life POINTS

hlﬁz:: ot .I 4 .
1y Ll P =
o1y

’ i ¥
R e A

rolcplolqing ;game

DEAMA POINTS

relslager

—

% CHARACTER NAME Cordelia Chase

L __White Hat

- " DESCRIPTION

t ! I
X))

N2

)
LI Y
N bt

V. o e

) ) >

f
(
(

ATTRIBUTES

STRENGTH INTELLIGENCE
PERCEpPTION

WILLDOWER

DEXTERITY
CONSTITUTION

SKILLS
KENOwWLEDGE
Kung fu
LANGUAGES
MR. Fix-It
NoTICE
OccuLTIsSM
ScIleENCE

_ SporTs

WiLp CARD
(FASHION)

ACROBATICS
ART
. CoMpuUTERS
! Crime
* DocTOR
DRIVING
GETTING MEDIEVAL
| Gun fu
| INFLUENCE

hhiowNnioIo 2|

USEfFUL INFOBRMATION

INITIATIVE (pio + pEX)
PERCEPTION (b10 +peR+Nonce)

Success LeveLs TABLE

Success
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Burry SEasonaL Apjustments

Buffy has gotten progressively tougher and stronger
from one season to the next. Season One Buffy would-
n’t have lasted one round with Glory; Season Five Buffy
kicked the Hell-goddess” ass (with a lot of help, but still).
Drop Buffy’s Acrobatics, Getting Medieval and Kung Fu
Skills by one level per season before the fifth (i.e., her
Kung Fu goes down to eight during Season Four, seven
for Season Three, six for Season Two, and five for
Season One). Other Skills should be reduced by one or
two levels during Season One, then increased every
other Season, give or take.

Her Attributes also increase over time. During Season
One, she would have Strength 6, Dexterity 6,
Constitution 5 and Willpower 4. Add one to Strength
during Season Three, another one for Season Four.
Add one to Dexterity on Seasons Two, Three and Five.
Add one to Constitution for every Season after the first.
Increase Willpawer by one at the end of Season One,
and by another level at the end of Seasan Two. The
other Attributes don’t change. Finally, the Teenager
Drawback applies during Seasons One through Four.

WitLow SeasonaL Apjustments

% The biggest change in Willow is her raw power as a
wﬁc&i In Season One, she has no Sorcery levels. She
gains onc Sorcery level during Season Two, and two addi-
\ tional Jevels.cach season after that, as her power grows
&m@{;ﬂ]ly, Additionally, Willow’s Willpower goes from
 four. ﬁshve ring Season Five. Up until Season Three,
Willgw had the Misfit Drawback. Her relationships with
Oz and Tara helped her break out of her shell, though.
Until Season Four, she also had the Teenager Drawback.

o XanpeR SEasonaL Apjustments

Drop Strength, Dexterity and Willpower by one level
each during Season One, and raise one of them (your
choice) by one level each successive Season. Change the
Love Drawback to the Tragic version before he and Anya
.\ start dating. Add Misfit during Seasons One through Four.
l :Ac' obatics, Kung Fu and Getting Medieval start out at zero
e beginning of Season One, but arc each up to level

“_'

;.2

Fu Skill was zero until 2.6 Halloween,
inta a soldier because of the costume he was wearing. The
transformation gave him Gun Fu 5 and Wild Card (Military
Knowledge) 5—the effect wore off gradually, however
(drop cach skill by two levels during Season Three and

CHAPTER 2
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by the end of the season. Increase those skills by one
.f|: ‘cach during Scasons Three, Four and Five. Xander’s Gun "o 2
when he was turned 5 =

= -

Four), and now he wouldn’t qualify for the Swiss Army. A
Director wishing to make Xander a little more badass
might let him keep the military skills, however.

GiLes SEasonaL Apjustments

Giles starts out as your basic Slayerette, but by
Season Five he’s gotten significantly tougher.
Strength, Dexterity, Constitution and Willpower are all
one level higher than they were at the beginning of
Season One. Decrease any one of those stats by one
level for every Season you go back. His combat skills
have gone up by two levels each over time (all that
sparring with the Slayer, you see), as have- his
Occultism and Knowledge (all that research under
pressure really sharpens the old skills).

Spike SEasonaL Apjustments

A few years of sparring with the Slayer and her friends
(and enemies) have toughened Spike even beyond his
Slayer-slaying level. Decrease his Acrobatics, Kung Fu
and Getting Medieval Skills by one each for Season Four,
by twa each for Season Three and by three each for_,'-
Season Four. ¥

Anya SeasonaL ApjustmEeEnts

Before 3.8 The Wish, Anya was a super-powerful
demon with reality-changing powers. After that, she’s a
normal (well, kinda normal) human with no special pow-
ers. She hasn’t seen that much action during the last few
seasans, however, so don’t adjust her Attributes or skills
regardless of the season you wish to play. Note that with
a 1000 years of demonhood behind her, Anya could be
considered to have an Age 10 Quality. Given that her
powers have been stripped from her, and it's not clear
that she advanced during that time (other than gaining a
vast store of demon knowledge), we have chocked up

that whole period to “down time” (see p. 36).

vy SEasonaL ApjustmEents

| y'Dulr¥ng much of Season Four, Riley was hopped up on

as’so?r’tcd chemicals to enhance his physical abilities and
avery rate. While under the influence, Riley’s physi-
Atributes were all raised by one level, and his heal-
was equivalent to a Slayer’s (although slower
all Because even augmented, his Constitution would
not match a Slayer’s). His skills have gone up since we
first met him. During Season Four, reduce his Kung Fu
by two levels, and his Acrobatics, Gun Fu and Occultism
by one level each.
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Oz SeasonaL Apjustments

Drop Oz’s Art, Acrobatics, Getting Medieval, Kung Fu and
Occult Knowledge by one level each for each season before
the fourth. Also, he starts out as an uncontrolled Werewolf
(making it a Drawback), but there is some indication he can
now control the change, so by the time he leaves it could be
considered a Quality (see Werewolf, p. 5I).

Tara Seasonar Apjustments

During Season Four, reduce Tara’s Willpower, Sorcery
and Occultism Skill by one level each—she’s grown in
power and ability by working with Willow. She had no
Getting Medieval when she started, but she’s picked up
the skill through exposure to the Slayerette lifestyle. For
quite some time, she also had a Delusion (Believes she’s
a demon), thanks to her family’s manipulation.

AnceL SeasonaL Apjustments

These stats present Angel at the end of Season Three.
He’s had a few adventures since then
(but their affect on his abilities will
have to wait for the Angel book).
Drop his Strength
and Dexterity by
one level each

Rl
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during Season Two, and again during Season One.
Same for his combat skills. He really gets to hone those
only after he starts hanging out with Buffy (he didn’t get
much practice during his hundred years or so of brood-
ing—rats make for poor sparring partners).

Corepia SeasonaL Apjustments

Cordelia’s time as a cheerleader increased her physical
Attributes, which probably saved her life several times
after she fell in with the rest of the Scooby Gang.
Reduce Strength and Dexterity by one level each during
Season One. Reduce Acrobatics, Driving, Kung Fu,
Getting Medieval and Sparts by one level for Season One.
For Scason Twao, decrease two of those skills and either
Strength or Dexterity by one level.

Dawn SeasonaL Apjustments

Dawn has only been around for one season, but she’s
gone through a lot. At the beginning of Season Five,
reduce her Acrobatics, Getting Medieval

@, and Kung Fu Skills by one level each.
4
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Xander: People can't do anything they
want. Society has rules, and borders,
and an end zone.

—4.22 Restless

Rules, always with
the rules.

Rdl_lt":p]aying is a bit like playing a board game and *¢
a bit like acting in a movie, but without the board
or the script.| Players sit around a table or in a den
as they do for a game and speak the lines for the Cast.
Members as they might in @ movie. You, the Director,
set the scenc and control the Guest Stars and
_ ‘Adversaries. Dice determine what the results of a ‘A
2 given action are. All simple and clear, right® Great, .-
;;;ﬁh let’s play.
Ah, you think there’s a bit more to it than that.
You're right. Let’s talk more:

5 Rynnine a Game
Giles: The good-quys are stalwart and true. The bad-guys aie easily distinguishied by their pointy horns or
“lack hats and we always defeat them and save the day. ﬂ’aﬁo y ever dies . . . and everybody lives hap-

__pi[_i;gveraﬁer. r.:: &

— 2.7 Lie To Me

As we noted in the first chapter, come game time each player needs a character sheet for her Cast Member, a writ-
ing implement, some scrap paper and a ten-sided die (or they can share a die, if they feel sharing-like). You Director
types should have any notes you’ve made on the current Episode, this corebook, and other information you think you

CHAPTER 3
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might need handy. The rest is done mainly by talking—
describing the scene or what the characters are doing or
acting out the Cast’s dialog.

Your job as Director is to describe the situation. For
example, you might tell the players “It’s a beautiful
morning in Sunnydale. Too beautiful to be going to
school, and yet that’s where you are. First period is
about to start. As you head off to your respective class-
rooms, someone starts screaming in horror. What do
you do®” This is where the Cast Members get busy. The
players describe what they are doing and speak for their
characters. One might say “Uh-oh. Something wicked
this way comes. 1 head over to see what’s going on.”
Another could respond *1 rush to my locker and grab my
Official Slaying Kit . . . just in case.”

Mast of the time, when a player wants her Cast Member
to do something, it gets done—talking, walking, walking
and chewing gum, leaping up in class and screaming
“spiders!” (embarrassing, but not difficult to do).
Sometimes however, the outcome of an action is in
doubt. Just because a Cast Member wants to stake a vam-
pire for example, does not mean the vampire is going to
get staked. That’s where the dice and the numbers on
the character sheet come in.

TrE Basics
Z!_z'nd'er: Vou don't hide! You're bait! Go act baity.
Cordelia: What's the plan?
xaﬂa?,'r The vampire attacks you.
Cordefia: And then what?
Xander: The vampire Kills you. ‘We watch. ‘We
‘rejoice.
—3.1 Anne

In the Unisystem, a die is rolled when a character is

trying to do something important, and when there’s

some chance of things going wrong (see To Roll or Not
102). You tell the players when to roll and
what character sheet numbers to add to the roll. The die

rall represents luck and chance; the character sheet num- = |
“bers are the skills and natural abilities of the Cast
Member. The better those skills are, the more likely that

the character will succeed. An sharpshooter will hit the
target more often than someone wha closes her eyes and,
flinches when a gun goes off.. Sometimes, Tuck allows
the untrained to succeed, and the expert to fail—that’s
where the die rolling comes in.

DIO roll +Alsibute
DIO: a }ﬂcﬁ-sﬁdéi‘&éﬂ

L

Tll

4

ATTRIBUTE: The character’s natural abilities. Use the
Cast Member’s Strength to see if she can lift a bag of
cement over her head or Dexterity to pick someone’s
pocket. In some situations (lifting some}hmg fcr exam-
ple), only Attributes are used. Usually in those cases, roll
and add the character’s Attribute doubled (e.g., if the
Cast Member has Dexterity 3, add six to Dexterity-based
rolls). In certain cases . . . say, when footing is treach-
erous or positioning awkward, no skill is used and the
Attribute is not doubled. Those are pretty rare circum-
stances though. Also, sometimes two different Attributes
(no doubling) are used instead of an Attribute and Skill.
As the Director, this is ultimately your call.

SKILL: The character’s learned abilities. Use Kung Fu
to punch someone, or Crime to pick someone’s pocket.
Always use an Attribute alongside a skill.

The player announces what her character intends to
do. You tell her what Skill and Attribute to add to the
roll. The player rolls the dice and adds the Attribute/Skill
combo to the result. 1f the total, after all modifiers, is
nine or higher, the character has succecdcd Otherwise,
failure-city. ;

Success LEVELS
Anya: Slap my hand now!
GilessBeg your pardon?
Anya: In celebration.
% Oﬁ . ( sﬁms her hand) ‘}/L’S.
Anya: Ow!
—4.19 New Moon Rising

 In some situations, you Director folk need to know
more than whether the character has succeeded at some-
lhbg—you need how well she succeeded. When that’s
’hcgase, check the result against the Success Level Chart
. on the next page (it's also on the character sheet—handy,
no®). The greater the number of Success Levels, the
better the character did. Some difficult tasks require
more than one Success Level.

RuULEs, BORDERS
anp an Enbp Zone




" adds Buffy’s Strength once.

success Levels Tablc. _
success Levels Dpescription

| roll

Decnt

Very Good

Extraordinary

Outrageous

God-like

EXAMPLE:

Giles is doing research (color me
stunned) on the latest arrival to Sunnydale, some
type of headhunting demon. To see if he can iden-
tify the critter, Giles’ player rolls a DIO and adds

Giles’ Intelligence (5) and Occultism (8). The die
roll is a two; the total result is 15. Fifteen is greater
than nine, so Giles is successful. Some critters are
harder to identify than others, however. 'If the
 monster is particularly unusual, you as the Director
~ might want to check the Success Levels of the roll.
~ Looking at the Success Levels Table, Giles” player

. .sees that J5 equals four Success Levels, a Very

Gﬁad resull. You decide that four Success Levels
:arcﬁmarc%an enough. “After looking for half an
haour or so, yuu find an ink drawing of the monster
in the Codex Infernalis,” you might say. “It’s a
D’imangi, known to collect the skulls of their vic-
tims. lts tough skin is highly resistant to normal
weapons, but it is vulnerable to silver.”

EXAMPLE ME AGAIN: Buffy is trapped under a car that
an inconsiderate demon dropped on her. To see if
she can lift it enough to slide from under it, Buffy’s
player rolls a DI0 and adds Buffy’s Strength (8). If
Buffy was trying to lift something under normal cir-
. cumstances, her player would have a bonus equal to
double her Strength (16), but you rule that Buffy
does not have a lot of leverage, so the player only
_ The die rall is a two,
for-a total of 10. That is one Success Level—only
adequate, not quite good enough to lift the car right
away, you decide. “Buffy, you manage to shift the
car a little, but you're still trapped. If you keep
pushing, you could be free next turn.”
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rotten tomatos get thrown, but she gets quite a few
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Resistep Actions

Willow: Poor Buffy.
average.

Your life resists all things

—4.14 Goodbye Iowa

Sometimes, an action is resisted. This usually happens
when the character is trying to do something someone
else would rather didn’t happen. If a character is trying
to grab some hair from a potential witch’s hairbrush, there
is a chance that the girl will notice, for example. Also,
close combat is a biggie on the Resisted Action front.

Resisted Actions involve two or more characters. Both
make their rolls as above. If one succeeds (gets a total of
nine or above) and the other doesn’t . . . well, that’s pretty
easy.' If both succeed, the one with the hlgher total wins. If
both fail, nobody accomplishes anything. If you still need a
comparison, the lower roll fails more. In case of a tic, the
dcfendm‘ (if lherc is a defender) wins; otherwise it is just a
tic. Guest Stars and Adversary characters typically use a
fixed value (no rall) for their action (the Muscle, Combat or
Brains Score, see p. 104); the Cast Member needs to beat
those Scores to succeced at the Resisted Action. If defend-

L ing, the Cast Member needs to beat or tie those Scores.

EXAMPLE-VILLE: Giles and Wesley are playing darts
at the local pub. They each roll and add their
Dexterity and Sports Skill. Giles gets a six total;
Wesley gets a nine.  Wesley wins. If the younger
Watcher had gotten an ecight total, both would have
failed. That's some sad dart-playing. Still, we can’t
assume that both missed the board on every dart.
Since Wesley got the higher of the feeble rolls, at

ffih h‘.'qst one of his darts hit the board and he wins the

gamc The competition can be broken down into
several actions (down to a roll for every single
throw), or reduced to one roll each for the entire
competition. This would depend on how important
this particular game of darts is (see To Roll or Not
to Rall, p. 102).

GO AGAIN: Angelus is swinging a sword at Buffy.
Buffy is trying to be somewhere else at the time.
One player (or you as Director) rolls and adds
Angelus’ Dexterity and Getting Medieval Skill. Total
is 20. The other player rolls and adds Buffy’s
Dexterity and Acrobatics Skill. That total is 18. No
Dodge for the Buffster. Angelus hits her. 1f Buffy
had rolled a 20 or better (because she is the defend-
er), she would have dodged out of the way.

WE'RE STILL AT IT: Xander is trying to sneak past
Principal Snyder. Xander’s player rolls and adds his
Dexterity and Acrobatics Skill (he could use Crime
too . . . but he’s not as good at that). He needs to
beat Snyder’s Brains Score (13). He gets a 15 total
and scoots on by. Jf Xander’s total had been 13, he
would have been caught (a tie goes to Snyder, who
is in effect “defending” against Xander).

RoLL IMODIFIERS
Buffy: And what are we if not wonten up to a
wllenge?
Willow: Exact{; I mean, did we not put the
“grr” in “girl”?

—4.2 Living Conditions '

In addition to skill and Attribute levels, other factors
may add bonuses or penalties to the roll. Easy tasks gain
bonuses, while difficult and complex ones incur penal-
ties. The Base Modifiers Table gives some guidelines. In
general, modificrs should be used sparingly; most rolls
are going to be Challenging (with no modifiers).

In addition to those modifiers, Drama Points can add
bonuses to rolls (see p. 126).

_BOSE modifiers Table

SHAAH, RIGHT: -10 or worse

RuLes, BORDERS
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To Rorr or IMot To RoLL

Die rolls are useful only when the situation has some
dramatic value and where the outcome is in doubt.
Keeping rolls to a minimum allows players to get involved
in the story. Generally, if the action is routine or not
important, rolling shouldn’t be involved. Also, some
things should be so ridiculously easy that making rolls is
a waste of time—no need for Perception and Notice rolls
to spot a twelve-foot tall demon running down Main
Street, for example. Some basic pointers follow.

Goop TiMes TO RoLL: Shooting a crossbow bolt at a
charging vampire; searching a murder scene for clues;
climbing a chain-link fence with three rabid dogs or hell
hounds—aor rabid hell hounds—in pursuit.

BAap TiMES TO RoLL: Parallel parking; shooting a
crossbow bolt at a paper target (unless wagering is
involved); searching Dawn’s bedroom for a missing
sack; climbing a chain-link fence with plenty of time
and no pressing circumstances.

Not every situation is going to be as clear-cut as the
above, but in general, you should try to keep the action
flowing. The less time the players spend rolling dice, the
mare time they can spend getting into their characters
and thinking up Quotable Quotes (see p. 130).

VUsinc ATTRIBUTES anD SKILLS

Xander: Are you Kidding? 1 put the “semper” in
semper fi. ] might not be able to assemble an
M:1b pdfo&ﬂ:d like I used to or pass
weeapons diill from the mobile mfaufrq
(Giles grabs the pistol and immedia tely accom-
plishes what Xander has been trying to do for
10 minutes.) Might as well face it. Right now,
I'don't have the technical sKills to join the
Swiss Army. And all those guys ask you to do
is uncork a couple of sassy cabernets.

—4.7 The Initiative

" As we said, when rolling is called for, you Director dudes

. decide what skills and Attributes the player adds to her roll.
\The skill descriptions in Chapter Two: Some Assembly
. Required provide some guidelines. Here we give you a few
' mare words of wisdom directed at Attributes.

STRENGTH: Strength affects how much damage the Cast
Member inflicts in hand-to-hand combat, which is very
important in the Buffyverse. Beyond that, Strength is”

used when brute force is key. Lifting a heavy object
would use Strength (doubled), or Strength and Sports if
the character has some weightlifting background.
Strength is also used when trying to tackle someone to

CHAPTER 3

the ground (use it with Kung Fu or Sports) or when
breaking free from someone’s grip (using Strength (dou-
bled) or Strength and Kung Fu, whichever is better).

DEXTERITY: Most physical actions use Dexterity.
Dexterity includes both general agility and nimbleness
(for use with Acrobatics and Kung Fu) and fine coordi-
nation (for things like Crime).

ConsTrTuTiON: The least-used Attribute in terms of
rolls, Constitution comes in handy when the character
needs to resist fatigue, injury and disease. For most of
those rolls, add the character’s Constitution (doubled).
Some Sports rolls (marathon running, for example) use
Constitution instead of Dexterity. Constitution also con-
trols things like singing ability (use Constitution and .
Artist to sing, for example).

INTELLIGENCE: Used in any rell where a character’s
memory and intellectual ability are important. It helps in
such things as deciphering some ancient mystical text
(Intelligence and Occultism) or outsmarting an enemy in
a brawl (Intelligence and Kung Fu). Sometimes it is hard
to decide whether to use Intelligence or Perception in a
roll. Rule of thumb: if memory or thinking ability is the
maost important element, use Intelligence instead.

PERCEPTION: If the roll requires the character to spot
soméihmg, Perception is the Attribute to use. It measures
how aware the Cast Member is of her surroundings.
Perception is most commonly used with Netice, but almost
every skill can be used with Perception. To wit (trés legal-
like, non®), Perception and Kung Fu can be used to detect
smﬁé weakness in an opponent’s fighting style.

’W&LPGWER Willpower is mostly used defensively, but

Jﬂfﬂaﬁ Trying to

‘alse apply to a number of skill rolls.

‘intimidate others or avoid being intimidated, would use

Willpower and Influence, for example. When casting
spells, Willpower is the key Attribute (Willpower and
Occultism to perform a ritual).



MoveEment

Xander: Well, it was dark! And the thing went
fhrouqh the window so qmd\, and I was a.
little shocked when I saw it, and . .

Cordelia: Go ahead. Sayit. Vou ran like a woman.

Xander: Hey, if you saw this thing, you'd run
like a woman, too.

—2.20 Go ‘Fish

The BIVS RPG is meant to be played fast and loose,
with a focus on story and fun. For the most part, pre-
cise movement actions are not going to be needed.
Simply let the characters get where they want to be and
move the action along.

On the rare occasion though, you may decide that how
far a character can move in any given Turn (sece p. 108)
is important. In those cases, add that character’s
Dexterity and Constitution together. This result is how
many yards the character may move in a second (times
five for a Turn). Doubling the sum of Dexterity and
Constitution shows how many miles per hour that char-
acter can run.

Movement concerns may also arise during a chase
scene. First, you must decide how much of a lead the
chasee has on the chaser. We suggest granting +] per
Turn of head start. Then have the two racers perform
a Dexterity (doubled), or Dexterity and Sports Resisted
Action. The winner gains +| per Turn. Seo if the lead
sprinter started with a three Turn head start (+3) and
the chaser won the first Resisted Action, the lead would
be down to #2. Once the lead is eliminated (brought
down to 0), the chasee is caught; if it grows to +5, the
chasee gets away.

. Hittinc THE Books: RESEARCH

FB] records, or Giles performing a slow-mo page-turning
sequence through the Time-Life series. And neither
should your group. Have the characters roll, figure out
how long it’s going to take them, allow them a couple of
opportunities to come up with witty lines while doing
their research and then give them whatever information
(if any) they've gleaned.

To research a monster’s identity or find a new spell, use
Intelligence and Occultism. The Occult Library Quality
(see p. 44) is invaluable here—let’s face it, you're not going
to discover the hidden vulnerability of a Cytorrakkian
demon in the Encyclopedia Britannica, no matter how long
you spend reading it. If the characters don't have the right
books, the research is an automatic failure. You do not
have to tell them that, however. Failure is part of drama,
after all. Or you could be kind and allow the Cast Members
to figure out the name of the right book or books and send
them off on a mini-quest to find them.

Hacking works pretty much the same way, except
with Intelligence and Computers . .. oh . . . and with-
out the books. Some databases are harder to break into
than others, but in the Buffyverse little ol Willow rou-
tinely hacks into all kinds of sensitive information, so
don’t penalize the characters too much. Just like
research, hacking happens off-camera most of the time;
don’t waste time with complex cyberpunk flow-charts
(unless that’s what you and your group are into, wha
are we to judge®).

Other types of research and investigation may use
Knowledge or Crime instead of the skills noted above.
Then there’s good old-fashioned legwork—asking ques-
tions, following people around, beating up Willy and so
on. Those can be roleplayed, especially if the investiga-
tor is likely to get herself in trouble.

_-*.:J‘;u-;'-‘iil Buffy: Looks like Giles has some schooling to do.
ﬂﬁﬁlg. Giles: Yes, I must admit 1, I am intrigued.
W Werewolves, its . .. its one of the classics. 1,
" I'm sure my books and 1 are in for a fascinating
' %" afternoon,
Ei‘rgﬁy He needs to get a pet.
~2.15 Phases

Sometimes the Cast Members can't kick a monster's
butt until they know what its' vulnerabilities are or even
where its butt is. Research, investigation and computer
hacking are an important part of any Series. However,
most of it is done “off-camera.” The show rarely (okay
never) spends minutes showing Willow hacking into the
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ABiLiTY SCORES
Riley: You're really strong.
Buffy: Veah. But I don't stick to stuff. But,

yeah.

Like, Spiderman strong.

—4.12 A New Man

To keep die rolling to the bare minimum, the basic
rules apply only to Cast Members and (if you so choose)
important Guest Stars and Adversaries. Rather than roll
for every vampire, demon and high school principal that
you plotmasters (much more James Bond than Director,
¢h®?) throw in the path of our heroes, the Guest Stars’
and Adversaries’ Altribute and skill levels are condensed
into Ability Seores. The scores are the “roll totals” of
those characters. Whenever Cast Members need to fight
or outwit these characters, they need to beat the Ability
Scare number. No dice for them!

Ability Scores arc generated by taking the character’s

. Attribute and skill averages and adding six to the total. Most
.\ Ability Scores will be in the 9-14 range, but powerful mon-
sters and skilled Guest Stars may have much higher levels.

There are three Ability Scores: Muscle, Combat and
 Brains.

- things like tackles, breaking free from grapples and holds,
'% strangulation and similar brute force situations. Cast
g Members need to tie or beat the Muscle Scare number
_‘with their rolls. Muscle is double the Strength level of the

limbs (‘specially tentacles and other creepy stuff).
CoMBAT: This is the number used for attacks and

defenses. Add the character’s Dexterity level, the average

of her combat-oriented skill levels, and six. This score

CHAPTER 3

| Muscie: This score is used for contests of strength—

character plus six. Some creatures have bonuses for extra ™
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determines the Success Levels of an attack; add those
Success Levels to the base damage of the attack. So, if
Vamp X’s Combat Score is 17, she has five attack Success
Levels; she adds five to the damage of any attack that

connects. Nasty critter.

BRAINS: This score applies to all mental and perception
abilities of the character or creature. Jt is used to spot
enemies, resist attempts to control or deceive the char-
acter, use any magical or supernatural ability, or figure
out the Slayer’s quips. 1t typically uses the average of the
character’s mental Attributes (Intelligence, Perception, .
and Willpower) and the average of any appropriate skills,
plus six.

PAR EXAMPLE: You cast a typical vampire foe with
Strength 5, Dexterity 4, Constitution 4, Perception 2,
Intelligence 2, and Willpower 2. The Muscle Score
is an impressive 16 (Strength (doubled) plus six).
Combat is a 12—you decide the vamp’s effective skill
in combat is two, plus four for Dexterity and the
base of six. For Brains, the total is a 10—the aver-
age of the critter’s mental Attributes is two, with an
average skill level of two. If the vampire tries to
grapple somebody, she uses the Combat Score + 2
(see Maneuvers Table, p. 238). The Cast Member

. would have to tie or beat that 16 with her roll and

" modifiers. To punch somebody, Combat is used;
q%;dmg the unpleasantness that is the vamp’s
grhne-encrusted claws requires a defense roll total
raf‘!? or_higher. 1f our heroes try to sneak past the
“Svamp though, their totals need only be 1l or higher
(they have to beat the Brains Score of 10).

For more information on Ability Scores, see the
Viliains, Henchmen and Innocent Bystanders section in
Chapter Seven: Episodes, Seasons and Drama (p. 201).




Every Guest Star or Adversary in this book has its
game stats in Quick Shect form. Just to make sure you
know the drill when you get to those babies, here’s a
quick rundown of what each entry means.

Motivation: What makes the character or critter
tick? We're talking high concept rather than detail
here. A word or two that describes the character’s
goals is usually enough. Most monsters are single-
issuc creatures (“Blood!” “Kill humans!” “Save the
whales!” “Phone Home!”). Teenage boys are simi-
lar (sex is usually the major concern).

Critter Type: The basic species—Human,
Vampire, Demon, Primal and so on.
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Attributes: Your basic Strength, Dexterity, Constitution, Intelligence, Perception and Willpower (sce pp. 31-32). )

/‘ i f ] | B N\
L/ 1;-;.\/ Name: Joyce Summers
Motivation: Be a good person and mother
Critter Type: Human
Attributes: Str 2, Dex 2, Con 1, Int 3, Per 3, Will 3

J' Ability Scores: Muscle 10, Combat 10, Brains 13
g(\/ Life Points: 22
Drama Points: 3

Special Abilities: —

Maneuvers
Name Score  Damage Notes
Axe 20 20 Slash/stab;
uses Heroic Feat (1 Drama Point); two-handed
Dodge 10 - Defense action

Punch 10 5 Bash

L

Ability Scores: The Muscle, Combat and Brains numbers the players [
need to beat with their rolls in order to do something to the joker in
question (or avoid having something done to them). See p. 100,

Maneuvers: A list of the most com-

mon mancuvers (sce pp. 109-113) the
creature uses, including scores, dam-
ages (including “default” Success Levels | ™
’ from the attack score, but no other
 WE modifiers) and notes.  Weak or low-
ez ranking characters only have a couple
1 of mancuvers; while Big Bads may have
several. For those who want to use dice
for Guest Stars and Adversarics rather
than rclying on their pre-calculated
scores, simply subtract six from the
scores given, and use that result as the
modificr to a roll.  Note that damage
totals will have to be re-calculated in
this casc as the Success Levels of the
roll (not the set score) will affect the
final damage.

NS o

Life Points: How much damage the character or
critter can take before slowing down or dying.

Drama Points: Good, bad and ncutral folks may have
a few Drama Points (see pp. 126-131). That means even
a lowly vampire or teenager can land a punch or two.

—
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FEar anD LoatHinG:
Gettinc THE Wiceins

Riley: That might be toxic. Don't touch it,
Xander: Oh, yeah, touching it was my first

impulse. ml\n‘y, I've moved on to my second,
which involves du,f heaving and running ke hell

—5.9 Listening to Fear

Life in the Buffyverse can be downright scary . . . and
that’s on a good day. Whether a character discovers that her -
date is a flesh-eating insect or sees a vampire digging itself
out of its grave, she is likely to wig once in a while. Most of
the time, this should be roleplayed rather than determined by
rolls—if the characters encounter a corpse, they can react to
it as they will. During potential combat situations though,
the fainthearted may freeze for a crucial moment, or worse.

When the big hairy scary happens, the characters have
to make a Willpower (doubled) roll (Qualities like Nerves
of Steel or Fast Reaction Time help). This is called a
Fear Test. Applicable modifiers are up to you, but we
have provided a handy table just below with suggestions.

If the result of the roll is nine or higher, the character
may be afraid or apprehensive, but she can act normally.
If the result is eight or less, she wigs out. Use the Panic
Table for inspiration.

" Hideous demon creature: Half the crcdlurc s Alirachveness. rounded down (c.g., & cntter with Attractiveness -7
would gwc -3 to Fear Tests)

§uddcn arunexpedcd encounter: Add -2 to any other applicable modifiers (e.g., the bloody corpse falls out of
locker, the horrific vampire springs from the shadows, and so.on).

panic Table

noll nesult effect

Freak out: The character screamssand/or flinches away. Only defense actions can be
attempted on that Turn and the character cannot go on Full Defense.

Total Terror: The character is not in control of her actions. She may lose her lunch,
pass out or suffer some other oh-so-embarrassing fate.

2 or less

CHAPTER 3



-

28

T

'] b &
e O h_f?llli!:'

comBAT

fwu,r,fu I wasn’t gonna use violence.
m’mu;s use violence, do 1?

I don’t

Xander: The important Huny is, you believe that.

2.4 Inca Mummy Girl

Slaying requires fighting—most vampires won’t go
quietly into the night. Combat in the Unisystem uses the
same rules described above, but with a few extra fea-
tures. Combat does not have to dominate a Buffy game,
but it just wouldn’t be proper to have an Episode without
at least a dose of butt-kicking action.

When combat starts, you as Director nced to help
choreograph the action. Sometimes it’s easy (the gang is
fighting one big nasty demon) but other times we’re talk-
ing Initiative containment area breach (running melee
involving the Slayer, her friends, commandos and dozens
of vampires and demons). The rules presented in this
chapter are meant to help keep things flowing; the action
should be fast and furious, just like in the show.

S aAg S48 A6 490 AW 5 44 448 =80 89 &tG Ass and »
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Something isn't right.if a-typical combat goes like

this:

“What do you do®”

*] punch the vampire.*

“Roll and tell merwhat you geb”

(Ralls)

“Sixteen—no, seventeen. Five Success Levels.”

*Okay, you hit him. Add five td'your base damage.®

"Er, thal’s 15 points.”

“The vampire is punching you back now. Roll
and tell me what you get”

Ugh. Double ugh.

Description, description, description. If you don’t
create a picture of the action in the minds of the
players, action sequences are going to get boring
and repetitive. . Players 'should help, toe! They
should try to describe their characters’ actions. The
best way ta encourage that is to be ‘descriptive and
" _to reward players who go beyond the rules to help
create that Buffy-esque feeling we know and love.

Try to visualize the action. Vampires and other
monsters have a lot of options. Thcy might try to
punch their victims (*The vampire’s-fist is on a col-
lision course with Your head. What do you do®”), or
Qrappic them “("Grawling like Xander’s slomach

Keeping It Lively

before dinner, the vampries to bull-rush you®), or
use’ some improvised weapon (“This vamp’s got &
baseball bat and he wants to hit your head out of the.d
park”). . If the player describes some interesting
maneuver (%] duck under the swing and try to redi-
rect the bat sa the vampire hits himself in the face®),
let her attempt it without penalty, or even give hc‘f'
some bonuses (usually a +] or +2, or maybe the
Success‘Level of the previous Combat Maneuyer or
defense roll). For.really heroic stuff ("1 somersault
and walk all over the guy’s iaq:, all Matrix-y like?),
Drama Points mdy, have to comerinta play, though. s 1

Describing the effects of the characters’ actions
also helps the players feel they are kicking butt
rather than beating the stuffing out of numbers on
a piece of paper. “The look on the vampire’s face
is major league surprise—just befare she explodes(i n)
a cloud of dust.” “The punch spins the vampire hi’"
a'top. She knocks over a park bench and-lands in a
heap.” “For a second, it looks like ﬁq‘tﬁ@d hap-
pened. Then the demon’s head’ ;glit nﬂ' j{er’ r’shoul-
ders. That’s gotta hurt.” ) uw—b.

Finally, if you have to, (:hocsc b bweer -A‘Ld
fun, go for the fun. Be flexible—na r&les sysicm is
going lto coven all.the bases and if your feeling
tells you that it’s better to ignore or mod e rules

for dramatic purposes, your gut is probably right. J
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Breakine It Down: Turas,
Imitiative anp Actions

Buffy: Vou guys get to the exits, ( jc’i ‘em open.
(to Rn‘euJ You, mgaum the soldiers and puu‘
‘em back. 1'll'take point.

Willow: Are you up to this?

Bu}'fy I am.

—4.21 Primeval

To make things go a bit easier when the rough stuff
starts, the action is divided into segments, known as
Turns. A game Turn represents a short bit of time—five
seconds or so—during which characters can attack and
defend. During a Turn, a normal character can attack
once and defend against one attack without penalties.
Experienced or fast characters can make more than one
attack during a Turn (see p. 114).

Each turn has three phases: Intentions (where the play-
ers say what their Cast Members intend to do), Initiative
(determining who goes first—not to be canfused with
the organization of the same name) and Actions (where
the fight is resolved and damage, if any, is meted out). A
fight usually lasts more than one Turn, unless the char-
acters are really on the ball.

INTENTIONS: At the beginning of the Turn, ask the play-
ers whose characters arc invalved for intentions—what
the characters want to do. Intentions can include such
things as "l call on the forces of Hecate to'let me see
things as they truly are,” “1 scream like a little girl and
try to'run away,” or “1 launch a spin kick followed by twa
fast punches.® Decide if the action being attempted is
feasible, or if it will take more than one Turn to com-
plete. If there is a problem with the intention, and it’s
something the character would know, warn the player.

+ Otherwise, the intention stands.

. INITIATIVE: At the beginning of a fight, you the Director
determine who attacks first. Common sense is the first
determinant of Initiative. What are the circumstances of
the fight® If it’s an ambush, for example, the ambush-
ers go first. 1f a Slayer is attacking a gun-teting goon,

: .| Unleashing a mental or supcrnatural power goes
' before a kick, and so on. Generally, mental actions
- lowed by ranged weapons (guns, crassbows, cruise mis- :
siles) and finally by good old punches, kicks, baseball ™
bats and “full copper re-pipes.”
If the situation is less clear-cut (a White Hat chances
upon a vampire, for example), the character with the high-

CHAPTER 3

and is too far away to grab it, the gunman gets to shoot ﬂf

 (spells and similar supernatural powers) go first, fol- =
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est Dexterity (modified by Fast Reaction Time) goes first.
If both sides have the same Dexterity (and they both have
or lack Fast Reaction Time), each side rolls a die. The
higher roll wins; a tie means both characlers act at the
same time (really painful if they were punching each other
in the face). During subsequent Turns, determine
Initiative in the same manner, or award it to the charac-
ter who has momentum (whoever managed to connect a
punch without being hit back, for example).

AcrioN: Whoever wins Initiative attacks first (assuming
the Intention involved an attack). The target may be able
to defend against the attack. Attacks are resolved using
the basic game mechanic (see p. 99)—the player rolls' a
DI0 and adds the Attribute and skill involved, plus or
minus any modifiers. The defender does likewise, and the
higher (or equal if defending) roll gets their way (unless
the attacker’s total is below a nine, in which case every-
one just stands around looking foelish). When fighting
Guest Stars or Adversaries, attacks have to beat (defenses
beat or tic) the target’s Combat Score to be successful.
After the first attacker is done, the second gets to go (no
shocker there), and so on. If an attack hits, damage is
determined based on the attack’s base damage, the
Success Levels of the attack roll, the defender’s armor

and'any damage typc or other modifiers. This is also

when players (and you Directors) can spend Drama Points

to“,gclan edge during the fight (see pp. 126-131).

[\nﬁmtlvc ﬁlls x
< f your : I"aizu]uﬁciy, pas:hvely necds some- |
thmg o for their Initiative rolls, have

ch pl ger (ﬁ Ived in a combat rall a DIO and add 4
her character’s Dexterity  (plus any F #Ruchan

" Time bonuses) to the fpig] The chq(‘g bﬁ?lh the"

\hjghcsl total goes first, and so on.




ComBat MADEVVERS

Xander: Vou don't Know how to Kill this thing.
Buffy: I thought I might try violence.

Xander: Solid call

—2.18 Killed by Death

When the time for talk is over, and the time for sense-
less violence begins, a nice repertoire of action moves
can be a real face-saver. Punches and kicks are all right,
but spicing them up with flying jump kicks, feints, and
the ever-so-important stake through the heart is where
the Slayers are separated from the girly-girls. The
Combat Maneuver List on the character sheet gives play-
ers a place for all the information on the diverse ways in
which their Cast Members can inflict pain and suffering
on the forces of evil. The most common ways to do unto
others before others do unto you are described in detail
below. The appropriate roll modifiers, and the base dam-
age inflicted by the various Maneuvers is also listed
(damage is discussed more on pp. 116-118). Everything is
also gathered in a nice neat reference table in the
Appendix (see pp. 238-239). Handy or whal®

AIMING: Sometimes it pays to take careful aim—if the
character misses the vampire’s heart with a crossbow
shot, she may not get a second chance. Aiming delays the
shot action until near the end of a Turn. The player adds
Perception and the appropriate skill (Gun Fu for guns,
Getting Medieval for archaic ranged weapons) to the roll
or just uses the Brains Score. The shot action roll gets a
bonus equalite the Success Levels of the Aiming roll.

BOW SHOT: The Robin Hood mancuver. A character
can fire a bow as fast as she can draw and shoot; multi-
§ ple shots use the multiple actions penalties (see p. 114). A

. Bow Shot uses a Dexterity and Getting Medieval - 2 roll,
r Combat Score - 2, and its base damage is (4 x
trength) points (Slash/stab type; to a maximum of 20).
odifiers due to range are applicable (see p. 115).

" BREAK NECK: Before this maneuver may be attempted,
the character must succeed at a Grapple (see p. 110).
After that, the attacker rolls and adds Strength and Kung
Fu, or just uses the Muscle Score. The defender rolls and
adds Strength and Constitution. 1f the attacker’s roll is
higher, the base damage is (4 x Strength) points (Bash
type). If the total damage reduces the defender to -10
Life Points, she must pass a Survival Test (see p. 121) at
a penalty equal to the Success Levels of the last attack.
If she fails, her neck is broken, with fatal results, 1f the
defender is a vampire and the successful attack reduces’
it to -20 Life Points, the vampire has to pass the same
Survival Test. On the vamp’s failure, her head is ripped
off and she is dusted—gruesome but pretty impressive.

CatcH WEAPON: Isn’t it super cool when Buffy just
snatches sharp stuff out of the air® Don’t try it at
home—it’s only for trained professionals. This maneu-
ver uses a Dexterity and Kung Fu - 5 roll, or the Combat
Score - 5. If the catcher’s roll is not greater or equal to
the thrower’s roll, the weapon attack does an additional
+5 base damage (nothing like jumping into the flight
path of an object built for harm). On the other hand, if
the catcher’s roll works, she has a weapon all ready to
go. And remember, reusing helps save the Earth.
Angelus: That's everything, huh?. No weapons,

no friends. No hope. Take all that away and

what's ﬂifl”
Buffy (catehing blade): Me.

—2.22 Becoming, Part Two

CHOKE: Before this maneuver may be attempted, the char-
acter must succeed at a Grapple (see p. 110). After that, the
attacker rolls and adds her Strength and Kung Fu, or just
uses her Muscle Score. The defender rolls and adds her
Strength and Constitution (or again uses the Muscle Score).
If the attack result is higher, the base damage is (Strength
- I) points (Bash type). Furthermore, the defender cannot
breathe (see Suffocation, p. 122). She is at -2 to all
_acﬁ&ns—é_bcing choked to death can be quite distracting.

CROSSBOW SHOT: Crossbows are easier to use than

] buwlsg but they take longer to reload. Usually, it takes

one Turn to reload a crossbow after shooting (very hard

to do when & vampire is charging). Crossbow Shots use
a‘"‘;ﬁ‘ﬁxtcrity and Getting Medieval roll, or the Combat

g chr%, and do 16 points of base damage (Slash/stab type).
‘ )fgffﬁkrs due to range are applicable (see p. 115).

" DECAPITATION: Your basic samurai killing slash; it needs

a sword, axe or similar big slashing weapon. Decapitation
uses a Dexterity and Getting Medieval - 5 roll, or the
Combat Score - 5, but damage is multiplied by five (after
Success Level bonuses are added and armor effects sub-
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tracted; damage type is not applied; weapon damage is listed on p. 240). 1f the damage is enough to kill the victim, the
head comes off, and the rating of the show goes up to TV-M. Flashy way to dust vampires (see p. 168).

DisARM: Great for those times when a character needs to borrow someone’s knife and its current owner isn’t in the
mood to share or only wants to let her have it pointy-end first. Disarm uses a Resisted Action with a Dexterity and
Getting Medieval - 2 roll, or Dexterity and Kung Fu - 3 roll, or the Combat Score - 2 against the target’s Parry action.

'_Rr{?f}‘:t; (;m’;minfﬂ: Broke your arm,

3

Adam (unconcerned): Got another.
—4.21 Primeval /
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Dobce: This is where the hero ducks, somersaults or leaps out of the way of an
attack. Dodging hand-to-hand attacks can be done once per Turn without penalty;
dodging missile attacks (bullets, ninja stars, harpoons) suf-
fers a -2 penalty on top of any other modifiers. Use
a roll and add Dexterity and the highest appro-
priate skill (Acrobatics, Getting Medicval or
Kung Fu), or just use the Combat Score.

FeINT: The art of faking out the adversary
and smacking her from an unexpected direc-
tion. A Feint counts as a Resisted Action. 1t
uses an Intelligence and Kung Fu or Getting
Medieval roll, or the Brains Score, and is resis-
ted by the target’s roll adding Perception and .
either of those skills, or just the Brains Score.. | | ,
If the attacker wins, she can add the Success -/ &
Levels of the Feint roll to her next attack |
action roll against the same opponent.

GRAPPLE: Sometimes a character wants
to grab sameone and shake ‘em until her
teeth rattle in her head. She has to grap-
ple them first, though. Grabbing people is
fairly easy; use a Dexterity and Kung Fu
+ 2 roll, or the Combat Score + 2. The vic-
tim resists with a Dodge maneuver. Vampires
and other goon types often try to grab their vic-
tims either to capture them or set them up for
some necking action. The attacker has to decide
what part of the body to grab: limbs, the whole body,
. or the neck. When Grappled, the target is at -2 to
. actions that involve the grappled limb, or -l to all
" actions if grappled around the body. If both arms are
| grappled by two attackers, the victim is at -4 to most
‘rolls, and cannot Dodge. A neck grapple doesn’t impair
the target, but sets him up for either the Break Neck or
Choke action. The victim can try to break free with a
Strength (doubled) roll, or the Muscle Score versus
another Grapple maneuver.

Ruffr,r I may not sleep in the nude and wrestle
ﬂ!hqah'n Al

Faith: ‘Well maybe it's time you started.

—3.3 Faith, Hope and Trick

CHAPTER 3
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noggin in ways not recommended by the Surgeon

,; General. Head butts are very effective if she has Grappled
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GROIN SHOT: Hitting below the belt may be frowned
upon by the old-school pugilists, but they’ve been dead
like forever, so who cares what they think® The attack
employs another attack Combat Maneuver, with a -3
penalty to the roll or score. Damage is normal, but a
male victim must gain at least one Success Level with a
Willpower (doubled) roll (or the Brains Score) minus
double the Success Levels of the attack. If not, he is
knocked down and unable to do anything for the Turn.
Females arent completely unscathed either, but the
Willpower roll (or Brains Score) suffers only a -I penal-
ty. Every Turn after the first, the character can make a
new roll with a cumulative +] bonus to recover.

The groin shot can be used with several different
maneuvers. Kicks are the most common, but depending
on the relative positions of the characters, punches,
weapon attacks (nobody wants a baseball bat impacting
there) and even a head butt (you do what you gotta do
sometimes, eh?) may be used.

DEFINITELY EXAMPLE TIME: Willow gets really riled
and delivers a Kick to a brand-new vamp (see p. 169)
where it counts. After all is said and done, Will
winds up with an attack roll of 22 (pretty sweet), or
six Success Levels. She does her normal four base
points of Kick Bash damage, plus six for the Success

I Levels, but that’s not all folks. The vamp compares
his Brains Score (9) unfavorably with double Will’s
Success Levels (12). Things are not looking good for
the bloodsucker.

GU!QHUT. Your basic assault with a deadly weapon.
Point 'lowarﬁg enemy, pull the trigger. Big boom
ensues. Use a Dexterity and Gun Fu roll, or the Combat
Score. Base damage varies depending on the gun used
(see p. 240), but all benefit from Bullet type damage
(see p. 118). Modifiers due to range are applicable (see

. 115).

Heap BUTT: Sometimes, a character has to use the old

the target first, or in other very close action, because the
victim cannot really dodge out of the way. 1f the Head
Butt misses, though, that means she hits the person with

_ib;é wrong part of the head, and she takes the damage
- instead of the victim. Head Butts use a Dexterity + Kung
""Fu -2 roll, or the Combat Score - 2, and do (2 x Strength) "~

base points of damage (Bash type).

Buffy: Let me answer that question with a head
butt.

—4.1 ‘The Freshman

JuMp Kick: To impress friends and smite foes, few
things beat a Jump Kick. 1t’s not easy to do, but when
done right, it puts the kick back into “butt-kicking.”
Jump Kicks require two rolls, but count as a single
action. The first is a Dexterity and Acrobatics rall, or use
the Combat Score, to get airborne; the second is a
Dexterity + Kung Fu - 3 roll, or Combat Score - 3. The
kick does 3 x (Strength + 1) base points of damage (Bash
type), and gains an additional damage bonus equal to the
Success Levels of the Dexterity and Acrobatics roll or
Combat Score. Of course, if either of the rolls miss, the
Jump Kick becomes a Jump Stumble (the Cast Member
falls down and loses untold style points). A*Jump Kick is
the only attack action the character can attempt on that
Turn (no multi-actions with this puppy).

Kick: The plain vanilla kick is a simple yet effective
way to put a hurting on someone. If a kick is parried,
the target has a golden chance to try and Grapple the leg,
though. The Kick uses a Dexterity and Kung Fu - | rall,
or the Combat Score - |, but football and soccer players
can replace Kung Fu with Sports if they like. Ditto for
ballet dancers (use Art instead of Sport). The Kick’s base
damage is 2 x (Strength + 1) points (Bash type).

KNOCKOUT: Sometimes a character wants to take
somebody out without inflicting permanent da 3
Any Bash attack (Punches, Kicks, baseball bats, and so
on) can be turned into a Knockout attack, using a
Dexterity and Kung Fu - 2 roll, ar Dexterity and Getting
Medieval - 2 roll, or the Combat Score - 2. The total
damage of the attack is halved, but the victim has to
make a Constitution (doubled) roll (or use the Muscle
Score) with a penalty equal to the Success Levels of the
Knockout roll, or she goes down for the count.
Recovery from a knockout is in your fiendish Director-y
hands; the victim may recover in a few turns, or wake up
an -haur later . . . possibly in captivity.

aaa(sfow Giles. At least you didn't
get .Qnacge({ out for a change.
—5.1 Buffy vs. Dracula

“N'ELEE WEeAPON: This covers swinging swords and
_axes, stabbing, and other close combat actions that
- involve sticking foreign objects into other people, or

§ﬂ“’i’%ing said objects onto them. It uses a Dexterity

_an etting Medieval roll, or the Combat Score.

bg]] ar hockey players can substitute Sports to

5="“‘an”shck like weapons (fencers and archery enthusi-

asts use Getting Medieval, though). Since weapons do
different types and amounts of damage (see p. 240),
each weapon should have its own listing in the Combat
Maneuver List.

RuLES, BORDERS
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PARRY: Your basic blocking move, used to deflect
punches, kicks and other close combat attacks.
Weapons may only be Parried by weapons; a hand-to-
hand attack may be Parried by a weapon and that’s
going to cause normal damage for that weapon to the
bonehead who rushed in unarmed. A Parry uses a
Dexterity and Kung Fu roll, or a Dexterity and Getting
Medieval roll, or the Combat Score. Thrown weapons
can be parried at a -2 penalty. Arrows and crossbow
bolts are parried at a -6 penalty. No character can parry
bullets unless she arrived in Sunnydale on a transparent
plane from some Amazon island.

PuncH: Closed fist, traveling quickly towards the target.
Uses a Dexterity and Kung Fu roll, or the Combat Score,
and does 2 x Strength points of damage (Bash type).
‘Nuff said.

Buffy: I'm going to have to punch you arent I?
Willy: Just once and it don't have to hurt, just
make it look good.
(Buffy cocks her arm)
Willy: Ohfth. Oww.
Buffy: Not yet. I haven't touched you.
—4.14 Goodbye Iowa

" SLAM-TAckLE: The All-American football. mancuver
that can stop touchdowns or bring down flecing vam-
pires. Tackles use Strength and Sports rolls, or Muscle
. Scores, and can be Dodged but not Parried.. On a suc-
: cessful h:l. the target takes 2 x Strength base points of
type) and, if she fails to resist with a
Strength (no oubled) roll or the Muscle Score divided
by two, she gaes down hard. At the end of a successful
Tagkle, the attacker can Grapple the victim’s legs or
torso without rolling. Tackling is the only attack that
_ can be attempted on that Turn (no multi-actions here
- either, nice try).
" SPIN Kick: This is a spinning or roundhouse kick, hard-
er ta execute but delivering more damage. When a char-
acter really wants to leave a mark, she should use a Spin
" Kick. This move has the same potential problems as the
egular Kick, described above. It uses a Dexterity and
Kung Fu - 2 roll, or the Combat Score -2, and does 2 x
(Strength + 2) points of base damage (Bash type).
" STAKE: Poking someone with a sharp pointy thing is
"'going to hurt no malter who it is.. Still, if it's not a

using a knife. Stake poking uses a Dexterity and Getting
Medieval roll, or the Combat Score, and does 2 x
Strength points of base damage (Slash/stab type).

CHAPTER 3
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Buffy: Why don't I put a stake through her heart?
Giles: She's not a vampire.
Buffy: Vou'd be surprised how many things
that'( Kill
— 3.9 The ‘Wish

Sweep Kick: Just the thing to slow down a charging
demon, the Sweep Kick does little damage but sends foes
to the ground by kicking their feet out from under them.
This special kick uses a Dexterity and Kung Fu - | roll, or
the Combat Score - 1. 1f it hits, the defender takes Strength
points of base damage (Bash type). Further, the defender
must resist with a Dexterity and Acrobatics roll, or the
Combat Score to keep her feet. 1F not, she falls down.

TAKEDOWN: This includes judo throws, wrestling
moves, trips and similar methods of making an enemy
kiss the ground. The Takedown uses a Strength and
Kung Fu roll, or the Muscle Scare, 1f the target fails to
Perry or Dodge, she hits the mat and takes Strength
points of base (Bash type). Otherwise, the defender takes
no damage and the Takedown fails.

THROUGH THE HEART: A classic, and for good reason—
nothing says “Slayer” better than the traditional wood
pmr;mg the cold heart of the undead. This attack has no
effect on some creatures, but most things, including peo-
pie, find it hard to survive after a sharp piece of wood
ets stuck in or near the old ticker. Attacking the heart

-usns ‘the appropriate Combat Maneuver with a -3 penalty,

or the Combat Score - 3. Damage to non-vamps is
quadrupled (after applying the base damage, Success
Lmsc!s armor; this multiplier replaces the damage type
mdiﬁer) I’s even worse for vamps (times five dam-
age), but you have to stick them just right (see pp. 167-
168). Through the Heart is used principally with Bows,
Crossbows, Stakes, and Thrown Stakes but other imple-
ments can and will be used.




 _ the attacker lets her go.
Wremains Grappled.

THROW WEAPON: The art of taking a properly balanced
weapon and throwing it at a target. The range of this
attack is two yards plus two yards per Strength level.
Throw Weapon uses a Dexterity and Getting Medieval - |
roll, or the Combat Score - |, and the base damage varies
by the weapon tossed (see p. 240).

Toss: Your basic “pick up victim, then hurl victim
across the room just to prove how badass you are”
move. The defender must be Grappled first (see p. 110)
and the attacker must have a minimum Strength 4.
Then, the attacker uses a Strength (doubled) - 4 roll,
or the Muscle Score - 4, and the defender resists using
a Strength (not doubled) roll or the Muscle Score divid-
ed by two. If the attack succeeds, it does Strength
points of base damage (Bash type). Also, the defender
is tossed one yard for each Success Level in the roll,
and is knocked down automatically. 1f the attack fails,
the defender remains Grappled, but takes no damage
and doesn’t go anywhere. Oh, and the attacker looks
pretty silly.

Buffy (cautiously to April): 3 . . . Listen . . .
maybe you and 1 should talk. Because, throw-
ing Spike through a window, that's . . swell,
that's good. But in general—

—5.15 I ‘Was Made to Love Vou

WRESTLING HOLD: This is a half-nelson, full-nelson, or
pretzel twist, in which the character immobilizes the
enemy, usually by grabbing her from behind and twist-
ing one or both arms. This requires a successful Grapple
(see p. 110)., After that, the defender can resist with a
Strength or Dexterity (whichever is better) and Kung Fu
roll, ar the best of her Combat or Muscle Scores. 1f the
attagker wins, the defender is at -l to all actions for
every Success Level in the attack until she breaks free or
Otherwise, the defender

ComBat ComprLications

Tara: Face-punching, I'm not so good with the
whole . . . (imitates throwing punches)

Willow: Swimmning?

Tara: Violence.

—1. 15 This jl’{.’m".\' (_Er'u"

In the Buffyverse, fights don’t happen in neat boxing
rings and the rules are less Marquis of Queensbury and
more Marquis de Sade. There’s no such thing as a fair
fight with the undead. Below are some complications
that can add spice to Slaying activities.

-

ATTACKING FROM BEHIND: Psst, a word of advice—if you
have to stab somebady, stab her in the back—otherwise it
ruins the surprise. A distracted opponent (like a vamp
busy strangling a Slayerette) cannot defend against attacks
from behind. Targets with Situational Awareness are the
exception; they can defend, but at a -2 penalty. At your
discretion, other would-be victims may get a Perception
and Notice roll before they are bushwhacked; in that case,
they can defend with a -2 penalty.

FuLL DerFeNSE: Sometimes, fighting is not the best option.
Going fully defensive allows the character to defend
against two attacks at no penalty (and against others if
extra actions arc available), and gives her a +3 bonus to all
defense actions (Dodges and Parries, for the most part).
No attacks are allowed on the Turn the character goes into
Full Defense mode. This is a good idea for White Hats and
Guest Stars (particularly those with Combat Scores below
nine) who want to keep their enemies busy until help
arrives, Asking for one’s mommy doesn’t provide any
banuses, but might make the character feel better.

FuL Orrense: Here the character attacks recklessly,
without worrying about defense. Best reserved for sur-
prise attacks or suicide troops. It's also good when sever-
al attackers are going after one target. The character gets
a +2 bonus on all attacks in that Turn, but cannot defend
ag_afést any attacks. Note that for those most feeble of
‘Guest Stars and Adversaries (Combat Score 8 or lower), the
cmb? ey to have any chance of success when attacking is
iu 30 Full Offense, or use a Drama Point (see p. 126).

Kpocxvows AND FIGHTING WHILE LYING DOWN: Getting

; knas%‘cd on one’s bottom is a bad thing. When a char-

ar is knocked down, she cannot attack for the remain-

e _ ' éb@thc Turn, and defenses are at a -2 penalty. Getting
up quu:kly requires a Dexterity and Acrobatics roll (get-

ting more than two Success Levels does it with that oh-
so-cool flip and snap thing). A number of Combat
Maneuvers result in a knockdown. Also, any blow that
inflicts more than triple the victim’s Strength in damage

RULES, BORDERS
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(before accounting for Slash/stab or Bullet modifiers)
may result in a knockdown, at your discretion (only do it
if it seems dramatically appropriate).
'Buﬁg J‘\un‘mm fike ¢ gettin’ your ass Kicked to

. make your ass hurt.

—5.6 Family

MuLTIPLE ACTIONS: Characters can attack once and
defend once a Turn at no penalty. Fast and furious

fighters however, can do more. Those with Dexterity 5
or greater gain extra actions per Turn according to the
Additional Actions Table.

Additional Actions Table
Dcﬂtcrm;

Addmonal Actmns

e i i y

For those more formula oriented, subtract four from
the character’s Dexterity, then divide by two, rounding
up. This is the number of extra actions the character
,may take in one Turn.

The extra actions may be taken as attacks or defenses.
)\d is difficult to do more than two things at once (or

W mind chew gum for some of us), additional actions

 suffer cumulative penalties of -2. The player only rolls
, once-;fsuc ive attacks or defenses cach reduce the
total by two. If the target defends against any of those
attacks, the character cannot continue attacking on that
Turn. Again, we summarize with an Additional Actions
Penalty Table.

Additional Actions
penalty Table

Action penalty

If a character is faced with more than one attack in a
Turn, but has only one defense available (either because
she is of insufficient Dexterity, or she has used or plans
to use her additional actions as attacks), the undefended

@ ¥ | GHAPTERIS

| (the first attack or defense has no penalty; each or(ex“

o ,a-Z penalty to all actions in the ncXLT n. So, a
character who takes three ﬁditio'nd%;ns i&ane

attacks land if the roll is nine or greater. A character
without defense actions resists attacks with a zero total.

EXAMPLE ME, BABY: Jamie, a Slayer with Dexterity 7,
finds herself in an alley with three vamps. She’s in
a hurry so she decides to attack each vamp in one
Turn. That’s fine, her high Dexterity allows her two
additional actions in one Turn, which she decides to
take as attacks. Still, the second and third suffer
penalties. She rolls and adds her Dexterity and Kung
Fu; the result is 20. That's over the first vamp’s
Combat Score of 18, so he gets hit. Jamie’s second
attack uses the same result (20) but subtracts two
and becomes an 18. That ties the second vamp’s
Combat Score (18 as well), so the blow doesn’t land
(ties go to the defender). Finally, Jamie does not get
her third attack as the second vamp defended suc-
cessfully against her.

Now Jamie has a problem. She has one defense
action available at no penalty. Unfortunately, she has
two uninjured vamps in her face. They both swing at
her. One she counters with a Parry roll of 19. The
other strikes unhindered; his Combat Score (18) is
greater than the minimum success total (9), so he auto-
matically connects. Let's hope he’s a weak undead.

(mﬂnple Actions p*ennltms 2

. The basic mquple action rules limit charac’ters?c
‘a certain nu‘mbm‘é? actions.  This is done for sim-
plicity’s sgk’q&im'j.!ruih, a character should be able to
Lact as manﬂfrdsl as she wants in a turn. rﬁt the risk
of some additianal Curmplcn;g: some of you ﬁl rectors
J may decide to handle multiple actions differe
" Cumlativé ‘and Universal Penalties: Each 2
tional action declared in the Intentions phase of
combat adds -2 to all actions that phase. That,
means if a character declares four attacks or four
defenses in a Turn, each action suffers a -6 penalty

* after that incurs a -2). This df s characters 10 act (; 9
as much as they want, at the ei’pcnsq,bf degrading
all their actions.. \:
' Off Balance Pmlﬂ'(b:i der this optiatm] rule,
each extra action taken in one Turn imposes a base -

Turn suffers a -6 to all actions in the ain,
the limit oﬁ a ons is removed, but the frenzyﬁf

‘aclwlty makes characipr hlghly ineffective and
Qulnersblcﬂhé o 54 _f,y




2Bl 1y

e T 111‘” ;4- ﬂ[llﬁl‘

MULTIPLE OPPONENTS: Numbers count. When two or more
attackers gang up against a single target, they get a +1 bonus to all
actions for each attacker, to a maximum of +4 for four attackers (more
than four attackers just get in each other’s way). So, if two vamps
attack a Slayer, they each get a +2 to their Combat Score. By the same
token, if three White Hats charge a demon, they get a +3 bonus to
their attack and defense rolls. On top of this, if the defender does- ./
n't have enough actions to defend against all attacks, they resist }
those additional attacks with a zero defense roll. Here is another
way for below-nine Combat Score characters to have a chance of
hitting their opponent—attack in numbers.

SLAYAGE IN BONDAGE: Sometimes, the bad guys don’t just want
to kill. Sometimes they want to tie a character up. When tied
up, chained or otherwise restrained, fighting is a lot more dif-
ficult. 1f the character’s legs are free, she can Kick at no
penalty. If she can move (i.e., isn’t bound to a stake or
chained to a wall), she can also Head Butt people. If her
arms are tied in front of her, she can Punch at a -2 penal-
ty. Getting free uses Dexterity and Acrobatics, with penal-
ties from -1 (the bad guys were never in the Boy Scouts) g3
to -6 (a few miles of rope used, or police handcuffs). gl

i 44
Guns, CROSSBOWS AND ',
OTHER IMiSSiLES r

Buffy: Cool Crossbow! Huh. Check out these babies.
Fmm. {_.-nmﬁ!‘m stakes, hello flying fatality.

—1.7 Angel

Why resort to fisticuffs when enemies can be dispatched via
long distance® While guns are not used very often in the
Buffyverse (sec Gun Control, p. 116), they are a fact of life.

Generally speaking, missile combat works just like regular com-
bat. Attackers make their rolls or use their Combat Score, and the
target tries to defend (usually by Dadging). Dodging gunshots and
the like is difficult, though; a Dodge against missiles suffers a -2
penalty on top of any others that are applicable (the character is
busy ducking for cover). If there is no available cover, the mis-
;sile weapon Dodge penalty increases to -4.

' RanGE PENALTIES: To keep things simple (this aint the Black®
~ Hawk Down RPG, y’know), assume no penalty at Short Range,
~ a -l penalty to shots at Medium Range, and a -3 penalty to shots
~ at Long Range. Short range is under five yards for pistols and
| 20 yards for rifles. Medium range is under 20 yards for pistols
and under 100 yards for rifles. Long range is up to 50 yards Fcﬂp:stols
and up to 300 yards for rifles.

MULTIPLE SHOTS: If shooting doesn’t work at first, shoot them Lzlg«sm‘n
and again. Most guns can fire more than once in a five-second period
(in fact, most handguns can be emptied in five seconds). Roll and add
Dexterity and Gun Fu; each additional shot uses the same roll, but
drops down one Success Level. Bows use the Multiple Actions rules
(see p. 114). Crossbows and other single-shot weapons must be
reloaded after each shot.

RULES, BORDERS
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AuTOMATIC FIRE: Automatic weapons (assault rifles and
machine guns) can fire a constant stream of bullets until
the gun runs dry or the barrel overheats. Trained soldiers
fire bursts—controlled gunfire that sends three or more
bullets downrange. For bursts, make one attack roll; each
Success Level in the roll allows one bullet to hit the target.
The base damage for each bullet is modified by armor, and
then added together before applying the Bullet type modi-
fier. Success Levels do not affect the damage calculation.

GUN CApACiTY: Typically, handguns are either revolvers
(with five to six shots in the cylinder) or semi-automatics
(with seven to 15 shots in the magazine). Hunting rifles
and shotguns have one to five shots. Assault rifles and
sub-machine guns have 20-30 shots in a magazine.

A s T LU

DAanE
How IMvuck DoEs It Hur?

I'm sorry, I ¢
Are you oKay?

'ﬂq,{fy: Oh, ,uu_)f,r‘_:,: Xander.

guess I got carried a wai.
Xander: I'm alive. I can tell ‘cause of the pain.
Buffy: Do you want to sit down?

Xander: I'm not that bendy. I could lean.

—5.15 I ‘Was Made to Love Vou

Land enough punches and kicks on somebody, and
something is going to break. Slaying is a dangerous job,
and the Cast Members should expect their share ofJumps,
cuts and bruises. The occasional visit to the emergency
room or even, for extreme cases, the morgue is not out
of the question (although usually the Cast visits the
morgue as investigators rather than as paying customers).

When an attack hits a defender, subtract the total dam-
age inflicted from the defender’s Life Points. Once her
Life Point pool is depleted, the character is at risk of los-
ing consciousness or dying. Armor can protect the
defender from some harm (see p. 12]).

Players should probably write down their characters’

Life Points on a picce of scrap paper, and subtract from

it rather than erase and scribble on the character sheet

(neatness counts, and besides those eraser crumbs are so
. skeevy).

Guns are rarely used in the BtVS' TV shaw, Still,
many players may opt farthe "Rambo Option” when
fighting the supermtura] ‘and festoon themselves in
military hardware. This is. likely to be rnorc trouble
than it's worth, though. ™

First of all, guns‘are, Joud. Your typical ccmctery
fight, using hands,, feet and assorted-medieval cutlery,
does ‘not make enaugh nois¢ ta be noticed by the
neighbors (especially in Sunnydalc where people
~quickly learn not to be too curious):

“soon results in 91l calls and the attention of fthe |
authorities: Unless the Cast Members want to engage

. in open warfare with Jo€al and state SWAT teams,
gun use is a no-no. Even the Initistive does not.use
guns extensively, especially in American cities, where
the danger of collateral damage is so high.

Sécond, guns leave a trail. Bullets and guns can be
traced to their crimes (and even to crimés that the

\iurrenl user ‘wasn’t aware of) through ballistic

gun ‘control.y

Guns can bq ;
heard several blocks away, and a running gun battle’ L

\

forensics. Thase using guns wind up with detectable
residue on their hands and clothes. Next thing you
knaw assorted law enforcement agents are knocking
on the ‘door (or more likely, knocking down the | \
door). S]ayers and other supernatural hunters don’t
want to a’ttrpd too much attention; because they are
much murc1:ﬁgly Yo end up behind bars than they are
to convince ﬁ\qjauihormcs that they are fighting the™
good fight. Guns can; be acquired illegally, but that
means the characters will be dealing with criminals
of assorted kypes Not sométhing conducwe to Iong-
term profits or! hca‘lﬂ'l .

Finally, guns arfrtt ‘very eHective against vams
pires. Bullets hurt vpn:iplres, ‘but they take a rmm- f
mal amount of damage from them (see p. 167).
takes  several shots to knock down your typical
bloodsucker, which brings us back to the “guns are
loud” bit—one shot might be lgndred, but five or six)
are going ta be noticed. When it comes to slaying
the undead, the old ways work best.” . - )

i
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Each attack action has a base damage number or a
formula. 1f it is a number, the base damage is fixed, an
inherent characteristic of the weapon—a .45 pistol does
the same base damage for everybody (it’s very demo-
cratic that way). Formulas usually depend on the
Strength of the attacker—a punch from a 400-pound
demon is going to hurt more than a punch from either
Mary Kate or Ashley. Do the calculations once, and
write the base damage of the attack on the Combat
Maneuver List.

During play, the actual damage inflicted is equal to the
base damage, plus one per Success Level of the attack
roll, minus any Armor Value possessed by the defender
(see p. 121), multiplied by any damage type or other mod-
ifier (see below). That’s a bit complicated, but once you
play through a few combats, it will become much easi-
er. The character sheet has the Success Level Table
right by the Combat Mancuver List, so a quick glance
provides that information. Quick Sheets have the
Success Levels of the Combat Score worked into their
damage entries.

EXAMPLE AWAY: Season One Xander has Strength 2.
The Kick base damage formula is (2 x (Strength +
1)); enter two into the formula, and voilal Xander’s
Kick inflicts a base damage of six points, After an
attack roll, he also gets to add the Success Level to
this base damage. So if Xander gets twa Success
Levels on a kick attack, he adds two to his base six,
for @ total damage result of eight Life Points.

EXAMPLE TWICE: Season One Xander uses a knife in
the next combat. Knife base damage is (2 x Strength),
or four for Xander. After an attack roll with two
Success Levels, the damage becomes six. Further, a
knife is a Slash/stab weapon (see below), so the final
damage is doubled to 12 Life Points.

EXAMPLE THRICE: Seasan One Xander is now loese
with a pistol. The gun has a base damage of 12 (no
. formula_this time). Xander’s two Success Level

" altack raises that to a 14. His target is wearing a
. bulletproof vest, though, which subtragts 10 from
" the damage, leaving a mere four. Bullet damage—

_the kind imposed by the gun—is doubled after
armor (see below). So, the final damage result is
cight Life Paints.

S(ANET

al o

'I‘YPES ofF DamAGE

Darla: So marny body parts, so few bullets.
begin with the !\Huut,m No fun dancing
without them.

Let's

—1.7 Angel

There are four types of damage: Bash, Slash/stab,
Bullet and Fire. None of them are good for a body, but
they affect people in slightly different ways.

BasH DAMAGE: This covers any attack by & blunt object
(fists, two-by-fours, falling safes, and so on). Bash
attacks reduce Life Points normally. It is the only type
of attack that can be used to knock out a victim (knives
and bullets tend to knock people dead). Armor (natural
or worn) and the Natural Toughness Quality protect
against Bash damage.

SUASH/STAB DAMAGE: Pointy or sharp objects cause blood
loss, puncture vital organs, and do other gross and gory
stuff. Double this damage against normal humans, after
subtracting for armor or similar protection (if any).
Weapons with sharp edges can be used to cut off limbs or
heads; if a limb is attacked and the damage is enough to
reduce the victim to zero Life Paints, the limb has been
severed (see also the Decapitation Maneuver, pp. 109-110).
Sms_iglﬁ damage modifiers are not used with attacks
Th?ough the Heart (see p. 112) or monster Bite attacks (see

~p:166); in that case the Through the Heart or Bite multi-
ﬂler replaces the Slash/stab damage multiplier.

| JEXAMPLE THIS: Faith stabs a Watcher and inflicts 26
p‘lﬁ;‘lts of demage. Since the Watcher is human, this

is doubled, for 52 paints of damage, which likely is
:gmng to do it for the poor chap. 1f the Watcher had
been wearing a thick tweed jacket (Armor Value 2),
two of the 26 points would have been subtracted,
reducing the initial damage to 24, doubled to 48—
better, but still not real healthy.

RULES, BORDERS
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BULLET DAMAGE: Bullets do nasty things to people.
They mostly wark like Slash/stab attacks, doubling
against normal humans after armor is subtracted. Some
critters (vampires especially) take very little damage
from bullets, however. Bulletproof vests are very good
against Bullet damage, but not so good against
Slash/stab attacks.

FIRE DAMAGE: Burns are really bad. Fire can scar hor-
ribly, and Fire damage heals more slowly than normal. A
person on fire takes three points of damage every Turn
until somebody puts her out. 1f more than 20 points of
Fire damage are inflicted on a character, some scarring
occurs (assuming the victim lives). Fire damage also
heals at half the normal rate; the player should keep track
of fire damage separately. On the plus side, fire can kill
vampires, if they burn long enough.

THe SIMPLE OPTION: If you and your players want to
keep things simple, have all damage work the same way
as Bash attacks—no doubling effect, no healing modi-
fiers and so on. This option is not very realistic, even in
the Buffyverse (when Buffy wields a knife or axe, you
know that things are about to get serious), but it is eas-
ier to remember.

-

s
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CHAPTER 3

WEearon Descrirfions

Oz: So, do you quys steal weapons from the
Army a lot?

Willow: Well, we don't have cable, so we have
to maKke our own fun.

Oz: I get you.

—2.14 Innocence

The following weapons may be used during the game.
Their base damage codes are gathered in a convenient
and spill-proof container in the Appendix (see p. 240).

ASSAULT RIFLE: Standard issue military weapon, usually
with a 20- to 30-round magazine. lllegal in most places,
except for the military and SWAT teams. Can fire bursts.
Base damage is 16 points (Bullet type).

Axe: Used by fire departments and medieval knights,
although for different purposes. Long-handled axes can
be wielded two-handed (add +| to the effective Strength
of the character). Does base damage of 5 x Strength
points (Slash/stab type). This drops to 4 x Strength
points of base damage when the axe is thrawn.

BASEBALL BAT: Basic sporting goods, used in a non-
sporting way. Typically used two-handed (add +| to the
effective Strength of the character). Does 4 x Strength
points of base damage (Bash type).

Giles: It is a bit of a puzzle. 1 haven’t actually
ever heard of someone being attacked 59‘ a base-
ball bat.

Xander: Maybe it's a vampire bat. (off their
[6oKs) I'm alone on that one, huh?

—1.11 Out of Mind, Out of Sight

BATON: This covers any small stick—a police baton, a
belaying pin, or half of a busted pool cue. Good for
smacking people around and making ‘em respect author-
ity. Base damage is 3 x Strength points (Bash type).

BiG Ass PisToL: The kind of gun that shoots through
buildings. Just the thing to put the Dirty in your Harry.

Includes .44 Magnums, Eagle .50 cals, and other massive

hand\cannons. Often a sign of insecurity: give wearers

“a hug and tell tem it’s not the size that matters but how

youuse it—but don’t be surprised if you get shot. Big

Ass’@wlols tend to have a low bullet capacity (under 10

Does 18 points of base damage (Bullet type).

il IJ\B]GASS SWORD: A big, heavy sword that must be used

two-handed (the +] to Strength is already built-in). Base
damage is 5 x (Strength + 1) points (Slash/stab type).

Bic KNIFE: “You call that a knife®” Your typical chmy-
godthatsabig knife. Does 3 x Strength points of base

damage (Slash/stab type).
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Angel (calmly): Put that gun down.

Riley: It's pretty much all I got left, so I'm
thinking not. He attacked four of my men,
Buffy. 1 think he's up to his old tricks.

—41.20 The Yoke Factor

Bic PisTOL: A big gun, like a .357 Magnum, a .45 Colt,
and other “makes big holes in people”-type weapons.
Most of these guns have less than 10 shots in their mag-
azines (revolvers have six shols). Base damage is 15
paints (Bullet type).

Bow: Neat primitive weapon for killing people at
range. The maximum effective Strength when using a

" bow is five. That means if the user’s Strength is greater

y ‘il}':.
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" HunTInG RIFLE: Your basic deer-hunting rifle, typically

[ 3¢

than five, the base damage tops out at 20. Does 4 x
Strength points of base damage (Slash/stab type).
CROSSBOW: See bow. Not as fast, but easier to use and
way cool-looking. Base damage is a fixed 16 points
(Slash/stab type).
Riley: 1 don't Know. He may have a bunch o f
swell party tricks but he's still just a vampire.
I say we load up with stakes and crossbows
and go after him now.
Xander (raises his hand): Second.

—5.1 ‘Buffy vs. Dracula

.30-06 or .308 caliber. These weapons usually are either

. single-shot or have 5-10 rounds in a magazine. Does 20 &

points of base damage (Bullet type).

KNIFE: Switchblades or easily concealed knives, used by
thugs and lowlifes. Base damage is 2 x Strength points
(Slash/stab type). This drops to 2 x (Strength - I) points
when the knife is thrown.

" PiGsTICKER: A little knife. Kinda cute actually, s’long as
the handle isn’t sticking out of your body. Does 2 x
(Strength - I) points of damage (Slash/stab type). This
drops to (Strength - I) points when the pigsticker is thrown.

PisToL: Your typical handgun, this covers most palice
issue weapans (.38s, 9mm, and so on). Revolvers are stuck
at six shots per gun; pistols can have as many as |7 rounds
in a magazine. Base damage is 12 points (Bullet type).

PisToL CROssBOW: A little crossbow with a pistol grip.
Needs reloading after cach shot. Does 10 points of base
damage (Slash/stab type).

PorGuN: Small-caliber, easily concealed gun, used by
cheap criminals, little old ladies who want protection
and other wimpy gun-owners. Does base 9 points of
Bullet damage and generally has 10 bullets.

QUARTERSTAFF: Basically a long stick, very nifty for
attack and defense. A pool cue can double as a quarter-
staff, and the narrow end makes a decent stake substitute
(use Stake damage for the “sharp” end). Used with both
hands (damage bonus already factored in). Base damage
is 3 x (Strength + 1) points (Bash type).

Giles: . . . Now, you show me good, steady

progress with the quarterstaff, and in due course

we'll discuss the crossbow. Put on your pads.

Buffy (laughs): 1'm not gonna weed pads to

fight you.

Giles: Well, we'll see about that. ‘En garde!

(Buffy trashes him,)

Giles (stunned): Good. Let’s mave on to the

crossbow.

—1.7 Angel

SHOTGUN: Ssshhh, we’re huntin’ scwewy wabbits . . .
and blowing them into little pieces. Sawed off versions
suffer a -2 when rolling, but are easier to conceal. Does
base 20 points of Bullet damage and has two bullets.

SPEAR: Pointy thing at the end of long stick. Fairly com-
mon in ancient times; very rare nowadays. Used two-

RULES, BORDERS
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handed (damage bonus already factored in). Base damage is 3 x (Strength + 1) points (Slash/stab type). This drops to
3 x Strength points when the spear is thrown.

[ L L

STAKE: Usually wood. Usually homemade. Often improvised. Don’t leave
home with it. Does base 2 x Strength Slash/stab damage. This drops to
2 x (Strength - 1) points when the stake is thrown.

SUBMACHINE GUN: Basically a pistol that shoots a bunch of
bullets very fast. Nice to have in your corner when the
going gets nasty. Can fire bursts, and have 30 bullets.
Base damage is 9 points (Bullet type).
M. Trick: Why do they always gotta be using
swords? It's called an Uzi, ya chump! Could
have saved your ass right about now.

—3.14 Bad Girls

Sworp: Rapiers, broadswords and other large pieces of
cutlery. This also covers katanas and other fancy weapons.
Some of these weapons can be used two-handed; in that
case, add +! to the effective Strength of the wielder. Does
base 4 x Strength points of Slash/stab damage.

TASer RiFLE: Used by the Initiative, this weapon fires an
electrical charge that does little damage but knocks out
most targets, even vampires. When hit, the victim takes
some damage from the charge, and must make a Constitution
(doubled) roll (or use the Muscle Score) at a penalty of five plus the
Success Levels of the attack. On a failure, the victim is knocked out.
Even if the target manages to stay conscious, the shock gives her
a -2 penally to all actions (including resisting another shock)

for the next four Turns. Multiple shots have cumulative penal-
ties. Base damage is 5 points (Bash type).
Xander: So, here it is. The latest i state-of-the-art
combat technology. 1 gotta say, it doesn't look that
complicated. = )
Buffy: Socan you tepair it?
Xander: Sure. As soon as 1 get my masters
degree in advanced starship technology.

—41.15 This Vear’s Girl

S TRANQUILIZER GUN: Great
™ for bringing down animals
without hurting them. Also good for dealing
i with werewolf friends and for taking specimens
for the Initiative scientists to play with. A typi-
cal dose of tranquilizer is a narcotic poison with
% a Strength 6 (see p. 122). Each Success Level in
“Rhe poison roll reduces the victim’s Strength by one
" Hevel. 1f reduced to 0, the target falls unconscious

for one hour. Reduce this unconsciousness time by

10 minutes per Constitution level (minimum of 10
minutes). Vampires and some supernatural beings
recover much faster.

4
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ARMOR

Jenny: Oh, God, I am so sorry!

Giles: 1 think I'm alright.

Jenny: No, you're just in shock.

Giles: No, no, rf:llﬁ'_i_;, I uh, Idon't Hr_:}_f& it went
in too deep. The . . . advantages of layers of
tweed. ‘Better than Kevlar.

—2.11 Ted

Armor is not very common in the Buffyverse, but cau-
tious demon hunters may decide to avail themselves of it,
and the occasional demon or secret society uses archaic
armor. Armor works by absorbing or deflecting some of
the force of an attack, keeping sharp stuff away from the
character’s vitals and cushioning against impacts. Armor
has, not surprisingly, an Armor Value, a number that sub-
tracts damage from an attack.

Armor has its disadvantages too: it can be cumbersome
and it can attract unwanted attention.  Even in
Sunnydale, walking around in a full knight’s suit of
armor is going to make heads turn. In addition to the
armor described below, some creatures may have natural
armor in the form of scaly skin or bony plates.

An Armor Table showing various Armor Values is
located in the Appendix (see p. 24).

Pl 1
. Bap Stvrr: Imjury
Ethan: Sweet child. Now, this may sting a little
}us!.a Wt But don't worry, that'll go away
b om e searing pain KicKs in.
i —2.8 The Dark Age

If a Cast Member is hurt enough, bad things start to
" happen. Characters reduced to 10 Life Points or below
" arc severely injured, and find it hard to continue fight-
“ing; all combat rolls are at a -2 penalty. 1f reduced below
! five Life Points, this penalty goes up to -4.

When reduced to zero Life Points or below, uncon-

| sciousness or incapacitation (i.c., the character is con-
\scious, but can only lie there and work very hard on

#"-. character at -4 Life Points (she has taken enough dam-

points on top of that) has a -4 penalty to her con-
sciousness roll. The Resistance (Pain) Quality aids con-
sciousness rolls, and reduces wound penalties.

ﬁnﬁb;ng) is likely. The player has to make a roll mod-
fied by both Willpower and Constitution, at a penalty of |

 ® -1 for each of the character’s negative Life Points. Soa 3 *

age 1o reduce her Life Points to zero, and four'more

SURVIVAL TEsTs: If the character is reduced to -10 Life
Points or worse, death is a possibility. She has to make
a Survival Test. This uses Willpower and Constitution
(just like consciousness rolls), and suffers a -I penalty
for every 10 points that the character is below zero (i.e.,
a character reduced to -32 Life Points would have a -3
penalty to the Survival Test). The Hard to Kill Quality
provides a bonus to Survival Tests. 1f the character
passes the Test, she lives. If she doesn’t, she Passes On
to the Great Beyond (cue somber music). Remember
those Drama Paints! '

Stow DeATH: If a character is below -10 Life Points
and makes a Survival Test, but doesn’t get medical help
within a minute, she may still die. Survival Tests are
required every minute after the first, at an additional -1
penalty per minute (so after five minutes, the addition-
al penalty would be -5; half an hour later, it would be
-30, and even a Drama Point may not be enough to save
her). A successful Intelligence and Doctor roll stabilizes
the character, and eliminates any need for further
Survival Tests (based on that injury).

DviNe WORDsS AND AcTIONs: Characters who fail a
Survival Test are most likely unconscious and incapaci=
tated. This is a huge downer, both for them and for the
storyline. Such events should be marked in a s:gmf:qﬁnl

way—immortalized. Thus, a special rule applies.

If a character dies, the player has the option of per-
forming one last deed, or saying some famous last
words, at your discretion. The Last Deed option allows
the character to act normally rfar one or two Turns (no
wound penalties apply). Farr t Words can take as
much as a minute (more likely, they should consist of &
cauple of sentences). These are the character’s last
acts—make them count.

ATION: Some injuries may kill the character,
but leave her intact enough for medicine to bring her
back. D‘rowning, gunshot wounds (except to the brain),
and similar injuries may not be destructive enough to
- prevent “modern science from saving the character.
:«fm sense should be your guide. If the character
“was burned to a crisp or killed by a soul-sucking demon
stole her life force, CPR just ain’t gonna do the trick.
scitation requires a Doctor and Intelligence roll, fol-
-' by ancther Survival Roll from the victim. In addi-

o all the previous modifiers, the victim gets a bonus
que - to .the Success Levels of the Doctor and
2 lnce roll, and a -l per five minutes since her
untimely demise. Or spend Drama Points—that’s what
Xander did in 112 Prophecy Girl when he literally
breathed life into Buffy’s dead body.
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Gettinc BETter:

Hearine anp IMepicaL HELp

Faith-in-Buffy: Vou're hurt.

Riley: Ahh, um, not that bad, actually. I quess
the, uh, drugs the professor gave me mu‘ft; did
make me stronger. 1'm hmffm,r pretty quick,

Faith-in-Buffy: Maybe we should take you for a
test drive.

—d.16 Who Are You?

The Sunnydale General Emergency Room has some of
the best trauma doctors in the country—they get plenty
of practice. Any hospital will come in handy whenever a
character is severely injured, however. Without medical
help, characters may heal from wounds, but very slowly
(one Life Point per day). With Drama Points, healing is
not much of a problem, though. Characters should be up
and around by the next Episode, unless the injuries were
truly epic in scope.

For the rest of humankind, injuries heal at the rate of
one Life Point per Constitution level every day spent
under medical care. Slayers, vampires and other critters
heal much faster, at the rate of one Life Point per
Constitution level every hour. Some supernatural beings
may, recover from injury even faster (Sunnydale’s Mayor
could, for a brief time, heal damage as fast as it was

dished out).

IMore Bap STurr: Surrocation,
Farrs, Poisonm anp DiSEASE
j/oufe pasty and wet and disqusting.
'[?l‘;yﬂl?t :ﬁg without you.

Xander (groaning): Look—1I don't really feel that
bad.

=."' Anya: 1 inflicted a (ot of putrefying diseases on
men when I was an avenging demon, and you
looK (ike you're getting all of them.

Xander (giving in): OK. I'll stay. ‘But you should
gos Vou could catch it

iy ya (perkily): ‘We'll die together. It's tomantic.

' t me get your trousers off.

qudizr You're a strange girlfriend.

—4.8 Pangs

Many things can kill a body, including cigarette smok-""

ing and high-fat diets. Thaose are not likely to come up
in the course of a Series. The following are.

FALLs: Its not the fall that hurts—it’s the sudden stap
at the end. Any fall from more than one yard distance

CHAPTER 3

inflicts three points of Bash damage per yard. A
Dexterity and Acrobatics roll (or the Combat Score)
reduces the fall’s effective distance by one yard per
Success Level. So a character who gets four Success
Levels in her Dexterity and Acrobatics roll would take no
damage from a three-yard fall, and would suffer six
points of damage from a six-yard fall.

SUFFOCATION: If a character is unable to breathe or
doesn’t have access to enough oxygen (i.e., underwater),
she dies. Human beings die in about two minutes with-
out access to oxygen, although they may be resuscitated
with medical help. Go Xander go!

Poison: Poisons have a Strength Attribute. Roll and
add double the poison’s Strength; this is resisted by the
victim’s Constitution (doubled). 1f the poison “wins,”
the victim is drained of one Attribute level per Success
Level in the poison roll. The Attribute depends on the
type of poison. Paralyzing agents drain Dexterity, while
debilitating venoms might drain Strength. When the
Attribute is reduced to zero, the victim is unconscious or
incapacitated and the poison starts draining
Constitution. When Constitution reaches zero, the vie-
tim dies. The frequency of poison rolls depends on how
powerful the substance is. Very deadly poisons roll
every Turn, while less powerful agents roll once per
minute, per hour, or even per day. An Intelligence and
Doctor or Science roll may help identify the poison and
remove it from the victim. In other cases, it's an anti- -
dote or nothing. Some poisons are supernatural and
require special forms of antidote.

DiSEASE: This works just like Paisan, except the Discase
rolls (using the Strength of Disease) are usually less fre-
quent (rarely faster than once per hour, and typically
once per day). Some diseases do not kill; they just inca-
pacitate victims with fevers, chills and other unpleasant-
ness. Some diseases can be mystical in origin—normal
treatments or a call to Dr. Mom will not help.
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BREaKING STUFF

Qz: Just g, just a thought, Buffy, but do you 2 " bz
think all this ranting is scaring away potential REINFORCED WOODEN DOOR: Four Success Levels, and

dettons? lhey rgnore lhc Fm.t Succcss Level in 0 BN roll

Buffy: Vou'tg right. Ooh! She's even affecting
"y wml{, now. She's the Titanic. She's a first | s roll : :
crawling black cancer. (She Emm;s her foot ﬁE-l.N;ORCED METAL DOOR: Eight Success Levels, and

down on a bench, breaKing it in two) She's . I
other really bad things. .lhey :gnorf: }hc hrsll hve}uccess Levels 1 an onc roll

Oz: On the plus side you've Killed the bench,
which was looKing shifty.

—4.2 Living Conditions

Unless it is dramatically inappropriate, characters can - FINSTANCE: Angel is trapped behind a cage-like

" break things without having to roll. Smashing a plate  ‘melal structure and the sun is coming up. Angel

i glass window or turning an expensive computer into & goes after the reinforced metal door with abandon.

. pile of useless electronic parts does not require rolls or The player rolls and adds Angel’s Strength (doubled)

damage calculations. On the other hand, a few impor- (14). Because the first five Success Levels are

tant ihings that could be broken in the course of a game .-'lgﬂﬂrcd; the p}ayer must roll a five or more to have

include doors, walls and other obstacles, where time is of my “effect (19 is six Success chc]s) Even then,

the essence. Typically, the Success Levels of a Strcng%h Angcl must amass nght Success Levels total to break
(doubled) roll determine how fast a door will be knocked through. Hopefully, it’s not too close to dawn.

down. Walls require a certain amount of damage before
a man-sized hole is punched into them.
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anp an Enp Zone




Buffy. (see p. 60); currently being p!aycd by Maria, and X‘ﬂﬁﬂer-(se Y
Peter, are jumped by three tough vampires (Combat Scare 17).

unexpected—Xander and Buffy were havmg a Big Meaningful Chai
Drama Points (see-p. 126), so you mlghl want to sklp ahead 3:2 that scch n

TUCN I

L) XANDER/PETER: “And that’s why 1 don’t like those Potter books. Maybe if 1 was ten years
younger, and less of a battle-scarred veteran of the supernatural wars . . .”

DIRECTOR: Three shapes emerge from the alley and charge you, moving inhumanly fast. Their fangs
gleam in the moonlight. Intentions®

BUFFY/MARIA: Crap. 1 stake the first one 1 see.

DIRECTOR: Did you have a stake in your hand®

BUFFY/MARIA: Well . . . er. . . no. Okay, 1 draw Mr. Pointy from my belt while 1 kick a vamp in
the teeth.

DIRECTOR: Xander®

XANDER/PETER: This is going to hurt. 1 go full defensive, trying to keep at least one vamp occupied.

DIRECTOR: Sounds good. The vamps go first. They attacked you by surprise. Two of them are going
after Buffy. Roll and add your Parry or Dodge.

BUFFY/MARIA: 1 Dodge. (Rolls die.) Uh, a I. Well, that’s still a 20.

(The Director does some quick figuring. The vamps have a Combat Score of I7. 1t's two on one, so
they each get +2, for a total of 19. Buffy’s second defensive move suffers a -2 multi-action penalty.
Thus, her defense against the second attack is an 18, not good enough.)

DIRECTOR: You dodge one of them, but the second one gets a punch in. You take I5 points of damage—
it could have been a lot worse.

BUFFY/MARIA: 1 don’t like worse. Ouch. (Writes down the damage.) My turn® (Director nods, and
Maria rolls again.) Kick plus seven on the roll—25 total.

DIRECTOR: You got him good. Damage®

BUFFY/MARIA: 25 is seven Success Levels, so . . . 23 points.

DIRECTOR: One of the vamps goes flying and lands on its undead butt. Meanwhile, over in Xander’s
corner . . .

XANDER/PETER: Yep. Rolling my Dodge, +3 for full defense. (Rolls.) A total of 13. Ugh. Not very

. ah. . . robust

DIRECTOR: Yup, that’s not good enough. The vamp lands a good one, right in the kisser. You too take
15 points of damage.

XANDER/PETER: No 1 don’t. Spending a Drama Point for 1 Think I’'m Okay.

DIRECTOR: Ah, you just manage to roll with that punch. You only take seven points of damage, and you
get to keep all your teeth. Oh, and you managed to draw one of the vamps off of Buffy. Good job!

Next turn.




TUCNn 2
DirecTOR: Okay. Buffy and Xander have a vampire each. And the one Buffy kicked is getting up. He
will get back to the fight near the end of the Turn. Intentions®

BUFFY/MARIA: It's Mr. Pointy time. Stake the one in front of me, then reverse the stake and stab vamp
#2 as he comes charging in.

DIRECTOR: Okay—the second attack is going to be -2 for multi-action, and -3 for the awkward position.
Spending a Drama Point®?

BUFFY/MARIA: Yep. +10 to the attack roll, right®
DIRECTOR: Correct. Xander®

XANDER/PETER: ’'m going to try and kick this sucker in the groin. Instead of Drama Paints, I'm going
to burn some of my Good Luck.

DiRecTOR: Okay. Buffy goes first.
BurrY/MARIA: (Rolls.) Total 20 on Stake Through the Heart, 30 with the Drama Point.

DIRECTOR: And 25 after madifiers on the other vamp. Don’t bather figuring out the damage; it’s plen-
ty. Perfect one-two combo. Straight thrust into the vamp’s heart, and the other one walks right
into the back swing. You get a bit of dust on your new blouse, though. Oh, and when you dusted
the first vamp, Xander’s sparring partner got distracted, so Xander goes first.

XANDER/PETER: Cool. Kicking away. (Rolls.) Nine on the roll, total of 17, and Il put in +4 for the
Good Luck, for a total of 2. Reduced to 18 because of the groin penalty.

DiRecTOR: The vampire hesitated when Buffy started her double dust-up, and now you landed a work
boot right where it hurts. Damage®

XANDER/PETER: That’ll be 14 points. Five Success Levels.
DIRECTOR: Vamp goes down, clutching at himself. Needless to say, he doesn’t attack. Next turn.

TUCD 3

DIRECTOR: Two vamps done, the last one is still recovering from the shot to the groin. Intentions®
XANDER/PETER: ] take a step back, bow to Buffy, and say *No, no, after you . . .*
Buffy/Maria: Stake in the back, going for his heart. The vampire’s, not Xander’s.
DIRECTOR: Go for it. Don’t bother rolling. The vamp’s back is to you, and Xander’s
got him well tenderized. He’s not having a good day. Poof. Dust to dust.
BUFFY/MARIA: Sounds good. 1 turn to Xander and say “But you saw the Harry
Potter movie three times.”
XANDER/PETER: 1 pat my bruised face, spend a Drama Point to reduce it to three
paints of damage, and reply: “*Blame Anya for that. She keeps calling me
that ‘M’ word and everything . . .*

DIRECTOR: Meanwhile, back at the library . . .
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THE DRAMA POINT

SYSTEmM

Willow: 1'll never forget that thing's face.
real face, 1 mean.

Buﬁ;; (to Giles): I don't Know how you mmmqu to
That was the bravest thing I've ever seen.

Its

Giles: The stupidest. But the world continues to
turn.

Willow; And no one'’s ever gonna Know how
close it came to stopping. Never know what
We did. oy

—3.13 The Zeppo

Up to this point, the rules mostly simulate “reality”—
the reality where people get punched and lose teeth, and
where peoplefail at the most inappropriate moments and
suffer and di¢'as a result. In the Buffyverse (and most
action movies and TV shows), the Cast has the scriptwrit-
ersion their side. The heroes survive against impossible
odds or perform incredible feats at just the right
moment, especially when it’s dramatically appropriate.

This affects things beyond deeds. Sometimes the caval-

ry arrives in the nick of time, or a vital clue is discovered

@ just when the characters need it. Then there’s the mag-

ical recavery time—up and about the next day. While
Slayers have supernatural recovery powers, the Scaoby

Gang should, by all rights, suffer numerous casualties

every time they come into conflict with vampires or

" demons. Yet, they usually escape with little more than a

few bruises. Under “normal” circumstances, Xander and
Willow should have gotten killed or been severely injured
during Season One.

temporarily “short-circuit” reality and perform heroic

feats—do the impossible and win the day.

Think of Drama Paints as “script aids”—they prevent
the heroes from suffering ignominious,

meaningless

With Drama Points, the Cast can

deaths because of bad luck. They do not make the char-
acters unbeatable, however. For one, players get a lim-
ited number of Drama Points, so they have to be used
with great care or the characters may exhaust their good
fortune before the dramatic finale. Also, the bad guys
have Drama Points; this allows even a lowly vampire to
threaten a Slayer with a lucky punch, or the head villain
to escape certain death.

Characters start the game with 10 to 20 Drama Points.
These points are not regained automatically. Drama
Points have to be earned. They may be awarded for per-
forming heraic feats. They are also given as “payment”
for the times when tragedy or misfortune strikes the Cast.
When bad things happen to good people, the Cast may get
some Drama Paints as a “karmic payment.” Finally, Drama
Paints are earned when the players help recreate the feel
of the BEVS TV show, by helping develop storylines and
subplots beyond the basic “kill the monster” scenario.
White Hats can really shine here, befriending the more

heroic types and helping them bear their burdens.

(- playing 1t straight \
The Drama Point System is not for everybody.
Some players just-don’t like thinking in terms of
Hollywood: ‘heroics, and prefer a more- realistic
approach: | Drama Points encourage a certain
degree of metagaming, with the players thinking
about the rules of the game instead of the actual:
story their Characters areJiving. While the results
are largely positive—the game is meant to simulate
the feel of the TV show—the means may not be to
everyone’s taste. 1f you don’t like Drama Paints,
you can always play the game “straight.” The char-

acters are on their own, to live and die by their tal-
ents and the luck of the dice.

Games without Drama. Paints are grittier and
deadlier: The gulf between Heroes and White Hats
cannot be bridged; it is recommended that all the
Cast Members, be “cither Heroes or White Hats—
otherwise, the White Hals get totally upstaged.
Injured characters may be incapacitated for long
periods of time, and death is much more likely even
among Heroes. This is not necessarily a bad thing,
but players who'want to perform the same feats_
that Buffy.and company make look easy every week
on TV are.going ta be disappointed. As usual, you
and the-players should talk things over and settle
on somcthmg that will satisfy the group (happy
players-keep coming back, and happy Directors

\eep producing new Eprsodes, after all). )




Usinc Drama Points

How can players use Drama Points? Let me count the
ways. Five (short count). Used judiciously, they can
snatch victory from the fanged jaws of defeat. They
include Heroic Feat, 1 Think 1'm Okay, Plot Twist,
Righteous Fury, and the ever-popular Back From the Dead.

As the Director, you have veto power over the use of
Drama Points. Usually, if something bad is slated to hap-
pen to the character, using Drama Points won’t help her
get out of the situation. The consolation prize, howev-
er, is that those situations earn the character extra Drama
Points. So, if Buffy is meant to get blindsided and
knocked out by a hidden villain, Buffy’s player doesn’t
get to use Drama Paints to escape her fate, but instead
gets a Drama Point for her troubles. Okay, she’s not
rolling in puppies, but she does have something.

HEeroic Feat
Spike (to Buffy): Now might be a good time for
something heroic.
—5.20 Spiral

Sometimes, a character really needs to land that punch,
disarm the time bomb with ten seconds left on the clock, or
shoaot the oxygen tank in the shark’s mouth before it swims
over for a bite. When the Cordelias of the world have to
stake a vampire on the first try, invoke the Heroic Feat.

By spending a Drama Point, the character gets a +10
bonus on some value. This can be an attack or defense
roll, or any use of a skill, or even for a Fear or Survival
Test. The Heroic Feat can also make things hurt more;
the +10 bonus is added to the base damage in addition to
any Success Level bonuses (then armor, damage type and
other modifiers are applied).

A player has to announce her character is using a
. Drama Point during the Intentions phase of a Turn (see
_p. 108), or before rolling during non-combat situations.

Also, only one Heroic Feat may be performed in a Turn.
It can be used either for attack, defense or damage, but
not for more than one of those in the same Turn.

ExaMpLES “R” Us: Dawn is being terrorized by a
demon. In a burst of desperate speed, she kicks it in the
groin. Dawn’s player spends a Drama Point, and she
gets a +10 to her Dexterity and Kung Fu roll (2 and |
respectively). Before Dawn’s player even rolls the dice,
she has a +13 bonus. Not surprisingly, the kick lands,
and the demon doubles aver with a very surprised
expression on its face. Dawn runs. Cue the Slayer.

[ Trink I'm Oxay >

Xander: UAK! OW. I'moK! I'm, uhi. . .
(He looKs around.) Where am I oKay?

—4.8 Pangs

I'm okt

The bullet didn™t hit any vital organs. The character
rolled with the impact and the baseball bat didn’t crush
her skull. The spear got caught in the knight’s chain
mail and no serious damage was done. Somehow, the
injuries that should have killed a character or at least put
her out of commission are not as bad as she thought they
were. Or maybe she got her second wind—a few band-
ages on her bloody but largely harmless wounds and she
is ready to go. Whatever the rationale, 1 Think I'm Okay
allows Heroes, White Hats and normal humans to get
back into action after enduring beatings that would have
sent a pro football player to the hospital.

For @ mere Drama Point, half the Life Point damage
(round down) the character has hken up to that point is
healed up. The character is still bloody and battered, but
she can act normally. 1 Think 'm Okay can be used anly
once per Turn, but it can be used several Turns in a row,
each useé halving whatever damage remains. 1f the char-
acter had suffered enough damage to be incapacitated or
unconscious, however, healing does not necessarily awak-

en her. You as Director decide if the time is right for the
charactcr to revive and join the action. Also, if the
injurics were life threatening, you may decide that the
character has to go to the hospital at some point, although

i ﬂ!&c&n wait until the action (or the Episade) is over.

i,
- 'DELUXE EXAMPLE: A sword-wiclding vampire runs

Riley through. The wound inflicts 40 points of dam-
»and Riley had already been injured for another
36 points previously, so he’s in really bad shape. Not
wishing to see the end of the Initiative Agent, Riley’s
player spends a Drama Point. The 76 points of dam-
age are reduced to a “mere” 38 points—not exaclly
unhurt, but not dying, either. The sword must have
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missed Riley’s vital organs. Next Turn, Riley’s play-
er could reduce it even further to 19 points, and a
Turn later, to 9 points. This would take three
Drama Points, though—a pretty hefty expenditure.

Prot Twist
Demon: Hold it whoa! Stake me now, ana"r,fou
never find out what I got for ya, huh? Think
about it. Demon seeks Sla yers, hi J!u‘i; unusual?
Faith: Talk fast.

Demon: How would you like to get your hands
on the Books of Ascension?

—3.17 Enemies

The killer accidentally dropped a valuable clue at the
scene of the crime. When the three vampires were about
to finish off Buffy, Angel showed up in the nick of time.
The local thrift shop just happened to have a copy of the
Pergamum Codex on a back shelf. Heroes often find help
and information from the most unlikely places or at pre-
cisely the right time. Once per game session, each char-
acter can spend a Drama Point and get a “break.” This
is not a Get Out of )ail Free Card. If the heroine stupid-
ly walked into a vampires’ lair and she is surrounded by a
harde of bloodsuckers, a Plot Twist won't allow her to
escape unscathed. The vampires might decide to keep
her alive, however (after beating her soundly to get some
chgqp thrills), and her friends might somehow realize
where she is.and come to her rescue. By the same token,
som ues are available, but they cannot be found

'_____‘hrne If you decide that a Plot Twist is not possi-
ble, the player gets the Drama Point back.

RiGHTEOUS FURY
& Adam: Vou can't last much longer.
Buffy, ‘Willow, Xander, and Giles: ‘We can, We
are forever.
—4.21 Primeval

¥'m mad as hell, and )’m not going to take it anymore.

the

humblest White Hat can become a fearsome enemy

befumel_unsloppab]c engines of destruction.

By spending two Drama Points, the character gets a +5
bonus to all attack actions, including magical attacks, for
the duration of the fight. These benefits are cumulative
with Heroic Feats, above. Problem is, an appropriate
provocation is necessary to invoke the Righteous Fury

CHAPTER 3

othing is more deadly then a pissed off heroine; even -

if properly mativated. It takes a lot to drive a character '
. over the edge, but when it happens most fictional heroes

;»52

= ey g

rule. A player can’t decide her character is pissed about
the existence of vampires, or global warming, or even the
mystery meatloaf they served at school that morning. She
needs to be truly provoked—a brutal attack on a loved
one, an unexpected betrayal of trust, or crimes so horrible
they go beyond the usual vampiric and demonic mayhem.

Back From THE DEAD

Master: Vou were destined to die! It was writ-
ten! E

Buffy: What can I say? I flunked the written.
—1.12 Prophecy Girl

Sooner or later, everybody dies. In the Buffyverse, it’s
usually sooner, but sometimes they manage to come
back. 1t doesn’t happen often, but it is possible. There
are also ways in which a character remains dead, but she
(or somebady much like her) can still be part of the Cast.
A character who dies may, by spending Drama Points,
make a triumphant return. No return from the grave is
without complications, however, and not even Drama
Points can erase the problems that result from cheating
the Grim Reaper.

The sooner the character is back from the dead, the
more Drama Points it costs. Coming back next Season
costs one Drama Point (that means the player is going to
need a new Cast Member until then). Returning for the
next Episode costs five Drama Points. Bypassing death
in the same Episode as one's demise costs 10 Drama
Points. If the Cast Member did not have enough Drama
Points to spend, she can pay in installments—all Drama
Points she has now, and any Drama Points the character
gets in later Episodes, until the debt is paid. Spending
the paints is not enough; you and the player need to
wark out the details behind the resurrection. Some pos-
sible explanations follow.
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" GREATER POWER: Perhaps some greater power decides
that the character has not fulfilled her destiny yet. The
reason for the return could be unknown to the character
for a while, and thus unexplainable to her friends. The
downside is the greater power’s motivation. Depending
on what’s expected from the resurrectee, it might be bet-
ter to have stayed dead . . .

TwIN SiBLING: At the character’s funeral, before you
can say Laura Palmer, there she is, looking sad but per-
fectly alive! Well, it’s not really her, just her long-lost
sister/cousin/clone/alternate dimension stand-in/so on
and so forth. The character should be adjusted some-
what, to reflect the different life story (some slqlls or
Attributes might be modified).

All these options could be very useful to generate’
drama. How will the character’s miraculous return
affect the Series® How will the rest of the Cast react®
What terrible price must be paid for the life that has
been given back®

MirAcLE AT THE ER: The hard-working docs at
Sunnydale General Hospital (or the local body and fend-
er shop) got that heart pumping after some electro-
shocks, heart massage, and pure force of will. The char-
acter might have seen visions of the future or the past,
spoken to dead friends and relatives, or undergone some
type of Profound Mystical Experience during the brief
time she was dead.

’ GHOST WITH THE MOST: The character is dead and buried
| but her soul lives on, and she’s not going anywhere. Or
the character may rise as some type of undead. Vampires
are possible, but it’s very hard to be a good vampire.
Zombies tend to stink up the place. But maybe some mys-
tical force brings the character back as an undead instru-
ment of vengeance (maybe named after a black carrion
bird®). The character gets at least 10 points’ worth of new
Qualities, and possibly more. Those ain’t free, and must
be paid for with unspent experience points (see pp. 131-
133), or paid in installments with earned experience points.

( I spend Ing or aﬁa pEfnts. 5ﬁﬁé‘%u1delm‘es ! \\
then players may end ﬁpc@g 10 Draﬁi Fgmts

per session. In that case, you are gcung to. have l
“make good those expenses by gmgg ‘out more.J
Drama j*omts than normal.

hou clhoi use Dra nts frivolously—
¥ for afight with the Big Bad or the
]f}lhc player spe .- g é}k 'ﬁ%,Pgmts, she may - | villain of ; By using tactics and lé:’:’ b
not-have them when her Cat

ﬁ: really needs the Heroes go in: 111'! while the White Hats maneu- -
<l " them. And if she tries to hoard: greedily, her_», ver, ara?md the frmges, vamps and other fow-rink-—
f aracter may get her butt kicked on a regular basis..

. d without much in lthy

,@{[j!' l‘h hu:h may force the player to spend Drama Poin \ e

' lot,ntlase her back toh . 1¥s a balancing ack, / U
Ideally, players shé‘ixld spend no_more (and % the characters.

y Drama Paints, and

Soa characlg;; s IM
Qsi ow MJ should be

is :ggdy to do cl$s‘ib
spgai' in an Eplsade% ot [f \hc piaycr -
orn-.(,ung

runs out® While tﬁe answers
: , here jﬁ'@c@é rules of

gaming group to ,!ﬂ" next
thumb for both

hopefully less) Drama Points than thcy earn in'the

: '-_ssved up for the Final Shawdown or some o’:he:
tic moment. :

bly not spend more than five Drama Paints apiece—
assume a maximum of two pmr&,fnbn each of two
| fights, and one point for some non-combat use. But
L “Ifhals in a “fair” fight. If & group ‘of four White
| Hats trles to take a couple of experienced vamps,
they are in trouble, and may end up spending Dran
Points like crazy just'to survive. Jn i
better to use onesDrama Point for,a
stop the fight.“f you want to keep'up
@d constantly put the Cast in dange

game session. - That way they have a nice stash . example, putting them up against a bunch of critters

Durmg the typlcal Ep1scd|:. playcrs shdﬂl’g praba- %)

“1to spend & bunch of Drama Points g win

av:ragc of two or three paints. ]f!@ ers are
- spcndmg re tEun that amount jon ar basis,

Combat Maneuver with a bonus hlgher than .mnc, for

with Combat Scores of 16 (which means the besl Cast
Hcmbcr needs a seven or h:gheﬁ a DIO juﬁ
avoid gethng hit and an eight or higher to hit
monster) is asking for trouble. That forees

. So, as & r@f lhumb—-xmx' e .
‘gye Drama Points per "

(dcpcndmg on how | e Ep

“you may to turn down the heat a If crﬂy
one player is overspendmg. thcn it's probably her

prahlcm and nul theaga!ﬁ’s )
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Earninc Drama Points

Once a player spends her Drama Points, they are gone
for good. To get more, she is going to have to work
for them, Fortunately, they can be obtained in a num-
ber of ways.

ExpPERiENCE Points

Characters can use experience points (see pp. 131-133)
to buy Drama Points. Heroes can buy them at the rate
of two experience points for each Drama Point. White
Hats get a discount: they can get one Drama Point for
every experience point they spend. This is the most
mechanical way to gain more Drama Points, and can
result in characters that improve very slowly. Some TV
characters never become more skilled over the seasons,
so this is okay.

QuotasLE QUOTES

Xander: OKay, and the, uh, second problem 1'm
fmwng . "Come m:a(qet it, Big Boy™?

Willow: Well . . . W-well, the Slayer alWays says
@ pu or-or a witly play on words, and I think
Wit throws the vampires 0]‘)‘ and, and it makes
_ them )‘n ﬂ:tened ecause 1'm wisecracKing.

" OKay, 1 didn't really have a chance to work on

; yiﬁat one, but you try it every time.
G

—3.1 Anne

S:is as much about the dialogue as it is about vam-

s 'mprﬁ Coming up with cool, witty lines is not
easys Lel's face it, Buffy and Company have a team of
talented (and highly compensated) screenwriters working
for them, and you and your players don’t. Players who
putiin the effort to come up with a funny and memorable
L line should be awarded with a Drama Point, once per
game session. Both you and the players have to agree
that the line is worthy of the reward. Oh, and nobody
" should get points for parroting lines from the TV show,
& unless they are used in a particularly creative manner.

t%ping on vampires does not constitute a Heroic

fice should be significant—serious risk of death or
injury or some personal loss. This type of act should get
one or two Drama Points, depending on how serious the
sacrifice was.

CHAPTER 3

| Ac!ﬁ-—li s part of the usual job description for the Cast.
."r‘ To earn Drama Points, a character needs to pcrforrn'--' 4
" acts of self-sacrifice for the good of others. The sacri- s
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WaEn Bap Trines Harren To
Goop PEoOPLE

Buffy: Vou and bug people, Xander. ‘Whatsup -
with that?

—2.10 ‘What's My Line?, Part Two

Sometimes, the plot may require that something bad
happen to the Cast Members. Someone sneaks up behind
the character and clobbers her; the escape car refuses to
start; a freak accident allows a villain to escape; the
spanking new and very sweet boyfriend turns out to be a
brain-sucking demon (no way!). This shouldn’t happen
often, or the playcrs are going to feel railroaded. When
it does, you should “pay” for the privilege by giving the
fected characters one to three Drama Points. When

"--'th.ls rule is invoked, the players cannot use Drama Points
" ta Undo the results—if the villain is meant to get away
,—&h:s ime, she has to get away. Ditto if this is their turn

1o end up as hostages. The more unfair the situation is,
the imore Drama Points they get, up to three Drama
for situations where the characters are totally get-
sed by life.

T

Tae Acony Trat is Lire

This is the tragic version of When Bad Things Happen
to Good People. When a subplot involving a Cast




" even her sanity.

Member and her Drawbacks (things like Addiction, Love,
and Emotional Problems) results in a tragedy, she should
be awarded one to three Drama Points every game ses-
sion where the subplot comes into play. Losing a loved
one (usually through death or abandonment), ending a
relationship, fighting to overcome drug abuse—if the
subplot could be made into a Movie of the Week starring
that Sally gal from All in the Family, it is Drama Point-
worthy. The players really need to get into character,
though. “My character goes to a bar and gets plastered.
Oh, woe is me” just ain’t gonna cut it. Roleplay the
stages of grief, the lies addicts tell to themselves as well
as to their friends and the crisis moments when things
come to a head.

Sometimes, an emotional crisis directly affects the
character. This happens almost exclusively to Heroes:
when their psyches are struck and their self-confidence
wavers, they are in serious trouble. When tragedy strikes
the character (usually when a subplot reaches its boiling
point), she suffers a -2 penalty to all her actions. Even
worse, the character cannot use Drama Points for Heroic
Feats, Plot Twists or Righteous Fury. This sad state of
affairs lasts until the character snaps out of it, usually
through the efforts of a White Hat (sec Support Your
Local Hero, below). These times of grief get the char-
acter involved two Drama Points, or three if the crisis
lasts for an entire Episode.

Sece Chapter Seven: Episades, Seasons and Drama for
more ideas and guidelines on introducing subplets into a
Series or Episode.

Suprorf Your Locar HErRO

Willow (to Riley about Buffy): Then talk. Keep
éye contact. Funny !sfqaod but don't be glib.
And remember, if you Aurt her, 1 will beat you
to death with a shovel A vague disclaimer is
nobody's friend. Have fun.

— 4.7 The Inttiative

This option is only open to White Hats. In BEVS, the

'\ Scooby Gang helps the Slayer maintain her balance and
Without the friends who know about
 her problems and support her through them, Buffy
' would have likely lost her marbles a Jong time ago.

EXPERIEIICE AID
imPROVEMENT

Phillip: The boy? No power there.
Buffy: “The boy” has clocked more field time than
all of you combined. He's part of the unit.

—5.12 ChecKpoint

Keep doing something, and you are bound to get good
at it. Buffy is stronger and more skilled by Season Five
than when she first arrived in Sunnydale.. Willow even-
tually went from being a sweet computer nerd to a pow-
erful witch able to go toe to toe with a Hellgod.
Characters improve over time.

At the end of each Episode (or game session if the
Episode lasts more than a session), you should give play-
ers experience points. These points can be used to
improve Attributes or skills, to gain new Qualities or buy
off Drawbacks, or to buy Drama Points.

ExpPeriEnce Point AWARDS

Typically, each player should receive between one gnd'.
five experience points in a game session. Everybody who
participates gets one experience point (call it the 'fm
Drove a Half Hour . . . oh, and Picked Up Twizzlers
Before Playing” award). If the characters succeeded in

thwarting evil through teamwork, heroic butt-kicking
and creative thinking, an additional one or two points
should be awarded. Players whq stayed in character and
helped move the story along should get another one or
two points. At the end of major story arcs, another point
should be awarded to everyone in the group, plus one
more at the end of the Season Finale.

~ White Hats that roleplay helping other characters |

" “through The Agony That Is Life (sce abaye) should.get "

two Drama Points. Use the TV series for inspiration: *%

how many times have Willow and Xander helped the

Slayer deal® Giving advice is part of it; the other is to

realize there is a problem, learn what is going on, and
do something about it.

. " .
o 9% S48 AGS S00 A9 ey asg and -

RuLES, BORDERS
anb an Enp Zone




VUsinc ExperiEnce Points

Buffy: Look. If you've been
were fifteen you'd have a fe

Riley (shocked): Fifteen!?
(winces): 1 Know, "wow." The point is,
t, that we have different amounts of experi-

ence. Vou Know. And plus, I do have that
whole preteratural .:-ﬁ:yer strength deal.

—4.12 A New Man

ghting since you
resume’ too.

Experience points help characters improve in several
ways. They represent wisdom from fighting and investi-

physical improvements due to the Slayer Complete Body
and Soul Workout, and learned abilities (maybe some-
thing from high school or college managed to stick).

IMPROVING ATTRIBUTES: Swing axes enough and your axe-
swinging arm is going to get stronger. Strength; Dexterity
and Constitution can be improved through physical train-
ing. Explaining improvements in Mental Attributes is a bit
harder, but not impossible. Perception can get better if the
character learns to pay more attention to the ﬂgrid around
her. Willpower improves after undergoing sﬂefg ordeals;
ever doesn’t kill you only makes you stronger, and all
z. Intelligence might get better as a result of matu-
d simple exercise—give those neurons a workout
may start improving. AW £
ing an Attribute costs double the next level,
ym of five. So, raising an Altribute from
ts five points; raising it from five to six

arlzes lbese costs.
Usua]]y, humans can improve each Attribute by one level
and no more., However, if the character starts mﬂ: ﬂle - game
fairly young (somebody with the Tecnager Dray for
| instance), you can allow her to‘ rove Attr

two levels, allowing for these growth spuwcm hap-
f Wure the character raiches l&u Slayers, s and

-d very respedfub ;

hmcs two (i.e., to raise a Skill 3 to Skill 4 costs eight
experience points). A Skill cannet be improved by more
than one level at the end of a game session. There is no
limit to Skill Levels.

CHAPTER 3
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sse. The AtEnbutc Imprmement Cost Table sum-

by upto

: Raising a Skl has a cast cqual 16 W 10

Attribute improvement

cost Table
old Attribute New Attribute
Level level cost
2 3 Bl

gating the supernatural (after months of reading occult — .

books, some knowledge is bound to stick, for example),

4 7 i[(]

6 7 14
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8 9 18
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skill improveme

old skill Ncﬁ
Level

2 x New
Skill Level
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( wherefore art Thou, scoobq’\

After a sufficiently large number of sessions of
the BiVS RPG,'and the experience point awards
that follow, White Hals can become quite power-:

" ful. They will even begin to make the starting
Hero Character. Type seem puny. At some pdint,
~you may want 15 call’ quits to,the White'Hat’s abil- -
ity te, purchase ‘Drama Points with- experience
“points on a one-for-one basish, Declare them al'_,.."

~ Hero level and réquire them to' spcnd two experi-
ence points per Drema Point. Afternaijvcl‘y, leave
: them at the same purchase ratio and just throw in -

\ a few more: msbes Up to you, rleally & )

'~I* Getting a brand-new Skill (i.e., one that is at level zero
lat the beginning of the game) costs five experience
". points for the first level. After that, it improves normal-
ly. This assumes the Cast Member was able to learn the
I skill somehow, cither by having a teacher or through
| plain old practice.

| THE LANGUAGE SKILL: Language is a special case; no

at leasta month studying each language intensively. |
Only then can she spend the points to gain it.

QuAuTIES AND DRAWBACKS: A few Qualities may be
acquired after character creation. Most are inborn, and
if a character doesn’t have them now, she will never have

b ‘malter how good the Cast Members are, they are not .
f:::gomg to pick up a new language from one Episode to the =
' "next. To'improve this Skill, the character needs to spend

them (Acute Senses, for example; vision or hearing rarely
improves with time). Unless your players present a very
convincing in-game rationale for being allowed to buy a
specific Quality with experience points, only the follaw=
ing may be purchased after character gencration:
Contacts, Good Luck, Military Rank, Occult L:brery,
Resources, Slayer, Sorcery, Vampire, and Werewolf. A
character might become an Initiative Commando or a
Watcher during the course of a Season, but that doesn’t
grant her the Quality of the same name (which repre-
sents years of training and prdpprabon) In some cases,
the Quality costs no points—if the Cast Member becomes
rich through her own efforts, she should not be charged
for the increase in Resources Level, for example.

Some Drawbacks can be “bought” off, although some
reason for the change should be provided. In other
instances, a Drawback is imposed on a character for the
sake of the storyline. A White Hat might get bitten by a
wel‘&lofi’ and become one. That character would gain
.the 3-paint Werewalf Drawback, but would not get three
' character points to spend elsewhere. 1t is also possible

_for @ 'player to take on a new Drawback, and receive the

&ﬁm’actcr paints for it. For example, the Impaired
s (Hearing) Drawback might be voluntarily accept-
a character who spends a great deal of time prac-
with her loud industrial music band.

ool ﬁm POINTS: Players can also buy Drama Points with
experience points, at the rate of one Drama Point per two
experience points spent if the Cast Member is a Hero or
Experienced Hero, and ane for one if she is a White Hat.

RULES, BORDERS
anp an Enp Zonke




1 Rlaying with
%rzj;mr/
Sforces

Willow: Mm, sage. 1 love that smell. And
marnox root. Vou Know, a smidge of this mixed
With a virgin's saliva . . . does something I
Know nothing about.

Giles: These forces are not something that one
plays around with, Willow. What havegou
been conjuring?

—3.3 Faith, Hope And Trick

¢
Tk Mojo Anyone®
i e

d.l uﬂ'\- dh'\ |

' T d'ar nd not-so-dark) arts are part and parcel

v fyverse, where anyone with the right
boah can summon forces from the beyond. Of
CUI,%;SC. ‘calling on these occult powers does not mean
your character can control and use them with impuni-
ty. Or even get them a little bit right—and not-right
in magic is not right, as Willow might put it. Mare
_ often than not, magic has unintended consequences. A
'- mnspronaunccd word or a missed cue and the resuli

' _mtendcd But the real kicker—the l'.hmg l'.hai drives
| practitioners straight to over-consumption "of ice
goodies—is that even succeeding does not mean
thi .“3 works perfec!ly -

Wﬁ‘f HOW ATID WHO

wi Ignis incende.

Willow, check you out. ‘Witch-fu.

RIOCKS 3 . _ L “It’s no big. You just have to balance
desires. Spellg- can ah‘ec_} hundreds of people. et once, & ments, so when you affect one, you don’t

reshape reality to suit the magician, and even bring back wind up causing . . . (rain starts) 1 didn’t do it,

the dead. There is always a price, however, both for suc- I didn’t do it!

cess and failure. You have been warned. — 5.1 Buffy vs. Dracula

& .| CHAPTER 4
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i:___' .magic'in the ™. show. The.best way.to do that is .

Magic is the supernatural power to make changes in
the world through an act of will rather than physical
action. Magic predates humankind; the demons that
ruled Earth in the distant past used a variety of dark
magical rituals, and some of these rites have survived,
preserved by sorcerers with more guts than good sense.
Other magicks appear to be the domain of humanity,
powers of the Earth used by the Wise Ones—the
Wicca—to heal and protect. The lines between dark and
light powers are blurred, however. The intent of the
magic’s wielder, her skill and strength of will, and plain
dumb luck all seem to play a part in determining the dif-
ference between a spell that helps or heals, and one that
corrupts and destroys.

Magic in the Buffyverse works in a number of ways.
Most commonly, spells and rituals are used to appeal to,
or invoke, some supernatural entity (including spirits,
gods and demons) to produce an effect. Powerful magi-
cians (the true Witches and Warlocks), on the other
hand, can use their own will to affect the world direct-
ly. Finally, there are objects—Ileftovers from the demon
age or artifacts from different dimensions—that hold
great power.

Knowledge is all one needs to perform magical feats

‘in the Buffyverse. Rituals, incantations and old formu-
¥ lae have great power, should one dare to use them. It’s
Hlike baking a cake—as long as you have the recipe and
ihg'edlcnls, you’re all set, more or less. Skill and prac-

" lice arc important, too. Even with a recipe, an inexpe-

rienced cook can ruin the cake, and it’s the same with
megd AR of course, if your character screws up, she
often gets something a lot worse than a face full of frost-
ing. Using magic is always dangerous, and the wise only
use it as a last resort.

b5 witthicrafs Gad witkhtBass.

“that the magic rules in this chapter are ot the™
ones found inthe WitchCraft and Ammgpdo‘p‘n

" to depict the Buffyverse | un all its glory: Hagxt'm;
the BtVS RPG. has to feel, lo'ck ‘and work like

Fans of previous Unisystem games may notice | . g

Hiffinc THE BOOKS:
IMacgic LiBRARIES

Donny: Uk, are all these magic booKks?

Giles: Uh, private collection. Uh, books for sale
are against the walls over there.

Donny: So all these books got spells in ‘em? Turn
people into frogs, things like that?

Xander: Veah, we're building a race of frog people.
I¥’s a good time.

—5.6 Family

Your character won't find true magic in the Mysticism
section of the local chain bookstore—that’s for the
wanna-blessed-bes. The real spells are usually found in
ancient books, scrolls or stone tablets, often hidden for
centuries by dark cults. Then again, the most amazing
things are on eBay these days, and a few occult books
have been scanned into computer databases (with disas-
trous consequences).

Access to occult books is essential for a budding magi-

cian. Giles” private collection makes Sunnydale o%gf
the top occult research centers on the continent. “Les

fortunate magicians have to make do with a single %‘

of spells. If the spell is not somewhere in her collec
the magician is out of luck, unless she wants to try
devise a spell on her own.

Creating new spells requires alot of work and is risky.
Re-treading all over the codung .analogy, it’s basically
like using a lot of recipes Wc a new one. Your
character might create sumctbmg-i!eally good, or end up
with the magical equivalent of chocalate-frosted stuffed-
crust olive loaf.

I’am-ﬂ&aw’d you do that with the light?
'Wzﬁi;w Oh, you Know, you taught me.

Q‘dra. I talght you a teeny tinKerbell light.

Wz Okay, so 1 tinkered with the tinKerbell.

—>5.4 Out of My Mind

‘u-
ﬁur Cast Member’s best bet is to look up a previous-
ﬁd&ve]opcd spell.  Most old spells are tried-and-true
“forthulas, developed over centuries of trial and error
'when we say error, we're talking about the kind of
'that lcads to the sudden onset of galloping leprosy,

“to start from scratch and come up with a systqm
Q&l!urcd to the seﬂlng

itaneous combustion, rains of toads and other fun
s’tuf-ﬂ. The prudent magician goes for the tried-and-true
ways. The daring magician risks making a mistake
(which brings us back to the galloping leprosy and other
nonsense). True Witches and Warlocks (i.e., people with

PrLayinc witH
PrimaL FORCES




the Sorcery Quality, see p. 49) have an easier time
improvising spells or casting them “on the fly,” but even
they have to hit the books for the really impressive mojo.

Characters who want to sling spells around need to
have some level of the Occult Library Quality (see p. 44)
or know someone who does (this is where being best
buds with Giles really pays off). In the latter case, of
course, access to the books is going to be limited; they
are someone else’s books after all, and you know how
people hate it when you borrow their books and don't
return them. Now imagine if the book revealed how to
make an inchworm the size of an SUV . . .

TrE RitvaL

Willow: Are we ready?
Cordelia: StinKy herbs are a go.
Oz: Did I mention I didn’t take Latin?
Willow: V-you don’t have to understand it. Vou
Jjust have to say it. 1 hope.
Oz: Right.
—2.22 Becoming, Part Two

Once your character has found the right spell, whether
jvated by desperate need or self-destructive whim or
pething in between (that’s . . . desperate whim®), it's
ing time. Most spells require a ritual of same sort.
n bﬁ:‘.la‘s easy as reading or speaking the words of

& , CHAPTER 4
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the spell, or as complicated as dancing for three hours
under the full moon, wearing nothing but the fur of a
freshly killed animal (can you say blech®). Most spells
use ancient languages—Latin, Sumerian, Sanskrit, or
even one of the languages that were old before men
walked the earth. Your character needn’t be fluent in the
language in question, but if she stumbles and mispro-
nounces a word, there’s a chance that the spell might go
bad—as in “no-longer-have-cars” bad.

Many rituals also require special ingredients or com-
ponents (the ever popular eye of newt, or the dust of
twenty-seven old vampires, or a mint copy of Superdude
Comics #1). The items are usually destroyed or <on-
sumed during the ritual (the sacrifice needed to appease
or pay off whatever Powers the sorcerer is invoking), so
kiss that valuable Superdude comic goodbye. Also,
Powerful spells often need rare and unique components
(the horns of a demon lord or a supermodel without an
eating disorder), so even if your character manages to
learn the spell, she still may not be able to cast it.

Rituals usually take some time—no less than a few
minutes, and often several hours, or even days. More
powerful spells tend to require longer rituals, although
the exact length can vary a lot. 1f the ritual is interrupl
ed before it’s completed, the spell 'will fizzle or worse,
have same unexpected effect—sorcerers with weak blad-
ders take note. ; ‘

AFfERmMATH f
Buffys What did you do to Eeﬁ{
Willow: Teleportation spell. S’tzﬂ'workmg out
the Kinks.
Buffys Where'd you send her?
Wpﬂim!i Don'Eknow. That's one of the Kinks.
—5.13 Blood Ties

ritual is complete, the magic happens. The
‘may be subtle (the victim’s personality changes

a few hours, for example) or spectacular (your basic
nwof locusts, pillars of fire, explosions, or other FX-
_extravaganzas). Much of the time, the spell’s
gets won'’t be exactly what the caster had in mind. And
inif they are, you can’t discount the potential for nasty
de effects later on. There’s no such thing as a free
ith magic. The fabric of reality cannot be altered

" cheay and there’s always a price to pay. A spell could

kill'a targeted enemy, for example, but the forces invoked
to do the deed may run rampant afterwards, killing indis-
criminately. The more powerful the spell, the more like-
ly that there will be unexpected occurrences.




BASIC SPELLCASTING

Willow: I tried to communicate with the spirit
world, and I so wasn’t ready for that. It's (iKe
being pulled apart inside. Plus I blew the
power for our whole block. Big scare.

—3.2 Dead Man’s Party

So, despite all our doom and gloom, your character is
ready, willing and able to use magic. What next®
Spellcasting takes some preparation and some thought.
Can’t just start tossing fireballs left and right at the drop
of a top hat, y'’know.

Game LinGo

Magical incantations and invocations have a few fea-
tures that must be taken inta account when using the
art of mojo in the game. Each spell has a Power Level.
This determines the overall strength of the spell—a
spell that helps cure a toothache is less powerful than
one that can transmogrify (as that old lady who turns
into a cat likes to say) the population of a small city
into barnyard animals, for example. The higher the
Power Level of a spell, the more difficult it is to cast
properly, and the more damaging the consequences of

" failure. Additionally, spells have Requirements—the
ingredients or ritual components needed to attempt
the magical endeavor. Finally, spells have an Effect.
This\ is Usually descriptive (“all the body hair is
removed from the victim,” for example), but can also
include rules concepts like damage inflicted, area
affected, and duration.

PURPOSE

Willow: We’re doing an ear@-wamfng incanta-
tion. If anything hellgod-ishly powerful comes
witfiin a fiundred feet of the shop, then
screechy siren things will, you Know, screech.

—5.13 Blood Ties

o0
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demon (bad if he holds a grudge), or killing everybody

3]

want my ex-boyfriend’s nose to spew a constant stréam
of mucus for five hours starting at 7pm next Saturday”

is much better (pretty gross, granted, but better).
So, what can a magician wish for® In theory, any-
thing; in practice, not so much. Magic can affect living
and non-living things, can build and destroy, affect peo-
ple’s minds and manipulate mattcr and energy. There
are limits, however. Making abjects appear out of thin
air is exceedingly. difficult, for example. It is a great deal
casier, to transform or destroy something that already
exists rather than create something out of nothing.
Permanent effects are more difficult than temporary
ones: your character may be able to turn lead into gold,
 gold reverts to lead a short while later. Healing

:.m diseases may have unfortunate side effects—this is
‘especially truc of any problem affecting the patient’s
“mind. The more ambitious the purpose, the harder it is

First, your character needs to know what she wants to. ta find a spell that can accomplish it. The best spells

as straightforward as it first sounds. With magic, being,
specific is key. If the caster’s intentions are too vague,

the powers invoked by the spell may “interpret” them as
they wish, and that's rarely @ good'thing. *1 want to

make my ex-boyfriend’s life miserable” sucks as a "mis-
sion statement.” Such a spell might do almost anything,
including killing the caster herself (if her death would
make the ex-boyfriend miserable), turning him into a

4 | ido. Okay, that’s sort of a “duh” statement, but it's not" have simple and straightforward goals.

e ally, spells that squash enemies like bugs or aver-

shelm all challenges in the Series are not going to be
lable for the most part (and when they are, they
exact a high price from those who use them).

Other than being silly and rude to the Director who

has worked so hard to entertain you, that’s way too
much of a cop out. Magic cannot solve all or even
most problems.

PLavinc witn
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RESEARCH

Willow: How is it you always Know this stuff?
You always Know what’s going on. I never
Know what’s going on.

Giles: ‘Well, you weren’t here from midnight
until six researching it.

—1.7 Angel

Alright, your character knows what she wants, and has
formulated it with some specificity. Is she going to get
it? That depends on how good her research is. Finding
the right spell is often more than half the battle. Spells
can be discovered or improvised by enhancing or modi-
fying pre-existing spells.

This step is mostly under the Director’s control. Once
you decide what type of spell your character needs, the

Director must decide two things: Is the spell available,
and how difficult will it be to find®

The first part is the trickiest one; does the desired spell
exist® Generally speaking, any reasonably effective spell
should be available—if the spell works within the plot of
the Episode, or at least doesn’t get in the way. By the
same token, once a spell is “discovered,” the Cast will
have continual access to it, so the Director must consid-
er whether the spell in question is potentially unbalanc-
ing or inappropriate in the long term. Alternatively, the
ipﬁmy exist, but it may require unique components.

irse,you will not know if the spell is available until

sharacter spends some time looking for it (and how

uc _'__mc up to the Director and your character’s
research skill

If the spcl] exists, the spellcaster needs to find it.
Research is mostly done “off camera” on the BtVS TV
show, so it should be solved with a couple of rolls in
 the game. Finding a spell takes one hour per Power
| Level of the spell, minus half an hour per Success
| Level in an Intelligence and Occultism roll, to a mini-
" mum of half an hour (multiple researchers can com-
~ bine their Success Levels). Or your Director might
| just say, “you stay up until 6 am and finally locate the
roper incantation . . . oh, by the way, not too long ‘til

starts.”

i
be part of the Episade’s plot.

Creating new spells works along the same lines.
When combining pre-existing spells to create some-
thing new, the Director gets to decide if the right “raw

g_, CHAPTER 4

, In same cases, the spell may exist, but is not in your
buie chludsr’s collection. In that case, finding the book (or
sc;oll, or stone tablet or whatever) with the spell would

—

Jy'ments can be waived or reduced—some spells

materials” are available. 1f they are, then all’s well,
and your wannabe spell-slinger can devise her own
charms and enchantments. If they aren’t, then she is
wasting her time (although a kind Director might
allow her to come up with something less effective
than she hoped to get—and a less kind one might let
her create a spell that will have some seriously unin-
tended effects).

il spells as plog@émce&.} N

‘On the BtVS TV show, magic 1390311 used as_a
plot dcwcef? hesé ;re found just in time to

da!c the da)?‘ rs Cast has to deal
with duri ng the - : ~usuallgnpower-
ful, world-changifig ) dng

g ital role ithe sto-
ryline, be it ggad

300d Or.evil./After playing that role,
most of those spells disappear, never to be men-
tioned again. include the spell to

ome ‘e 1&@ :
restore Angel’s soul duri ason Twoﬂ:’al

lay an

) to locate and retrieve Anya’s necklace n
- Three, the mvomhon' that awakened the pewer of
the First Slayer ason Four, and all the Big
Bads’ evil hexes to raise Things Man Was Not
Meant to Know.

Plot device spells should be given special con-
h,}derahﬁn Generally, they sh be one-shot
* rituals: they can be used once, and cannot be
repeated afterwards, for any, number of reasons.
Some possible explanams include special
i requnremcnts,(hkc needing an alignment of stars
/ and planets that only happens once every 6,000™
years, give or take), components (a ueg.i &g
that can never be replaced after being consume

by the spell); or circumstances (the spcll that
gave Angéh his soul -*\N&; ight
uniquely geared towards m
on another vampire—like, sa
work). Th@ speci lls' shot

Ficult to cast, either, so 'Success L

ﬂp‘];%: oo dif-
- _fcqum:—

just “want” to be cast, and a
~icum of skrll can use ll'l
good thing). -

_ Finally,
one or two per
they should be. i

with Q:’\od- .
vé!ecessaﬂly a

bably as common as
; )ar’t xvai!mg for

your Director
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PreparaTions

Setting up the spell may require very little effort
(cracking open a book and reading it, for example), but
preparations often must be made beforchand. They
include things like setting up a ritual site, finding all the
ingredients to be used in the spell, or waiting for the
right time (midnight, the full moon, a total solar eclipse,
or a Jackson Five reunion). Common elements used in
many spells include:

Willow: No candles? ‘Well, 1 brought onte. It's
extra flamey.
—4.19 New Moon Rising

- CANDLES: Electricity is for muggles—magic works best
i 'ﬂsckcrfng candlelight, just like grandma used to spell-
r;asl. Many rituals call for lighting a number of candles
(four to thirleen, usually), generally arranged in a circle,
square or pentagram.

Willow: It’s no biggie, she-she just got an

amulet and a bloodstone.
Anya: That can create a monster.
Willow: OKkay, biggie.
—5.8 Shadow

1TEMS: Some spells need specific items to be effective.
These objects have a special meaning or inherent trig- -

enny: The first thing we have to do mfarm the
circle of Kayless. ‘Right?

Giles: Form a circle? But there’s gnly twe of us.
That’s really more'of a line.

—1.8 I Robot, Vou Jane

' lillpow i L.
. ger. They may be crucial to the rituel’s success or they |.rw P e Ocaufian o

' may simply make it easier.

Maaic CIRCLE: Gather a few of your best friends in a cir-
cle, have them hold hands and chant and presto!—they’ll
definitely think you’re insane. In the Buffyverse, that’s
the way a lot of rituals work, though. Sometimes the cir-
cle is drawn on the ground, and if someone smudges or
erases the lines, the spell fizzles—or does something
unexpected (and keep in mind there are precious few
good surprises when you’re using magic).

Buffy: What's this?
Willow (nervous): A doodle. I do doodle. You
too. Vou do doodle too.
Buffy : This is a witch symbol.
Willow (caught): OKay. Veah. It is.
—3.11 Gingerbread

-

OccuLT SymBoLs: Some spells work better when you
paint a few pretty pictures. You've got pentagrams,
hexagrams, candygrams, runes, Sumerian cuneiform
writing, and Amazon Indian pictographs. Stick figures
might do it, but don’t count on ik

These preparations are plot-driven, not rule-driven.
Most of the time in the show, setting up the spell is no
big deal and is done largely off-camera. For minor
spells, the prep work should be insignificant. 1f the
preparations are important, then getting it done should
be part of the Episode’s plot or subplots. Fighting a
pack of demons to obtain a mystic crystal, maxing out
your credit card to buy that last fragment of the Scroll
of Butt-Kicking, or making a pact with dark forces to
get what’s needed—these can all be possible plots and
subplots dealing with the preparation of a spell.

SPELLCAaSTIinG

Catherine (inAmy'’s body): Give me the power.
Give me the dark. 1 call on you, the laughing
gods. Let your blackness crawl beneath my sKin.

i —1.3 Witch
_Once everything is in place, casting a spell requires a
Drama Points can be
used normally (see p. 127) to increase the spell’s chance
%o succeed. If the roll fails (i.e, the total is less than
mrﬁ? the spell doesn’t work—the ritual simply fails.
erally; there’s no other down side here; your charac-
'jt}sl wasted some time, candlepower and pretty
spccchlfymg Actually, it’s when the roll succeeds that
things get interesting . . . in the sense of the ancient
Chinese curse “may you live in interesting times.”

PLayinGc with
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The roll’s Success Levels are compared to the spell’s
Power Level. If the number of Success Levels is less
than the spell’s Power Level, something magical hap-
pens—but it may not be exactly what the caster intend-
ed. The spell’s intent may be twisted or perverted, and
the caster may be injured—or even killed—as the mag-
icks draw on her life force to fulfill their purpose. The
Director can decide what happens, or she can roll on the
Spell Side Effect Table below.

If the roll results in Success Levels greater than or equal
to the spell’s Power Level, all’s well and the spell works.
Unless, of course, the spell takes an unexpected turn no
matter how many Success Levels were rolled. In some
cases, a spell might work too well. But no good and true
Director would do something like that, now would she®
And | have some rare Star Wars: Episode I action figures
for sale that you just can’t get anywhere else . . .

Casting multiple spells without resting is very difficult,
as the magician’s will is sapped by the constant strain.
Every successive spell cast without a significant period of
rest (at least two hours per spell Power Level) suffers a
cumulative -2 penalty. So, the second spell of the day is
at -2, the third at -4, and so on. Only powerful Witches
can cast multiple spells in a row, and even then they’ll
- bly have to burn some Drama Points ta keep it up.
worse, using the same spell more than once adds
ditional -I to the penalties above.

PLUS “TOTALUS: Willow is lrappcd in.a room.,
has several locks on it, and the walls are
*leel (although she doesn’t know that).

Roll a D10 and add the Spell’s Power Level.
poll Total  Result

The spell is delayed. It
‘time of the Director’s ch

The spell :

First she tries to unlock the door with a spell. It
works, but only one of the locks is released.
Frustrated, Willow decides to try and blow out a
portion of the wall. That spell suffers a -2 penalty
given Willow’s fatigue. Reinforced steel says “no
way”. Realizing now how strong the walls are,
Willow returns to the locked door. She attempts the
unlock spell again. This time it suffers a -4 penalty
due to fatigue, and -1 for repeated use—the lotal
madifier is -5.

<

can use magic cffectively in combat, and even they
“Jcan't just blast away at their enemies for very long. Q

Magic is mostly the stuff of lengthy rituals and car

- ful preparation, and a fistfight isn't the rlé

" for it. Prachhcmcrs do their spe!-'l; :

after a fight. During is just not aﬁbod time to c@ck

)opcn'thb old nd edition of. Ye Cmnplcaf
WicceCrafte and st t chanti . S

i Any spelahat rcq fires a ritual fails if the cas P
is attacked before the ritual % plete. Witches
can use their speed-casting abili (see p. 143) to
i ells in combat, but even they arc"ﬁmdared -

OF‘G.' but the
takes, five' Life Points o d

Spell has a completely uncx]:u::r:ica~ effect. The magical energies run rampant,
often causing physical damage to the area or summoning dangerous entities

for muihple castings. ol 5

=l

spell side effect Table

401 Y

ell failed, but it will work normally at a
ally, a dramatically appropriate time).

fis damaged by its energics. The magician

Rower Level of the spell.

from beyond our reality. This also happens if the spell is disrupted during a

critical point.
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“ In yo 5%;] fantasy rclcpl \bamc. magi- i
cians are walking artillery pieces, apl‘ to fire sp_eliz}
_left and right and smi orcs and goblins't cart- |
Joad. In the Buffyverse, only Witches and Warlacks




( Magiciun, aeal Thyself? )

Giles: The truth is, uh, the ! . wmystical and the
medical aven’# mednt to mL\, Buffy. Sorry,
Sy . . . the humart mma’ tswery delicate. Too
mucﬁ can go wiong. | f

Tara: Veah,/I've feard stam..s about people try-
ing healirg sp::lrs Lif we did ‘something, it
Could make tfmgs d Iut worse, Buffy.

—-5 8 Shadow

Most fantasy roleplaying games ha'vc powerful
healing magicks—a cleric says a quick ‘prayer, or a
warrior chugs a potion, and preste: wounds disap-
pear, and people are hale and hearty again (until
the next time they get clobbered by orcs or what

“have you, that is). Magic in the Buffyverse doesn’t
work like that though.

Undoing damage, curing disease and the like are
not things that can be done lightly in this setting. '
At best, magic can accelerate the natural healing
process, but trying to instantly éure someone is .
likely to haye serious side effects—for example, 4
spell thatiregenerates a wound might also give the
patient cancer, as cells stark, mulhplymg without
rhyme or_reason.

Since no healing spells havé been used in the TV
_show, this is open to interpretation of course. We
suggest that healing spells, if.any exist-at all, speed '
up regular healing (doubling of tripling the normal
rate, for example; see p. 122). Jf you want flashier
“paof, you're 4ll healed” magic, you can use the
‘iagic damage ‘guidelinés (see pp. 144-145) and
reverse them for-healing effects. Ditectors should
be aware, Howeyer, that such a spell will be used
regularly and'will add a significant non-BtVS “feel”
to the Series:~On the other hand, it will be very

\uscfu] in combat, particularly for Scoabies. /

$ Vet 448 hes sap 3EE FR0 MR8 G

A

ErrFect
Giles: I assume the, uh, all the spells are
reversed. It was my first casting, so. .. I may
have got it wrong.
—1.3 Witch

Finally, we get to the streams of pretty sparkles, big
flashes of light, clouds of smoke, thunderous roars and
other heady stuff that happens when a spell goes off.
Most spell effects are pretty straightforward—somebady
gets turned into a rat, a magical portal opens or closes,
a spirit is summoned or exorcised. A few spells have
variable effects—the duration or damage of the spell is
determined by either the Success Levels of the casting
roll or the magician’s Willpower.

DisPeLLinG MMacicAaL EFFects

Willow: Let the healing power begin. Let my
will be safe again. As these words of peace are
spoken, (et this harmful spell be broken.

—4.9 Something Blue

Somespells have continuing effects (curses, for exam-
ple) ar may cven be permanent (some transformation
Is). Canceling their effects requires access to the spell

li;e'lf (ideally taking it directly from the magician’s own
baoks) and a spellcasting roll as above with the effective

Power Level of the spell reduced by one (it’s easier to
undé a spell and return nature to its natural state).

ﬂ,T@re is another way to stop an ongoing magic

SeFfect—find the caster and get her to stop the spell, say

by cutting off her head or turning her into a sports tro-
phy. Either way, continuing spells stop working, but
permanent ones may not. For this reason, and others,
wholesale slaughter is discouraged.

PLayinc withH
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A /mecyclingspells A
. /Anthe BtVS TV show, spells rarely make return

qppcqranccs JIn a game though, once a spell effect
s o0t thefe, players are going to want to use it
agam And ‘again. And a few times more after
' “that. | rs may become a problem, *

If tht spell in qyeshnn creates some- light or
cures acne, it's no biggie. Spells that! are-not too
aveérpowering do't feed much in the way of con-
trol, and occult-oriented Cast Members should be
able to use them as often as they need. 1f it’s some-
thing a little more serious—say, an “Instant.Big
Bad Kill in a Bottle” spell, there’s a prablem. This
is easily.handled as long as the Director prepares
things well, Mega-powerful spells should always -
require a special time;and place (someplace that s
hard to access, or-some time that is very unusual);

* or spcsia}l.jf'*ixlgredients” that can't be found regu-
larly (or ¢an only be found once, period).

Alternatively—and this has some basis on the
BIVS'TV show=<spells may be one-cast deals. Yepy”
the Director could rule that a given-person has only
one shot_at. casting-a spell«"Once successful (or
not), that pefsen may never cast that.exact spell

. again., This forces players to come up With-differ-
enbymethads; to modify existing spells or research
-cnlu‘ejy nuw ‘magical effects. Not overly “realis-

(GhigA mind you, but we dispensed. with “realism” a

Qhﬂe,lggg_. no®
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WITCHES AIID WARLOCKS

Giles: Are you a witch?
Jenny: 1 don’t have that Kind of power.
—1.8 I Robot, You Jane

Anyone can use magic, but Witches and Warlocks live,
drink and breathe magic. They are the pros of the magic
biz. In the Buffyverse, these powerful humans are able
to apply their will directly on reality. They can skip
some or even all of the ritual stéps and components, at
least for the simpler magicks. 1¥’s not clear whether this
is an inherited trait, but it does seem to run strong in
some families. The power can be awakened by exposure
to the supernatural—usually (but not necessarily) by
studying and practicing magic. A Witch who has mas-
tered her powers can be the match of a Slayer or a pow-
erful vampire. Of course, getting to that level isn’t easy,
or pain-free.

SORCERY: PowER oF THE WitcH

Willow: I hiave a shot at being a bad ass ‘Wicca,
and what better place to learn?

‘ —3.19 Choices

Witches and Warlocks must have at least ane level of
the Sorcery Quality (see p. 49). A beginner Witch
(Willow at the start of Season Three, for example) has
one or two Sorcery levels. A powerful Witch may have
five or more levels (Willow in Season Five). Sorcery

snd r

"800 a89 #%0 A8

[ 1T



goes beyond mere spellcraft, and provides a number of
special abilities for those who can wield it. Either
through practice or because or some inherent power,
Witches can use magic more easily than your average
student of the mystical arts.

Sorcery is a five-point/level Quality. 1t’s more appro-
priate for Heroes than Scoobies, but even sidekick types
can have a few levels at the beginning of a game.
Characters can gain one or mare levels of Sorcery after
character creation by spending experience points.

WitcH anp WaARLOCK POWERS
Willow: How long have you been practicing?
Tara: Always, I mean, since I um, was little . ..

my, my mom used to . . . she um . .. she had a
lot of power, like you.

Willow: Oh I'm not . . . I don’t have much in

the way of power. Rgaf{y I mean most o f my
potions come out soup. Besides . . . spells going
awry, friends in danger . . . I'm deﬁmtefy
nothing special.

Tara: No, you are.

i —4.10 Hush

' So what can your character do with all thase shiny lev-

{qisnf Sorcery® Among other things, Sorcery helps her
~improve spell casting, use magic more quickly and effi-
w My, maove objects without casting spells, and, last but

nol ast, gives her that cool solid-black-eyes look that
cnds and influence people (okay, that last
pa# isn'i ys a perk),

lmPlLovr.D SeeLrcastine

" Buffy (re: Wicca group): Sorry it was a bust. 1
now you were ﬁaoé’ng to go further in that
department.
Willow: Well, I’d like to f.ﬁmt something bigger
than a pencil someday . .

—4.10 Hush

,_"Charactcrs add their Sorcery level to any spellcasting
" roll (sec p. 139), to a maximum bonus of 45. After that,

than your typical book-reading spell- flinger. This can
come in handy when the final showdown with a Big Bad
is at hand.

‘I*,"J
-—w.»a‘

1 adnhanal levels of Sorcery stop adding up (although = !
'{ij‘ih they still have other uses). With this bonus, Witches can 4
) cast high-power spells w:the a better chance of successy | almost

TeLexinEsis

Willow: It’s all about emotional control
obviously, magic.

Plus,

—3.16 Doppelgingland

Witches can move objects with the force of their will.
This “telekinesis” does not require spellcasting, just con-
centration and some effort. 1t can’t be done indefinitely,
though. To use this power, the Witch ralls a DI0 and adds
her Willpower and Sorcery levels. Each Success Level in
the roll becomes a paint of “Strength” for the telekinetic
effect. So, if the roll results in five Success Levels, the
Witch could move an object as if she had a Strength 5—
good enough to pick up a grown man and slam him against
a wall (see p. 3l). Lifting and tossing things around
requires no additional rolls, but precise tasks (guiding a key
into a keyhole, staking a vamp) require a Perception and
Dexterity roll, or a roll using Dexterity and an appropriate
skill (staking a vamp would use Getting Medieval). These
tasks have a -I penalty because the Witch is manipulating
the object at a distance. Tossing small abjects at someone
also requires a Willpower and Sorcery rall, and must aver-
come the target’s defense roll or score. The damage mu
of such an attack is two times the Success Levels rolled:

Two or more Witches can combine their power ao
move very large objects. Witches working loguthur roll
as above, and add their cuml’ii'n;d Success Levels to
determine the Strength of the ¢

This power does not last lung,, Each turn after the hrsl,
another Willpower and Sorcery.roll must be made, with a
cumulative -2 penalty. So the s cond Turn the rall suffers

a -2 penalty; on the fifth Turn, a -8 penalty is incurred.
This penalty applies to all further uses of Telekinesis until
the Wikch gets at least three hours of rest. This ability is
good for throwing a few things around, but your character
can’t ga all Carrie with it.

@Ek{?ﬂsﬁ ne
" Willow: Thicken.

—5.19 Tough Love
:!"J': , _
,losl spells require the caster to recite a formula or
gantation out loud; or perform some type of ritual. All
it hooha takes time. Witches can cast some spells
instantly, with only a single word or phrase, or
even just a simple gesture. This won’t work on spells
that require a very specific ritual and cannot be sped up,
but some can be cast in a few seconds (as an action in a
Turn). Whether a spell can be quick cast is indicated in
that spell’s description.

Pravinc witn
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CREATING MEW SPELLS

Sooner or later (say in the first Episode, if not the first
game session), a budding occultist is going to want to
cast a spell that is not in the list below, and has never
been used in the TV show. So how does a well-meaning
Director determine details like the spell’s Power Level?
Have no fear, this section gives enough information to
create a new spell in a couple of minutes. Run through
the analysis, talking things over with the player, and
away you go.

More detailed spell-creation rules will appear in The
Magic Box, the (what else®) magic supplement for the
BtVS RPG.

PowEeR LEVEL

Willow: I've got the basics down: levitation,
charms, glamours. 1 just feel liKe I've
plateaued Wicca-wise.

Buffy: What's the next level?

Willow: Transmutation, conjuring, bringing
forth something from nothing. Gets pretty
;EJse to the primal forces. A little scary.

—1.4 Fear Itself

create a spell, first figure out its Power Level. To
at, simply go down the checklist below, pick and
the appropriate elements, and you're all set.
hat and a little creativity. Nobody said this creat-
was going to be entirely brainless. No
te what tle Power Level modifiers total, a spell has
ve:a minimum Power Level J.

it ‘PeoprLE AFrectED

Willow: I've been charting their essences, map-
ping out . . . I think . .. If I can get close
enough, 1 may be able to reverse what Glory
did. “Kind of take back what she took _ﬁ'am
& Tara. It might weaken Glory, or make her less
L coherent, or make all our heads ﬂ?{f&-—l’m

~ §till working out tﬁe details.

KH'F | —5.22 The Gift

e ﬁc ore people (or pus-monsters . .
spirits) &

one person is easicr than cursing all of Sunnydale. The

same applies to summoning, transforming or infecting

spells, just to name a few.

Noeoby: The spell does not directly affect a person—
creating a light or producing a spark counts as this type,

5 , CHAPTER 4

. or bcd-weﬁing::fg,
spcll affects, the more powerful it is. Cursing g
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even if, say, the spark is used to set a fire that could burn
somebody. No modifier to Power Level.

ONE PERsON: +] Power Level.
2-10 PeOPLE: +2 Pawer Levels.
Up 1O 100 PEOPLE: +3 Power Levels.

A LARGE PERCENTAGE OF PEOPLE IN A TOWN (EVERYONE
DOWNTOWN, FOR EXAMPLE): +4 Power Levels.

AN ENTIRE TOWN: +5 Power Levels.
ANYTHING BIGGER: +6 Power Levels.

LiMiTep TARGET SELECTION: The spell only affects a spe- .
cific subset of peaple—vampires, demons of a given sub- p
species, Slayers, redheads, ctc. -| Power Level.

Errect STrREnGTH

Tara: I mean it frightens me how powerful
you're getting.

Willow: That’s a weird word.

Tara: “Getting”? |

Willow: It frightens you? 1 frighten you?

Tara: That’s so not what I meant. I meant
impresses, impressive . . .

N
Lt
=0

i l."\v*:"-

—5.19 Tough Love

)i

Power Level indicates how powerful the spell is (stun~
ning, no®). Curing someone’s hiccups is easier than
bringing the dead back to life. Not that anyone would

want ta do such a gruesome thing . . .
MINOR: Anything that does significantly alter or

damage the subject. The spell may annoy or amuse, but
not kill or heal. Examples: causing an unsightly rash;
inflicting one point of damage per Success Level; creat-
ing a small globe of light. No modifier.
Nonl;EhBl.E The effect is stroang enough to injure peo-
breqlg things, and produce impressive lightshows.
jects nd living beings) cannot be transformed
- ‘ically, mentally or spiritually), just harmed or
| I Examples: inflicting damage equal to the magi-
'sy Willpower for every Success Level; shattering all
ass or other fragile objects in a room or a small
¢; starting a large fire. + Power Level.

SEVERE: The cffect can alter a person’s emotions and
y inflict severe injuries, and reshape (but not
im) matter. Beings from other dimensions can
bc summoned at this level. Examples: paralyzing a vic-
tim (reduce Dexterity by one per Success Level); inflict-
ing damage in the amount of Willpower (doubled) per
Success Level; changing a person’s feelings (a love spell,
or turning grown people into teenagers); shattering or



i
£

.I.'eﬂecl level by one.
'_.;o_ne's body and mind (turning someone into a demon

"ih’[aﬁ) ac*caunis for two Major-level effects and suffers

Some things, you just don’t mess with.

molding rock or metal; creating illusions that fool at
Jeast three senses; striking somebody blind, deaf, or
mute; summoning a demanic minion; raising a zombie.
+2 Power Levels.

Major: The spell can transform living beings, reshap-
ing their very essence and soul. Destructive spells are
very . . . well ... . destructive to both living and inanimate
things. A spell of this level can summon a dangerous
spirit entity. Examples: turning a person into an animal
or demonic creature; summoning a powerful demon (not
quite Big Bad level, but lieutenant/chief henchman
types); changing the properties of a material—turning
metal as soft as mud or “hardening” air into a barrier;
inflicting damage at a rate of three times Willpower
points of damage per Success Level. +3 Power Levels.

AwesOME: The spell can do incredible things, like
restore a vampire’s soul, throw lightning bolts, create

SHORT: One Turn per Success level.

-] Power Level.

MEpIUM: One minute per Success Level. No modifier.

LonG: One hour per Success Level.

+] Power Levels.

VErY LoNG: One day per Success Level. +2 Power Levels.
PERMANENT (OR UNTIL ' DISPELLED OR CANCELLED):

+3 Power Levels.

@

~ Boltof a

“spin. Say y;? cloris a ho’tsho’tW&ch and she
ts to fi | Iets~her blast vampires.
yers have s f a cool ‘blast _

vampires’ spcl Yot cays, “Not unrca_q
sonable.” B you get cranky
en she sa i)

impenetrable walls of force, or summon a demon that ~Your D:reclur gb-the spell is ‘ bout as
will eat the world. Examples: inflicting five times damaging as a rcgulai' weapon, with a tra
Willpower points of damage per Success Level; bringing ]\_@fh!:sﬂes, and should not be too unbalanci ur

back the dead; summoning a Big Bad-level creature. +5
Power Levels.

Combining effects is difficult but may be done. Each
added effect of the same or lower power increases the
For example, transforming some-

thinks like a demon is more powerful than turning
body into a demon while keeping her mind and soul

an éwes e-level modifier. Combining Awesome-level )
cffecls is asking for trouble, if it's even possible. No

such spell should go off without some dire repercus-
sions,' no matter what the “wilchie’s” Sorcery level.

Dvuration
Willow: It feels, and looks, like the ionizing
spell is wearing off.
=P 5K 'Iﬁe. 1 in Team

How long a spell lasts can be important. Spells that: «q
hatm or destray don’t have a duration—they cause their {
damage and are done with—but most other spells have a

sl:u:lf life.” The longer the effects last, the more puw-e
 erful lhc spell is. The Succ:ss Levels of the casting roll’

play a role here. —

MEANINGLESS: Duration is not a factor in this spell; the
effect happens and the magic is gone. No madifier.

*M ¢, making ihc damagr.’hard to h

 cast it a lot,
L'(‘s ng lo’ts of D
neat “signature move” for the character. .
“Make an lnlelhgencc and Occultism roll to\spe
ow long it takes you to find the spell,” she says.
hen you and she sﬁari gomg d tbe:«chseki:si

* For people affected, you pick “one —lhespﬁllfcan /i

gives the spelLar

affect one vamp at a time. qh
e other hand, un}fvenh

base Power Level I. On th

pires are affected, so the Limited Target S'elechon-\

modlﬁer appl:es. bringing it back down’ Yo ze
Next you turn to Spell Eﬁqcl It sdems t
. Severe—it daes ¢ damage
(cight poi lhls Witch’s
evel. S % gie roll gives'y
uccess Levels, the spell infli
age, to the p, and
ing to vam Your

spe
lrr.ctor

ffects increase the Pawcr 1ev
adﬁhanal faﬁlure ‘of fhe sa

0 II stri

. ‘lrcmcn ‘q(ppbv
' fiers is

ge, and it’s
cither, so the base
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SPELL REQUIREMENTS
Buffy: Giles, where would she be casting these
spells?
Giles: Oh, she needs a, a sacred space. A-a-a
pentagram, um, large pot.
— 1.3 Witch

The mare complex the requirements of the spell, the
lower the Power Level. That means that some very pow-
erful spells can be cast fairly easily—as long as all the
ingredients and requirements are in place.

NO SPECIAL REQUIREMENTS: Just recite a few magic
words, and perhaps use some simple ingredients (can-
dles, herbs and spices, last week’s copy of TV Guide),
and you're all set. No madifier.

LeNGTHY RiTuAL: The spell needs a ritual lasting anywhere
from half an hour to several hours. Not even Witches can
cast the spell any faster than that. -I Power Level.

RARE INGREDIENTS: The spell requires some hard-to-find
materials. Examples: human sacrifice, a rare magical
artifact, a body part of a specific demon (most demons
are really uncooperative about giving up bedy parts),
and so on. -2 Power Levels. ;

o WAY-RARE INGREDIENTS: ~ This requirement is not
amque, but it’s close. There won’t be many on any given
ent, if not dimension. Examples: the feathers from
an 1;.\mg;:rl.:d species of bird; ancient relics found only
. in museums or really good occult collections; a normal,

Iﬁi‘hgﬁ;rl E%has dated Xander. -3 Power Levels.

ResTRICTED Use: The spell can only be cast under very
specific_conditions. This limit should prevent the spell
from being cast more often than once or twice a year. -4
Power Leyels.

WAY-ResTRICTED Use:  The spell can only be used ance,
r once every several years (at least five years, and maybe
4 centuries or millennia). This effectively allows ane chance
" to cast the spell for the entire Series. Alternatively, the
pell needs a one-of-a-kind ingredient. Once it gets used,

r, ‘cause you'll only get to try it once. -5 Pawer Levels.

1
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the spc]l can never be cast again. Use it wisely gl‘asshop- e

SPELL LisT

We'd love to list every spell used in the first five sea-
sons of the BtVS TV show in this book. Unfortunately,
it would end up competing with the Yellow Pages in
thickness. We don’t want to leave you hanging though,
so here’re a half-dozen spells that can be useful in a
game, or can serve as inspiration to recreate other spells
from the series or make up new ones. They are pre-
sented in order of Power Level '

REVOKE INVITATION

Willow: . . . his verbes, consenus rescissus est. ~

EB?y (flatly): Sorry, Angel. 1've changed the
cKs.

— 2. 17 ‘Passion

Quick CAsT: No
POWER LEVEL: 3
REQUIREMENTS: Moss herbs (burned during the ritual),

some holy water, crosses, and a Latin incantation

rescinding the invitation.

EFFECT: Say, for one odd reason or anather, you rnvﬁe?.
a vampire into your home. This can lead to no end df

trouble. In those cases, this spell fixes your mistake and

prevents that particular bloodsucker from darkening (or

at least moving beyond) your doo;;ﬁep again. Once suc-
cessfully cast, the vamp is again incapable of entering
your dwelling. Of course, another invite undoes the
whole thing, and you are back ﬁhlsiakc one.

THESPIA’S DEMON DETECTION

Willow: Well this one should be rm{fy fun too.
We conjure thie goddess Thespia to help us
te demonic energy in the area.

‘Tam. ‘Zﬁegacﬂ{ess Thespia. Are you sure we're
for that?

= Vou and me! This is beneath us.
—4.14 Goodbye Iowa

YWER LEVEL 4

REMENTS: Four crystals and some string to define
¢ representing the area to be searched, two cast-
ime sand blown into the square.

EFFECT: The sand will turn different colors, indicating
different species of demons in the area. The spell can
locate all demons in an area as large as a small town or
several city blocks. Unfortunately, the spell has a very




short duration, so the caster knows where the demons
are at the moment the spell js cast, not where they will
be later on.

SPELL OF BLINDNESS
Giles: ‘Witcheraft. Blinding your enemy to dis-
orient and disable them is . . . it's classic!

—1.3 Witch

Quick CAsT: No
POWER LEVEL: 5
REQUIREMENTS: A doll with some personal effect of

the victim attached to it, and a lengthy ritual (about an
hour long).

EFFecT: The victim is blinded until the spell is reversed
or dispelled. Neat way to get back at people you don’t
like, or want to put out of commission for some reason
(it can be a really, really weak reason, depending on who
you are).

BLOODSTONE VENGEANCE SPELL
Willow: ‘We’ve gotta get her to a hospitall
Giles: They can’t help her. This is a blogdstone
vengeance spell.

—1.3 Witch

Quick CasT: No
- POWER LEVEL: 6

REQUIREMENTS: A personal effect of the victim, a
lengthy ritual (about an hour’s worth).

EFFECT: This spell eventually kills the victim, draining
her of one Constitution level every hour,  When
| Constitution is reduced below zero, the victim dies. At
first, the victim appears to have had a bit too much joy
% juice to drink (as in a gallon or two too much). Then
I her immune system shuts down, and she becaomes weak
and feverish. 1f the spell is reversed before death, the
victim returns to normal in a matter of seconds.

LIGHTNING BOLT
Willow: 1...owe.., you . .. pain!

—5.19 Gough Love

—A 888 %49 #88 #40 400 & sas S48 S0 an@ w58 asg ard v

EFFecT: Lightning strikes the victim (who can be any-
where in line of sight of the caster), inflicting five times
Willpawer points of damage per Success Level. This
powerful spell is one of the flashier magicks available.
Unfortunately for the forces of gaodness and light, it is
not easy to cast, and requires access to the book of
Darkest Magick, which can’t exactly be found at your local
Barnes & Noble, or even your typical witch’s library.

AMY’S “RAT-IFICATION” SPELL

Willow: The only real witch here is fuzzy little
Amy.

Buffy: 1 think you’re being too hard on yourself.

Willow: She’s got access to powers I can’t even
invoke. I mean first she's a perfectly normal
girl. . . (Amy turns back to human) . . . and
then “poof” she’s a rat. (Amy turns back to a
‘rat)d could never do something like that.

—+.9 Something Blue

QU]CE CAST: Yes
POWER LEVEL: 7

.' I.'_"_"RI;QUIREMENTS: A short phrase invoking the power of
 Hecate.
’ .-EEFEU: The victim is transformed into a rat, with nor-

mal ret intelligence and instincts. The victim’s Life Point

| paéws reduced ta 1/3 normal and her behavior has to be

_Quick CAsT: Yes
POWER LEVEL: 6

REQUIREMENTS: Access to the book of Darkest Magick.
Half an hour’s worth of casting; for Witches or
Warlocks, a mere gesture.

--.\.;;;:ﬁi_ty-’}ikc (i.e., care only about finding food, mating with

other rats, and hiding from cats and exterminators). The
spell remains in effect until reversed or dispelled. This
effect only works on humans (including Slayers, as Buffy
found to her chagrin), not on vampires, demons and
assorted non-humans.
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Xander: We Know underground. That's a start.
Buffy: Sure, in a town with 14 million square
miles of sewer.

Xander: Plus a bt of natural cave formations,
and a gateway to Hell. Veah, this does resem-
ble square one.

e

—3.10Rmends .:{: e

. Ah, Sunnydale.

3 38

This quai‘r}('.alifornia town enjoys beautiful weath- ‘-,
: i_,cr""'(cxcept for the occasional holiday snowfall— 4
1, just that one time), friendly people (during the
day, at least), and a very, very active nightlife.
. Conveniently located, accessible by ship, bus or air,
and a mere two-hour drive from Los Angeles,
" Sunnydale boasts some of the lowest property prices in
\ the state and a constantly fluctuating population.
Drop by and visit, won'’t youp You might end up slayjnq‘
r the rest of your life . . . and maybe a bit langer than

uch like on our fa'vonle show, Sunnyda?e is khe “dch‘m%seﬂmg of 8 BIVS RPG Series (although several other

e: lots of cool locations, colorfu] locals, a strate-
.g:g@]}y-{ocaled Hellmouth and a pupulahan of vamps amﬁd too numerous to shake a stick at (althaugh why
you would want to do thal we can’t say). It's.also familiar! § of the show: when you Director folk say “you're
at the Bronze,” the players know you are talking about the club, not the mctal.

So with no further ado (we always wanted to say that), we present an overview of Sunnydale and its (mostly) ordi-
nary citizenry.

CHAPTER_5
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OVERVIEW

Cordelia: It's in the bad part of town.
Buffy: Where's that?
C‘ara’eﬁa About a half a block from the good part

town. ‘We don't have a whole lot of town
re.

— 1.1 ‘Welcome to the Hellmouth

Sunnydale’s recorded history began a few centuries
ago, when a small Spanish scttlement was founded there.
Perhaps taking a cue from the natives, the colonists
named the town Boca del Infierno—the Hellmouth. At
some point, the more tourism-friendly (but less accurate)
moniker “Sunnydale” was adopted. Despite a nasty
earthquake in 1937 (not quite as bad as the one in 1812
though), and a mortality rate several times higher than
the national average (of Colombia), the little community
has grown and prospered over the years.

Sunnydale is chock full of interesting sites: two col-
leges, a zoo, a state-of-the-art medical facility, and no
fewer than forty-three (some say forty-four) churches of
assorted denominations—not bad for a “ene Starbucks
town.” And that’s just the stuff on the surface, the kind
Jof info you'll see in tourism brochures. Beneath lies the
world of the Hellmouth, a focal point of demonic activi-
{,géi&hose mystical energies affect everything and every-

in the area. Living near a Hellmouth can be a real
&Peg;ence—dunnyda[c is a place where a boy in a coma
can hake plc s nightmares come true, or a nerd can
build @ robotigirlfriend or bring his brother back to life.
Demons, vampires and stranger critters flock to the town
like frat boys to a kegger. 1t makes life exciting—short-
er, most likely, but exciting.

. COTISPiRACY OF SILENCE

Chief: I need to say something to the media peqp&.
Snyder: So? Ll

| Chitef: So? You want the usual story? gang

\elated? PCP?

i W What'd you have in mind? Q’Ezﬁufﬁ?
E’ﬁng" ?‘{xgﬁt Gang related. PCP. | |
-l 2 , 2.3 Sefiool Hard F

..&.Tzﬁé.lpeuple':ﬁf Sunnydﬁié;'hav:: been cxpdscd, both col-

lectively and individually, to enough weirdness to fill sey-
eral seasons of The Twilight Zone. Given the frequency
of magical curses, vampire and demon rampages, myste-
rious disappearances and strange lights in the sky, you'd

think people would get a clue that there’s something
going on. And yet the townsfolk seem to blissfully
ignore the existence of the supernatural. Most residents
simply try to get along and pursue happiness in the best
middle-class American tradition. When the family next
door disappears without any notice or explanation, peo-
ple don’t talk about it much. Students get used to hav-
ing classmates drop out (or drop dead) on an almost
weekly basis. Things happen, but unless they happen to
someone directly, they’re usually ignored.

Aot of it can be blamed on the “rational” mindset—
vampires, ghosts, and ghouls don’t exist, so if you are
the first to start babbling about them, you’ll get carted
off by the smiling guys in white to a nice padded room.
1s really hard to start the water-cooler talk with “Say,
did you see Dan running around last night, three days
after his funeral®” Instead, people try to come up with
reasonable explanations—drug-related crimes, teenage
vandalism, or plain bad luck—instead ‘of murdering
demons or predatory vamps. It sounds better, it does-
n’t depress real estate values as much, and it's much
easier to accept when gossiping in the kitchen.

But there’s more than that. A lot of pcople—-@ys
firemen, ER doctors—just see too much weirdness to
write it off. And most of them just lie their butts off to
the public. For the better part of a century, the _tbfvn
was governed by Mayor Richard Wilkins (1, 11 and 111),
who helped cover up most of the supernatural occur-
rences as part of his dcalmgs with the dark powers.
Taking his lead, most put[‘ : officials learned to look
the' clhcr way when it came ta the strange and unusu-
al, or come up with plausib]c (if increasingly lame)
‘explanations for them.

The Mayor is no longer with us—a small matter invelv-
ing a big bomb and Sunnydale High School—but his
oy lives on. The local government knows a lot more

. what goes on in Sunnydale, but it hushes things up.

Feds go right along with the official ignorance; yet
cy are parincuiarly knowledgeable given the Initiative’s
emer presence. Even so, it wouldn’t do to admit that
‘whién it comes to Sunnydale, even Uncle Sam can’t guar-
tee the safety of its citizens.
And so it goes. - To be sure, plenty of people pack up
‘move’ as soon as they realize there’s more to
Wdale than meets the eye, but there’s always some-
one clse ready to take their place. The cost of living in
the town is so low that newcomers are continually
tempted to move there, usually to a house being sold by
the estate of the previous owner, whose demise was both
untimely and mysterious.
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PLACES TO GO

Dracula;: Vou're Known throughout the world.
Biuffy: Nah. Really?
Dracula: Why else would 1 come here—for the

—>5.1 Buffy v& Dracula

' So what is there to do in Sunnydale® While not exact-

ly @ bustling metropalis (despite having its own super-
hera), Sunnydalc has a lot of places of interest for the
bored, adventurous or suicidal. And of course, even
going to the corner store can become a life-or-death
striggle in this little California town, so excitement can
be found anywhere.

]

i‘:??j 4
. SunnybaLE HiGH
- Jonathian: We don't tall about it much, but it'’s no
secret that Sunnydale High'isn 't really ke other
high schools. % lot of weird stuff happens here.
Crowd: Zombies! Hyena people! Snyder!
W —3.20 The Prom

. Sunnydale, just surviving was a major accomplishment.

home of the Razorbacks. Some of it was the usual
teenage stupidity stuff—alcohol, drugs, driving while on
alcohol and drugs, and so on. But most of it was a bit
more unnatural.

CHAPTER 5

. High school can be an erdeal in any city or town. In

Students scemed to die a lot at good old Sunnydale High,”

»

- o948 2080 o649 560 A8C® =9 880 and r

Many supernatural critters saw the school as a buffet
table, full of tasty treats to nibble an. Due to an unfor-
tunate coincidence (or an unfortunate planned event),
Sunnydale High was built right on top of the
Hellmouth. That made life more than a little hard for
the students—not only did they have to contend with
classes and monsters, but they were exposed to the
supernatural energies of the Hellmouth on a daily -
basis. As a result, the school had an unusual number
of people with strange abilities, magical curses, or
other paranormal problems. Being a teenager brought
a whole slew of problems. = Being a teenager in
Sunnydale plain sucked.

The school had a real problem retaining principals—
they went through three in five years. Faculty members
also seemed to have trouble sticking around (or, more
accurately, staying alive). SHS had a lot of lovely facili-
ties, though—football fields, basketball courts, a nice
awﬂorit_m (used annually for the Talent Show),

 Olympic-sized pool, and a well-stocked lab (although a
ot of ingredients seemed to run out unusually fast).

. When Giles was the librarian, Sunnydale High had prob-
ably the most comprehensive occult collection this side
of the Atlantic. The cafeteria food wasn't the best, but

it 'was only laced with rat poison the one time, and

bady actually died.

At the end of Season Three, the school was blown to

bits in a freak explosion (well . . . “freak” to the author-

ities and town folks anyway). A new school has been
built though and all of the old problems remain.




& ‘ment organization hidden beneath a frat house,
S great place to learn, to party and to have a chance
cncountcr with some Hellmouth-spawned evil or another.

Going To COLLEGE

After high school, many lucky survivors get to escape
Sunnydale and head off to college somewhere safer . .. like
Somalia. Higher education is possible without ever leaving
town, however. Sadder still, most of the students at the
local colleges are from other parts of the nation and the
world, and they have no idea what they are getting into.
Freshman year is just murder on the students. Seriously.

Crestwoop COLLEGE

This small but exclusive institution isn’t a party school,
not really; more like a “secret society that practices
human sacrifice” school. To be fair, only one fraternity,
the now-disbanded Delta Zeta Kappa chapter, was
invalved in the human sacrifice bit . . . as far as we know,
that is. Crestwood hasn’t been featured much in the last
few seasons of the show, which can provide you devious
Directors with a fresh sub-setting within Sunnydale.

University o CaLiFORNiA—SUMNYDALE

Buffy (somewhat appalled): Please tell me you're
going somewhere with this.

Willow: Nope. (Shows Buffy a letter.) 1'mnot
goinq anywhere.

ﬁu y: U.C. Sunnydale?

Willow: 1 will be matriculating with thé'elass of

Wﬁ'

_ Qu_ yodre you serious?

Wi loW: SO, isn't that where you're going?
' —3.19 Choices
UESD is an accredited university with a full selection of

courses, a large student body, and its own secret govern-
It's a

The university hosts a number of sororities and frater-

" nitics (but no Delta Zeta Kappas, apparently). UCSD isn't
- " much of a party school, although the residents of Porter
: .= Dorm certainly treat it as one. There're plenty of places
taito “do some serious studying and rescarch, including the

* Science, Center and the Sunnydale Cultural Partnership - i
' Center. The main library is gigantic, although its accult’ Tip
secilon lacks the breadth and depth of Giles’ collection. |

For fun, studénts can visit Brookside Park (although
there are strange things lurking between the trees some-
times), drop by several local bars, or have their caffeine
fix at the Grotto coffee house. There is a college pub

where the over-21 crowd can indulge in a little beer,
although it's a good idea to stay away from Black
Frost—that stuff will turn you into a Neanderthal.

All in all, it's not a terrible place to get a degree and
discover your true self—as long as your roommate isn’t
a demon, or you don’t turn out to be “catch of the day”
for some critter or another.

Party Time

Xander: 1'm not worried. If there's .sumethm_q
bad out there we'll find, you'll slay, we'll party!

—1.10 Nightmares

You can’t be out slaying every night (well, you could,
but then you'd be a dull person with no life). When the
younger residents of Sunnydale need to take a break
from reality, there are a few places to go and have some
nice clean fun (or even some sorta dirty fun).

TrE Bronze

Willow: I can't believe you've never been here. The
Bronze is the coolest place in Sunnydale. t(}j;)‘af
course, there's not a lot of competition. 1
the vending machine at Burgin's.came in secanaf

—d.16 Who Are Mm?‘; i

The place to be if you're coal, the Bronze features live
music from such bands as Dingoes Ate My Baby and Shy
(both disbanded recently after losing important mem-
bers). This is where you go'to dance, listen to some cut-
ting-edge music, and be held hostage by marauding vam-
pires planning a massacre. The Bronze is not in the
nicest part of Sunnydale, and prostitutes, vagrants and
vampires are common encounters late at night (although
the vampires eat the vagrants and the prostitutes, keep-
ing their numbers down). Folks on their way home from
onze should walk briskly, pay attention to their

YW INA
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Tue Fisu Tank
Willow: Sheila’s a no-show? She goes to this really
rank bar. The Fish Tank? Sometimes they have
raids and other stuff that can make you tardy.
— 2.3 School Hard

This supposedly adults-only dive is the kind of place
rough-and-ready bikers and their hangers-on—and the
occasional slumming vampire—gather. Definitely not a
nice crowd here, with a lot of shady deals, nasty fights,
and assorted mayhem (mostly non-supernatural) happen-
ing on a regular basis. Still, not everyone in Sunnydale
is a student, professional or vampire (despite appear-
ances to the contrary) and those folks get thirsty now and
again as well.

Sunset CLus

This very exclusive club catered to vampire groupies—
kids who had read way too much Anne Rice and thought
vamps were just the kewlest thing this side of black lipstick.
Most of the Sunset Club learned the error of their ways, and
barely avoided being vampire crudités (thanks to the efforts
of our fave girl-with-stake). Still, it’s likely some are still
putting on the pale makeup and dark clothing; and acting
ﬂlﬂr&gnc&]ly hip and stuff. Most vamps find the whole thing
dly amusing, and refuse to turn the groupies into vam-

‘no matter how much they beg.

¥ ﬁ“ Y's PLack

¢ Doulile shot of O neg, Keep. An' make it the
9(:01{ stuffi™l don't want no freakin' orangutan.

W}.@’Gﬂfyﬂ

—4.14 Goodbye Towa

4 This scedy establishment (akay, Willy got a deep fryer
2 and cleaned the place up a bit, but it's still scedy) caters
. to vampires and demons (and a few humans who don’t
* mind the company). For the most part, vialence is kept
to e minimum, but when it gets violent, it gefﬁ really vio-

mahvc when properly motivated (that doesn't’ have

ans of encouragement).

IH‘EQCQL FAClLi'I'IES

Xander: Veah. It'sat the hospital, it's a wing.
We do morgue time in the Scooby gang.

—5.16 The Body

CHAPTER 5

"Not a nice place to visit, even if Willy can be very

n a sound thrashing; Willy responds to other

_:, B
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Sunnydale General Hospital has one of the best trauma
units in America—their ER specialists have the sort of
experience one normally finds in war zones or the most
crime-ridden areas of the country. Bad news for the
community. Good news for any injured do-gooders—as
long as they’re more or less in one piece when they're
brought in, there’s a very good chance they’ll make it.
The biggest problem the hospital has is all those morgue
break-ins and corpse disappearances.  Well, in maost
cases they are actually breakouts, but try telling the hm-
pital staff, or the cops, that.

e A

Tre Macic Box

Giles: Think about it. Sunnydale. Monsters.
Supply and demand. They'be lining up
around the block in no time.

Buffy: Veah, you'll be ma.b? hand over
& Holds hand over Mo‘ilclyfgum isa
good thing . . .

] —5.5 No Place Like Home

Sunnydale's premier shop of all things mystical, new
agey and downright weird is conveniently located on
Mam Sln:el'. near the Espresso Pump. Life expectancy for

ers of | ‘magic shops in Sunnydale was not something
'\w the farm on (more mysterious cases of neck rup-
{:lu‘#e) until Giles took over the Magic Box from the late
%ﬁa’ogarly He brought on Anya as an employee after
|omcd the Slaycrcllcs Gwen the Walchcrs and ex-

inly enjoy a knowledgeable salcs staff, even if their cus-
mer seryice is a bit . . . unusual® This knowledge
\ bessufficient to kcep the really dangerous stuff
aut of the wrong hands—as long as the person who rings
up the sale is paying attention.
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Tue CEmETERIES

There are a dozen or more cemeteries within the
Sunnydale town limits, and every single one of them has
to be patrolled on a regular basis. Those are the places
to go to stake new vamps while they are still getting used
to the whole undead schtick. For some reason, demons
also like congregating there (maybe the thought of all
those dead humans comforts them). Your typical oblig-
atory vamp fight takes place in a graveyard; be careful
about tripping on headstones.

Goinc VnpERGROVIID

¥Buffy: Vampires really jam on sewer systefis.
@u can get anywhere in the entire town With-
mt mtdung any rays.

‘z,

—1.2 The Harvest

L

'Bcl'éwcn the sewers, the electrical tunnels, and the natu-
ral cave systems there is almost as much real estate beneath
Sunnydale as above it, and a lot of peaple (well, mostly crit-
ters) take advantage of it. Vampire gangs, monstrous
demon things and wannabe CHUDS regularly lair there.
For vamps, underground passages arc ideal—no sun to
worry about. Hunters venturing into the underground have

a‘(':. to worry about darkness (better bring a lot of flashlights),

__'lhc stench (none too plcasanl). and ambushcs, cspecmlly if

| 8 an ou merica in a covert an articular
] .and South A t and particularly

- - o
THE INITIATIVE
Mr. ‘Ward: It was an egvemrmlt The Initiative
represented the government's interest in not mu‘q
. controlling the otherworldly menace but in
harnessing its power for our own m:htan,r pur-
poses. (a beat) The considered opinion (y( this
counsel is that the experiment. . . has failed.

—4.21 Primeval

The US government is far from clueless on the mysti-
cal front. 1t has known for some time (haw long nobody
knows, although maybe, just maybe, the truth is out
there) that paranormal creatures (or “sub-terrestrials®)
exist, and something needs to be done about them. A
few years back, the Initiative was founded to do just that.
This top-secret group was assembled to confront super-
natural beings, capture or kill them, and study them to
find new and better ways to deal with them. Its head-
quarters, not surprisingly, was in Sunnydale, under
Lowell House, a frat house at UCSD where the Initiative
commando squads lived.

A huge underground complex housed the rest of ihe
Initiative—mostly scientists and researchers, as well as a
small garrison of soldiers. It also had cells that could
hold dozens of demons, vamps and other Hostile Sﬁb—
Terrestrials (HSTs for short). It was pretty cool, in a
“James Bond/Tom Clancy mects Thc Addams Fam:ly"
sort of way.

Naturally, someone had to u the applecart. In this
case, it was Dr. Maggie Walsh, psych professor by the
day, mad scientist at night. W l{emphng to create a
super-soldier (and when has that ever worked out for the
best?), Dr. Walsh built a hybrid of human, demon and
machine—Adam. Adam killed his *mommy” and set up
a chain of evenls that ended with the deaths of a bunch
of Initiative people. The government shut down the

Sunnydale facility, covered things up, and moved on.
The ’ﬁ ""'fjatnrc is not gone, however. A new Initiative
it may not necessarily be called that) has risen
'}s placc It doesn’t care about studying monsters,
sugh; it just kills them. When last seen, the organiza-
) was hunting down demons in assorted parts of

\-l.
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ALL THIS, ATID A
HELLMOVTH Too

Jenny: We've got vampuec‘ I ﬁwuth the
Hellmouth was closed.

Giles: Well it's-it's closed, but not gone. The
rm,'stuafenerqu that emanates ;‘mm it is still
concentrated in this area.

Xander: Which means we're still the undead’s
favorite party town.

— 2.1 ‘When She ‘Was Bad

The bane of Sunnydale, a constant danger to the
world as we know it and everyone’s favorite plot device,
the Hellmouth is what makes Sunnydale a festering sore
on the face of reality. This link to the demon dimen-
sions acts as a magnet for evil and weirdness. And that’s
when it's dormant and mostly inactive. 1f the Hellmouth
opens for real, all the demons that were banished from
our world will pour back in. The end result would be
much like the apocalypse, except a little heavier on the
pain and suffering bit. Every attempt to open the
Hellmouth has been foiled by the Scooby Gang, but the
bad guys only need to win once, and then it's all over
but the screaming.

That cheery thought aside, the Hellmouth is as good
an explanation as any for the huge concentration of
\ vampires and demons in Sunnydale, the outbreaks of
' mgrgand psychic activity, the ability of certain folks to
routinely build humanoid robots and super-weapans,
and surppising lack of ugly people in Sunnydale
(they. probably become invisible when nobody pays
attention to them).

Name: Joe School

- S84 asa sas sso l'.‘-.- ane #n8 r

Lairs

Boone: This is my place.

Adam: Vour place. Ves. The sewers. You hide
from them, crawl about in their filth, scaveng-
ing like rats. ‘What do you fear?

—4.16 ‘Who Are Vou?

For those really in need of adventure, or perhaps those
looking to take on the mantle of Big Bad, the darker side
of Sunnydale sports several nice lairs, Many of these
spots—the Master’s sunken church underneath Sunnydale
High, the The Anointed One’s abandoned factory,-
Sunday’s Psi Theta house, Adam's secret area behind 314
and Doc’s cozy little downtown apartment—are no
longer being used by their former inhabitants. We're
surg the realtor would be happy to consider any rental
apphcahon, particularly one with several months pay-
ment up front.

Motivation: Survive, sex, drugs and rock and roll, be popular

Critter Type: Human

Attributes: Str 2, Dex 2, Con 2, Int 2, Per 2, Will 2
Ability Scores: Muscle 10, Combat 8, Brains 10

Life Points: 26
Drama Points: O-1
Special Abilities: —
Maneuvers
Name Score Damage Notes
Dodge 8 .

Punch 8 4 Bash

i
'l'ij’ L]

CHAPTER 5

Defense action
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Name: Jonathan Levinson
Motivation: Get some respect, be happy
Critter Type: Human

Attributes: Str 1, Dex 2, Con 2, Int 3, Per 3, Will 2

Ability Scores: Muscle 8, Combat 8, Brains 11
Life Points: 22
Drama Points: 3
Special Abilities:
Sorcery 1 (untrained)
Maneuvers
Name Score  Damage
Dodge 8 -—
Punch 8 2

Notes

Bash

PEOPLE TO SEE

Sunnydale is home to several thousand hard-working
Americans, and'a smaller number of hard-working mon-
sters. Here’s a little Who’s Who of Sunnydale, from your
average man or woman in the street to Guest Star char-
acters from the show. Their game stats {in case our
heroes need to outwit or simply beat the living crap out
of them) are also listed.

Tae Stupent Bopy

Su’}inydalc High has a diversc and colorful group of
students, bound by a common desire to survive until
gradqahan Everyone, from the most nerdly to the most
likely to sudeqed knows that she could be next in the
eversincreasing SHS Body Count.  Somehow, they all
manage to carry on and do the normal things high-
schoolers do—skip class, play Frisbee, get in trouble,
have some fun.

,Tvpicm. SunnypaLe Hice orR UC

—1.11 Out of Mind, Out of Sight

This is your basic extra on school grounds or UCSD’s

- campus, - While for the most part these students end up--‘,.
as demon fodder, they can come into play in other ways, . €
like interacting with the characters (your basic dates,

friendly acquaintances, and the like).

+ 1 to Brains for Knowledge rolls;

Defense action

jomataan Levinson

Xander: So we're saying he did a spell just to
make us think he was cool?

Giles: yes.

Xander: That is so cooll

—4.17 Superstar

Life hasn’t been good to Jonathan—he’s short, unpo
ular, and a nerd. On the other hand, he has managed to
survive a number of encounters with the supernatural, has
had Buffy save him from committing suicide, and even
has enjoyed a brief stint as the star of the show (courtesy
of some bad mojo). During the school prom, he bestowed
upon Buffy the title of Class Protector (and a cute gold
umbrella), and he fought beside the Slayer and crew when
the Mayor went Godzilla in the middle of his speech.

Amy Mapison

Cordelia: ey, I'm really sorry you guys got bumped
back to alternate. Hold it, wait . . . No I'm noi!

% Well I Kriow that I'll miss Iﬁe intellectual
Wirillof speliing out womfs with my arms.

— 1.3 ‘Witch

g #
o Amy’s had a screwy home life. Her mather Catherine,

éh: endary cheerleading champion in her youth, was—
m chnical terms—a crazy witch from hell, After har-
ing Amy’s father out of the house, Catherine used the
k'@rts to switch bodies with her daughter so she could

“relive her glory days as head cheerleader. The Scoobies’

intervention saved the day. Catherine ended up trapped
in her old cheerleading trophy (and remains there to this

dey beneath the rubble of SHS), and Amy was back to
normal . . . well, back to normal as a witch.

SUNNYDALE
Artfer Dark




Name: Amy Madison
Motivation: Nibble on some cheese, (as a human)
develop her Witch powers

Critter Type: Human

Attributes: Str 2, Dex 2, Con 3, Int 3, Per 3, Will 3

Ability Scores: Muscle 10, Combat 8, Brains 12 il
Life Points: 39 it
Drama Points: 2 1)y
Special Abilities: Hard to Kill 3; Sorcery 3 '
Maneuvers

Name Score Damage  Notes

Dodge 11 — Defense action

Punch 10 5 Bash

Spell 15 Rat-ification Turns target into a rat

Name: Harmony Kendall
Motivation: Be a great-looking corpse

Critter Type: Vampire

Attributes: Str 4, Dex 5, Con 4, Int 1, Per 2, Will 2
Ability Scores: Muscle 14, Combat 13, Brains 9
Life Points: 48

Drama Points: 5

» Special Abilities: Vampire
) Maneuvers
! Name Score Damage Notes
"0'&1 Bite 15 16 Must Grapple first;
r o no defense action
A Dodge 13 — Defense action
! Grapple 15 — Resisted by Dodge
Kick 12 12 Bash
Punch 13 Bash

j Name: Principal Bob Flutie
i Motivation: I’'m okay, you’re okay

: Critter Type: Human

Attributes: Str 2, Dex 2, Con 2, Int 3, Per 2, Will 2
Ho Ability Scores: Muscle 10, Combat 8, Brains 13

y Life Points: 26

=
i1
!-J
i <

e Drama Points: 0
@ Special Abilities: —

- Maneuvers
Name Score Damage Notes
Dodge 8 = Defense action - -
Punch 8 4 Bash , - *"""""—"ﬂﬂ'

CHAPTER 5



Amy’s mystical powers have gotten her in trouble—an
attempt to help Xander ended up with every woman in
Sunnydale stalking him, and, while trying to escape a lynch
mob, Amy turned herself into a rat. As of the end of Season
Five, she still remained in rodent state (except for a very
brief return to normal, courtesy of an unaware Willow).

Harmony KenpalL

Harmony: ‘What a total disaster. My first plan!
1 so wanted it to go well. Plus, I didn't even
get to Kill stupid Xander Harris! God, that
‘was so embarrassing.

— 5.2 The Real Me

Harmony was one of Cordelia’s groupies, and was a
particularly empty-headed example of the species.
Shallow and ditsy, her moment of glory came when she
joined several other seniors at SHS and made her stand
against the Mayor and his minions. Unfortunately, she
ended up being munched on by a vampire.

Reborn as an undead, Harmony’s had several misad-
ventures, but has managed to avoid dusting. She had a
tempestuous fling with Spike upon his, return to
Sunnydale. At present, she remains at large.

THE Facurty

Sijder: My predecessor, Mr. Flutie, may haye gone
n for a[tytﬁat touchy-feely :eﬁmug nonsetse, but
hie was eaten. Vou're in MY world now. And
Sunnydaligfias touched and felt for the last time.

» —1.9 The Puppet Show

Teachers and school administrators in Sunnydale have
a few things in common. Besides being dedicated edu-

'-: cators, they tend to have tragically short life spans.

' Teachers and principals often hinder the Cast Members,

Name: Principal Snyder

keeping them after school, being suspicious about them
nosing around where they do not belong, and otherwise
being a nuisance that the heroes cannot beat up. A few
have been helpful . . . just before they were eaten.

PrinciraL FLutiE

Flutie: I'm always here if you need a hug—-but
not a real hug, because there’s no touching in
this school We’re sensitive to wrong touching.

—1.4 Teacher’s Pet

Bob Flutie was a fairly nice guy—he cared, not too lit-
tle and not too much, but just enough. When troubled
student Buffy Summers arrived in Sunnydale, he tried to!
help her out. After a while, he decided she was just too
weird to help. Shortly thereafter, he was killed and eaten
by a pack of hyena-spirit-possessed students (maybe
there’s a lesson there). Flutie’s passing was lamented by
the entire school, especially after his - replacement,
Principal Snyder, made his appearance.

PrinciraL SmYDER

Snyder: There are things I will not tolerate: stua"mis‘
itering on campus after schoak horrible Jrirmuraﬂizrsi."I
with hearts being removed. And also smoKing. -']:'

—1.9 The Puppet Show

The antithesis of Flutie, Snyder was an angry, bitter and
hateful little man. Not only did he hate the students in his
charge and try to ruin Buffy's liia_by expelling her, he was
also a willing participant in the,Mayor s caver-up of the
horrible truth about Sunnydale. Although he did not fully
know what the Mayor’s plans were, Snyder supported him
wholcheartedly, figuring he would help bring order to the
world. At graduation though, the Mayor repaid Snyder’s
Iayal’ty by makmg him his first snack of the day.

Motivation: Control teenage behavior, suppress fun

and joy everywhere
Critter Type: Human
Attributes: Str |,

Life Points: 22

Drama Points: O

Special Abilities: —
Maneuvers

Score

Damage
Dodge 8 —
Punch 8 4

Name

Notes
Defense action
Bash

Dex 2, Con 2, Int 3, Per 3, Will 4
Ability Scores: Muscle 8, Combat 8, Brains 13

SunnypAaLE
AFTErR Danrk




Name: Jenny Calendar a.k.a. Janna Kalderash
Motivation: Uphold family tradition, have fun
Critter Type: Human

a

Attributes: Str 2, Dex 3, Con 2, Int 4, Per 3, Will 4
Ability Scores: Muscle 10, Combat 10, Brains 14

Life Points: 26
Drama Points: 4

Special Abilities: + 2 to Brains for Occultism rolls

Maneuvers
Name Score  Damage
Dodge 10 —
Punch 10 5
Magic 16

Notes

Bash

Jenny CaLEDDAR

Jenny: I'm sorry. 1 thought . .

Enyos: ‘What? ‘flmt:,w: are ‘Je mmca{um‘m
now? Vou are still Janna, of the Kalderash
people. A qupsy.

—2.13 Surprise

Jenny Calendar was the young and attractive computer
science teacher at Sunnydale High. She was full of dark
secrets, however. First, she revealed herself as a techno-
pagan, and helped Buffy and the Slayercttes on a number
of occasions. She and Giles soon developed a budding
romantic relationship. Unfortunately, there was more to
Jenny than that; she was eventually revealed to be a Gypsy
(née: Janna Kelderash)—from the same clan that put the
curse on-Angel—sent to Sunnydale to keep an eye on
him. " When Angel became Angelus, Jenny tried to
research a ritual that would restore his soul. She suc-
ceeded, but Angelus murdered her before she could share
. her discovery with the gang.

Name: Joyce Summers
Motivation: Be a good person and mother
Critter Type: Human

Attributes: Str 2, Dex 2, Con |,

Defense action

Effects by spell

GReATER SunnypALE

Sunnydale is far more than just schaols and their
attendees, of course. Described below are several other
denizens of Sunnydale.

jOYCE SUMMERS
Joyee: Have we met?

Spike: Um . . . you hit me withan ax one time.
Rememﬁer’ Uh, "get the hell away from miy
daughter.”

Joyce: Oh.

—222 Becoming, Part Two

Buffy’s mother was a constant fixture in the Slayer’s
life, a source of strength and love until her tragic (and
utterly non-supernatural) death during Season Five. Mrs.
Summers worked at a gallery and did the best job she
could as the single mother of a Slayer. For the first two
seasons, Joyce did not know her daughter’s secret iden-

Int 3, Per 3, Will 3

Ability Scores: Muscle 10, Combat 10, Brains 13

Life Points: 22
Drama Points: 3
Special Abilities: —
Maneuvers
Score  Damage
20 20

Name Notes

Axe

Slash/stab;

uses Heroic Feat (1 Drama Point); two-handed

Dodge 10 -

Punch 10 5 Bash

CHAPTER 5

Defense action
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Name: Sunnydale Police Officer

Motivation: Serve and protect, “Just the facts, ma’am.

Critter Type: Human

> )
-~
e O 70

—
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n

Attributes: Str 3, Dex 2, Con 3, Int 2, Per 2, Will 2
Ability Scores: Muscle 12, Combat 12, Brains 10

Life Points: 34

Drama Points: 0-2

Special Abilities: —

Maneuvers

Name Score Damage
Baton 12 11
Dodge 12 —
Pistol 12 14
Punch 12 8
Shotgun 12 22

Bash

Bash
Bullet

tity, thinking she was just a normal troubled teenager.
Eventually, the truth came out, and she did her best to
accept that side of Buffy’s life.

Cops! In SunnypALE
Sutyder: In case you haven't noticed, the police of
Sunnydale are deeply stupid.

g —2.22 Becoming, Part Two

ydale’s finest are faced with an impossible job.

"'The old saying “Old cops, bold cops, no old, bald cops”
goes double for this town. Cops who rush to answer calls
for help andiinsert themselves forcibly into ongoing
combat don’tlive too long, so your typical Sunnydale
officer takes her own sweet time responding to a 91! call.
They do try their best to serve and protect, but they end
wp arresting the wrong people more often than not.
*-Herocs should be wary of hurting cops, though; not only

Name: Agent Toughguy
Motivation: Fight the HST threat
Critter Type: Human

Notes

Defense action

are they innocent bystanders, messing with cops can lead
to a lot of trouble with law enforcement down the line.

Imitiative Commanpo

Riley: Veah, 1 Know I can't, but it bugs me this
time.

Forrest: This is the burden we bear, brother. We =
have a gig that would inevitably cause any girl |
living to think we are cool upon cool. Vet we = *
must Clark Kent our way & mugfi the dating
scene never to use our unfair advantage.

—4. 10 Hush

Before the Initiative was shut down, these masked fig-
ures in camo uniforms prowled the campus at UCSD,
hunting down assorted “sub-terrestrials.” The troopers
are more dangerous as a group, because they are trained
to work as a unit.

Attributes: Str 4, Dex 4, Con 3, Int 2, Per 3, Will 3
Ability Scores: Muscle 14, Combat 15, Brains 10

Life Points: 44

Drama Points: 1-3

Special Abilities: Hard to Kill 2

Maneuvers

Name Damage Notes

Dodge 15 -

Kick 14 13

Punch 15 12

Taser Rifle 15 G

Bash
Bash

Defense action

Bash; Knockout (see p.111)

SUNNOYDALE
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The First Evil: 1 am something that you can't
even conceive. The First Evil. Beyond sin,
beyond death. I am the thing the darkness
fears. You'll never see me, but'T am everywhere.
Every being, every thought, every drop.of hate.

B&f Alright, I get it. Vou're evil Do we
ve to chat about it all day? f

—3, .W Amends

Y _:I;‘j'.-'__ n"'* Vampires.
5 Demons.
: Zombies.
* Invisible teenage girls
and talking puppets.
' Oh my.

. irhe Buffyverse is lemmng with a meQ]ey cf creepy crawlers and fearsome fiends. They stalk an unsuspecting
‘J humenity and kill with lmpumly—or'awuld if the Slayer and the Scooby Gang weren’t around to stop them. :
om the vampire hurﬁs that haunt Sunnydafe s nightlife marrc creations of science run amok, just about any
y from mythology, navels or the movies can find ajcc n Buffy's world.

" This chapter describes ,gcme of the major supcrnatur beings'of the Buffyverse and presents a rogues’ gallery of

Bﬁm fromithe first five addressing you Director folks in this chapter; players should

not be peeking here. Each section pravides an overview of @ monster type, its game stats, and some plot and sub-

plot ideas for use in your Series.

CHAPTER 6



CREATING MEW mMOMSTERS
AND RECYCLITIG OLD OIIES

Anya: SobeKites were reptile worshippers.
Xander: Just once I would like to run into a cult
of bunny worshippers.
Anya: Great. Thank you very much for those
nightmares!
—5.8 Shadow

Most of the critters below have already appeared in the
original show. While bringing back the “classics” can be
fun, it’s best to add new monsters and dangers in your
Episodes too. Let’s face it, if BtVS was “all vampires all
the time,” it would have gotten stale a long time ago.
One of the great things about the TV show is that you
never quite know who (or what) is going to pop up next.
Here we provide a few ideas and advice on creating new
threats to delight and horrify your Cast.

Monster Concerts

Olivia: Al the time you used to talk to me about
¢ '_ witchcraft and darkpness and the (ike—1 just
| thoughit you were being pretentious.

s: Oh I was. I was also right.
ia: So everything you told me was true.

, Ok
» ‘ %h ell no, um, I wasn't actually one of the

a%nbm of Pink Floyd. But the mon-

—4.10 Hush

in the show, monsters are often more than simple killing
“machines that need to be put down like mad dogs
. (although there’re plenty of these, too). Before jotting
down stats and numbers, it’s @ good idea to think about the
concept behind the monster. What role will the critter play

for the trials and tribulations of growing up, cloaked in the
re. Here arc some possible conccpi&‘f '

i
e

up to act as punching bags for the Cast. They are the sim-
plest (and usually the most boring) monsters available. Your
typical vamp fills that role, but demons, human cultists and
other miscreants can be tossed in far extra variety.

" in the Episode® Does the monster have any symbolic or
hidden meaning® A lot of Buffy monsters ,sre metaphors |

b u#crnatural and given a fangs-and-latex coating for good"“*’

annon FODDER | 2
“Easy enough—these mansters get no hnes, they Jusl o

Tue ArcHETYPE

Some monsters are embodiments of classic charac-
ters from mythology and fiction. Examples include the
Trickster (who deceives and misdirects the characters),
the Tempter (who offers a deal that is actually too
good to be true), the Great Beast (think Jaws or Moby
Dick; the hunt for the Great Beast is the story itself),
the Guardian (the creature bars the way to the charac-
ters’ goals), and the Dark Reflection (the villain is the
moral opposite of a character, but has enough in com-
mon with her to create a great deal of self-doubt).

Picking an Archetype is a good way to start. -Let’s take
the Trickster, for example. Unlike your typical monster,
the Trickster rarcly attacks the characters directly.
Instead, it uses lies, illusions or word-games to get the
victims to do what it wants. A Trickster should not be
very powerful (otherwise why resort to trickery®), but its
machinations should be nice and convoluted. Demons
make good Tricksters, although a wily vampire or a cun-
ning human (like Ethan Rayne) would do as well.

Tue Hippen

These are the creatures for Whodunit Episod
monster is striking from the shadows, disguised i
human shape or otherwise protected from dis
Discovering its identity is half the battle (the other half
is an appropriately violent ass-kicking session, of
course). When designing a H,ldden monster, you need
to figure out its modus oper ne , the nature of its dis-
guise/hidden place, and what clues will eventually (or
hopefully) lead the Cast to it. A number of red herrings
can be tossed in along the way to send the characters off

in the wrong direction.

Tre Metaruor

hen there’s the symbolic monster, a creature that rep-

ls”%ame facet of being a teenager or young adult, of
dealing with life or facing moral dilemmas. You can take
ly. problem from school and turn it into a monstrous
ounter with a bit of exaggeration and dramatic
ense. Confronting a bully, for example, can be used for
ration to create a monster whose power terrifies a
. Member, but must be dealt with by that character
€. Ortake the *Just say no” situation and turn it into
mon who offers “happiness” in return for the victim’s
soul or moral principles (making her perfarm crimes as
“payment” for example).

When creating a metaphor, it’s important not to lay it
on too thick, and keep the preaching to a minimum.

CREATURES

ofF THE TliGgHT
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RecycLinG: RETURN APPEARATICES

bpl!(e 'Wﬁm‘njcmm.sm dm,: Birds amqm sqmr
rels makin’ (ots of rotten little squirrels, the sun
beaming down in a nice non-fatal way: " Its
very exciting. I can't wait to seeif I freckle.

—.3 Harsh Light of Day

Not every monster has to be brand-new cither. There’s
something almost comforting about secing an old
fanged, demonic or gross-out face make a return
engagement, especially when the villain in question was
cha]lénging and memorable. Coming up with a rationale
for;the monster’s return can be tricky though, especially
when the monster came down with a bad case of the

. deaths in the prior meeting.

* Tuis Time it’s PErRsonaL

Sometimes a villain gets away, and promises to return
to get some payback. Assuming the critter in guestion
didn’t get killed (in which case turn to Sometimes They
i ome Back just below this section), having it return to
unish the Cast for their deeds is a naturali The old yil-
" lain may be working alone, or might have brought some
new friends along. Since it was defeated before, it

should have some sort of enhancement—a mystical

weapon, some new Kewl Powerz, or a master plan to
destroy the Cast and take over the world—to ensure (at
least in its mind) that there is no repeat defeat.

CHAPTER 6
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Sometimes Tuey ComE Back

Buffy: Vou died.

Ted: That's right, little lady, you Killed me. Do
we have something to say about that? Are we
sorry?

—2.11 Ted

Bringing back dead villains is a tried and true plot
device. Maybe somebady can figure out how to gather
the dust of the Master’s bones, for example. Any dead
Big Bad could somehow be brought back from the after-
life to further torment the Cast. Just as in This Time It’s
Personal, the returned Big Bad should have some new
edge or trick up its sleeve, since the Cast has already
kicked its buttocks once, On the other hand, if the Cast
Members were lucky or were able to use some one-of-a-
kind plot device to destroy the villain, then its return

lkes things fairly desperate for our heroes, as they

j scramble to find a way to defeat the now seemingly
unstoppable manster.

"-‘i’bu KirLep My (Imsert ReLative);

PWHF@ fo Dir”
er than bring back the Big Bad itself, have a relative,

Welene, tlose friend or associate show up in its stead. This

is like This Time It's Personal, but with a new villain who
may have some similarities to the late monster and proba-
bly has its own special abilities as well. An interesting twist
is to have the Cast discover that the former Big Bad was just
a “baby.” Now Mom’s here, and boy is she pissed.
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FATIGS in THE moomLiGHT: ‘VAITIPiP\ES

Xander: I don't like vampires. I'm gonna take a stand and say they're not good.
—1.2 The Harvest

Vampires. Nosferatu. The Undead. Critters with big nasty toofers. Everybody knows about them—the biting, the
sucking, the waking up dead, the whole bat matif. In the Buffyverse they exist, and they’re all over the place. They
positively infest Sunnydale (comes with the Hellmouth options package), but can be found anywhere that humans
live—predators follow their prey, after all. Bloodsuckers are the most common monster in the Buffyverse, hence the
“Vampire” bit in *Vampire Slayer.” The typical vampire ranks very low on the supernatural totem pole—the preda-
tory equivalent of hyenas—but even a fresh-from-the-grave vamp can tear apart a normal man, and is a dangerous
foe for all but Slayers and other heroes.

In the cosmology of the series, vampires are a sub-variety of demon—basically a demon inhabiting the sorpse of
a human being. When a vampire’s victim is “infected” with the undead curse (which requires an exchange of fluids,
and not the pleasant kind), her soul is removed and a demon soul moves in. The
vampire retains the looks, the memories and even some of the personali-
ty of the victim, but it has none of the redeeming qualities. Vampires
are not angsty, tormented creatures; they have no remorse or com-
passion, and only find pleasure in murder and the suffering of oth-
ers. Anne Rice fans are bound to be disappointed (and sucked dry,
if they aren’t careful).

Vampirism 101
Willow: It's horrible! That's me as a vampire? 1'm so evil
and . . . skanKy. And I think I'm Kinda gay.
—3.16 Dappelgingland

According to ancient legends, the last demon to leave the Earth
infected a human being and created the first vampire. Since then,
the curse has been passed down over countless millennia, cre-
ating a monstrous breed of predators, creatures that can
pass themselves off as human and consider all of
humanity their own persanal food bar. So what
are vampires like® ‘What makes them tick®
Here we present the National Geographic treat-
ment of vampires, their habits and behavior.

~ Tae Vnpeats Cycre

W Doc: Idon't smell a soul on you any-
UL where.

—5.22 The Gift

Vampires reproduce by passing on their
curse ta their victims. Net everyone wha'is
killed by a vampire rises as a vampire
though. To create a new undead, the
vampire must force the victim to drink
some of its blood first. The infected
then rises from the grave as an undead
monster, hungry for blood.

CREATURES
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Most young vampires have little care for anything
beyond feeding. They arc selfish, often irrational mon-
sters, with overwhelming egos. An older and more pow-
erful vampire can often intimidate them into following
her orders though. Vampires are at your throat or at your
feet; they respect force and brutality but censider kind-
ness to be a sign of weakness. All in all, nat the kind of
peaple you want to invite over to hang out. The good
news is, young vampires aren’t usually all that bright, and
can be taken out fairly easily. In fact, the best time to get
a vamplrc is shortly after it emerges from the ground; it

will be dazed, confused, irrational, and easy prey—well,
eag;ef prey—for a group of smart hunters, Of course,
l‘mre isa thin line between being the last thmg a vampire
| sees Q‘tdb the first meal a vampire has.

Vmplrc:ﬁl survive more than a few days or weeks
behave mare intelligently. Instead of just biting the first
peaple they run into, they find a lair and start working
on ways to hunt without alerting their prey about their
. existence. These older, wiser vampires are mare likely
to work in groups (although they are rarely very large or
" organized; vamps just aren’t very big on teamwork),
o which make them even more dangerous.
' Affer that, there’s a brutal selection progress as the
' ?'vamprrcs struggle to survive. Being a vampire is no pic-
nic—there are plenty of dangers out there, from bands
' an vigilantes to forgetting about Dayllgh’( Saving |

er vampires, demons and similar competitors.

After a while, they become critters with Big Bad poten-
tial—the Spikes and Angeluses of the Buffyverse.
Beyond that level you get the truly ancient vampires, cen-
turies or millennia old—beings like the Master, who are
nothing but trouble.

CHAPTER_ 6

Time and getting caught in the open to turf wars with i
The

ff !
t A | typical vampire doesn’t live very long.. The ones that sur- ”
~ vive are tougher, smarter or at least luckier than the rest.

VampiRE ABILITIES
Willow: Angel? 1 saw him too.
Giles: That's not terribly stealthy of him.
Willow: I think he's lost his edge.
—4.8 Pangs

Being a demon-possessed corpse with a taste for blood
has both inherent advantages and disadvantages. - For
one, living expenses are almost non-existent and there’re
no worries about the dangers of smoking, junk food or
unprotected sex. On the other hand, your next suntan
will be your last, grooming is a bear with no reflection,
and people you've never scen before may try to stick a
piece of wood through your heart. And there’s the bit
about being a remorseless demon that makes a psycho-
pathic serial killer look like a kindly old grandmother.
But let’s focus on the positives, shall we®

SvrernatvraL ATTRiBUTES

Vampires are stronger and faster than human beings.
The toughest vampires can punch somebody across a
basketball court, and the fastest ones can catch a cross-
bow bolt in mid-flight. Going mano a mano with a vamp
is not a smart idea unless the character is a Slayer, a
heavyweight pro boxer, or some sart of superhero type.

Unpeats

Being little more than pussqs;ed corpses, vampires no
longer have many of the Frailih:s of normal human
beings. They never grow any older (which sucks if they
were sired when they were kids, but them’s the breaks),
they cannot be killed by normal weapons (except in a few
very qucn‘lc ways), and they no longer have to worry
about mr quality, because they don’t need to breathe.
Va:rgpqus are still part human. They can suffer pain, and
‘beaten up they blced, suffer bruises, broken bones
Unlike normal humans

¥ "@ﬂ‘--:ﬂher medical problems.
g@ygﬁ , they recover very quickly from anything that
~doesn’t kill them outright.

qu-

2GeniDS THAT LIE

me of the legends are dead wrong. Among other
s, vampires cannot turn into bats or rats (with one
able exception). 1f they want to fly, they've got to get
a plane ticket, same as everyone else. Ditta for turning
into mist, although some vamps apparently can pull off
that trick—it’s just not a “natural” vampire ability. Very
few vampires sleep in caffins either, or need dirt from
their birthplace. They’d much rather lie down on a nice




bed (not that vampires need much in the way of sleep any-
way). Vamps also cast shadows (but no reflections) and
don’t seem to have any problems crossing running water.

SpeciaL ABILITIES

Xander (scoffs): Please. He was no big whogp.

Willow:No big whoop? What about that thing
where he turned himself into a bat? That was
awesome!

—>5.1 Buffy vs. Dracula

Some vampires have a few extra tricks that set them
apart from the common run of the undead. In some
cases, they appear to be psychic or supernatural abilities
their human selves had before their transformation. In
others, they may be the result of dark magicks, or caused
by the vampire’s age and increase in power over the cen-
turies. Since vampires are unique demon-human hybrids,
all kind of powers can be justified by a creative Director.
Here are some possibilities from the show.

Hypnosis

At least threec vampires so far (the Master, Drusilla and
Dracula) have displayed some power to control the minds
of others and do the old “look into my eyes” bit.

Lmﬂ. :l:';ﬂ;llhis level, a vamp can cause someone to
hesitate fbr‘-g_'-g_few moments—plenty of time for the crit-
ter lo attack iwith impunity. The victim compares a
Willpewer (doubled) roll (or Brains Score) with the
vamp’s Brains Score. Unless the victim beats or ties the
vamp, she is helpless for a Turn, and has a zero defense

8 Toll'against any attack.

LEVEL 2: The vamp can create illusions and muddle the
“ivictim’s senses (like Drusilla making Giles think she was

L Jenny Calendar). This works like Level I, but if the vam-
0 pire wins, the victim finds the illusion compelling. The
| vamp can render itsclf invisible to that character, or |
i pear to be someone else. A vamp with Level 2
nosis also gets a +) bonus to its Brains S#‘fbr_e to use

e Level | power.

to command the victim, its Brains Score is compared to
the victim’s Willpower (doubled) roll.  If the victim
loses, she must comply. Furthermore, a vamp with Level
3 Hypnosis gets a +2 bonus to attempts to use the Level
| power, and a +] bonus to use the Level 2 power.

SHaPE SHiFfinG

At least one vamp (Dracula) can do this, so it is possi-
ble that some other vampires out there have mastered the
“showy gypsy stuff,” as Spike put it. Dracula has shown
himself able to turn into a bat, a wolf, and an insubstan-
tial mist. The bat form is useful to move around and give
girls the wiggins; the wolf shape can pass itself off as a
dog in bad light; the mist form is really good to avoid
getting staked. The animal shapes can be treated most-
ly as FX—the bat shape can fly, and hitting it is difficult
(apply a -5 penalty to attacks, and the heart cannot be
targeted). The wolf shape is just a cool effect, which
restricts the vamp to a biting attack (same damage as the
vampire bite, but without blood drain). The mist trick is
really useful, though. With it, the vamp can “dodge”
using her Brains Score with a +6 bonus, turning insub-
stantial before an attack lands. Still, an attentive char-
acter can see the mist beginning to coalesce and strike
just as the vamp turns corporeal again. This requires a
successful Perception and Notice roll with at lcast three
Success Levels; if so, the undead beastic gets a zero
defense roll against the attack.

Visions _-

Some vamps are able to see visions of the future. ﬁs
works just like the Psychic Visions Quality (look at us
reusing game rules—are we ;f{%ﬁgmt or what®). Such
vampires appear to have had the ability when they were
human and retained it aftcr-th‘;if transformation.

S,

How To SLay VAnPIRES
Xander: Sshfil Sssh! Quick draw’s about more
than speed. It's also about pointing a stake the
rightiway. (Quick draws again.) Sshh! Sssh!
And there can be splinter issues. Itis a true
 test ‘;f. zﬁtten ty.
ai&l-} i
i *

—4.17 Superstar

r;:lplrc Slaying is the official job description of the
eroine. To deal with the undead hordes, the char-
rs should know the ins and outs. The old legends

‘andithe not-so-old movies have it mostly right—vamps

. LEVEL 3: This is the most powerful version. At this _';;ﬁ

level, the vamp can dominate the victim, forcing her to
obey almost any command. Every time the vampire tries ™

ulnerable to sunlight, stakes through the heart, and
lems. Oh . .. and beating the crap out of them at
lows them down some (and can be very satisfying).

Still, normal humans are at a severc disadvantage
against vamps. Kids, don’t try this at home. Vampire slay-
ing should be done only by professionals under controlled
conditions, just like stunt matorcycling, neurosurgery or
certain types of Cajun cooking.

CREATURES

OF THE [liGHT




Vamp Fu: Vampirgs imn ComBat

Spike (after Buffy stakes him): Ok, do it again.
It tickles. You Know, in a good way.
Buffy: The Gem.
Spike: Oh yeah, the Gem of Amarra. Official
spansor of my Killing you.
—4.3 The Harsh Light of Day

Vampires are born (well, unborn) predators. They
come out of the grave with some minimal fighting skills
as well as the strength of a horse and a high resistance
to injury. In addition to their physical powers, vampires
have a few other cards to play.

FasT HEALING: Vampires recover from damage at the
rate of one point per Constitution Level per hour. If not
killed outright, most vampires recover after a good day’s
rest, and come sunset will be back on the streets, out for
blood. Fire damage takes longer to heal though.

FIGHTING SxiLLS: Nobady needs to teach cats how to use
their claws, and the same goes for vamps attacking prey.
Vamps emerge from the grave with a minimum Kung Fu
Skill of 2. Even a freshly sired vampire isn’t a pushover,
except for Slayers and other super-powered heroes.

(GAME FACE: Vampires can pass themselves off as human
most of the time. When they get angry, upset or beset by
L saﬁ!eqirong emohon, they revcal their * gamc face”—the
face, l’hs ridges over the nose and eyebrows, long fangs,
brutish features, yellow eyes and a really bad complexion.
When the face is on, mast characters (experienced vam-
pire hunters become used to it after a while) have to pass
a Fear Test (sce p. 106) with a - or worse penalty. The
« first couple of times, or unexpected transformations, are

| at much higher penalties (-3 at least, and as much es -5

for really unexpected appearances—the first time Buffy
" saw Angel “vamp out,” for example).

o oﬁﬁd' | anme face nule i

s Yor
- Thcr&'@ﬁ mdlcahcns M yamprrcs fight -
better when @tl their demanic hature come to
. | the fore. Directors whawant to pcnahz; ump1 res.)
‘who f;ghl,,mlhout the“gross mal«:uphcn n give
them a -1 penalty to Strength and Dexterity while
.they are in “human” form. Most of the time this
isn’t going to be a factor. Most vampires have their
game face on 4l the time, and swﬁchmg back afl
(urih takes only a morncnhl-f % )

CHAPTER_ 6

Ubelter than knives.

A

VaMps Suck, YAMPS BITE: When a vamp has grappled or
secured (i.e., tied up or otherwise subdued) a victim, it’s
feeding time. A strong vampire can totally drain your aver-
age human in less than a minute. The vampire Bite uses a
Dexterity + Kung Fu + 2 roll, or the Combat Score + 2, It
inflicts 3 x Strength base damage (Success Levels and armor
modify, but damage type does not) every Turn that the vam-
pire sucks blood from the victim. When the victim fails a
Survival rall, she has been drained of all her blood and is
dead. A normal yictim will die in a Turn or so; Slayers and -
tougher humans may take a little longer. Breaking free
from a grappling vampire works like resisting a Grapple (see
p. 110), but the victim is at a -2 penalty. ~

SIRING VAMPIRES: By draining victims and feeding them
some of its own blood, a vampire can creatc brand-new
minions. Most vampires owe some sort of loyalty to their
sire (their term for their creator), but such gratitude or
control is short-lived at best, unless the vampire maker is
strong enough to instill fear in the Hlock.

Dvust to Dvust: KiLrinc THE DEaD

Buffy (staking a vampire): And they say one per-
son can't maKe a difference.

—4.8 Pangs

Now that you know how vampires can harm the char-
acters, it’s time to list the ways they can put the hurt on °
a vampire. Below are some dos and don’ts. Remember,
the undead are fast and strong, but they have plenty of
weaknesses, and a well-prepared hunter can rack up an
impressive dust count. On the other hand, unless the
hunter is a Slayer or some other hero type, one mistake
and she’s out of luck (and blood).

Trines Tuat Don't Work

We’ll start with the “Don’ts
"“of vampire slaying for fun and profit.

* before we get to the
Not all

_;_allac'ks are created equal when it comes to sending the
| nnclcad back to the Hell they crawled out of, you see.

Crossbows work better than guns. Stakes work much
Fire is much more cffective than
friendly dialog. And so on.

. Vampires usually do some breathing, but that’s

ﬂHﬁMTDN Being dead means never having to draw

”iwlmil of habit or because it’s much easier to speak with

some air in your lungs (the human voice is a wind instru-
ment after all). But you can put a vamp in a sealed room
and he won’t use up any oxygen. As a resull, choking or
strangling are pretty useless attacks, and vamps can wear
tight corsets and other binding garments, smoke ciga-



-

rettes all day and hold their heads underwater for hours
without any ill effect. On the other hand, they suck at
giving mouth-to-mouth. A chokehold may knock a yam-
pire out, but by crushing its neck rather than through
suffocation.

GuNs: Guns don’t kill vampires, Slayers do. The undead
are highly tolerant of flying picces of lead, probably
because they don’t have much in the way of functioning
internal organs. Bullets hurt vampires, though, and if the
Cast Members shoot them enough times they will inca-
pacitate them, but it takes a lot of bullets to put them
down. Divide any Bullet damage by five (rounded down).
So if a character gets four Success Levels while firing a
shotgun against a vamp (tolal damage 24), the vamp only
suffers four points of damage, If surprised, the pain of
being shot slows a vampire down though. A vamp who
takes more than 10 points of damage from a gunshot
(before the damage is divided by five) is stunned for a few
seconds—a game Turn. If the critter stecls itself against
the pain, even this won’t work. 1t can wade through sev-
eral gunshots without slowing down. Bullet damage can-
not “dust” a vamp; even if it brings the nasty below zero
Life Points, it is merely knacked out from shack.

POISONS AND DRuGs: Like bullets, most chemicals have
limited effects on vampires. There’s still enough human
in them to suffer some effects, just nothing permanent.
For example, a tranquilizer dart knocks a vamp out, but
the effects wear off in a few minutes instead of a few
hours.. Poison cffects are divided by four, rounded

-
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down, and vampires flush the poison out of their systems
in a few hours. Some supernatural poisons are geared
towards affecting a vampire’s metabalism though, and
they work like a charm.

DiSEASE: Breathing on a vamp while you have the flu
will not help one bit. No natural disease has any cffect
on a vampire (germs don’t seem to like undead flesh—
they’re picky that way). It might be possible for a vamp
to be a disease carrier if it fed off someone sick, but
since any exchange of fluids is likely going to end up
with either a corpse or another vampire, STDs are the
least of the victim’s problems.

-

Trincs Tuat Work

Willow: % lot of it we already Knew. Turn-offs:
wood, fire, crosses, garfic. Tum-ons: nice duds,
minions, long slow bites that last for days.

—5.1.Buffy vs. Dracula

Okay, now you know that plastic bags over the head
and guns aren’t the answer. So what is® The basics
include crosses and stakes, of course, but there are a few
other things that work just fine.

THROUGH THE HEART: Any sharp wooden abject firmly
inserted in the vampire’s heart with enough force to
pierce it through results in a near-instant and fairly
impressive “dust-up”—the vamp explodes in a cloud of
dust, briefly exposing its skeleton before even that crum-
bles away. Thus, a stake (or pool cue, or wooden cross-

CRrREATURES
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bow bolt, or arrow) that hits the vampire's heart inflicts
five times normal damage (after modification for Success
Levels and armor only; the x5 replaces the damage type
modifier), and if the total damage is enough to reduce
the vampire to zero Life Points, the vamp is dusted.

Dusting a vampire is not very casy, though. The crit-
ters have a terrible aversion to letting peaple stab them
with sharp wooden implements, and the heart is well-
shielded by the rib cage, requiring both precision and
strength. If the stake damage (after all modifications)
doesn’t reduce the vamp below zero points, apply the
pre-x5 damage instead (this means the stake didn't
quite get to the heart, so the damage is not boosted
over normal).

POINTED ExAMPLE: Season Two Xander (Strength
3) gels a solid stab in with a stake, and the roll is
good for three Success Levels. The base damage is
(2 x Strength), or six in this case; with the three
Success Levels, this goes up to nine. Since this is a
heart attack (as it were) damage is multiplied by five,
for 45 points. The vamp only had 43 Life Points,
and poofs away like a dandelion. If the vamp was
tougher—say 50 Life Points, the damage would not
be enough to reduce it to zero Life Points. In that
case, the attack is considered a near miss (didn’t
3 aciually pierce the heart) and the damage inflicted is
not multiplied by five. So, facing a 50 Life Point
& I“Fﬂip , Xander would have only inflicted nine points

qf @magc. That sucks beyond the telling of it.

rs and other very strong characters can take out
fairlx '_!ough mps with a single stake thrust. Still, it
pays to soften up a vampire with 10-30 points of damage
before trying to use Mr. Pointy. This reflects the “reali-
ty” of the series, where much fisticuffs occur before the
| staking. Remember, a vamp can use a Drama Point to
| halve the damage (which would negate the dusting absent
. some pummeling beforehand). So, for characters, for-
" sake not the pounding.

W Buffy: Especially the biggie, numero ong-0. ‘Do
' not inyite blood-sucKing dead people n&tﬂ our

h i _szmmrm

Just as the legends say, vamps cannot enter a private
dwelling without an invite. An unwelcomed vamp hits
an invisible mystical wall at the threshold, and is physi-
cally unable to push through; this also applies to win-
dows, pet doors or any other means of ingress. This

CHAPTER 6

bt PEM!%TE PROPERTY: Th:s isn’t really a way to kill vam- 1}
. pires, but it gives heraic hunters a good fleeing-to place. -

restriction doesn’t apply to public places, so stores and
restaurants are not safe (everybody is effectively invited
to those places, even where they reserve the right to
refuse admittance).

Crosses AND HoLy WATER: These holy objects cause
pain and even injury to vampires. If someone shows a
cross to a vampire, it instinctively recoils—the vamp
loses initiative on that Turn. As long as a character holds
a cross on 8 vampire, the critter cannot attack her. The
vamp can try ta knock the item away though (treat it as -
a Disarm Maneuver, see p. 110). Actually touching a cross
burns a vampire, inflicting two points of damage per
Turn of contact. Briefly touching a cross (as when slap-
ping it away) is painful but not damaging. Some old and
powerful vampires seem able to ignore the pain from
crosses, either through sheer force of will or raw super-
natural power.

Holy water is also good against the undead. Applied
externally, it inflicts two points for a splash, five points
for a glassful, and ten points for a bucketful. 1f the
vampire ingests the holy water (not that any vamp
would be so stupid . . . oh wait), damage is multiplied
by 20, which gives a whole new meaning to dqm‘l
drink the water.”

A vampire reduced to zero points or less through 06%1
tact with & cross or holy water dusts away. Other holy
objects and symbols have not been used in the show, so -
it is up to the you to decide whether or not they have
similar effects.

BEHEADING: If the Dccap:iaﬂtp‘kCombat Maneuver (see
pp. 109-110) is used, a blow that reduces the vampire to
-10 Life Points dusts the critter.

FIRE: For a human, “firc bad.” For a vampire, fire
worse.  While fire is not as fast or decisive as a neat
staking, it produces lasting injuries and can kill a vam-
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pire if left unchecked. A vampire heals from fire injuries
more slowly than from other forms of damage (one Life
Point per Constitution level per day). If fire damage
reduces a vampire to -10 Life Points or below, it has to
make a Survival Test (see p. 121) as normal. If the vamp
dies, it’s dust. Given a vampire’s innately high
Constitution and Hard to Kill levels, it takes a long time
to burn it to death.
Spike: Vour house happens to be directly between
"... parts. .. and other parts of this town.
And I would pass by in the day, but I feel I'm
outgrowing my whole "burst into flame” phase.

— 5.5 Np Place Like Home

SUNLIGHT: As a creature of darkness, a vampire cannot
abide the touch of sunlight. Direct sunlight destroys even
the most powerful vampire in under a minute. But it has
to be direct sunlight—being indoors, in shade, or even
covered up by heavy clothing minimizes or even elimi-
nates the damage, and short exposures have very little
effect. That means that a careful vampire can operate
during the day to some extent.

If. a vampire is exposed to the sun for more than a
Turn, the burning begins. The undead takes 20 points
of damage at the end of every Turn in full sunlight. 1f
the exposure is for less than a Turn, the damage is only

jouk two points. If a vampire is within reach of a shad-

iy spat, it can “dodge” the sunlight by Jeaping into the

‘covered area, taking only the minimum amount. As

soon s the vamp goes below -10 points, it is dusted.
Sun!i&' dan%;e is healed normally; the sunburn doesn't

last ]eng

Name: Brand-New Vamp
Motivation: Blood!
Critter Type: Vampire

Vamprirg Variety Pack

Submitted for your approval: an assortment of vam-
pires, including both nameless extras and some familiar
faces from the show. They can be altered, folded, spin-
dled or mutilated to suit the needs of your Series.

Branp-new VamPiRE
Buffy: Have you ever heard the expression:
"Biting off more than you can chew?” Olc'tzg,
um, fow about the expression: "Vampire Slayer"?
Vamp: What the fiell are you talking about?
fBW: Wow! Never heard that one? OKay . . .
ow about: "Ok, Godl My legt My leg!"
(Vamp growls. Buffy breaks his Knee.)
Vamp: Oh God! My leg!
Buffy: See? Now we're communicating.
L 525 The Gift

This is your basic just-undead vamp, with some grave
dirt still on its clothes. The inner demon is still gcﬂjﬁ‘g':
used to its new home, so the undead is not particularl
well-spoken or charming. A newbie is casy meat for ¢
Slayer or a group of Slayerettes, unless it shows up with
a bunch of living-challenged buddies. Keep in mind that -
some brand-new vampires may have higher Altributes
and Ability Scores, either because they were above-aver-

age humans or had some al training before they
were turned. :

P

el

Attributes: Str 5, Dex 4, Con 4, Int 2, Per 2, Will 2
Ability Scores: Muscle 16, Combat 12, Brains 9

Life Points: 52
Drama Points: 0-3
Special Abilities: Vampire
Maneuvers
Name Score Damage
Bite 12 17

Notes
Must Grapple first;

no defense action

Dodge 12
Grapple 14
Kick 11
Punch 12

Bash
Bash

Defense action
Resisted by Dodge

CREATURES
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Name: Vampire Minion

Motivation: Blood!, follow orders

Critter Type: Vampire

Attributes: Str 5, Dex 4, Con 5, Int 2, Per 3, Will 3
Ability Scores: Muscle 16, Combat 14, Brains 11
Life Points: 59

Drama Points: 1-3

Special Abilities: Hard to Kill 3, Vampire

Maneuvers
Name Score Damage  Notes
Bite 16 20 Must Grapple first;

no defense action

Dodge 14 Defense action
Grapple 16 Resisted by Dodge
Kick 13 Bash
Punch 14 Bash

Vamprirg Minion Vampirg VETERAD

Rookie: I mm!\ it’s funny when you scream. It's Maste ichary was strong, and he was careful.
lke, whoa . z the xfm,w takes him . . . as she has

Sunday: 1 gotta get me some better lackeys. | I mﬁ"" L so many of my family.
swear, you guys are useless. —1. ?,'.Jinqe{

—.1 The Freshman !
These are the cream of the crop—tough vamps, same

* A vamp wha's been up and around for a while. Some of them decades old. They make perfect henchmen, or

may be lone hunters, but they are more commonly found ~ may even lead their own gang of brand-new or minion-
waorking for a tougher vampire (a Veleran, & Lieutenant ~ Yamps: Two or three of them can give even a Slayer
or even a Big Bad). One on one, they are not a prob-  S0M€ trouble.

lem for a Slayer or a Hero type, but White Hats have to

be careful,

Name: Vampire Veteran

Motivation: Follow orders, lead others

Critter Type: Vampire

Attributes: Str 6, Dex 5, Con 5, Int 3, Per 3, Will 3
Ability Scores: Muscle 18, Combat 16, Brains 12
Life Points: 69

Drama Points: 2-4

Special Abilities: Hard to Kill 5, Vampire

Maneuvers
Name Score Damage  Notes
Bite 18 23 Must Grapple first;

no defense action

Dodge 16 Defense action
Grapple 18 Resisted by Dodge
Kick 15 Bash
Punch 16 Bash

CHAPTER 6




Name: Vampire Lieutenant
Motivation: Predator, follow orders, rule
Critter Type: Vampire

Attributes: Str 6, Dex 6, Con 6, Int 3, Per 3, Will 3
Ability Scores: Muscle 18, Combat 19, Brains 13

Life Points: 79
Drama Points: 2-4
Special Abilities: Hard to Kill 7, Vampire

Maneuvers
Name Score Damage  Notes
Bite 21 24

Must Grapple first;

no defense action

Dodge 19
Grapple 21
Kick 18 Bash
Punch 19 Bash

Vamprirg Lievienant

Xander: So, um, in your reality, I'm like this
bad-ass vampire, huh? People are afraid of me?
Ofy, yeah. I'm bad. ..

—3.16 Doppelgdngland

These vamps have been around for a long time, and
they are the ass-kickers of the undead world. A
Lieutenant can lead a large or powerful gang of vam-
pires, or serve a Big Bad or some other ‘heavy-hitter.
This eritter makes for a tough encounter against a
beginning Slaycr and can wipe the Hoor with a group of
White Hats. *

Name: Luke
Motivation: Restore the Master
Critter Type: Vampire

Defense action
Resisted by Dodge

LUKRE
LuKe (to Buffy): YVou are strong. (Slams her to
the ground.) I'm stronger.

—1.1 Welcome to the Hellmouth

This powerful henchman of the Master had a short but
glorious career. Luke was wholly dedicated to serving
the Master, and was one of the stars of the Order of
Aurelius, the Master’s vampire cult. Big, strong and
skilled, Luke was a formidable foe.

Attributes: Str 8, Dex 6, Con 8, Int 3, Per 3, Will 4
Ability Scores: Muscle 22, Combat 19, Brains 13

Life Points: 101
Drama Points: 5
Special Abilities: Hard to Kill 9, Vampire

Maneuvers
Name Score Damage  Notes
Bite 21 30

Must Grapple first;

no defense action

Dodge 19
Grapple 21
Kick 18 Bash
Punch 19 Bash
Takedown 22

Resisted by

Defense action
Resisted by Dodge

Dodge/Parry; 'target prone

CRrREATURES
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Name: Darla

Motivation: Satisfy whims

Critter Type: Vampire

Attributes: Str 5, Dex 7, Con 6, Int 4, Per 3, Will 4
Ability Scores: Muscle 16, Combat 19, Brains 14
Life Points: 78

Drama Points: 6

Special Abilities: Hard to Kill 8, Vampire

Maneuvers
Name Score Damage  Notes
Bite 21 21 Must Grapple first;

no defense action

Dodge 19 Defense action
Grapple 21 Resisted by Dodge
Kick 18 Bash
Pistol 19 Bullet
Punch 19 Bash

DarLa DraCULA _

Darla: Let me do it, Master. Let me Kill her for Xander: 1 will serve you, your excellent spooKi-
you. ness. Or Master, 1'll just stick with Master.

Master: Vou have a personal interest in Bhis. Dracula: Vou are strange and off-putting. Go nows

Darta: I don't get to have an z.r,"u . —5.1 Bu ﬁ_t,f vs. Dracula

1.7 Angel
’ Arguably the most powerful vampire Buffy has ever

Darla was a sweet and innocent thing—not! She faced, Dracula was chock full of special powers that set
starred in the first scene of the entire series, was killed him head and shoulders above your typical bloodsucker. -
. later in the first season . . . but got better.. What she After dominating Buffy and even getting a taste of her

" Jacks in raw strength, she more than makes up for in blood, Dracula was staked multiple times and apparently
specd!:and cunning. destroyed. Still, there’s no telling if the charming fiend
i | is truly gone, or just biding his time to return.

Name: Count Dracula

Motivation: Predator, be exotic, captivating and mysterious

Critter Type: Vampire

Attributes: Str 7, Dex 7, Con 7, Int 5, Per 5, Will 7

Ability Scores: Muscle 20, Combat 18, Brains 21

Life Points: 96

Drama Points: 6

Special Abilities: Hard to Kill 10, Hypnosis 3, Shape

Shifting, Vampire
Maneuvers
Name Score Damage  Notes
Bite 20 26 Must Grapple first;
no defense action

Dodge 18 Defense action
Hypnosis 23 Target hesitates
Hypnosis 22 Creates illusion
Hypnosis 21 Controls target
Mist 27 Defense action
Punch 18 Bash
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Dracula likes to recruit local help to assist him (he
briefly turned Xander into an insect-eating toady). He
also likes to live it up—he was staying in a castle (it's not
clear what the castle was doing in Sunnydale, but there
you are) during his visit to Buffyland. He is accompa-
nied by three sister vampires (use the stats for Vampire
Veterans) with seductive powers (characters of the prop-
er gender or persuasion have to roll Willpower (doubled)
against the gals’ Brains Score or be temporarily
enthralled by their beauty).

DEMOIIS

Angel: Lagos?

Buffy: Veah, he’s some Kind of demon looKing for
an all- puu’er}‘uf Hunjumﬁaﬁ and I've got to
stop him ba,,mn, holy havoe’s unleashed and it's
another Tue sday night in Sunn ydale.

—3.7 Revelations

They once ruled the world, and they want it back.
Demons (vampires included) are easily the biggest and
most common threat to the Buffyverse. This section
deals with the non-vampire demons, as we have already
coyered vampires. Note that to most demons, vampires
arc at the bottom of the social ladder because of their
human connection.

Demons are a varied (and superstitious and cowardly) lot:
they range from monstrosities that can consume the planet
in & couple of bites to tiny demons who can scare you to
death "unlesslyou  accidentally step on them. In the
Buffyverse; the term "demon” applies to a huge number of
different beings. To confuse matters even further, humans
can' be transformed into demons, and then transformed
back into humans. Demans are typically evil, although there

~_seem to be plenty of exceptions. Good or evil, they arc
" almost always on the ugly side, leaning towards hideous.

%

Fuvn Demon Facfts

'“I sword—
W Angelus: Someone worthy.. .

" Spike: —the demon wakes up rmd wackirness
EILSues.

Since demons are legion, it’s hard to generalize them,
but we’ll do our best. Here we cover some of the basics
on demoans, their habits, behavior and how best to kill
them. What does it mean to be a demon? Read on and
find out.

W Spike: ret me quess. 'Someone pulls out the ~ huma

~—2. 21 Becoming, Part One u-l G‘ﬁ

.
v
13
L]
.
.
-
.
-
-
.
-
-
o
-
-
-
.
H
L ]
.
.
.
L ]
H
.

On THE [1atvrRE oF DEmons

Demons ran the earth once, but they’ve been living else-
where for uncounted millennia ruling the Hellworlds,
demonic dimensions that seem to be as numberless as the
demon species themselves. Demons who manifest in this
world are usually hybrids—demons with some human ele-
ments, or humans who have been possessed by or trans-
formed into demons. The average demon is clearly evil,
but it’s usually an understandable sort of evil—your basic
sadistic streak, unhampered by pity or empathy. Most
demons delight in the suffering of humans (and anmjﬁs
and plants and other living things; they’re not too kind to
inanimate objects, either). 1t’s not known whether they
hate humans because we live in “their” world now or
whether it’s simply in their nature to despise and destroy.

Interestingly enough, not alltcfgmons are bad, although
good demons are a definite mmur‘iiy Some demons are
just trying to get along, doing their thing and not hurt-
ing anyone. A few (like Whistler) appear to be on the
side of good, or at least ncutrality. This could be a result
of the “taint” of humanity, or maybe not all demons are
born cvﬂ For the most part, assuming a demon is up to
no good is the way to go; they’re worse than used car

sdﬁp‘en‘ or lawyers that way.

~ Not all demons are born, either. Some started out as
n beings and were turned into demons. Vengeance
__Demons (such as the lovely Anyanka) seem to be human
“Women whose: thirst for revenge leads them first to
ic and then demonhood. The Mayor was a human
ventually became a Pure Demon for all of five min-
fore being blown to kingdom come. And Giles
efly turned into a Fyarl demon thanks to the foul
magicks of his old drinking buddy Ethan Rayne. Most
demons are intruders and raiders from beyond, though.

Human-born or pureblood demon, these eritters are
usually trouble, and the best way to deal with them is to
use something sharp and heavy on them.

CREATURES
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Pure DEmons anp REGuLaR DEmons
Anya: Vou've never seen a demon.
Buffy: Uk, excuse me, Killing them proféssional-
&y, four years running . . .
Anya: All the demons that walk the earth are
tainted are human i‘u,r!rmfs (ike Umrwnm The

Ascension means that a human becomes PURE
démon. They're different.

Giles; Different?
Buffy: How?
.!4:150&.' Well\for one thing, they're bigger.
—3.21 Graduation Day, Part One

Most demons you see on the show are not real, capital
“D” Demons. They are human-demon hybrids, "tainted”
 with human frailties and emetions (although rarely with
- any positive traits). Pure Demons are big, totally inhu-
. man, and often have incomprehensible goals and pur-
poses (although usually they go for the simple stuff, like
"Eat everyone and everything,” "Burn the world,” and
: 11 "Mmmm, donuts"). Their power seems to be gadlike,
' [nlﬂ'iough they can be killed (as the Mayor found out in
2_2' Graduation Day, Part Two).

thing should be saved for a Series finale (unless you are
planning on some “day after” action—maybe a Mad Max
meets Hellraiser kind of deal). For your typical game,
regular demons work best; they are nasty and powerful
enough, and they can be killed in an Episode or two.

CHAPTER 6

Pure Demons should not make regular appearances in |
“imost Series. Their arrival is generally a sign that the end
of the world is at hand, and the Apocalypse is the kind of 1258
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DeEmon ABiLiTiES

Cordelia: ‘What does this do?

Giles: U, it, uh, extracts vital organs to
replenish its own mutating cells.

Cordelia: Wow! ‘What does this one do?

Giles: Um, i-it elongates its mouth to, uk, engulf
its vietim's head with its ineisors.

Cordelia: Ouch. ‘Wait, what does this one do?

Giles: It asks endless questions of those with

whom it's supposed to be working so that
nothing is getting done.

Cordelia: Boy, there's a demon for everything.
—2.18 Killed by Death

Unlike vampires, other demons come in all sizes, colors
and flavors. There are thousands of known species of
demons, and probably many more unknown types. Each
spwies has its own unique powers and weaknesses; dis-

. covering the demon’s true nature is often half the battle.
¢ ;‘Tﬁgy have a few common traits, which are discussed blaw.

::;S’ﬁPERIIﬂTURAL ATFRIBUTES

iny demons are stronger, faster and tougher than your

| average Olympic athlete. Pure Demons are the size of a

hound' bus or larger, so they can really tear up the
anscape Fortunately they don’t show up much in the
Series (unless the you want to do a Buffy-Godzilla
crossover). Other demons can be pretty tough enemies,
far beyond even ancient vampires. Demon hunters—bet-
ter eat your Wheaties before going on the prowl.



" | demonic powers.

 blood or another %:ld ‘r?my 'tempg(arlly acquire Wc

“} “for a nice plot or. subplgt, it

Demon Life Points can be figured out normally (see p.
33) or assigned as you see fit. Some demons are just
tougher, with more Life Points than the combined total
of a biker gang. Cannon-fodder demons should have
normal Life Points. Powerful monsters could have 100+
Life Points, and Big Bad-level monsters could have sev-
eral hundred or more. Better bring a rocket launcher or
lots of explosives to that party.

Matvrar WEarPOns anD ARMOR

In addition to their not-so-good looks and serious need
of breath mints, demons are often endowed with a vari-
ety of natural weapans: claws, horns, poisonous secre-
tions, a bite like a pit bull on steroids, and other fun,
painful stuff (fun for them, painful for everyone clse).
Generally speaking, any natural weapon you've ever seen
on the Discovery Channel could be part of a demon's bag
of tricks. A demonic natural attack has a base damage
of (I x Strength) to (5 x Strength) (Slash/stab), depend-
ing on how big the claws, teeth or horns are.

Demons with natural poisons (on top of their natural
pointy weapons—hey, no fairl) should be given a
Strength and the Attribute they affect (see p. 122)

Additionally, the amazingly latex-like camplexion of
some demons is often tough enough to turn away knives

or crossbow bolts. These demons have an Armor Value
cf I b 20 (or even higher).

mﬂn _conmglon i

;su J {3

1 Sumg_ j : bclleve that cw&a:;mjng a crea-
ture’s blood &mdme other part.of it may grant the
. eater some of its powqfé: “In the Buffyy gse,cxpo@
sure to demonic blood or other fluids ﬂi!iy tem-
porarily “infect” the character with the demonic
.aint. This sounds bad enough, and usuallyis, but
in some cases the Infected person may gain sqme 1

A character who come;‘fh conlacl with qudm

's aspccts This is not really

or more of thé.
much as it is a fairly rare plot

“a game rules thing as

ns, and that's
that. Usually, thrmwcr should have pléilly of slde

| devicething? If you Director f§ilks think it i :'

effects,. s lucky recipient will soon ‘be in a
hurry to Eﬁ;“é(ﬂy to Ipsc ihc “gift.” .
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SPeciaL DEmon POWERS

Adam (as a human): She's uncomfortable with
certain concepts. It's understandable.
Aggression is a natural human ifudﬁng
(LooKks at Buffy.) Though you and me come by
it another wai.

Buffy: We're not demons.

Adam (as a human): Is that a fact?

—4.22 Restless

There are dozens of special demon powers. Listing
them all would take the better part of & whole book
(insert gratuitous plug for Monster Smackdown, our
upcoming sourcebook for demons, vampires and assort-
ed ickies of the Buffyverse). Here we present a quick
sampler of said powers. As Director and all around cre-
ative master of your universe (awesome responsibility,
no®), you are encouraged to come up with new and
interesting abilities. Just about any supernatural effect
could be the domain of one demon species or ancther.
In addition to the powers listed below, the Demons of
Note section has a couple extra powers in the individual:
demon descriptions. Feel free to use them too, or aven
create variations on those themes. -

Hypnosis

Some demons arc very adept at manipulating and con-
trolling human minds. This power works just like the
vampire power of the same name (see p. 165).

[LLusions ™
This. ability. goes beyond the Hypnosis powers
described elsewhere, and can be used to create very con-
vincing illusions and even whole landscapes. Demons
with this power usually reach into their victims” psyches
and dredge out memories and bits of their subconscious,
and even make them scem to come alive. This power
comes in two levels.

" Level l: The illusions have no substance. They can be

‘. Wv_“rd%r heard, but they cannot affect the physical world

beyond that level. They are plenty good enough to drive
u'_:i insane, or push victims into despair, despondency
 other bad des-things.

Level 2: At this level, the illusions truly come alive.
coplc from the victim’s past could actually kill her
instead of merely haunt her. The illusions are as solid
and dangerous as the real thing. Only the most power-
ful demons have this level of power.

CREATURES
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Possession

Willow: So you think Buffy's not herself? Like
she's been possessed or something?

Tara: F'm not sure.

Willow: You didn't sense a fiyena energy at all

did you? Because hyena possession is just . .
unpleasant.

— .16 ‘Who Are Vou?

Demons don’t always arrive with body and soul intact.
Instead, some invade the body of a hapless human and do
the Linda Blair routine. Possessed victims often have
increased physical attributes as the demonic energies
course through their bodies. The down side is that
killing the demon has serious side effects on the pos-
sessed person—death being the main one. The best way
to deal with a possessing demon is to exorcise or other-
wise expel it from the victim, at which point the demon
has to go home—or try to possess someone else.

TeLepatry

: (B‘ujffy Guess 1 won't be writing that book,
il “Wmumg friends through telepathy.”

—3.18 Earshot

&'s'minds and find out their fears and desires. This
emons to coordinate their plans without
hawqg' a speak, which can come in handy when sneak-
ing apro‘tind

_ Tre Wisn

[ Cord?zg I never tzilgd’ :‘;;ﬁ?'g@ﬁ{ twice at
Xan { n' margin

: wokrg;fﬁﬁ:{(;{ig with him. A W)
I Anya: Really . .

Cartfeha Yeah, I swear. .. I wish Bu

Summers had never come to Sunn

ganka: Done.

1 "

Anya’s old self) have the power of the Wish, the ability
to reshape reality to suit the desires of a person.
Anyanka used this power to grant Cordelia’s desire that
Buffy never arrive in Sunnydale, rewriting history and
creating an alternate universe where the Master and his

CHAPTER_6

—70 ‘ﬂ’n’ Wish ;l 3
i *
,Smdcmons, most naithy Vengeance Demons (like .

minions ruled the town. Note that the Wish rarely makes
the recipient happy. 1t is almost always twisted so every-
body affected is miserable (or, in Cordelia’s case, killed
horribly—poor girl).

Demon SLayinG |

Buffy: Professor Walsh? That simple little recon
you sent me on—wasn't a raccoon. Turns out
it was me, trapped in the sewers with a faulty
weapon and two of your pet demons. If you
think that's enough to Kill me, you really don't
Know what a Slayer is. Trust me when. I say
you're gonna find out. X ;

—4.13 The 1 in Team

Most demons are vulnerable to the same things humans
are—they can be shot, run over, cut to pieces and so on,
and they don’t just get better afterwards. ‘Unlike vam-
pires, there is usually no need for special attacks or holy u
items. Although it is likely that demans don’t like cross-
es or holy water any more than vampires do, the show
has not shown them in action, so their effectiveness or
lack thereof is up to you as Director. Demons can often
be killed in many more ways than vampires, but they usu-
ally have the inconsiderate habit of leaving a messy
corpse behind, which adds a whulc new logistical prob--
lem far the heroic hunters. 4
mvulrferable to conventional
weapans, and can only be destroyed by special magicks,
unique items (e.g., silver bladed 1 eapons) or other plot
devices (e.g., stabbed through' the eye). Dispatching

Some demons are

those critters requires a great deal of research and maybe
even 4 mini-quest to retricve the necessary items. For
the mast part though, the judicious use of Getling
Medieval and Kung Fu will take care of most uglies from

bérqlnd.__:i'ea'lity.
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Name: Demon Henchmen
Motivation: Kill, maim, destroy
Critter Type: Demon

Attributes: Str 4, Dex 5, Con 4, Int 2, Per 2, Will 2

Ability Scores: Muscle 14, Combat 14, Brains 10

Life Points: 42
Drama Points: 0-3
Special Abilities: Armor Value 5, Claws
Maneuvers
Name Score  Damage Notes
Claw 14 11 Slash/stab
Dodge 14 —

Demons oF [1ofE

A “"generic” demon and three monsters from the show
are described below (many more are presented in the fol-
low-up Monster Smackdown BtVS supplement—sorry
couldn’t help ourselves, again). As with the Vampire
Variety Pack, the demons can be used as is, or may help
inspire you to create your own new ickies.

Demon HEnceman

Defense action

Although there is no such thing as a “typical” demon,
there are some demons whose only purpose in life is to
look menacing and provide the Cast with someone to
beat up at designated times in an Episode. Here’s a sam-
ple demon, ugly with clawed hands and a bad attitude,
Such a creature would be in the service of a more pow-
erful demon or might be a lone predator, the kind of erit-
ter that gets killed in the teaser section of an Episode.

Tre jupce

.b_ptkg Funny f'mrr‘mq a’ F:,m!m mon say “service-
able.” Had a couple of ‘em working forime
once. They're more like "LiKe to crush. Ciush
now?" Strong, ﬁumq,‘: Vou won't meet a jar
you can topen for the rest af your life.

Giles: The more I study the j}lug)e the less 1 like

him, $His touch can literally burn the fiumanity
out of you. A true creature of evil can survive

the process. No fiuman ever has.

Xapder: What's the problemi2‘We send Cordy to

—4.12 A New Man fight this guy, and we go for pizza.

—2.13 Surprise

Name: The Judge
Motivation: Burn humans
Critter Type: Demon
Attributes: Str 7, Dex 3, Con 7, Int 3, Per 3, Will 3
Ability Scores: Muscle 20, Combat 14, Brains 12
Life Points: 140
Drama Points: 0-3
Special Abilities: Armor Value 15, Burns humanity,
Cannot be killed by forged weapons,
Increased Life Points
Maneuvers
Name Score  Damage
Burning Arc 14 60 per Turn

Notes

Affects

only beings
with humanity

Dodge 14 Defense action

CREATURES
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Name: Sister of Jhe
Motivation: Bring on the Apocalypse
Critter Type: Demon

Attributes: Str 6, Dex 7, Con 6, Int 3, Per 3, Will 4
Ability Scores: Muscle 18, Combat 20, Brains 14

Life Points: 80
Drama Points: 4

Special Abilities: Armor Value 5, Increased Life Points,

Known ritual to open Hellmouth
Maneuvers
Name Score  Damage
Dodge/Parry 20 -
Kick 19 19
Punch 20 17
Spin Kick 18 21

Notes

Bash
Bash
Bash

He was big, blue, built like a brick wall, and he could
burn the humanity right out of you (that’s gotta hurt,
unless you've disposed of that troublesome humanity
thing). The Judge spent several centuries stored in a
number of boxes until Spike and Drusilla put him back
together. ‘Weak after his dismemberment, the Judge ini-
tially had to touch his victims to burn them. Eventually
he grew in strength until he could burn people as far as
he could see them. According to prophecy, this nasty
could not be killed by any weapon forged by man. The

dge had serious Big Bad potential, but his career was
"cut short by Buffy and some modern military hardware.

Twe SistEREOOD OF |HE

Faith; These babes were wicked rowdy. What'’s
their deal?

Giles: Iwish I Knew.

—3.13 The Zeppo

Defense action

A cult of she-demons, the Sisters are known for cele-
brating victory by feasting on the corpses of their enemies.
They want to bring demons back ta our world, typically by
re-opening the (or a) Hellmouth. This makes them good
recurring villains. Their last attempt was a dismal failure,
thanks to the efforts of Buffy and company. The Sisters
are tough and dangerous fighters, though. Even a Slayer
can't face more than two or three at the same time, and
even a single one can make for a tough fight.

ScasBy TeLepatH DEmon

Buffy: Scabby demon #2 gotaway . . . scabby
demon #1, big check in'the “slay” column.

—3.18 FEarshot

Lacking mauths, these demons communicate telepath-
ically. Fighting them has the added risk that, if the char-
acter gels some of the critter’s blood on her, she may be

Name: Telepath Demon (or Scabby to those on a first name basis)

Motivation: Mayhem
Critter Type: Demon

Attributes: Str 5, Dex 5, Con 5, Int 2, Per 4, Will 3
Ability Scores: Muscle 16, Combat 17, Brains 12

Life Points: 60
Drama Points: 2

Special Abilities: Claws, Increased Life Points, Telepathy

Maneuvers
Name Score  Damage
Claw 17 15
Dodge 7 —
Punch 17 15

Notes

Bash

CHAPTER 6

Slash/stab
Defense action
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infected with telepathic powers. This sounds cool at
first, but the telepathy soon becomes uncontrollable, and
the character can’t shut out the constant blaring of all the
minds around her. Besides their telepathic abilities, these
demons have claws and nothing better to do than wan-
der around the streets looking for trouble. A clever
Director might be able to come up with some additional
purpose or plan, or maybe have the Scabbies work for
some Big Bad.

PRIMALS ATID
SHAPE-SHIFTERS

Willow: Quite the party animal.

Giles: Quite. It acts on pure instinct, without
conscience, predatory and aggressive—

Buffy: In other words, your typical male.

Xander: On behalf of my gender: hey!

—2.15 Phases

Lycanthropes. Skin-changers. Fabulous furry freaks.
The Buffyverse has its share of were-creatures, beings
who have a human and animalistic shape.  Sometimes
they are humans who have been cursed and are occasion-
ally possessed by the spirit of some beast. And sometimes
they arc monsters who can pass themselves off as human,
the better to feed on them. Whatever their nature, these
creatures are like some nightmarish refugee from When
Animals Attack, and their first reaction when running
into samebody will likely be to take a bite or two.

b,

The show has depicted several different types of shape-
shifters so far. You have your traditional werewalves,
people possessed by the spirit totem of an animal, giant
insects that can pass themselves off as human, and even
a guy who could turn himself into a horde of maggots
(which makes For a great conversation piece but sucks as

a pickup line).

TrE Skinmy onm SKim-CHATGERS.

Like demons, Primals come in many varieties, but they
have a few things in common. They are always preda-
tors—there are no were-sheep or were-marmots out
there. They are pretty dangerous, to themselves and to
others. When assuming their bestial aspect, they lose any
sclf-control. Most of them arc living metaphors for the
raging hormones inside your average teenager.

[Mature anp HaBifts

Oz: I won't lie about the fact that I worry. 1
know what it's ike to have power you can't
control 1 mean, every time I start to wolf out,
I touch something, deep, dark, It's not fun,
But just Know that whatever you decide, 1
baek your play.

—4.4 Fear Itself

Lycanthropes are predatory beings, and they tend to
feed on humans. Maybe this is Nature’s way of striking
back at humankind—we cut down the rain forest and serve
a few billion burgers, and Mother Nature sends us a plague
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of werewolves and other creatures that see us as walking
burgers. Or humans might be their preferred prey because
there’re so dang many of us. In any case, your average
Primal is wanting to munch on somebody before too long,
which will lead to trouble for all concerned.

Like all predators, Primals try to be careful about how
they hunt. Rampaging in broad daylight (even if the Primal
can assume its bestial shape during the day) is rarely the
smart way to operate. Shape-shifters hunt covertly, hiding
in the night or setting up elaborate traps and luring their
victims into an ambush. Once it’s bloodlust takes over,
though, all bets are off and the creature is unable to stop
until it kills or is killed or knocked unconscious.

PrimaL ABiLiTiES

There're lots of different were-creatures out there, and
they have different powers and abilities. Here are some
of the basic traits they share.

DuaL SHAPE

Primals usually have two forms: a regular, human
shape and a bestial, fill-in-the-blanks-man form. The
human form is good to get around without attracting
cops, animal control officials and game wardens, but
generally it lacks most or all of the Kewl Powerz of the
Jniﬁﬁl shape. In some cases, the human farm is simply

sion,or. shell, something the critter puls on when
lr)qn o blcnd in. In others, it is the real person, with
' the biﬂp tm being the result of a curse, possession or
some other Really, Really Bad Thing.

In some cases, the Primal does not have a secondary
shape. Instead, the changes are in her behavior and atti-
tude. These Primals become animal-like and predatory,
+ and the becast spirit inside them gives them some
1‘: enhanced physical attributes, but they look fairly nor-
1 mal—except for the occasional unnatural gleam in their
" cyes. These non-shape-shifting types can be even more

-q_f

MatvraL AtTfacks

Your basic teeth and claws (pincers, stingers, or other
“natural” weapons). This is pretty much like the demon
ability (see p. 165)—a claw is a claw, whether wiclded by
Fregathor from the Ninth Circle of Hell or Juan, your
friendly neighborhood Guatemalan were-jaguar.

WEREWOLVES
Willow: Oz is a werewolf.
Buffy: It's a long story.
Oz: 1 got bit. &
Buffy: Apparently not that long.
—3.3 Faith, Hope and Trick

Always a classic, one shape-shifter descrves special
mention. The Buffyverse werewolf is very similar to the
"wolf-man" of the movies. During the three nights of
and around the full moon, our friendless furry turns into
a hairy carnivore with a taste for living flesh. Well-wish-
ers and relatives may keep the unfortunate under lock
and key during her "time of the month," allowing her to
lead @ happy, productive life despite her condition. =

Some werewolves learn to control their changes
though. Oz managed it through a combination of
strange herbs and meditation techniques. The downside .
seems to be that if the "controlled” werewolf is exposed
to some intense stress (like finding out your girlfriend
has turned gay and found her own girlfriend—not that
there's anything wrang with that), the contral may slip
and the change might take over, even when it's not the
full moon. A few very fortunate furries learn how to
control the change, and can even change at will, retain-
ing contral in their animal form. For the most part
lhough,fbeing a werewolf is your basic bummer.

‘WOLF POWERS

W1 dangerous, because they can't be spoflted on sight. Bmang the three nights of the full moon, the afflicted
i Usua]ly their behavior gives them away. % Ws inta a werewolf, Physical Attributes go up (+4 to
trength, +2 to Dexterity and Constitution), nasty teeth
; RRHATUML ATERiBUTES d claws appear (inflicting 2 x Strength base points of
y /stab damage), and acute senses arise (+3 to any
: Were-cnttcrs are usually better than humans when it = o Beotion' 6r Brains task that involves using senses).
wcomes lo lifting weights and moving fast. An enraged ol

..n. T

* werewalf can give even a Slayer a run for her money. iyt
Shape-shifters have twa sets of Physical Attributes, Life COUPLE SHAPE-SHIFTERS
Two were-critters are described below, to be used as

Points, Muscle and Combat Scores, separated by a slash.
Tht.: first set is for their human form; the other is for the you sec fit. We have the lypil’:ﬂl werewalf (for a look
their were-form. at yet another werewalf, see Oz on p. 67) and the some-

thing more unusual.

CHAPTER_6



Name: Veruca
Motivation: Have fun, live for today
Critter Type: Werewolf

Attributes: Str 2/6, Dex 3/5, Con 2/4, Int 3, Per 3, Will 3

Ability Scores: Muscle 10/16, Combat 11/16, Brains 12
Life Points: 26/50

Drama Points: 3

Special Abilities: Attractiveness + 3, Werewolf

Maneuvers

Damage  Notes
Slash/stab
Slash/stab

Name Score
Bite 16 16
Claw 16 16
Dodge 16 —
Grapple 18 -

VErvUCA, SLutty WEREWOLF
Oz: Free to Kill people? 1 won’t do that. You
shouldn’t.
Veruca: You don't understand. But you,will.
Vou’ll see that we belong together.
1.6 ‘Wild at Heart

The sexy lead singer of Shy, Veruca happen to visit
Sunnydale and took a moment out to do a serious seduc-
tion number on Oz. A werewolf herself, Veruca liked to
let the beast inside run unfettered, although it seems she

| had some gontrol over her transformation. ‘Veruca tried

to kll] Willow, and would have if Oz hadn't killed her
instead. 'The,whale thing wound up destraying Oz and
Willow’s relaﬂonsh:p, and Oz left Sunnydale to get him-
self straightened out. By the time he returned, Willow
had switched teams, so ta speak.

Name: Ms. Natalie French (fake identity)
Motivation: Breed, mate, eat mate
Critter Type: She-Mantis

Defense action
Resisted by Dodge

IMs. FRencH, THE SHE-IMTAanTis

Giles: Whatever you do it’s got to be sudden and
swift—this beast is dangerous.

Buffy: Well, your buddy Carlyle faced it, he’s
still around.

Giles: Yes . . . in a straightjacket howling his
inptards out day and night.

—1.4 Teacher's Pet"

The She-Mantis was able to pass herself off as human
(cither through some sort of illusion or shape-shifting
ability), but vampires and other supernatural predators
could sense her alicn nature very quickly. To fertilize her
eggs, she would lure male virgins to her lair, mate with
them and then devour them head-first, She chose Xander
as a prospective mate, much to his chagrin. Buffy dealt
with the monster through a combination of bug spray,
bat-sonar rccordings (praying mantises are stunned by
the sound) and some extreme violence with a machete.

Attributes: Str 3/7 Dex 3/6, Con 3/6, Int 3, Per 5, Will 4
Ability Scores: Muscle 12/20, Combat 12/17, Brains 14

Life Points: 50/75
Drama Points: 4

Special Abilities: Attractiveness +4 (as human),

Shape-shifter
Maneuvers

Name Score Damage  Notes

Bite 17 19 Slash/stab
Pincer 18 26 Slash/stab
Dodge 17 .
Grapple 17 —

Defense action
Resisted by Dodge

CREATURES
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Her eggs survived though, so her children might show up
looking for some vengeance one of these days.

Giant mantises can rotate their head 180 degrees even
in human form, and are very big, strong and fast in their
natural shape. Their pincers deal (3 x Strength) points
and their bite inflicts (2 x Strength) points of base dam-
age (both Slash/stab). Bug spray inflicts 10 points of
damage per can and bat sonar knocks them off balance
(reduce Dexterity and the Combat Score by four when
exposed to the sound). To kill them, a character needs
to chop them up into little bits (they have to be reduced
to -50 Life Points using an edged weapon).

RESTLESS DEAD: GHOSTS,
ZOMBIES ATNID OTHER_
THINGS FROM BEYOIID
THE GRAVE

Xander: A ghost? (Willow nods.) What the
deal? Is every frat on this campus haunted?
And if so, w!u; do people Keep coming to these
% parties, cause it's not the snacks?

i —1.18 Where the ‘Wild Things Are

. "~-.»q’éimpirism is not the only way people can come back
after death.  The Buffyverse has a full contingent of
aiheri'mﬂe"T. dead—ghosts and poltergeists as well as
zombies and ‘feanimated corpses. The dead can be a
royal pain in the butt. Ghosts make all kinds of mischief,
with the advantage of having no corporeal . . . anything,
.and zombies and other embodied undead are pretty hard
* to put down, having already been killed once. Although

.;} these entities don’t have much Big Bad potential, they

~ can still make for interesting featured villains in an
" Episode or three.

\ Basic GHosTBUSTinG

Thp biggest difference between vampires and all the -
 other restless dead is the demon thingy. Vampires arc

 dead bodies with a demon inside; zombies and ghosls:

" “have no demons. Zombies (and other rc-animated crit-
ters) are human corpses brought to a'semblance of life
through magic or weird science. Ghosts are human souls
that are unwilling or unable to move on to the next stage
for some reason or another. So let’s explore the

returned dead.

\

CHAPTER 6
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GHosT ABIiLiTiES

Giles: And now the poltergeists are drawing
more and more ¢ energy out of them. I{,’td”l] on
them in fact. 'H:g 'y and Riley are, are power-
ing this w wle thing.

Xander: OKay, they're the battery in the boo fac-
tory, so what fiappens when the battery's
drained?

Giles: They die.
—.18 ‘Where the ‘Wild Things Are

-

Ghosts are the restless spirits of dead humans. Usually
when somebody dies her soul maves on to the next stage
of existence, whatever that may be. For an unfortunate
few, things don’t work out that way, and they are stuck
in our dimension. Most ghosts are tormented by some
event in their lives, or feel they have unfinished business
in this world. Until they can solve their “childhood trau-
ma,” as Cordy puts it, they remain on the physical plane.
Most ghosts are unable to affect the world directly,
although they can briefly manifest as translucent shades,
strange sounds or “cold spots.” Some ghaosts (especially
those on @ Hellmouth) can do a lot more than moan and
rattle some chains, though.

In some cases, instead of an actual ghost you get a
“psychic fragment,” a sort of spiritual resonance that
works much like a ghost, but without having an actual
dead soul there. These fragments arc only created in
places where a lot of people suffered horror and torment
for a long time. Torturec chambers, dungeons, or places
where children were abused are prime candidates for this
type of poltergeist event. The abilities of these collective
emanations are very similar to those of regular ghosts.

P;ﬂYSlCAL ATTRIBUTES

\ s'hdsi isn’t corporcal, so Strength, Dexterity and
Cansﬁfu’uun don’t really apply. By the same token, nei-
" ther do Combat or Muscle Scores, or Life Points. The

_shade relies on its Mental Attributes and its Brains Score

Wmosl things. Assume that any magicks that can injure
jost will destroy or banish it if they inflict more than
its Brains Score in damage.

")‘Pnosm

Powerful ghosts can manipulate people’s thoughts and
senses. This works like the vampire power of the same
name (see p. 165).




PoLterGEisT

Giles: I don't befieve there are any ghosts.

Anya: One ran right through me.

Giles: Not a ghost. An apparition. I believe
we're dealing with a Kind of poltergeist. A
whole cluster of them, in fact, born out of
intense adolescent emotion and sexual energy.

—41.18 Where the ‘Wild Things Are

Some ghosts can move objects, slam doors, break things
and otherwise make a nuisance of themselves. Treat this
as the Sorcery power telekinesis (see p. 143) but use the
ghost’s Brains Score - 2 to determine how much weight it
can move. Ghosts with low Brains Scores can barely move
a few pounds at a time, but very strong-willed spirits can
tass around furniture and break every window in a room
if moved to do so. Also, the repetition penalty for
telekinesis doesn’t apply to ghosts.

Very powerful ghosts can combine the poltergeist
power with some level of materialization—they can man-
ifest parts of themselves physically, or create objects out
of thin air. These manifestations are solid enough to
injure or kill people. Destroying them physically is pos-
sible—any attack that does more damage than the
ghost’s Brains Score destroys the manifestation, without
harming the ghost itself.

Possssslon

Same spm'fi can take over the bodies of human vic-
tims, and use them for their own nefarious purposes.
This works like the demon power of the same name (see
p. 176).

" "s ZomBIE anp Reanimate ABILITIES

ander: Alright, but if you come across the amty
of zombies, can you page us before they eat
your flesh?

'H X

—2.2 Some Assembly Required

| Gorporeal living dead can come back in several differ-
 ent ways: they can be put together 4 la Frankenstein’s

‘Monster (lots of stitches and scars), or rcanimated by foul *

magicks and unspcakable rituals, or raised by the care-
less use of exotic antiques.” In most cases, zombies have

no consciousness or memories of their former lives.
They just wander around attacking people. Movie myths
to the contrary, they do not hunger for brains.

Some reanimated dead retain their memories and per-
sonalities (which is kind of sad, as they realize they are
standing around in a slowly-rotting corpse). Unlike vam-
pires, who look normal enough unless they show their
game faces, zombies look . . . well. . . dead. Their
skin is usually grayish or purple, their complexion is
absolutely awful, and the smell—well, let’s not dwell on
the smell, but it’s noticeable, and deodorant and after-
shave just ain’t gonna cut it. Besides their appearance,
most walking dead have a few other things in common.

SurernmaTuRAL STRENGTH anp RESILIENCE

Zombies tend to be a bit stronger than humans T+ to +2
to Strength), but are usually less agile (-1 to Dexterity).
Punching or kicking a zombie isn't going to do much to
it. 1f the damage is greater than its Muscle Score, the zom-
bie is knocked down, but it soon gets up. Dismemberment
(using an edged weapon to chop the zombie down to -30
Life Points or so) at least keeps the critter from walking
around and grabbing people, but the pieces continue to
squirm—a major gross-out, not to mention a cleanup
nightmare. Burning usually takes care of the corpse, as
long as it's burned to ashes. The best way to deal with &
magically reanimated corpse though is to undo the spc“”or
ritual that brought it back in the first place. e

A FEw Deap Twines

Two ghosts and a zombie (walk into a bar . . .
from the show are described below.

nah)

3 P - . .
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Name: James/Grace
Motivation: Tragic Love
Critter Type: Ghost

A

Attributes: Str —, Dex —, Con —, Int 3, Per 3, Will 6
Ability Scores: Muscle —, Combat —, Brains 18

Life Points: —

Drama Points: 3

Special Abilities: Poltergeist, Possession
Maneuvers

Score Damage Notes

Bullet

Name
Pistol 18 17

James STanLey anp GRACE [TEwmaAn

Willow: A ghost? Cooll

Xander: Oh, no, not cool. This was no wimpy
chain rattler. This was more ike—"1'm dead
as hell and I’m not gonna take it anymore.”

—2.19 1 Only Have Eyes for You

What happens when love goes horribly wrong in the
vicinity of the Hellmouth® Well, you get two ghosts
gondemned to relive their tragic deaths over and over
again—and taking over the badies of helpless people to
teaeliacl the murder-suicide that ended their lives (which

is redlly hard on the possessed bodies). Their torment

ended when they played the possession bit on Buffy and
4 Angeﬁ;s

ince vampires can’t be killed by guns, the
murder was disrupted and the ghosts had a chance to talk
and resolve their issues, which allowed them to move on.
It was a very Oprah moment, except for the gunfire part.

Name: Daryl Epps
Motivation: Get a girlfriend
Critter Type: Zombie

DaryL Epps, REamimaTep jock

Eric: We're ready.

Cordelia: Ready? Ready for what?!

Eric: Vou're going to feel a (itte pinch, maybe a
fittle discomfort around the neek area. But
when you wake u i you'll have the body of a
sevenieen year old. In fact. .. you'll have the
body of several.

—2.2 Some Assembly Required

Daryl Epps had a bright future ahead of him until he
died in a rock-climbing accident. His future got a little .
dimmer when his brother Chris put him back together
(winning no prizes for neatness) and brought him back
to life through a combinalion,of.yeird science and (like-
ly) the influence of the Hellmouth. Daryl was back, but
he was a little too Frankenstein-y for prime time, so he
kept to himself a Iot. Dead or not, Daryl really wanted a

Attributes: Str 7, Dex 4, Con 5, Int 2, Per 2, Will 2
Ability Scores: Muscle 20, Combat 15, Brains 10

Life Points: 58
Drama Points: 4
Special Abilities: Jock, Zombie powers
Maneuvers
Name Score  Damage
Punch 15 18
Slam-Tackle 20 19

Notes
Bash

Bash; no Parry;

target possibly prone

Takedown 20 12

Resisted by Dodge/Parry;

target prone

CHAPTER 6




. ry, robots are mere machines
. incapable of

" bad. They are bound

" whether it

WQJMW‘

girlfriend, and Chris and his friend Eric set out to build
him one using dead girls as raw material. They needed
a fresh head to complete the process though, and the evil
nerds chose Cordelia for the job. Buffy saved the day, as
is her wont to do, and Daryl apparently perished in a fire
that consumed the makeshift laboratory where the oper-
ation was going to take place.

ROBOTS

Xander: So, I'm Ted, the sicKly loser. I'm dying
and my wife dumps me. 1 build a better Ted.
He bm:qc her back, holds her hostage in his
bunker o’ love until she dies. And then he
Keeps bringing her back, over and over. Now
that's creepy on a level I hardly Knew existed.

—2.11 Ted

Robots are surprisingly common in the Buffyverse.
On at least three occasions, some inventor or nerd has
been able to manufacture a robotic humanoid, the latest
such creation being the adorable Buffybot that Spike
“dated” briefly in Season Five.

It is possible that the ability to create robots
(and other super-science creations) is some-
how linked to the Hellmouth. Perhaps the B
mystical influences allow mad geniuses to IS
bend the laws of physics and create things
that couldn’t be replicated in any other lab-
aratory in the world. Or maybe robots and
weird science are just a part of the
Buffyerse. Let’s not think too hard about it.

RoBoT Basics

What hidden evil lurks inside a
« robot’s mechanical heart® ln theo-

e feeling
 anything, good or
" by their program-
iming, which they
follow to the letter
makes
sense or not. In
the show, rabots
are used as living
power fantasies—
you don’t like who
you are, you

EETLLR

ru.mdkc. yourself. You have the technology to make a bet-
ter, faster, stronger self. Or, even better, you can create
the perfect mate, someone who is hardwired to love you
and do anything you want.

Reality never quite lives up to the fantasy though. The
robots end up twisting their instructions in new and
unexpected ways, people start getting hurt or killed, and
someone needs to pull the plug on the wacky machine
before the body count starts to rack up.

Rosot ATTRIBUTES

Joyce: I mean, don't get me wrong. I-I'm still a
little gun shy. It certainly didn't Relp that my
last boyfriend turned out to be.a homicidal robot.

——.4 Fear, Itself

Every robot in the show so far has been extremely
strong and resilient. The typical robot has +4 to
Strength, +] to Dexterity and +2 to Constitution, with no
limit to its Physical Attributes. Life Points measure how

CRrREATURES
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Name: Ted
Motivation: Find a wife, keep a wife, repeat
Critter Type: Robot

Life Points: 73

Drama Points: 6

Special Abilities: Good cook, Hard to Kill 5,

Power Down, Robot
Maneuvers

Name Score Damage Notes
Kick 15 18 Bash
Punch 16 16 Bash

much damage the robot can sustain before it no longer
works. A robot can be temporarily knocked “uncon-
scious” until it resets itself, but generally it keeps on tick-
ing until it takes one too many lickings. Once it is bro-
ken, the rabot needs a skilled technician (that’s someone
with the Mr. Fix-1t Skill, right?) for repairs.

KitLine Rosots

Good ol’ violence seems to do the job just fine,
although robots can take a lot of punishment before they
ga down. Then there’s the “trick the robotiinto punch-

. ing &n clegtrical fixture,” sending thousands of volts of
cfecimcﬂy into them and frying their circuits. That
seems to work pretty well. Indeed, that plan probably
works great against most living beings too.

Tep

Buffy: What are you?

W Ted: I'm a salesman! That's what you should've
remembered. No matter how you put him down
. a good salesman always bounces back!

—2.11 Ted

Ted' seemed like the perfect boyfriend—cheerful,

tions through the liberal use of a cast-iron skillet upside
his head.

Ted’s Power Down ability allows him to temporarily
shut down operations. He regains six Life Points per
hour while powered down.

CHAPTER 6

. Buffy suspicious. One violent argument later, Ted was
' dead—until he came back. Turned out Ted was actual- " pr
ly.a robot serial killer. Buffy put an end to his depreda- i@

Attributes: Str 6, Dex 5, Con 6, Int 3, Per 2, Will 2
Ability Scores: Muscle 18, Combat 16, Brains 12

THE BIG BADS

They are the worst of the worst, the masters of may-
hem, the mege-villains who torment Buffy and her
friends for entire Seasons before finally getting their
richly deserved ass-whuping. They are the Big Bads.
Here they are, recorded for posterity, to recycle inta
your games or perhaps to inspire you to create new and
improved Big Bads of your own.

THE Master
Colin: So you would spare them?
Master: 1 am weary and their deaths would
bring me little joy.
(Vampires are executed.)
Master: Of caurse, sometimes a little is enough.
—1.7 Angel

He was the first Big Bad, and he was a classic—smart
and powerful, a monstrous creature trapped between
worlds looking for a way out in order to bring Hell to
Earth. - The Master was a centuries-old vampire who led

oqc of the few large vampire societies, the Order of
* Aurelius.
"4t the Hellmouth, ready to open it and welcome the Old
' Oag,s back into our reality. Fortunately for humankind,

Some sixty-odd years ago, the Master arrived

'_' rthquakc buried him in the old church where he was
: ng the ritual. The earthquake disrupted the spell
t the Master there for decades, stuck “like a cork
ina bo’dlc,” to quote Giles.

The Master’s evil was not stopped, merely contained.
Even from his prison, he continued to direct his vampire
minions, and he tried to break free on a number of occa-
sions. After many failures, the key to his release was




Name: Heinrich Joseph Nest a.k.a. The Master

Motivation: Escape the Hellmouth, summon the Old Ones

Critter Type: Vampire

Attributes: Str 8, Dex 8, Con 8, Int 6, Per 5, Will 6
Ability Scores: Muscle 22, Combat 22, Brains 18

Life Points: 90
Drama Points: 10
Special Abilities: Claws, Hypnosis 1,
Increased Life Points, Vampire
Maneuvers
Name Score  Damage
Claw 22 22
Bite 24 31

Notes

Slash/stab
Must Grapple first;

no defense action

Dodge 22
Grapple 24
Hypnosis 1 18

found in the Pergamum Codex—an ancient prophecy
predicted the Master would rise and the Slayer would die.
The prophecy came true, sort of—Buffy confronted the
Master, lost the fight and drowned in a pool of water
after being partially drained of blood. The Master was
free, but the prophecy never said anything about Buffy
staying dead. Thanks to Xander and some timely CPR,
Buffy came back just in time to stop the Master as he
opened the Hellmouth and let the first Old One through.
In the apocalyptic battle that ensued, the Master met his
" end, impaled on a picce of broken furniture.” His bones
remained behind though and his followers tried to
restore him k'! unlife, but the attempt failed and Buffy

Name: Drusilla
Motivation: Whimsical nutjob
Critter Type: Vampire

Defense action
Resisted by Dodge
Target hesitates

pulverized the bones, apparently putting an end to his
evil once and for all.

In another dimension, a timeline where Buffy didnt
move to Sunnydale, the Master rules there. In that world,
he killed Buffy when she finally arrived.

DRrusiLLA

Drusilla: Do you (ike daisies? I plant them but
they always die. Everything I put in the
ground withers and dies. Spike, I'm cold.

' —2.3 School Hard

Attributes: Str 4, Dex 5, Con 4, Int 4, Per 6, Will 6
Ability Scores: Muscle 14, Combat 18, Brains 20

Life Points: 48
Drama Points: 10

Special Abilities: Hypnosis 3, Vampire, Visions

Maneuvers
Name Score Damage
Bite 20 17

Notes
Must Grapple first;

no defense action

Dodge 18
Grapple 20
Hypnosis 1 22
Hypnosis 2 21
Hypnosis 3 20
Nail Slash 18

Defense action
Resisted by Dodge
Target hesitates
Create illusion
Control target
Slash/stab
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ofF THE [licHT




She’s a little bit crazy, but don’t let the swooning
princess act fool you: Drusilla is one of the most dan-
gerous vampires out there. Gifted with prophetic pow-
ers, young Drusilla was hounded and driven mad by
Angelus, who turned the pious young woman into an
insane monster. Drusilla in turn sired Spike, and the two
became a couple—the Sid and Nancy of the vampire
world, leaving chaos and grief in their wake.

Drusilla was weak and in bad shape when Spike brought
her to the Hellmouth, but the mysterious du Lac ritual
restored her to full health with a little help from Angel’s
(unwillingly donated) blood. When Angel returned to his
evil ways, Drusilla’s love for Spike cooled down, leading to
a falling out that culminated with Spike betraying Angelus,
knocking Drusilla out and leaving Sunnydale. Drusilla has
moved on to tormenting Angel in Los Angeles and remains
at large, making brief forays into Sunnydale. She contin-
ues to be a threat to the lives and sanity of the Cast.

ANGELVS

Spike: Vou've really got a yen to hurt this girl
haven't you?

Angelus: She made me feel [ike a human being.
That's not the Kind of thing you just forgive.

—2.14 Innocence

_ __:ﬁlﬁ.’gelus (*he of the angelic face”) was born in the 18th
. cenlury. He grew up to be a good-for-nothing rich kid,

Name: Angelus (from Season Two)
Motivation: Torture, maim and destroy;

particularly Buffy and those close to her

Critter Type: Vampire

5 A8 S48 see seO tl..ll. ang snd v

looking for some cheap thrills. He got them at the hands
(and teeth) of Darla (see p. 172), who turned him into a
vampire and took him on a nomadic tour of death and
destruction across the globe. Angelus soon proved to be
her equal in viciousness and murder.

Decades later, Angelus tortured and murdered a
Romany (Gypsy) girl and her family. Her clan worked a
powerful curse on him, restoring his human soul so he
would know lasting suffering for his deeds. Unknown to
Angel, the curse would remain until the day he felt a
moment of true happiness—at which point he would turn
back inta a demon inhabiting a human corpse.

On Buffy’s seventeenth birthday, she and Angel con- -
summated their love, and the vampire knew that moment

Attributes: Str 8, Dex 7, Con 6, Int 3, Per 4, Will 6
Ability Scores: Muscle 22, Combat 21, Brains 15

Life Points: 20
Drama Points: 10

Special Abilities: Armor Value 5, Fast Reaction Time,
Hard to Kill 8, Situational Awareness, Vampire

Maneuvers
Name Score Damage
Bite 23 30

Notes

Must Grapple first;

no defense action

Dodge 21
Grapple 23
Kick 20
Punch 21
Sword 21

Bash
Bash

CHAPTER 6

Slash/stab

Defense action
Resisted by Dodge



Name: Richard Wilkins 111

Motivation: Become Pure Demon, eat people

Critter Type: Human (Demon at the end)

Attributes: Str 2/20, Dex 2/6, Con 4/10, Int 5,

Per 3, Will 5

Ability Scores: Muscle 10/46, Combat 10/16,

Brains 16
Life Points: 34/100
Drama Points: 5
Special Abilities: + 8 to occultism rolls,

Armor Value 10 (demon), Controls gang of

vampires, Increased Life Points (demon)

Maneuvers
Name Score Damage Notes
Bite 16 64
Dodge 16 —
Tail 16 84

of bliss. Big mistake. Angelus came back, all demon, no
soul and leather pants. He broke Buffy’s heart, torment-
ed her friends and family, murdered Jenny Calendar, and
then tried to destroy the world. So Buffy killed him—
just after she realized he had regained his saul.

TrE Mavor

Mayor Wilkins: This officially commences the
Hundred Days. Nothing can harm me until the
Ascension. Gosh, I'm feeling chipper! Who's
Jor a root beer?

—3.14 Bad Girls

For a century, the Mayor of Sunnydale kept a lid on the
existence of the Hellmouth even as he prepared for his
“Ascension” to pure demon-hood. Hard to believe, com-

_ ing from a nice, polite, obsessively clean, somewhat

Slash/stab; demon only
Defense action
Bash; demon only

dorkish man and all. The Mayor was the antithesis of the
typical villain. He looked perfectly normal, and acted
like an upstanding member of the community. He was
respected by the people of Sunnydale, and positively
adored by Principal Snyder, who considered the Mayor a
force for good and order (as a reward for his loyalty,
Snyder was chewed up and swallowed like so many
Mentos). Behind the pleasant facade hid a dark and mer-
ciless soul, all the worse for being a human being with
no inner demon to serve as an excuse for his behavior.

Using magic, the Mayor kept himself youthful for
decades. His wife did not share in his eternal life and
died cursing his name. He appears to have genuinely
cared for her though. The Mayor definitely had a soft
spot for the renegade Slayer Faith, and treated her as a
daughter. He wanted to become a Pure Demon, untaint-
¢d by humanity, and usher in a new age of chaos.

" 990 Sea ans &80 a8® %% 880 AnG r
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Name: Adam
Motivation: Build himself a new species

Critter Type: Demon/Undead/Cyborg Hybrid

<50

(not available as a Cast Member option, okay?)
Attributes: Str 10, Dex 9, Con 10, Int 5, Per 7, Will 6
Ability Scores: Muscle 26, Combat 24, Brains 17

Life Points: 250
Drama Points: 6

Special Abilities: Armor Value 12, Implanted weapons,
Increased Life Points, Resistance (Magical Effects) 10

Maneuvers
Name Score  Damage
Bone Spear 24 26
Dodge 16 —
Minigun 24 12/shot

Notes

Slash/stab
Defense action
Bullet; successful

burst hits with 7 shots

Punch 24 26
Rockets 24 80

Bash
Bash

The process of Ascension rendered the Mayor invul-
nerable to harm for 100 days (he cannot be killed, and
any damage he sustains is regenerated at the rate of 100
Life Paints per turn—this is just to determine how long
a massive injury slows him down—i.e., not long). In
addition to his magical skills, the Mayor commanded a
small army of vampires led by the infamous Mr. Trick,
and eventually by Faith. On graduation day, he turned
into a demon in the middle of his commencement
address. His demonic shape was huge and snake-like
(the demon stats are listed on the right of his Attributes
and scores). ‘Demonhood didn't last long though. After
the Ascension he could again be killed, and Buffy accom-
plished that by luring him into the high school, where the
Scoobies had planted a large quantity of explosives.
" Thus did Buffy save the world and take out her high
- school all at the same time.

CHAPTER 6

Apam

Buffy: She pieced you together from parts of

ﬂtﬁfe{r demons.

Adam: And man. And machine. Which tells me
what I am . . . but not who I am. Mother
wrote things down. Hard data, but also her
feelings. That's how I learned that I have a job
here. And that she loved meé.

~—4. 14 Goodbye Towa

Designed by Dr. Maggiec Walsh of the Initiative, Adam
was the ultimate mix of human, demon and machine—a
nightmarish cembination of reanimated demon flesh
with cybernetic enhancements. Unfortunately, Adam was
not a nice monster. His first act upon gaining con-
sciousness was to murder Dr. Walsh, his “Mommy.”
Shortly afterwards, he casually dissected a child out of

curiosity. Jt only got worse from there. After recruiting
an army of yampires and demons, Adam plotted to over-
_throw the Initiative and build more beings like him.

Hls plan called for dozens of vamps and demons to
iﬂfﬁrah: the Initiative by allowing themselves to be cap-

tured. Then the prisoners would stage a massive break-

" Corpses for Adam to play with. In the end, Buffy was

ich should produce plenty of demon and human

able to defeat him only after a ritual gave her the com-
bined pawers of all of her friends, as well as the abilities
of the First Slayer.



The “kinetically redundant, bio-mechanical demonoid”
was one of the toughest foes Buffy ever faced. He was
stronger and tougher than her, equally fast, and had an
array of implanted weapons, everything from machine
guns to rocket launchers. Besides his physical prowess,
he had a sharp analytical mind with perfect computer
memory and heightened senses. Oh, and a wicked bone
spear that used to belong to a Polgara demon.

GLORY

Glory: Guys! I'm not gonna Kill you. Not in the
mood. What do you think that’s about?

Gronx: In mercy does your power lie?

(;x‘cm; No, brainless, in torture, death and chaos
does my power lie.

—5.21 The Weight Of The World

During Season Five, Buffy faced her toughest oppo-
nent yet—a living, breathing Hellgoddess. Greater than
a demon or vampire, Glorificus (Glory to her friends)
looked like a gorgeous blonde (when she wasn’t trans-
formed into a handsome male doctor by the name of
Ben). She could punch through walls, take a hit from a
wrecking ball, and move so fast she was barely visible.
And those were just her basic abilities; for food, she
devoured the minds and sanity of people.

Glory ruled a demon dimension with an iron fist, but
ended up exiled in our world. For over two decades, she
led a dual &kjstcnce—Giory, the beautiful insane mind
eater, and Ben, the kindly doctor who hated what Glory
did but was too weak-willed and afraid of death to stop

Name: Glorificus
Motivation: Go home
Critter Type: Hellgoddess

her. To return home, Glory needed the Key, a mystical
item that allowed its wielder to sunder the barriers
between worlds. A group of monks guarded the Key. To
hide it from her, they used a powerful ritual that turned
it into a young girl. The ritual also overwrote the mem-
ories and records of the Key’s new “family”—the
Summers in Sunnydale. And thus was Dawn born. After
several misadventures, Glory finally discovered Dawn’s
secret, and prepared the ritual to open the gates of Hell.
Buffy managed to beat Glory to a pulp, with a little help
from Willow’s magic, Xander (and a wrecking ball), and
the mystical hammer of Olaf the Troll Gad. To save her-
self, Glory morphed into Ben, and Buffy spared his/her
life. Giles then dispassionately killed Ben in order to
spare Buffy from Glory’s inevitable revenge. All their
efforts did not stop the opening of the gateway though,
and Buffy had to sacrifice her life to save her sister’s.

In addition to her powers, Glory commanded a small
army of freakish gnome-like creatures. These demonic
servants were not very tough or useful, but they sure
knew how to kiss ass. She was opposed by the Knights
of Byzantium, a mystical order that preferred to fight
with medieval weapons and armor, which did them pre-
cious little good every time they ran into her. Glory
killed most of them shortly before her own demise.

Glory’s mind-destroying attack involved sinking her fin-
gers into a person’s brain (without actually perforating the
skull). At the end of the process, the person’s rational mind
was gone, leaving behind a terrified, tormented and quite
insane husk. Willow figured out a way to take back the
minds Glory had stolen, which greatly weakened the
Hellgoddess (Glory used those minds as sustenance) and
restored Tara (who Glory had de-brained before) to normal.

Attributes: Str 15, Dex 10, Con 15, Int 5, Per 5, Will 8

Ability Scores: Muscle 36, Combat 23, Brains 20

Life Points: 400

Drama Points: 5

Special Abilities: Armor Value 20, Brain Suck,

Increased Life Points
Maneuvers

Name Score  Damage
Brain Suck 20 —
Dodge 23 —
Punch 23 36 Bash
Kick 22 38 Bash

Notes
Insanity

Defense action
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Whistler: No one asks for their life to change,
not really. But itdoes. . . So, what, are we
hielpless? Puppets? No. The big moments are
gonna come, can ‘t help that. It's what you do
afterwards that counts. That's when you find
out who you are.

—2.21 Becoming, Part One

. In the BEVS RPG, you
5 rectors also get to be the
x4

epfllucers of the show.

y now, you should have an idea of how the rules
i work, and the basics of slaying—all the

" mechanical stuff, the equivalent of FX, fight chore-
" ography and basic acting. None of that is enough
 for a full-fledged show. You also need the setting—
the backdrop for the action—and the framework of
~ the show. To help keep things “in character,” the
| default structure of a Buffy game is broken up mlo e *‘tf
is des—self- -contained scenarios that can be played out i in'one to three game sessions. A group of Episades with
mﬂmon thread—a major villain or subploi—-»becomes a Sﬁlson, at the end of which the villain should be con-
Ived (although their resolution might spawn other sub-
iq be dealt with next Seasan). | |

"1;!1?5 ‘Chapter provides adnce and suggestions for all-yoi’n? bu

as you see fit.

. di g Directors. Use them, modify them or ignore them

CHAPTER 7




TiMmE ATNID PLACE

Giles: But that's the thrill of Giving on the
Hellmouth—one has a veritable cornucopia of
fiends, devils and ghouls to engage . . . (off
their looks) . . . Pardon me for jmdm g the glass
half full

— 1.3 Witch

Let's talk setting here—where will the Series take
place® Where and when are as important as who will
star in the Series—being the Slayer doesn’t matter much
if the setting is aboard the Titanic, for example (that
would be a pretty short Series). The ideal setting should
provide a number of “hooks” for the Cast. It should have
interesting locales—cool hangouts, dangerous neighbor-
hoods, and dark secrets buried in unexpected places.
The setting should also have interesting people—friends,
acquaintances and foes, people the Cast can fall in love
with or fight to the death, or have ta deal with in their
everyday lives. Finally, if the Cast is going to save the
world, the world should be worth saving; the setting
should have some redeeming qualities.

SUNNYDALE

o Willow: There's big evil brewin' You'll never be
Bored here, Faith. ‘Cause this is Sunnydale,
ﬁ.ome of the big brewin’ evil.

— 3.3 Faith, Hope And Triek

By day a beautiful California town, by night the hunting
grounds of vampires and worse—Sunnydale is the default
selting of the BIVS RPG. Our favorite gateway to Hell is
chock full of things to do, places to visit, and critters to
slay. More information about Sunnydale and its denizens
can be found in Chapter Five: Sunnydale after Dark.

. Using Sunnydale as a setting is easy and convenient:
there’s plenty of information and support available, both

in this book, future supplements and in other BiVS

source material, including the shows themselves. As long

'\ cemeteries all look alike, especially at night ... .
ly when vampires are chasing you). =
Most of the adventures for the BtVS RPG will be usable
for members of the Original Cast as well as player-creat-
ed Casts; while Sunnydale is the default setting for many
of them, they can be transferred to other settings with a

few changes.

.
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Perhaps the b:ggest problem with Sunnydale is that it
belongs to the Original Cast. 1f some of the players are
assuming the roles of Buffy and company, that isn't a
problem, but if nobody is playing those characters, you
need to do some thinking beforehand. chcrai possibili-
ties come to mind.

CoEexistence

Buffy and the Scoobies are in Sunnydale, but are treat-
ed as Guest Stars. This isn’t a problem if the Plﬂyﬂﬂfe
using the Original Cast, but it gets trickier if the}y re
playing their own characters. 1t would be nalur;ﬂ’ for
Buffy, Spike and the Slayerettes to eclipse the Cast, and
few people want to play second-string characters. You
need to work hard to make sure the Original Cast
doesn’t upstage the players’ Cast—having Buffy save the
day is going to get old fask.  On the other hand, the
Hellmouth could be big enough to have two groups of
heroes in town—maybe the Cast gets to save the Scooby
Gang’s collective butt once in a while.

APRES-BUFFY SUNNYDALE

Sunnydale remains, but Buffy and crew are no longer
intown. What if Buffy died during one of her many

close brushes with the Grim Reaper® Or what if Buffy

remained a waitress named Anne after the whole Angelus

i ¢ *.I':égedyp The others might have left town for their awn
" as the players arc familiar with the TV show, they will * reasons, or you can keep them around to help the Cast.
. know what you're talking about when you mention the
" Bronze, Sunnydale High or the cemetery (then again
especial-

Galgs Willow or Xander are much more appropriate

l.qi Stars than Buffy, Angel or Spike.

f 'ijg.thjs case, the new Cast’s problem would be to Ffill

%s shoes (dainty size sixes, probably)—Buffy is a
lough act to follow, and it would be nice to have some-
body from the Original Cast around to remind the char-
acters of that. There are plenty of dramatic possibilities
awaiting a band of replacement heroes trying to live up
to the legend of the greatest Slayer that ever lived.

EPiSODES,SEAsSONS
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Ancther twist would be to use the Sunnydale from
“The Wish”—a really nasty place where Buffy never
showed up (except briefly, to die at the Master’s hands)
and vampires rule the land. The Cast (maybe led by the
new Slayer) can arrive ready to kick ass and take names,
just in time to save Giles and his band of brave—but
underpowered—"“white hats.”

Arternate SunnyDpALE

Anyanka: You trusting fool! How do you Know
the other world is any better than this?

Giles: Because it has to be.

—3.8 The ‘Wish

A more extreme “What if®” scenario has the players’ Cast
replace the Original Cast. There never was a Buffy here,
and the new characters have to deal with the Master, the
Mayor, Adam and all the other fun denizens of Sunnydale on
their own. In this situation, Buffy either never existed, did
not become the Chosen One, or died before ever setting
foat in Sunnydale. The Cast’s Slayer (if any) is the first
Slayer in Sunnydale for quite some time.

This is an interesting variant, but the potential for spail-
ers is high as the players know how Buffy and the crew
dealt with their enemies, and thus have an unfair advantage.
You can easily deal with this problem by making a few sub-
ﬂﬁﬁangcs in the villains and subplots. Players who try to

Mﬁlerr kncwlcdge of the show to deal with Sunnydale
y rea§ may hnd themselves unpleasantly surprised.

|
Bsfonn‘tﬁf HEeLLmovts

Ellis: "We have a Code One in Belize. A demon
tribe is taking apart missionaries in the rain
forest down there.

—5.10 Into the Woods

Sunnydale is far from the only option for you and your
players. Supernatural danger can be found in many
other places. From demon tribes in Belize to vampires,
arlocks and law firms in Los Angeles, the monsters can
be' anywhere—and so can your heroes. Here are some
ibilities to inspire and awe (okay, maybe interest®).

: r"'O?HBRHELLmOUTHs

Is ‘Sunnydale’s the only Hellmouth fiin the planct9~-

Word from the man who knows is “no.” So you can set
a brand-new Hellmouth—drawing the supernatural the
way a week-old pizza draws flies—anywhere you please.
It could be in a large city or a small town, a quaint vil-

CHAPTER 7

(" plagers who Aren’t fans 1)

Il you own this book, it is a safe assumpﬁbn you

_3 Jlke BEVS, (or Uncle Teddy just gave you a lousy
" Chnsimqs prcscn!) Still, not everybody whe plays
nwffs 16 be familiar with the ¢ 'lalc of the §Paycr
_and her loyal Scooby Gang. Maybe they are playing
because their frlends are runmng the game, or they

are just curious about the Buffyverse:: YouDucgtors
. _shou]d try to mke them feel “not | l"p s
" "In some ways, players who don “know much

about the Buffyverse are actually a bonus. Unlike
veteran Buffy fans, they'll discaver the Slayersythe
Hellmouth.and other fun facts about the Buffyverse
at the.same time their characters do. Newbies will -
be less inclined to argue with you about details o?)hﬁﬂ‘
show (at least ane Buffy veteran will sas;;j:mciﬁnﬁ%

like, “You know, in{449 New Moon Ri Buﬁfﬁ‘-‘"
behavior completely undermi your take on the.

non-fan can be refreshing change). [

cha;
Peeﬁ!é% action-adventurg-g@ies with a
superndtur bad@ruund and quirk r should.-

Jike p]aylﬁg\’thl,s game. The Buffyverse is Iarg;.ll
enough to accommodate a bunch of different char-
actcrs apdf play1ng§ylcs— uld help introduce
them bring their
r,.nfagonte characters from other gamc{'}meges or |
']'V}.shm to the Hellmouth. You might even get -
%ﬁr{ﬁ’ﬂ?r{ watchmg and eruoymg the show, and

.
F s

 gdin. aﬁé‘[ﬁér convert to the Cugh of Whedon. )

lage or a creepy mountain communliy. You could even
place the Hellmouth in your hometown—depending on
where that is, it might even be an improvement.

Wherever the little supernatural roach motel is, things
slwuldn’t be nice and normal. People should die or dis-
ear with alarming frequency. Companies with dubi-
ouﬁradt records should set up shop there. The local
_authoritics should have a few skeletons in their closets,
' sametimes literally. Doing some research on the city or
_town’s history might uncover local legends and scandals
that you can use to stir up trouble for the Cast.

' If@ch like in Sunnydale, the Cast Members can be locals

ying to survive, heroes who have arrived to clean up the
, or innocent visitors who showed up for the sights
stayed for the zombies. This option has the advan-
tage of being a setting that is full of surprises for even
avid BIVS viewers. Still, some players may be disap-
pointed if they never get to slay vampires on stage at the
Bronze, or visit other classic Sunnydale locales.
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Another possibility is to have the gang move from place
to place, salving mysteries as they go (multicolor van is
optional). They could be chasing something or some-
body, or something or somebody could be chasing them.
Or maybe the Cast is made up of members of a touring
band, or carnies in a traveling fair. They travel all over
the country, maving from job to job, encountering trou-
ble along the way. Every Episode, the Cast gets to sce
new places, meet new people, and slay new monsters.

This type of “setting” is interesting but requires more
work. Since the gang is always on the move, you have
to create a new “set” every time they reach'a new town,
with new Guest Stars, new places of interest and so on.
The Cast will rarely get the chance to bond with anybody
aside from each other, since they will be riding into the
sunset with each Episode or so. This isnt necessarily
bad, but you and your players should keep it in mind.

Same SLavers, Dirrerent Day

What about different time periods for the game®
There have been Slayers since the dawn of time. When
you consider your typical Slayer doesnt live for many
years after her awakening, in the last 500 years we are

_ ia]king 100+ potential Slayers: You could have Slayers in

. the Middle Ages (“Who was that girl in plate armor®”),
" in the Old West (“Fastest stake thrower this side of the
" Mississippi, pardner”), or even in mythical Greece (*I'll

show you a real Warrior Princess!). Or farget the past:
‘the future beckons. The Slayer could rub shoulders with

" bio-engineercd super-soldiers, cyberpunks, and alien

threats. Or if you really want to get weird, have the

Slayer and her friends find themselves in a time machine !
(maybe disguised as an ald-fashioned phone booth) and

wander through the ages fighting demons and undead.

Doing a historical or futuristic BtVS Series requires
more work but it can be fun. This option makes using
the Original Cast more difficult, though, unless you allow
a “Buffy travels in time” device or spell.

SIETLL

( Keeping the cast i ‘Town %)

So you have just discovered lho?‘yput" hametown

is the monster caplta] «of the world. What do you

. 1 " '{
_ do® ¢ r—.] e + Y\

u-..“ a. Decide not ld}v’a{; %L’ if-r:"ﬂ‘k.
- b. Pack up your b bﬁ“ ging Mla&'jﬁc next bus
aut of lowﬂ" ! Iﬂ} ~
c. Toss a , e your car and
:{;’ drive the f thei \ ,
~d. Dont even bcmfler‘p

to sweat to catch up with.your ﬂccmg bu

Most reasonable people would go with optio "ﬂl
through d. When casting for the Series, yo@'auﬂ

“. your players need toy of a reason whysthe »
heroes never decidé®thabrunning away is the best
part of valor. Some pumblc explanations include

the following:

Duty Calls: Slaycrs and other heroic lypcs cannat.
"i1 escape - their destiny.  Sunnydale - or ather
Hellmouths are the places to be if your are into.
demon hunting. Also, if the demons get the uppar ;
hand, they might destroy the vﬁ?c planet, so run-
ning away isn’t going to fix anything.' It’s better to
discover and .stop those threats than be on the
receiving end of a Surprise Apocalypse Party,

No Escape: Some people may not be able to Jeave q
even if they wantde. If the characicrs are minars,
they are stuck in town until they are"l8, unless they
can convinge lhesr parents tha ska is beauti-

ful this time of year, and would ¢
JW\«ri'mlv.: famlly just moved lhci' a
Hellmouth is brimming with" wﬁcmal al \:ﬁ
ness, some mystical fo ight pre _ﬁthg r-

K gcicrs from leaving. ¢ whenever
| Scoobies reach the town limit, something bad hap-
pens—lhc:r car gets a flat, the bus breaks down, or..
the ship sinks just after jt clears the/d .. Wheth
the force is good or evil, and wﬂwam has for
the trapped characters—that’s up to yous” ,

Emotion Beats Rﬁ@‘?{ head tells you to get
e hell outibut )E c& you.lo stay. Cast

suMembers can sta :}}'Qjonaf reg-

sons. Being inl_ Ve ¥ T taying-i‘p
matter what werks.a forces of
darkness hurt ‘ - Tayed ones, and
" fow it’s time rnaybe it’s just -

some undead

u]d homcslﬂ

a matter of bclng“i b"ar
carpetbaggers run them o

\

ErisopEes,SEasons |

anbp Drama




# 8084 200 908 we0 WAL P8 BRO wo@ 1
.

| - =
cast ortions

The name of the show is Buffy the Vampire Slayer, not
the Sunnydale Monster-hunting Club, and that’s no acci-
dent. The focus of the show is the Chosen One. Does
that mean that you have to do the same with your Series®
Not necessarily. The focus of the game depends on what
you and your players want. Here we have a few options,
and their pros and cons.

THe CrOSEN OnE anp FRiENDS
:‘Bd@ Vou guys don't have to get involyed.
i ﬂmﬁzr What d’ya mean? We're a team! Aren't
wea team?
Willow: Veah! Vou're the Slayer, and we're, liKe,
the Stayeréttes!
—1.3 Witch

This is the “default” mode of the game. You have a

. Slayer (maybe more than one, see The Slayer Options,
' r§ pp- 26-27) and the rest of the group consists of a mixed
group of Heroes and Slayerettes. Heroes do most of the
butt-kicking; Slayerettes provide moral support, research

and investigation and (fortified with Drama Points) occa-
Ve there. And you Know how it is with Kids.

ional butt-kicking of their own. Many (or even most) of
the plots and subplots of the Series involve the Slayer.
‘This type of game follows the show’s setting fairly

closely. 1t doesn’t mean it's the best style for your game,
though. 1f nobody wants to play Slayerettes, don’t force

them to. 1f more than one player wants to assume the

role of a Slayer, there are ways to make it happen.

Most of the guidelines in this chapter are meant for
this type of game. They can be used for other games,
but they may need some modifications.

CHAPTER 7

W m.

A GatHERING OF HEROES

Forrest: ‘Well, the way I got it figured, the Slayer
is (ike some Kind of bogeyman to sub-terrestri-
als. Something they tell their little spawn to
make them eat their vegetables and clean up
their slime pits.

Riley: Vou're telling me she doesn't exist?

Forrest: (_'_};‘i, _ufai! a sec. Am I !iursh'ug some-
a‘im’;"(,ris bubble here? Maybe this a bad time to .
tell you about the Easter Bunny.

—4.11 Doomed

This is a variation of the above—the Slayer is bul one of
a group of heroic characters. Any Slayerettes around will
be Guest Stars under your control. All the Cast Members
are Heroes or Experienced Heroes. To some degree, the
original Scooby Gang has advanced into a Gathering of
Heroes stage by Season Five. Even Xander is getting fair-
ly badass. With the exception of Dawn and to a lesser
degree Anya, true Slayerettes are few and far between.
Random vampires won’t be much of a threat to these
heroes, and finding worthy foes might be more difficult.
In some cases, the Cast Members may turn out to be their
own worst enemics—heroes often have heroic flaws.

This option eliminates the tension between Slayerettes
and Heroes, but is less true to the spirit of the show.
Some players may prefer it though, because there is less -
chance of any one character stealing the spotlight.

A GaTHERING OF SCOOBIES

Spike (scoffs): Feel it in my bones. ~ Its, ufi . . .
called the Yoko Factor. Don't tell me you've
never fieard of the Beatles?

Adam: I have. I like "Helter SKelter."

Spike: What a surprise. The point is, they were
ance a real powerful group.  It's not a stretch

g:ag they ruled the world. And when they
broke up everyone blamed VoKo, but the fact is
the group split itself apart, she just happened to

W' T Mey go off to college, they grow apart. Way
of the world.
iR
o
k.

—4.20 The Voko Factor

if you can go the opposite way—the entire Cast is
de of Slayercties. Heraes are either Guest Stars, or
there are no Heroes to be found. Here, the characters
have to rely on their wits and teamwork to survive.
Steking a single vamp can be troublesome unless the Cast
uses some tactics, and fighting an iiber-menace like the

L




- ready

Master requires some quick thinking (or an iiber-expen-
diture of Drama Points). This type of game pits regular
people against the forces of darkness.

You have to make sure that the final score of the game
does not read Forces of Darkness 6, Regular People 0.
For inspiration, look at 3.1 Anne, where the Scoobies
valiantly tried to fill the Slayer’s shoes (and had a six out
of ten kill ratio).

Alternatively, instead of a Slayer, one of the characters
could be a Slayer-In-Waiting (like Kendra, who actually
prepared to be a Slayer, unlike our beloved California Girl).

If there are Heroes around, the biggest task is keeping
them from always saving the day—the Cast should be the
stars. A funny variant would involve a Hero who is actu-
ally a fraud—too cowardly or dumb to do the job. Then,
it’s up to the Slayercttes to save the day!

Tue Initiative
Tom: They starve you. ‘When you're ready to bite
your own arm, they shoot out one of those pack-
ets. Vou drink, and the next thing, you're gone.
And that's when they do the experiments.

Spike: And, ufi, “they” are? The government?
“Nazis? A major cosmetics company?

— 4.7 The Initiative

)rﬁicad of Slayers and gang, the game cauld focus on

our favorite Friendly Government Agency, the

]mhain—eqmpped with the best in military tech and
go all Rambo on the sub-terrestrial threat. Most

Cast Members!'shuuld be Hero types, although Slayerettes
can have a role as scienlists or new recruits. The game
cant be set in the time before Dr. Walsh and her misbe-
gotten creation destroyed the Initiative. Or this can be
a “What if®” scenario where the Initiative did not have

'. .' " that “technical difficulty” (you know, the one where the
~ " captured monsters escaped and ate half of the unit).

~  An intact Initiative could fight sub-terrestrials in other
" places besides Sunnydale.
_undead lords and other critters in the mountains of
Yugoslavia, the African jungles, or other’ eazahc places

}fbk&-@ucens)

Tnitiative games have a different structure. The Cast is |

s «Isubycc’t to military discipline, and they get ordered irp
" around more often than your typical Slayer. Having a

personal life Is a bit more difficult, although most
Initiative commandos had a cover identity as college stu-
dents, which provided plenty of opportunities to interre-
late (i.c., party) and forge relationships (i.c., score) with
others (i.e., hotties).

Covert teams could hunt

~

A sourcebook providing more information and guide-
lines about the Initiative and Initiative-oriented games is
in the works by the same people who brought you the
popular BtVS RPG (you may have already heard of it).

WatcHERS in Action
Giles: A, a Slayer slays, a Walcher . . .
Buffy: . . .

watches?

— 1.1 Welcome to the Hellmouth

Despite Buffy’s opinion, Watchers have other things to
do besides keeping track of the Slayer and watching
Masterpicce Theater. Watchers keep track of potential
Slayers, often training them before they become the
Chosen One. They also have operatives who deal with
Slayers who break the rules (Faith, anyone®), and may
engage in the occasional hunt on their own, if only to
train members. Then there are renegade Watchers that
might need to be brought to heel before they . . . just
for example . . . open up a new Hellmouth or some-
thing fun like that.

Most Watchers can be built as Slayerettes, although
skilled or experienced ones could be full-fledged Heraes.
Watchers lead more structured lives than S]ayer&——
you’ve seen what stuffed shirts they can be, now imagine
what their bosses would be like. A Watchers-oriented

game can take place anywhere in the world, although
they are concentrated in Merry Olde England, where a
man can have a pint and play a game of darts in peace
and qulct o
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r the symbolic -ﬂfﬁens&on )

SLAYER-LESS SERIES

Giles: She said something gzﬁoui ijer_ut!i ing being
different, that the . . . the world wasn't sup-
posed to be like this. It was, um, better. Before.

Larry: OKay. The entire world sucks because
some dead ditz made a wish? 1 just, I just
want it clear.

Giles: She said the, uh . . . the Slayer was sup-
posed to be here, was, um, meant to have been
here already.

3.8 The Wish

Another possibility is to have a Series without a Slayer.
The Buffyverse has room for ather heroes besides the pop-
ular Little Girl/Big Stake combo. Perhaps the best case in
paint is the Angel TV show, where Buffy’s former beloved
and a stalwart band of heroes battle evil on the strects of
Los Angeles. A Series could focus on a secret society of
demon hunters, a coven of witches (good witches, say
three in number, all sisters), a team of federal agents look-
ing for the truth, a psychic who uses his powers to help
people contact their deceased relatives in a talk show for-
mat, or a group of midgets that find a troublesome magic
ring (okay, maybe the last two are a bit of a stretch).

™ e

:h many ways metaphor for the process
r.. The terrars of grcw up, of
the b rs of
) }cqucnccs of onc s ;E sexual expe-
rare all ‘echoed mlhc _cmmafthe
lus drama w supcrnatu- J
ral rendition of the “sleep with “and he
becomes a total jerk” story.

BEVS is more than just symbols and metaphors, |
but you shoul gkeep them in mind when setting.
a Series. An-Adversary should }hagl’ ust:
horrible monster; if ible, give it @ syr

rience—

show. T. eAngellAi

dimension—the abusive rity figure, the cor-

CHAPTER 7

A

A Series can be set in the Buffyverse without dealing
with the Slayers, the Watchers, the Initiative or any other
pre-existing group. As long as you and your players are
having fun (and one of you buys this book), we won’t
mind one bit.

CREATING A SERIES

Alright, you've made all the conceptual choices, and
are ready to go. To help recreate the feel of the show, .
BtVS games should try to follow the same structure—you
have self-contained Episodes, linked together to create a
Season. Each Episode should contain healthy dases of
ass-kicking, comedy, horror and personal subplots. To
help you in this holy quest, we have thoughtfully provid-
ed some ideas and guidelines.

SEASOIIS

Xander: ‘We're going up against a god. An actu-
al, mightier-than-thou god.
Willow: Well, you Know what they say: the big-
ger they are—
Anya: The faster they stomp you into nothing,
—5.13 Blood Ties

When doing a game the Buffy Way, you should plan
out the major story arcs of the Season in advance. This
does not mean that you should know exactly what'll hap-
pen in each Episode. After all, your players’ decisions
and their characters” actions Md’be a major factor in
the game. But you should have some idea of what major
situations and events will be thrown at the Cast. How
they deal with them will be the focus of the game.

First, you need to take care of all the prelim work—
bui}dipg, the sets, casting the characters, that kind of
stuff. That’s been covered in the previous sections.

ext ¢omes conflict. Stories (not just violent stories)

| an conflict, and in the Buffyverse conflict usu-
w,a]iy comes from an Adversary. Besides villains, you

i [ ' Plots and Subplots—stories that will flow from
' ruplerah _cc,lhculbmﬂegohsl Wha cares Episode to Ep:sade,p leading to a climax somewhere
o nolhlrlg G ,rscmé gratt n the line. Finally, you need to populate the Season
wlmﬁpis des !hguld be more l“5t afl 11 a nice Supporting Cast—the characters that will
kicking action. W“ , try to throw i _;-,‘.‘ 2 with, make fun of, or terrorize the Cast along the
something with-more d@ ice ouldnal %I. ow don’t have to outline everything before the
be clear-cut, and there should be msﬂ"‘““s for 1" game starts; you might not even have a Big Bad in mind
ong’s actions, often unintended ones. Hﬁ“"&ecp in for the first couple Episodes. You should have some
mind, thou m”-h? goal of the game is fun, not idea about what she will be like relatively early in the
a philos E&li‘cahsc (unless yt%’garlg is.up for Season though, or you’ll end up with a cellection of
\Uwimaf,‘&r?g - in that case/go for it) ) disjointed Episodes.




Why do we start with the Season and not the
Episodes® 1f you think about the Season first, you'll
have a better idea of the direction of the game. You real-
ly shouldn’t try to be too detailed though. Think of the
Season as a point in the map, like "North.” All you need
to know is that the game is going to head north. You
may not know how it gets there, let alone all the stops
along the way, but at some point, the game is going to
reach el norte and, one would hope, the arrival will be
waorth the trip.

Yovu'LL RuE THE Day

Ms. Calendar: OKay, so this Master guy tried to
open the J{e*{{fmmtf But fie got stuck in it,
and now all the signs are reading that he's
gonna get out, which opens the Hellmoutf,
which brings the demons, which ends the world.

Giles: Ves. That about sums it up, yes.
—1.12 Prophecy Girl

The Master, Spike, Drusilla, Angelus, the Mayor,
Adam the cyber-Frankenstein Monster and Glory the
Hellgoddess round out the list. The Big Bad, the ulti-
mate foe, defines the Season. Over several Episodes,
the conflict between the Big Bad and Our Fearless
Heroes builds up, with skirmishes, battles, and casual-
ﬁes#suffered on both sides—all leading to the cata-

lﬁﬁuc Final Showdown.

] makes a good Big Bad® First, the nemesis
r’c or at least resourceful. A big dumb mon-
ng through downtown Sunnydale is good for
an Ep}sode, not a Season. Bosses rarely do the dirty work
themselves; they use minions instead. They also have
goals . . . important goals. While your Joe Schmoe vam-

é‘;

_ pire only cares about the occasional human morsel, a Big
.~ Bad is far more ambitious—world domination, the

The Season’s Big Bad is net the only major villain,

. even without counting the "monsters of the week” that
appear in many Episodes. There may alsa be a second-

willain who works for the Big Boss or ‘might have

pases of the Big Bad until they are several Episodes into
the Season.

No need to get all the Big Bad’s vital statistics down at
first (when you get to that, refer to Villains, Henchmen
and Innocent Bystanders, on p. 20l). More importantly,
you want to have a feel for her motives and modus operan-

' ag:s ‘of her own. The Big Bad may not even make an
" appaaram:c for several Episodes. ‘In fack, it is probably
best if the Cast does nat even suspect the identity or pur-"

di. The villain’s plans can be as simple (*] want to unleash
Hell on Earth”) or complex (*] will gain the Slayer’s con-
fidence, then 1 will turn all of her friends against her and
when she is isolated and full of despair, 1 will claim her
soul and make her my Hellbride”) as you want. The mas-
ter plan no doubt plays a role over several Episodes.

The actual nature of the villain is also important. You
can choose from your basic vampires (getting a little
old hat by now, but always good for the nostalgia),
demons (good because there is a lot of variety among
the Hellbound Hordes), human warlocks or witches
(maybe it’s time to dust off good old Ethan Rayne, or
maybe a distant cousin), or that paragon of plotting
Something Completely Different (Adam and Glory qual-
ify). Figure out any powers the villain has—she should
be pretty dangerous. Limitations are also good—the
Master was trapped in the Hellmouth, Adam couldnt
really show his face in public and spent a good portion
of his time learning about the world, Glory occasionally
turned into a nice guy—that kind of thing makes the
Big Bad more interesting.  1f the willain is too power-
ful to be taken out in a straight fight, there should be
an Achilles’ heel to make up for it (but it should be hard
to discover). A

What resources does the Big Bad have® Most of U:]ﬁgn
have a small army of cannon fodder minions (vampires
are a popular choice, for some odd reason), and a cou-
ple of heavyweight lieutenants, good enough to go mano
a mano with our fearless heroes. Others may have
money, access to powerful spells, connections at City
Hall (heck, the Mayor was City. Hall), and so on.

Finally, at some point or another, the Big Bad has to
make things personal. Destroying the world is all well
and good, but it doesn’t have the same emotional power
as lorturing a loved one, shattering the innocence of a
dear friend, or terrorizing the characters past the break-
mg pouﬁ If you can get the Cast Members to say (and
)i “This sucker is going DOWN!” you know you’re
ing the Big Bad just right. Besides being dangerous

emd threatening, the baddie needs to be infuriating. This
ﬁw _be achieved by making her really good at foiling
heroes (maybe as good as or better than the heroes
at foiling the Big Bad), by giving her a really twisted
even annoying personality, or by having something
the Evil One’s looks, behavior or appearance that
_ pro ces that nails on a chalkboard feeling. By the Final
“Showdown, the defeat of the Big Bad should feel good.
Damn good.

Once you have the Big Bad all figured out, you have
something to link several Episodes, and the basic skele-
ton of the Season is set.

ErisoDES,SEAsONS |

anp Drama




& G086 9d0 90s S8C W08 EE BEO VO@
e 4

Tue TancrLep Skeim:
Prots anp SvusrLOTS

Buffy: You Know very well, 1 you eat this late .
(Stakes the vamp.) . . . you're gonna get fieart-
bumn. Get it? 'Hmrtbum (Fe turns to dust.)
That's it? That's all I get? One lame-ass vamp
with no appreciation | for my pamsta(m_qu
thought out puns. I don't think the forces of
darkness are even trying.

—.6 ‘Wild at Heart

f' Thcsc are the complications and themes that move from
Episode to the next. Since this is a game, not a script,
not have full control over Plots and Subplots. The
has a'big role in making a storyline live aver several
33 or hc forgotten after one or two. You can think
ﬁs‘a Lrbplois as fishing lures—dangle them out
there and if the characters are interested, they will bite.

Here are some suggestions to make sure the Cast bites (er
.. are enticed into fallowing Plots),

. PLofts
“ These are the big kahunas, the major story arcs of the
Season. The Master’s plan to bring the Old Ones back
0 into the world was the mejor Plot of Scason One. The
" tragic Angel-Buffy relationship was a major Plot in
it Season Two. Tt ran through several episodes, and was

on, you had Spike and Drusilla’s arrival in Sunnydale

to the Season Finale. You should devise at Jeast one plot.
Some possible Plot ideas are elaborated.

APPROACHING DOOM: Some dangerous event is prophe-
sied to take place in the near future. This is usually your
basic supernatural event, complete with lots of FX at the

CHAPTER 7

ama’ucally resolved in the Season Finale. In the same

ieir nefarious plans. The two Plots became inter- -
,iand reached a climax in the same final episode. " 1~

Iyprt‘:‘ﬁlly, a Plot emerges early in the Season, and lcads e

end. At some point in the Season, the Cast learns of it
and realizes they have to prevent it from happening.
Over a number of Episodes, the Cast acquires more clues
about the danger, until reaching the final countdown.
Will our heroes stop it in time® This type of Plot is rel-
atively easy to set up. Dire warnings from some unlike-
ly prophet, signs of the upcoming apocalypse, and clues
inadvertently Jeft behind by the bad guys can be sprinkled
over several Episodes—a little research will do the rest.

Curses! FOILED AGAIN: Your basic "stop the bad guy”
theme, this Plot revolves around the Big Bad’s plans.
The plan usually involves such charming things as human
sacrifice, unspeakable rituals, and scavenger hugts for
mystical artifacts. The Plot is a race between the Cast
and the villains. While the nemesis may be foiled tem-
porarily, the plan should plod along until the Final
Showdown. Like the Approaching Doom, this type of
Plot is not hard to organize. The tricky bits include
arranging for the Big Bad to avoid the Final Showdown
until the Season Finale, and doing it without railroading
the Cast. Even with Drama Points to “pay off” the play-
ers, they are not going to be very happy if the bad dude
always seems to escape from their clutches. 1t’s better to
avoid a direct confrontation with the head honche, and
rely on competent and dangerous henchmen. To keep
the Cast busy, you could set up a minion as the apparent
Big Boss, and reveal he's but a servant of a greater power
just after the Cast defeats him (that’s a great point to end
the Episode and roll credits, by the way).

FRIEND OR FOE®: A common Plet in BtVS is betrayal
and lgss. Friends and lovers may become deadly ene-
mies—Faith and Angelus are two cases in point. The
setup for this plot can be tricky. You need to create and
assume the rale of a Guest Star, get the Cast to come to
like and trust the character, and then betray them. For
an even more devious turn, you might recruit one of the
players to assume the role of the Judas—after all, anoth-
er player-controlled character is the last one the other
pl@ﬁrs would suspect. After the betrayal, there may be

_hope of redemption (Angelus being turned back into
- Angel, for example), either in that Season or as a Plot or

in the following Season.

_ 'ECNE Is A BATTLEFIELD: Romance blossoms, but love
don't come easy, as the song says. This can be a Plot or
Subplot, depending on how important it is to the story-
‘&The Angel-Buffy relationship was a major Plot in
f'rsl three Seasons, and ended in the Season Three
Finale with Angel leaving Sunnydale. The setup here is
hard, and the players need to pitch in. The relationship
can be between a Cast Member and a Guest Star, or
between two Cast Members.  In the first case, you have
some control on how the relationship progresses (you




 either spice i

- ;
tfie ﬁfimlg{ P

ey

are in charge of half of it, after all). In the second one,
the Plot is largely in the hands of the Cast Members
involved, although you can influence it by throwing in
obstacles, romantic rivals and other complications. 1f
you watch a dozen episodes of any soap opera, you'll
Jearn the tricks of the trade.

SuspLOTS
Willow: I'd be totally blowing off classes if I
were in Dawnie's shoes.
Tara: Sweetie, you wouldn't blow off a class if
your head was on fire.

—5.19 Tough Love

These are lesser plotlines, major enough to last for
several Episodes, but usually not covering an entire
Season. Examples include the rise of the Judge during
Season Two, Willow and Oz’s relationship over Seasons
Two to Four, and the heartbreak of Joyce’s death during
Season Five. Subplots can be powerful dramatic story
arcs, but they don’t quite shape an entire Season the way
Plots do. You should try to get at least one or two
Subplots going.

A Subplot need not appear in every Episade, but it
should at least be in the background, providing mare
axes to grind, bones to pick, and clichés to throw.
Sabpluts often develop on their own, and they may

- to you efter the Season has started.” Sometimes
lbsy mlhcr and die without the players ever noticing, If

'Suﬁlol 't attracting their attention, it’s time to
: Jup a bit, or let it go and replace it with
something else.

Subplots include “smaller” versions of all the Plots
described above. For example, a doomsday event or

 nefarious plan can be foiled in a couple of Episodes,

rather than aver the course af an entire Season.

-p-- 2

A

ViLLains, HEnCHmEn anp
Innocent BysTanpeRrs

\m‘ahbmg Vamp (holding up bloody stake): Killed
with her own weapon! They ought to put this
in a museum!

(The door bangs open and Riley walks in confi-
dently.)

Riley: Vou Know what they put in museums?

.s‘t(y dead things.

— 5.7 Fool For Love

Monsters, cops, teachers, and postal workers—they are
the people that the Cast encounters along the way. Some
are unremarkable, nameless characters from Central
Casting. Others are the Cast’s friends and family, danger-
ous foes or terrible Big Bads. = Usually, creating the
Supporting Cast (Guest Stars and Adversaries) can be done
from Episode to Episode. Over time, you'll get recurring
characters, and they play a role in many a Plot or Subplot.

Most Supporting Cast characters do not need full
Character Sheets, or even Quick Sheets, unless you have
a crew of players who like to fight everybody' they
encounter, For minor roles, all you need is a name (
that) and the role the character is going to play in th
Episode. Victim #3, for example, is unlikely to need
much development, except to be thankful after being res-
cued.  Your typical cannon-}olldpf ~vampire rarely needs
much beyond the basic Altributes and Ability Scores.

Then you have the “named” roles—relatives, friends, col-
lcagues or hated enemics of the . A Quick Sheet suf-
fices for the mechanics aspect, but y you probably want to
spend some time fleshing out their personalities and atti-

tudes.  If all the supporting cast sound and behave the
same, the Series is going to feel like The Clone Wars,
€ is on the “clone.” A teacher should sound and act

d erenﬂy from a police officer, or a Cast Member’s father,
hippy teacher still living in the 1960s (then

¥
‘flmﬁa ast Mcmber’s father could be an aging hippy).

After the Cast has been created, it’s probably a good
jot down some ideas about the people in the char-
s’ lives. 1f they are gaing to high school or college,
sundon’t need the entire faculty, but a couple of teach-
»school officials and guidance counselors are good to
ave around. Keep them as recurring characters, and if
any ofthem becomes a victim, her demise will have more
of an cmotional impact than Dead Body #23.
Additionally, you should have a roster of Supporting Cast
characters ready to go at @ moment’s notice. That way,
if the Cast decides to do the unexpected, you have some-
thing to throw at them.

EPiSODES,SEASOMNS
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Deferminince ATTRiBUTES anp ABIiLiTY

SCORES

Many Supporting Cast characters exist only to have
their butts kicked by the stars of the show. When it
comes to that, having their “stats” handy keeps the action
flowing. This doesn’t mean that you have to go through
the entire character creation process for each and every
enemy the Cast encounters. Far from it—all you have to
do is assign Altributes, put together the Ability Scores,
figure out any attacks or special abilities the characters
haye, and you're good to go.
Onice you haye the details,
| mark themall down on a
i blank Quick Sheet for handy
ré'fe;élce (see p. 256).

AtTRIBUTES: Unlike play-
ers, you don’t need to divide
a set amount of points
¢ among the six Primary

o Attributes.  Just pick and

Name Score

Dodge 15

Kick 14

r.four), a two for the mental attributes and again,
il

needs.

that, just look at the chart on p. 33 to figure out Life
Points, add any bonuses for the Hard to Kill Quality
(most normal humans will not have any), and the
Attributes are done.

CHAPTER 7

| choose what fits. 1f you need to stat out a couple of frat
boys with roving hands, you could make them average
across the board (all twos), or maybe give them a cou-
ple of Attributes at three. 1f you need to cast a team of  arentimeant for cxtraordinary things. Your average cannon
berserk football players, give them a high Strength (Four ‘#

five), above average Dexterity and Constitution (three lan

you're all sct. It doesn’t matter if the total Attribute -
., points come to 11, I3, or 35, if that’s what the character | i
. For vampires and supernatural beings,

Attributes should be on the high.end (Four to six). After ™

[r——
|

ABILITY SCORES: You don’t have to figure out the skills
of most Supporting Cast members. Instead, use the
Ability Scores (Muscle, Combat and Brains, see p. 104) to
get a rough idea of what the character can do. Use the
character’s Attributes and the tables on p. 203 to deter-
mine what the appropriate levels are. Most regular folks
have Ability Scores in the 9-13 range. Vampires and
extraordinary people will be in the 14-20 range. Nasty
Big Bad-types have even higher numbers.

SPECIAL ABILITIES: Most people have no unusual powers .
or abilities. Monsters may have several, from the typical
vampire powers and vulnerabilities to tentacles and warts
(ick!) to magical powers. List them on the Quick Sheet
so you don't forget that, say, a demon has scales that are
as good as Kevlar against physical attacks.

ComBAT MANEUVERS: Figure out what attack and defense
moves the character is likely to use, and list the damage.
Add the Success Levels inherent in the scores to the base
damage amounts.

Most vampires have your basic Bite, Dodge, Grapple,
Kick, and Punch Maneuvers. Bite, Dodge, and Punch use
the unmadified Combat Score, Kick uses Combat Score -
I, and Grapple uses Combat Score + 2.

ExaMPLE TIME: A vampire with Strength 5 and a
Combat Score 15 would have the following basic
Maneuvers: -

combat Maneuvers

Notes

Damo,ge

I 3
- Defense action

15 (base of 12, plus 3 Success Levels)

Bash

DRAMA POINTS: The Cast Members aren’t the only ones with
Drama' Points—Supporting Cast also have access to them.
Most faceless characters have no Drama Points since they

r vampire should have -3 Drama Paints—enough to
d & good punch or two on a Slayer before being dusted.
A friend or relative of a Cast Member could have the same
amount, to allow for occasional heroics (Buffy’s mom brain-
pike with an axe, for example). Major foes could have

irama Paints, and Big Bads could have 10+ Drama Points
‘store, enabling them to give our heroes quite a run for
their money. Usually, Supporting Cast characters spend their
Drama Points for combat purposes (the sample vampire
above, could spend a Drama Point to use the Heroic Feat
rule and raise its punch value to 25).




Muscle score Table

9-10 AVERAGE JANE: Your average couch polato, capable of carrying a full bag of groceries to the car

without busting a gut.

13-14  AverAGE VAMPIRE/FOOTBALL PLAYER: This is the typical Muscle Score for a vampl re. Athletic humans
will be in the same range.

17-20  HuMAN PEAK: Humans don’t come any stronger than this. An athletic vamp, a strong demon or
your average Slayer are in this range.

combat score Table

has been in a few scrapes in her life.

MAJOR VAMPIRE/MASTER FIGHTER: Now we're talk’ir’ggﬁ ay
beat—time to break out those Drama Pointss

" AVERAGE VAMPIRE/VETERAN FIGHTER: This represents @ vamp that has been ou ﬁnd around ﬁ’ﬂ' i1 Moo
. while, or a tough, well-trained human (rank-and-file Initiative commandos). - o

ErisoDES,SEasOMs
Aanp Drama



4 B2 588 BED S8F DHF HE0 BB B0 B & S0 940 GOS8 se0 80 8P BRE Wom
2 .

THE PLOT THiCKETIS:
EPISODES

Cordelia: So Buffy's going for the big showdown,
hiuhi? Wish we could help. Vou Know, without
dijing.

Xander: I don't see how.

—2.22 Becoming, Part Two

This is whcrc the achon is, Serles and Seasons are

nextiane, the game has succeeded in its purpose. And
" you don’t even have to break for commercials!

Points (usually two of them, when important things hap-
pen), and the Climax (where the conflict is resolved).
Interwoven with all this you’ll have the Season’s Plots and
Subplots. Put it all together, roll opening credits and et
the polyhedrons fall where they may.

CHAPTER 7

\JF at the end of the Episade the players can't wait for thc "

The elements. of an Episode include the Setup (where
the Cast finds out what the Episode is about), the Turning

g plots and ¢ree ;will \

Games aren’t scripted, and lhc Cast Members are
going to act in ways that you Director types won't

expect. No wﬁ' d say “MAY act in ways
"%al you wor't ex e s ‘catsesit’s going to
‘happcn The wa Iqak{hg }or 5
inevitable. oV Y
(X
So what h }g_ﬁ Iypu wsre'"plannmg a

| wnasty ambushi, m’bnkn}a anr “hefoes arrive in
wothe library, anﬂklfxgy dcmd& to go'to the Bronze
instead? Or the Cast foﬂows*jhc red herring and
ignares the clues that lead tathe'teal culprit® You
can choose to let the chips fall where they may=—"
the ambush never. happens, and half of Sunrfydalc
. burns down while the Cast-follows a false lead=-or |
you can adjust thmgs actordingly. For example, if
the ambush is a vital part of the storyline, just-relo-
cate it to wherever the Cast ends up. Or have the
false lead actually contain some clue that points
hlhcm in the right direction. You cannot.do that all
lha time though, or the players will dgme to real-
ize that no matter what their characters do, it
turns out to be the right thing." Sometimes, mis-
takes should have conscqucn:f! Maybe the world
doesn’t end, but something bad should happen if
the Cast screws up—a friend or relative might be
hurt or even die, for example. Try not to do this |
without giving lhe characters some hint that, tﬁey |
are going about thmgs the wrong though, and
certainly dont do it just to gpu Qﬁcm for not
following your script. v
Li‘__’, Try to be flexible with Plots gnd Subpﬁlj. lf‘ycu
~ “railroad” the Cast, forcing ﬂic:n into nearly’ every’
situation agg‘igwmg themulittle or no- cHo:ce ‘about
. actions and storyline directions, the players éren’t
"going to have fun. But don't Jet the characters get

" away with totally wrongheaded decisions, cither.

Sound hard to do® | Yup, and som&' més what you_
think is & fair decision is not goin sﬂmell with
the players. Nobody said being & Director was
casy. It dogs get beﬂgrwlh practice. ©Oh. . .
pnd the fccﬁf yau (get w}h everybody is caught
__up in the story an&d ctate to find-aut what hap-
pens next is bcttbr’than,&qn *ej.'lﬂ }erry‘s with Ao

R/ ‘ v

Qe:ght gain guJH' L M _ /




( Te-ﬂs ef ¢ "-}:' <
The BIVS TV show eplsodes all begm with a
Teaser, a short, qﬂcn humorous vignette that .
“introduces some aspect of the story to come. Wc
~ sometimes refer to these as Cut Scenes: {spc
| Directar’s Screen). Whl]e-"ﬂ(ﬂ s’trlct]ydlc ces!

you may..consider adding'a Te ng;r scene to your

Episodés to bqtlyfa mirror the TV show. If so, yEu
"P?ﬁ)gﬁ;r mote of the @“’ yers 50 the

Cmay. need to brie

qcne ‘plays out cofracif;"

1 ¥

TrEe Setur

Giles: Uh, let me make sure I have this right.
This witch is casting fiormble and disfiquring
spells so that she can become a cheerleader?

—1.3 ‘Witch

An Episode needs a Setup, where the situation is estab-
lished. For example, the Setup of 1.3 Witch was (unsur-
prisingly) “An evil witch is operating in Sunnydale.” The
Episode dealt with the Scoobies discovering that a witch
was hurting assorted cheerleaders, figuring out how to
stop said witch, suffering from (big shock) a magical
attack and finally, squashing her mojo in the final act.

The Sctup can be something new and unexpected or a

. dc’we}opmenl of a Plot or Subplot. Typically, the Cast

d‘oesn’t know what the Setup is until later in the Episode.

_ ug to them to figure it out, and do whatever needs
domg Some possible Setups are given.

:i. A STRANGER ARRIVES: There’s a new ghoul in town, and
the Cast must stop it before it racks up a big body count.
This is possibly the simplest Setup there is. The Cast
finds a victim or two, investigates, discovers who or what

.~ the stranger is, and takes care of business. You as

.,,jh’ﬁf‘? Director need to create the new threat and figure out

= what sort of trail leads to its eventual defeat. If the Cast

“isn’t on the ball, the Stranger might escape and possibly

' became a recurring threat, or even a Big Bad.

. WE Meer AcaN: A recurring villain, 61' even the
" Season’s Big Bad, is the main foe of the Episode. This

i}

- Season,

escape, or might finally get her just desserts.

WE MEET AT LAsT: These are important Plot-related
Episodes. Our heroes finally discover the identity of
some important villain or Big Bad. These encounters

Jag  Setup usually helps advance one of the major Plats of the -
4" Typically, the villain unleashes some scourge =
" "'upon the Cast or the world at large. The Cast has to.deal "
with the danger and stop the villain. The old encmy may =

usually end with a nice fight scene, but the unmasked foe
might not be defeated this time. The Setup can start with
the discovery of the villain, or might provide the clues
needed for the revelation near the end of the Episode.

Now You've DONE IT: Sometimes, the trouble comes
from a Cast Member (or a Guest Star) rather than from
an outside threat. The complication or danger is caused
by a screw-up on the part of a “good guy.” Maybe some-
body cast the wrong spell, or made some tragic error and
must now make amends for it. In these Episodes, mon-
sters or villains play a minor role (although they are like-
ly to be around), and much of the time is spent dealing
with the consequences of the Cast Member’s actions or
undoing the damage she caused.

As THE BUFFYVERSE TURNs: Finally, you have Episodes
that deal with dramatic situations—falling in love, trying
to lead a normal life in the midst of demon-hunting, res-
olution of personal subplots. Combat takes a definite
back seat to interpersonal relationships, but usually a
vamp or two show their ugly mugs just in time to get
stomped sometime between tearful moments.

Turninec Points
Xander: Spike's working for Adam?! After a([ ...,ﬁ

we've done—>Nah, I can't even act surprised. |
 —4.21 Primeval |

After you have your Setup, you need to get the story
moving. Actually, the Cast dugs.smqst of the moving, but
you can give them directions ta get to the good parts.
The Turning Points are dramatic moments that advance
the story, or complications that make things more inter-
esting (and dangerous) for the characters. You should
try to spacc out the Turning Points. Think of them as
the high points on a roller-coaster—you get a thrill as
you go down, then there’s a temporary break and build-
up as you go up (heading for the next Turning Paint)
_bcf'm'c you go through the thrill all over again. Here are
~some Turning Points you can use in your Episodes.

' HE’s DEAD, JiM: Finding a corpse is always a good way
,Jm&l a reaction, especially if the cause of death is
ﬁﬁhsu&l or gross. This situation can be highly dramatic
is i 5.16 The Body), or for shack value. The grisly dis-
y could be used to reveal some dark force at work,
provide clucs as to the nature of the threat.

RE IN DEEP DooDoO NOW: You turn around, and you
face & rgomful of vampires. Or the kindly old man you
were interviewing turns out to have the strength of ten
men and an appetite for human hearts. Or your boyfriend
walks up on you having an intimate moment with an old

EPiSODES,SEASONS
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= i hons or pick-up. jél;hcs where you don't have to

friend (he had something caught in his teeth, honest!).
This Turning Point reveals an unexpected danger (physi-
cal or emotional), the kind of situation that has the audi-
ence (and in a game, the players) wondering haw the hell
the heroes are going to get out with their hides intact.
Ambushes and surprise attacks make great Turning
Paints. Sometimes, you Directors may have to pay off the
players with a Drama Point. Otherwise the characters

(" others ways tono 1t )

=~ The Egmde!&asqnfSerlc; structure is a set of
. guidelines you'canuse to make the game feel like
the BEVS TV shaw (yupy we lave to belabor the obyi-
ous). Thatt may’ ‘not be the best-way to run a game,
", Of to run your game ~Maybe you don’t want to set
| up Season-length-plats, and prefer to let the inter-
action of the Cast dictate the way the Series runs.
Or you want to follow a more traditional roleplay-
ing style. Here are some ideas for you, Directors

THE QUEST: Tl'le game centers around some e]u-
sive goal. There are no actual Seasons or Episodes.
The game sessions Jead the Cast from one encounter

, or situation to the next, each event leading them o
step closer to the final climax. The game facuses on

a single major plot, and ends when the quest is ful-
filled (although a sequel tn(ghi follow). This struc-
ture is closer to a series of novels or a movie than a
TV series. Heck, make it take place over lhe course
of 24 hours. There’s a novel idea. g

THE SOAP OPERA: These games have' 1o sci slﬁhc-
ture, and depend on the Cast’s interactions with the
environment;' You populate the sctting and let the
Cast loose on it. There will'beslats @F Plots and.
Subplots, but actual resolution Pmnts are less fre-
| quent. This is morelike a soap gpera; where by the
o h time a villain is defeated, two more are already
prowling in the background.

_THE ONE-SHOT: This can'be a smgie-Epnsode
game where what happenéd befare and what hap-
pens after are not very important, or a series of
| Episodessthat /don't"have interlinked Plots or
- |"Subplots.™ 'Oru:-'shots arc very-useful for conven-

worry about-players: &Iqwi.ng‘ up for every game
session. Thi ,,sii“(,lc!um of those games is more like
"';a movie—it, may or may not, have sequels, but the
~story should be over., hy l,hd hmc the closing cred-

with Situational Awareness and Fast Reaction Time are
never going to get knocked out from behind while poking
their noses where they don’t belong, and where’s the fun
in that® Setting up these situations can be difficult if the
Cast is careful or parancid enough, but with some cre-
ativity anyone can be ambushed. 1f you can arrange it, an
attack or intrusion when the characters think they are
totally safe can really shake their confidence.

Ourt oF LEFT FIELD: This Turning Point reveals that the
Cast Members had it all wrong—the apparent victim is.
actually the villain, their suspect is actually a good guy,
and the butler didn’t do it—his demonically possessed,
half-android kleptomaniac clone did. To develop this
Turning Paint, you need to plant a few red herrings and
get the Cast pointed in the wrong direction, until the
truth comes crashing down (often leading to a8 We're in
Deep Doodoo Now moment).

THE MOMENT OF TRUTH: A lovesick character confesses
her feelings. A secret betrayal is finally uncovered.
What was hidden is now . not. This dramatic
Turning Point can go beyond the Episode and involve
the Season’s Plot or Subplot (like the discovery of the rit-
ual to restore Angel’s soul near the end of Season Twe).
This is a Turning Point that can be player-driven, csp&
cially when it comes to personal revelations.

ErisoDE SusprLOTS
Tara: I am, you Kriow.
Willow;: What?

Tara: Vours. Ay
24,16 Who Are You?

BtVS Episodes are rarcly about only one thing.
Besides the central Setup, you should try to string along
at least one subplot (notice the small “s”). This can be
something from the characters’ personal lives—a big test
at s '6}, a first date—or part of one of the Season’s
Plots or Subplots. These secondary storylines can be

_“-pret!y important, but they don’t get as much “onscreen
time” as the main plotline. Common personal subplots
“inelude important celebrations—Dbirthdays, anniversaries
and hal]days (what happens when the Cast needs to pre-
pa _'for that big Thanksgiving dinner even as they try to
‘: man-cating demonic bird’s reign of terror® Now
Romantic develop-

Our heroes may find that a

t'S'a special holiday Episode).
‘ments are also important.

recent breakup from within the ranks is cramping their
slayin’ style.

\\ris start rolling. i o

CHAPTER 7

Ideally, you should devise Episode subplats from the
relationships and personal lives of the Cast. There is a




small risk that the subplot will take over the Episode, but
if that’s what’s important to the players, let the subplot
run wild. The rest of the Episode can always be dealt
with later (assuming time is not an issue; otherwise, a call
from a Watcher warning the heroes the world is about to
end may break their mood and get their butts in gear).

TaE Crimax

Xander: Demons versus soldiers. Massacre,
massacre.

Willow: And Adam has a neat pile of body parts
to start assembling his army. Diaboflical yet

. gross.

Xander: Does anybody else miss the Mayor-1-

Jjust-want-to-be-a-big-snake?
—4.21 Primeval

Sooner or later, you'll get to the final payoff of the
Episode. The Setup is resolved (even if the solution is not
completely satisfactory), and the roller-coaster ride ends.
Usually, the Climax involves a confrontation with the
Episode’s main threat, followed by the consequences of the
confrontation, The Cast may be triumphant and unscathed;
this is nice but not really in keeping with the show.

Alternatively, the heroes win, but it’s not a painless victory.
Maybc they learn some hard lesson, or have to pay some
painful cost. The Climax might turn out to be a Turning

. Point instead. Maybe the villain is defeated—anly to be
revcaled as'{he pawn of a much more powerful being.

Ha,ax Epl%cs should end in an upbeat note—the Cast
. Mecmbers have prevailed, after all. They might be a bit
' battered, bloody, maybe even frayed around the edges,
U but you should scc the other guy. Most Episodes should
give the Cast a sense of accomplishment—if every
Episode ends in an ambiguous or bitter way, you'll mire
‘the heroes in a sea of existential angst, and that’s a lot
ess fun than it sounds.

SPECIiAL EPiSODES

Not all Episodes are created equal. Some are going to
be almost “routine.” Monster shows up, monster ram-
pages, monster gets staked (or knifed, or burned, or ban-
ished or clobbered with a giant mallet), Cast scores a few
funny lines out of it, the end (and there’s nothing wrong
with that, as long as the execution of the Episode is fun
and entertaining). Others are going to play a pivotal role
in the lives of the Cast Members and the tone and shape
of the Season or even the entire Series.

SERIES PREMIERES >

Giles: Into each generation a Slayer is born, one
girl in all the world, a chosen one, one born with
the strength and skill to hunt the vampires . . .

Buffy (interrupts and joins in): . . . with the
strength and sKill to funt the vam)mres to stop
the spread of their evil blak, blahk, blahi . . . I've
heard it, oKay?

— 1.1 Welcome to the Hellmouth

The first Episode is pretty danged important. This is
where the Cast gets together for the first time—at least
“onscreen” (the characters may have known each other
before on paper, but this is where we see what sort of
chemistry exists between them). Everybody gets a first
glimpse at the setting, and a lot of the tone of the Season
or the Series is defined by this first impression. Not
everything should be set in slone Just like on TV, a
game Series may need some “relooling” after the first
few Episodes (whatever you do, though, don't introduce
cute little kids who get the bulk of the best jokes; they
are the kiss of death).

The Series Premicre is usually an extended Episode—
a pilot, to borrow a term we heard somewhere—and
invelves some important Setups and Turning Paints,

n’é@d’fﬂg the fallowing.
- INTRODUCTIONS: B:g Sctup here. The stars of the show

3 -dgre the “screen” for the first ime. Most of what hap-

yensinext is up to the players and how they “perform”
sir roles, but you can provide a few nudges here or

there. Putting the entire Cast under a little pressure may
" holgiﬂ:hem stick together—after the characters have to

tfor their lives against a vampire gang, they may feel

Wespect for each other. Friends don’t let friends

get drained by vampires; by the same token, people who

save each other’s lives will likely become friends.

SHOCKING DiSCOVERIES: A few things that should be got-
ten out of the way during the first Episode include such

ErisoDEs,SEasons
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shockers as “vampires are real,” “vampires are real
strong,” and “Yikes! There're a real lot of them vam-
pires.” Some of the “basic facts” of the setting should be
described here, especially if the Cast is not aware of
them. If the Series starts with a group of experienced
monster hunters, of course, it goes without saying that
the facts should go without saying . . . as Willow might
put it.

A Gumpse OF THINGS TO COME: You don’t have to lay
down all the cards, or even most of them, but it'd be nice
if the Series Premiere gave some clucs as to what's going
to be happening. They can include tidbits hinting of the
dark powers involved, a chance encounter with a Guest
Star that may play an important role in the Cast’s lives,
or a “job description” for some of our heroes.

SeEason FimALES

Oz: Guys take a moment to deal with this: we
survived.

Buffy: It was a hell of a battle.
Oz: Not the battle. High school.
—3.22 Graduation Day, Part Two

~ All goad things must come to an end. In the Season
J"ma]e, the Plots and any remaining Subplots come to a
ad, the Final Showdown takes place, and the Cast
Me -‘1"_ rs” lives will never be the same. Season Finales
£ sh’ﬁnﬁ always be your cataclysmic, heart-wrenching,
mmdlﬁugglm . uh. . . doozies. The Setup should
R p&ly rﬁwc, the consequcnces if the heroes fail
rnust be extreme. The world might not end, but the sur-
vivors might wish it had if the Big Bad’s plans come to
fruition. The Turning Points should be powerful—
B moments of truth galore, and if the characters are in
g decep doodoo, it should be deep indeed. The Finales are
’* times for the Cast Members to show how tough, coura-
" geous and determined they are. 1deally, they should end
with the heroes standing together, brothers and sisters in
arms, closer to each other than to anyone else in the
world. You get all of these things, and your gaming
grwp will have recreated the magic of BEVS.

AGONY AND THE ECSTAsy: Romantic  Plots and i

Characters may finally declare their love for one anoth-
er, relationships may come to a heartbreaking end, or
both (that's always a kick in the tecth, ain’t it?).

THis TiME JT’s PERSONAL: By the Final Showdown, the
Big Bad should have gotten the Cast really, really pissed

CHAPTER 7

”%ason PREMIERES

Sgbplpl,ﬁ should reach a major. point in the Season Finale. [

off.

The end of the Big Bad should provide a nice
catharsis. Few things feel better than secing the creature
that tormented and terrorized the Cast and their loved
ones over the course of many, many play sessions get the

proverbial can of whupass unleashed upon it. With a
combination of Drama Paints and creativity, the Big Bad
should come to an emotionally satisfying squish.

THE PRICE OF VICTORY: Victories are not without c&ﬁs
Maybe the Cast has to pay a terrible price to finally dd@’(
the villain. They might have to comprornlsc their Val!ms
(Buffy letting Spike and Drusilla go at the end of Season
Two—and that wasn’t even the highest price she paid -
during that poignant seasan fmike) They might suffer
persanal losses at the end (Btdf]( mekes the ultimate sac-
rifice at the end of Season Fﬁg}& Good as the defeat of
the Big Bad should be, the victory should often be bit-
tersweet, flavored with pain.

AND LiFe GOES ON: The Season Finale can also be used
to mark milestanes in the lives of the characters. At the
end of each Season, the Cast is going to be older and
hepef\.dfy a little wiser. High school eventually ends, to
aced by callege or work. Characters grow up, and
- ly become stronger, better people than they were
4 a!;'fhé-ibbgmnmg of the Season.

Tiag?
bt Tl

@hder: ‘UR, our summer was Kinda yawnwor-
. Ouf biggest excitement was burying the
f.

: That's right, you missed it. Right out by
that tree. Giles buried the bones and we poured
holy water and we got to wear robes.

Xander: Very intense. Vou shoulda been.
—2.1 ‘When She Was Bad
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A Season ends and, hopefully shortly afterwards, a new
one follows (all hail Nielson). The Season Premiere
should pick up any loose ends from the previous Season
and turn them into new Plots and Subplots, in addition
to hinting at new Big Bads and story arcs. 1f any ene-
mies survived the last Season, they may make unexpect-
ed comebacks. The consequences of the heroes’ actions
may come back and bite them in the butt in the new
Season. And the Season Premicre is a good place to get
the ball rolling.

A new Season can herald a lot of changes. Some Cast
Members may leave, to be replaced by newcomers. Minor
characters may become important Guest Stars, or even new
Cast Members. The entire Series may take a new turn, per-
haps becoming a little darker (or more tongue-in-cheek).
You get a chance to fix any problems the last Season had,
and the players should get a better feel for their roles.

The Season can start shortly after the end of the previ-
ous one, but sametimes it is better to let a little “down
time"” pass. That gives the Cast a breather and some lee-
way ta madify their background a bit, and maybe get a few
“power ups”—a summer learning hidden lore can turn a
dabbler into a skilled witch, for example, and & few months
of intensive physical training might transform a Slayerette
into a pumped-up demon-hunter. The down time allows
for new challenges in the characters’ personal lives and
new ncmesis-cs(?) to surface (although they might not
make their appearance for the first few Episades).
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IIT COMCLYSion

Buffy: Xander!

Willow: Oh, wonderful Xander!

Buffy: Vou Know we love you, right?
Willow: We {U(dﬁ‘_ij do.

Xander: Oh God, we're gonna die, aren't we?

—4.21 Primeval

Producing a fun game Series requires some thought
and work from both the players and you Director types.
Your gaming group is basically acting as a_tecam of
screenwriters, actors and directors. Instead of big
salaries, celebrity-studded cast partics, Emmy attendance
and houses in Beverly Hills, you get to have fun making
your own stories in the Buffyverse. Hey, you can have
your own cast gatherings, complete with whipped top-
ping and crudities. And your fame in the neighborhood
gaming store could be . ah, okay, we pushed this
analogy a bit too far, ¢eh® The great part about role-
playing is that you can get both the pleasure of reading
an exciting tale (and not knowing how it will end) and
the creative joy of writing a good story. When you com-
bine that with the characters and setting of BIVS, a grand
old time is all but assured. .
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an ran as fast as he could, his breath com-

ing in sharp, desperate gasps. It was no
use. She was gaining on him.
“WHelp! Somebody, please help!” he screamed.

His cry echoed hollowly through Sunnydale
High'’s hallways. A watchman was supposed to
be there at night, but he was never around when
you needed fiim. Sean was alone.

\The screaming exfausted his energy and Sean
Wollapsed. “elp,” he said again, afmost a whis-
per.. He could hear the footsteps coming closer,
Jobailed sandals on the institutional tile floor.

A freifgﬁere you are,” said a voice he'd heard so
y times before. Sean turned around, and
Yhe imgossible. Even now, after running
e early an hour, he still could not
believe it. " *“Vou can’t be here,” he wheezed.
“You're not real. Not real.”
Nou Keep saying that.” Her sword rose.

is sure seems real though.”

L8 The sword flashed down, abruptly cutting off
b Sean’s final scream.
“Doesn’t it?”

§ R ALt
§ T R ETTe e e

1; L (3
* | WARNING: This scction is for Directors only. Everyone clsif%on’t read this or we'll send a Watcher hit squad after
you. More importantly, the Episade will be much less interesting to play through.
_ Once all the Cast Members have been created or assigned, the basic background of the Series established and the
- players gathered, you Director types'are ready for your first gami session. The following Episode can be used as a
Series or Season Premiere, or inserted in“an on-going €2 n. Players can choose to play characters from the
Original Cast (Season One stats), the Archetypes or their own Cast Members. The Episode offers some serious butt-
kicking opportunities so you should ensure that at least one, and probably more Cast Members are able to hold their

own in a fight.

. Imfropvction s,
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At various points lhfoughout this Episode,
Director Tips sidebars will provide helpful hints for
thosé"'among:/you \who are new to the whole
Director biz. EYG{}! game will be different (that’s
what’s caol abdul ro!eplaymﬂ s0 you should feel
free to modlfy, edjuﬂ add or.delete the material to

make it hl your gr'o'upa

d

DII‘GCTOI‘ TIPS

acters drevine h:gh schoai—Sunnydale High, to be
precise. This will, na'doubt, instill muchiwailing
and ‘gnashing of teethi“among those of you who
don’t have the game set up either in high'sehool or
Sunnydale.- Have no fear—with ‘@ few script -
changes, ‘yoli_tan-alter the Episode with.minimal
pain and suffering. - Below are some options (sure-
ly the more creative among you will come up with
some of your own).

Same Scene, Different Place: The easiest thing to
change is the general location—if your game is not
in Sunnydale, just move the characters and events to
the town of your choice (a Hellmouth is not neces-
sary, but it helps). Everytbmg else flows as normal.

Outside Investigation: The plot proceeds as
planned, but none of the Cast Members are in high
school. No biggie—the murders in the high
school (see p. 212) will surely attrack the ailltmlron
of any wolld-be hero in the area. And'the incident
at the:Bronze (see p. ZMX-'{:Q_:_I easily be witnessed
by college students a*ndlgdu]i investigators, as long
as they go out once in & Whiles Discovering thew,
identity of the murderous couch potato, (s&c p. 213)
will.be trickier, but not lmpass:blc, Tlhs option
works well with: an ‘Initiative-based or similar

“adult” Cast game.
Friends in Need: Even if none of the Cast
Members are in high schoal; they could have rela-
tives; acquaintances or™ pmghhor kids who are.
Some of them could be witnesses to the strangeness
going on, or they.night be the targets or suspects.
The Cast will’ ha!c. -access to the school’s gossip ,
lhrcugh thase cm\éc’r.mns, .all without having to
relive the: h'gh__ !;igol ex_penéﬂce s j
Take dt lpf.ﬂdegh ]aﬁ 'bumg, evcrybod’y up a few
school’y J"and. the’ n;irfriﬁ and perpetrator can
sﬁlt‘fcxﬂs

could be lcss averl m the Eplsodt; as ﬁvntlcn,
(Jl' just as nasty, as you Tike it. I

TaE OVERVIEW

Riley: It’s not just a job.
LRzg,f_f(;,‘ It’s an adventure, great.
—4.11 Doomed

The Episode opens up with a murder, and the prom-
ise of more to come. Soon, it is revealed that a gang of
vampire chicks has moved into town looking for trouble.
Then there is the added weirdness that the murders are
being committed by popular TV characters. What’s
going on® Tuesday in Sunnydale, of course.

In truth, the vamps just happen to be in the wrong
place at the right time (though they still deserve dusting).
The TV weirdness is courtesy of a super-powerful Big
Bad, the Djinn. A dangerous entity from beyond reality
(okay, aren’t they all®), the Djinn was trapped in the
space between universes by a powerful curse, cast upon
it by a unique alliance of human sorcerers and demon
lords. That’s how nasty the Djinn was—natural enemies
worked together to get rid of it.

After a few centuries of being trapped like a fly in
amber, the Djinn managed to open a little hole:in its
prison (figuratively speaking). 1t could not escape
through the gap, but it could project a little bit of its
essence into our world—just phantom images with little
substance. It could start working on its escape lhaug‘l'[

The Djinn needs the living energy of human souls to
break out of its bondage. Fortunately for us, it can’t just
scoop up human souls at will, First, the demon needs to
establish a connection with the human in question; this is
done by granting the target a wish. This tic allows the
Djinn to use its considerable powers on Earth, reshaping
reality to make the human’s wish come true. In all cases,
the wish is corrupted or carries unintended conse-
guences. While the wish can be repudiated before it's
too late, usually the human loses her sanity when the

wer over reality turns on her, and damns her soul by
hurting innocent people—and insane and damned souls

~ are exactly what the Djinn needs. As soon as the human’s
‘mind reaches a certain threshold of insanity and her soul
~is blackened sufficiently, the Djinn can seize and con-
.sumc the person and use her encrgies to widen the gap

-:::.'iP

prison walls. Once enough humans have been
d, the Djinn can break free. No one is sure what will

thcn, but it will certainly be a Very Bad Thing.

In this Episode, the Djinn is working through a venal
teenager whose answer to high school and familial abuse
is murder.

No stats are provided for the Djinn here because the
Big Bad is out of reach. If over the course of the Season
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the Cast does everything right, the demonic lord will
never break free and manifest itself. Will our heroes
manage to keep the fiend locked out® Will they have to
forge an unholy alliance with demons to repeat the

imprisoning spell®  Stay tuned.
Dpirector Tips i

(

" The Dymn Js a worthy Big Bad, but it may not be
right far; ﬂufy Series. I the Djll"lfl doesn’t fit your
game, don’t use it. Replace it with, your own per-
sonal Big Bad, or eliminate the Big Bad entirely for
this plot, . The power behind this Episede could "
come from a magic spell, or mystic dcwcc. or even
the confluence of the Hellmouth and one, kid’s

\mcraclwc imagination. )

First PEriop TErRROR
Jonathan: Semebody help me!
Dodd: Come on, Johnny, you gotta hold your

breath a‘mger than that if you ever wanna
make the team! Hey, somebody time fiim!

—2.20 Go Fish

. I¥'s another morning at Sunnydale High and the stu-
dents crowd the hallways, heading to class, stopping to
catch up with their buds, and, in at Jeast oné case, engag-

| ing in notsso-nice activities. Casc in point—Brian White,
Donny Ferrelli and Diego Valdez (see p. 221), Junior
Varsity football players and all-around bullies. Their cur-
rent victim isiJulius Desmond (see p. 220), a short and
pudgy kid with thick glasses, a Mt. Saint Helens-level case
of acne, and the disposition of a well-kicked dog.

In addition to his other problems, Julius had the mis-
* fortune of runnmg into Brian and dislodging some of his
" books. “Pick ‘em up,” Brian orders, and as Julius has-
tens to abey, Brian slaps the books out of his hands.
*Again,” he says. Donny and Diego surround Julius, who

" away a second time. “Again.”
" This is going to go on for a while unless somebody
intervenes. 1f any of the Cast stands up to the bullies,
" they back off—for now. They’re bullies, but they aren’t
stupid. They won't start a fight in the middle of the hall-
way in the middle of the school day. Diego smirks at the
rescuers and leave with.a *We'll.catch you later, losers.”
Julius is thankful and a little whiny. 1f nobody does any-
thing, the trio torments him for a while, with Brian
knocking off Julius’ glasses as he bends over a fourth or
fifth time. Satisfied with that, they go to their lockers.

CHAPTER_8

picks up the books a second time. And has them slapped

DIFGCTOI' TIPS \

* As the Dir:clar, it's up to you to descrlbe the
scenes ta the: players For this opening scené, have
the Cast Members gathered together, or at least in

. the same hall at the same time, so they can witness
* the bullying of Julius. J‘Iake sure you make it clear
that Julius is suffering and is unw:]]mg to do any-

thing about it. Then pause and allow the players to
“describe what they.are doing. Y -

Respond as mecessary based on their descrip-

" tions. Use rolls if necessary, but' remember that
many things do not requireirolls. Also, think about
the characters and their backgrounds A big dumb

~jock-type is not going to saunter forward and cool- -,

- ly carve up.the bullies With rapier-like-wit, andya

© scrawny geek-type is not going kl use a flying 1umb_‘1_j
kick martial arts move. «Either: t decide to go
postal and jump on.or punch the hulhas, but warn
them there will be.repercussions (suspcnsmn, rep-

& imand, Nﬁﬂﬁk« ete.). = 0 i

Then the screaming begins.

Brian is the first one. He opens his locker, then
recoils, screaming like a little girl, 1t's understandable,
though—there’s a headless body inside. A second or two
later, Diego joins in the screaming. Also understand- -
able—the missing head is in his locker. The grisly sights
arc worth a Fear roll with a -3 penalty for anyone who
gets a good look at the contents of the lockers. The head
(and the body) belong to Sean Lewell—Brian, Donny and
Dicgo’s football buddy and fellow bully.

The good news: schoal is cancelled for the day (mak-
ing it the twelfth day off this year on account of a mys-
terious death—you gotta love Sunnydale). The bad
news: Sean has been murdered, and someone is respon-

siblg- (duh).
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Wesley: We don’t Know that for certain. (bright-
fy) 1 say it merits investigation.

—3.15 Conséquences

" Our heroes can ignore the grizzly finds and try to for-

. .get what happened (not very heroic), or they can try to

figure out what’s going on. In the first case, move on to
Nightmare atthe Bronze (sec p. 214—oh, and you prob-
ably need to seare up a better Cast). Assuming the Cast
is curious as to who is divvying body parts among school
lockers, there’s a bunch of information to be had. Some
of it would be known to anyone in the school (name,

. clique and general personality); others will require some

" actual investigation.

r ¢ SeAN LOWELL: He’s the deceased (for those not paying
A " attention). The cause of death is pretty obvious; there are
" no other wounds on Sean’s body aside from the severed

. body—which is going to be tricky with all the screaming
il ‘zmd chaos going on (the Cast will have figure out a way to
" distract or misdirect the school authorities long enough
_ for someone to take a look)—or by hacking into palice
" “records (which requires an Intelligence and Computers”

rolt at -2). The murder weapon was a bladed or slashing =

weapon of some kind, no doubt a very sharp one. A suc-
cessful Perception and Doctor roll when examining the
bady reveals that the time of death was sometime between
9 pm and midnight (hacking into police records reveals
this fact without any roll beyond the Computers check).

FIDEE

Sean will be missed by Sunnydale High’s football team,
his girlfriend Donna Taylor, his other girlfriend Louise
Baywillow, and his buddies (the aforementioned Brian,
Donny and Diego). He will not be:missed by any of SHS’
misfits and outcasts, who were at the receiving end of his
dark sense of humor. As a result, Sean had a number of
enemies, or at least people who didn't like him much:
They include Julius Desmond, who we met earlier, Keith
Dicks, Peter Epstein, Danielle Pfeiffer and any of the Cast
with the Misfit Drawback. ‘All the boys have had their
heads stuck inside a toilet bowl so far this semester—
Sean and his gang call it Baptizing the Nerds (they think
that’s hilarious).

LouwisE BAaywitLow (see p. 154, 220): Louise is one of
the popular girls and counts Donna as one of her friends.
Even so, she spent the last couple of weeks “moving in®
on Sean. Louise wasn’t in love with Sean; she just want-
ed to increase her status with the gang by “taking him”

from Donna. Once she got into it, she also kind of liked
the idea that Scan wanted her so much, She did confess
.at one point to Linda Robinson (her best friend) that she
thought Sean would get “hurt” at some point.

% EITH Dicks (SEE P. 225): His unfortunate last name has
d him no end of grief, but Keith’s ability to annoy
8 within fifteen seconds of opening his mouth
makes things worse. Keith’s not even a nerd—his grades
are mediocre. He doesn’t have many friends even among
the local loser community. Julius is one of the few.

DANIELLE PFEIFFER (A.K.A. “PFEIFFER THE HEIFER®; SEE P.
154, 220): Danielle has a slight weight problem (about fifty
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pounds), and has often been the butt of the joke for Brian
and his gang. She is big into crystals and New Age-y stuff.
In the last several months, she has taken to wearing more
flowing dresses and skirts, and funky silver jewelry.

PETER EPSTEIN (SEE P. 154, 220): Peter is one of the
smartest guys at Sunnydale High, at least when it comes
to the sciences. He doesn’t deal very well with people,
though, and he’s a favored target of the bully population.
He hangs with Keith Dicks and Julius Desmond, but they
get on his nerves too.

DONNA TAYLOR (SEE P. 154, 220): Donna is one of the
popular girls but she’s actually more clueless than mean.
She doesn’t pick on the unpopular kids and tries to dis-
tract the gang when it sets its vicious sights on someone.
She was totally gonzo over Sean, and had no clue that
Louise was working him over. Her fairy tale ended ugly
with Sean’s death. Once she gets over her near-cataton-
ic grief, she’s going to start looking at the world with a
much more cynical eye.

MR. XAVIER WELCH (SEE P. 156, 221): Mr. Welch teaches
biology at Sunnydale High. He's short, not very impos-
ing, and has a hard time keeping Sean and his gang in
line.  Mr. Welch has often been heard muttering about
doing something about them.

_There isn't much else the Cast can find out today. If
fhey lalk to Sean’s friends (most of whom aren’t in a very

mood, what with the dead Sean and all), they won't
f:tgianybudy who saw him later than 9 pm the day before.

' Hiqﬁ‘rmu ot THE BronzE
Harmony: we going to the Bronze tonight?
Cordefia: No, we're going to the other cool place

in Sunnydale. (Harmony looks confused.) Of
gourse we're going to the Bronze.

— 1.2 The Harvest

. The next incident happens that night right outside the
" Bronze. Vs a big night—Dingoes Ate My Baby (or some

| other happenin’ band) is playing, and having some fun is
| just the thing to teke one’s mind off the murder.

" The mood at the Bronze starts out subdued, as often

can geta complimentary nacho refill. The only down
note comes from Brian, Donny and Diego. Brian and
Diego are scared and angry; Donny, who didn’t get any
souvenirs in his locker, is trying to calm them down,
without much success. Trying to talk to them is not'a
good idea. Brian and Diego are spoiling for a fight (and

CHAPTER_ 8
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' happens when somebody gets killed at school.  Things -
- Ustart picking up, though. The music is good, and you™

irector Tips e

2 IVs yaur'jdb to. get the Cast to the Brcnze that
cvcmng Edﬁ%bmn groups, this is as easy as having
‘an achmﬂ'lm nun into one of 'tfic ‘Cast Members |

“and ask whether {hcy arg going to lhc Branze that
b ':‘_mghl Or you could have the school-ot the parents™”
organize the outing as ‘a self- h:lp?éﬁoup- caling
kind of affair (right up Principal Flutic’s alley).
You might set it up that some of the Cast Members f

work at the Branze, or are part of the band. )
. If the Cast doesn’t want o go thie Bronze,?lf@t'
" okay too. Don’t prcssure them into doing sdtnc:"
thing they don’t. thmk is right for- their characters.
Qc’]l discuss H‘M:ﬂpofg in the next Dw&ctcr s Tlp}

sure, a Cast with a Hero or two can kick their butts, but
that’s kind of not the point).

Donny finally comes up with & salution. He leaves for
a while and comes back with some booze in a plain
brown bag, courtesy of his brand-new fake 1D. The trou-
bled trio heads out to have a few drinks in the alley
behind the Bronze.

They don’t leave alone, though. Three pale girls who
are dancing together look at each other, nod and follow
them a few minutes later. Cast Members in the Bronze
(if any) notice the interplay by making a Perception and .
Notice roll with a -2 penalty (it’s crowded and not well-
lit inside—also remember any Acute/Impaired Vision
modifiers). The three girls are yampires; characters that
get mare than three Success Levels in the Perception and
Notice roll realize that, as will any Slayer who concen-
trates and uses her mystical senses (yeah, right—she’d
have ta like read the handbook or something).

Out in the alley, the following events unfold (if the
Cast intervenes at a different point, things may not hap-
pen exactly this way, of course):

.y
""Thc three amigos pass around the bottle and start
geﬂ'mg loaded.  Donny is trying to be cheerful; the

@hcr two are surly and mean-spirited.
-e' d

: & Julius Desmond and Keith Dicks happen to walk by
¢ alley, much to their misfortune. Julius had con-
ed Keith to get out of the house for a while.

he has reason to regret it, as Brian and Diego
‘l”—‘del:ld(. that some fun with the losers is just the thing
to dull their pain. Donny goes along, happy to see
his friends acting like their normal selves again. The
three jocks surround the two outcasts.  Merriment
(for the jocks) ensues.




* The vampire chicks join in the fun. "Mind if we cut
in®” asks one. Both jocks and nerds are herded into
the alley, and the vamps get ready to have a snack.

Ideally, the Cast Members arrive at this point (they
could arrive a little earlier, when Brian and company
were picking on their victims), which leads to the first
tussle of the evening. The three Vampire Chicas (see p.
221) start out punching and kicking, but as soon as it's
clear they are in a real fight, they pull out their switch-
blades and start slashing. If there are too many Cast
Members for the three Chicas to handle, you should
increase the number of vamps accordingly—for plot pur-
poses, at least one of the vamps should be able to avoid
fighting the Cast.

» While the fight is going on, the jocks and the nerds
all take off, running and screaming to wake the dead
(too late for that). One of the vamps runs after
them.

* Just as the Cast finishes dusting off the last of the
remaining vamps, Donny staggers back into the alley,
clutching his chest. “Help me,” he whispers, and col-
Japses, dead.

Cut fo commERciaL.

\The Cast'Members should each get a Drama Point as a
consolation, prize for trying to save the kids and failing
thrauéh no Tayll of their own.

pirector Tips

to the Branze that night® Here’s an idea or three.

PATROWLING: 1f there are Hero typcs among the .*

Cast, ‘they 'should) be out patrolling ™ mﬂcad of
watching TV.ar'studying., Have the vamps‘*chasc

the kids right into their path, and you can haye lha .

same fight and same gruesome murder at the

~ Same result; and nobody has to risk hearing ‘loss

from all that loud music.

STAYING HOME: Some characters may decide that
the thing to do after'a murder has been committed
is to stay home, lock the doors, .and curl up in bed
with a good Xbox game.

vamps chase their victimsiinte the Cask,h‘lembers
yards (talk about house calls). Or you'can throw
your-hands up in/ dpspalr and move onto: o

MissED THE WHOLE /THNG: They stayed hurnc,
and ‘missed @ great fight and murder combo (plus
the good music). The next morning, Bonny’s body
has been found npear the;Bronze a death
wound from a bladed weapon, and Brian and

Diegg say they were chased by some “weird chicks

with“switchbladés-and long pointy teeth” and lost
track of D«nny.. Keith will tell a similar story—he

and Jolius were ‘being picked on by the bullies, .
then the strange’ women arrwcd and ¢ every-
\hﬂdy away. .= O . Yeam
p R

Okay, so what if nobody in the Cast wants to go

If you really, want to [’
bring the action to the Casty you can have the |
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Arfermate

Joyce: Who’s wigging?

Buffy (thinking quicKfy): Um . . . everyone. You
nowy. ‘cause of what happened.

—3.10 Gingerbread

A Perception and Doctor roll reveals that Donny’s mur-
der weapon appears to be a heavy blade—a sword or an
axe—just like the one that killed Sean. The murder con-
cludes the evening’s festivities—there’s no trace of the
vamps, the surviving jocks, or Julius and Keith. Calling
their homes reveals the others made it to safety. 1f the
Cast doesn’t check on them tonight, they are at school
the next morning, where a moment of silence is taken in
remembrance of Donny Ferrelli.

The mood at the school is pretty dark. Two dead students
in a row is a lot to deal with, even in Sunnydale. People are
looking at each other, wondering who’s next. Brian and
Diego get the most stares. Both jocks are shadows of their
former selves—they have become two scared kids, jumping
at any sudden noise. If asked, they say they didn’t see
Donny after they ran out of the alley; everyone got separat-
ed in the confusion. Dicgo is pretty sure the vamp that
chased them had been running after Keith, nat Donny.

4 Keith and Julius drop by to thank the Cast for saving

n (assuming the Cast deserves thanks). Keith does

of the talking, and he stammers a lot. His story

e mmuch matches Brian and Diego’s—the vamp chick

waa @smg them, but they managed to escape. Julius

Ms&y *h he just stands there looking even more

nervous than @sual. Characters who get more than three
Success Levels in a Perception and Notice roll realize that

Keith is constantly looking toward Julius, as if making

sure his friend approves of what he says (bit of misdirec-
vl llon there). Otherwise, they just notice his nervousness.

& Xander (yells): Hey, Riley! What's the (hand

\  gesture) all about?

} Riley (exasperated): It means yell real loud so the

b iamy:ms who don’t Know we're mmm_q will

a sporting chance.

xpuder (to Willow): See, now hie's all mean and
sarcastic.

PR T

Things start picking up that afternoon. Characters
with criminal, police or occult Contacts (level 2 or high-
er) hear about the arrival of an all-female vamp biker
gang in town, the Chicas.

CHAPTER 8

—5.7 Fool for Love Sk
cent bystanders).

think the threat is over.
murders of Brian and Dicgo the next day. Qops.

An Intelligence and Crime or Influence roll can be used
to shake some information loose from the local undesir-
ables. An Intelligence and Computers roll taps into City
Hall’s building plans. An Intelligence and Mr. Fix-it or
Drive roll gets in good with the local biker-types. You
can apply modifiers to these rolls as you see fit (maybe
the biker types aren’t as good a source for vamp biker
information as the local criminals). You can also devise
other rolls, tailored to the Cast Members’ particular
strengths for gaining the information.

However accomplished, the Cast narrows dawn the -
likely hiding places for a gang of bikers who can’t go out
during the day. There are five possibilities: an aban-
doned train station, two warehouses near the docks, the
burned-out factory on the outskirts of town (could be
described as the CRD factory from 1.8 1 Robot, You Jane
if you want to draw attention to this location), and an
abandoned church. Each Success Level after the first
narrows down the choices by one—the correct one is the
factory. Otherwise, the gang just has to hoof it and
physically check out each location. If that’s the route
they take, make the last place visited the real vamp HO
(or the second to last if you want to mix things up a bit).

An occult research roll (Occultism and Intelligence)
reveals a few facts about the gang, depending on its suc-
cess. Each additional rank of successes includes all the
info at the lower ranks.

| Success LeveL: Nothing much—the Chicas are a
chick vampire gang. Thcy like matorcycles.

2-3 Success Levers: The leudw ‘'of the Chicas is a
Mexican vampire named Gabby Blades. The gang
likes to play with, and then feed on, guys.

4+ SUCCESS LEVELS: Gabby Blades is known for
using a sword in combat, and is a dangerous
fighter. The gang likes to hole up in abandoned
pruperlzes during the day, and ride around look-

,&g ffr trouble at night.
The Cast can hunt down the vamps. If they find them

mng the day, the Chicas are at a disadvantage (but they

doors, so it’s not much of a disadvantage). There

ﬁﬁfﬂur to six Chicas in the gang, as well as Gabby Blades

seeip. 212). It's going to be a tough fight. Gabby might
ape to fight another day, or she can get dusted along

her gang. In any case, the vamps are not the ones
g the jocks (although it's not like they were inno-

After the Cast takes out the vampire gang, they may
Then they hear about the brutal




<>l
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FaLse TraiLs

Anya: Don't you W atch television? 1 {f‘mm;m‘ all

children de Spise c,’h?ri‘ and e njoy eartoons.

—5.17 Forever

Characters checking up on other would-be suspects

find the following clues.

S 906 200 988 se0 SeM 886 Bee voe &

Most of them are red herrings.

* Julius and Keith have a whispered argument on their

way out of school. Julius looks pissed off, and he
pushes Keith away before stalking off. Keith looks
sad and upset, then shakes his head and walks away.
Neither will talk about what happened.

* Peter Epstein has checked out a lot of books on witch-
craft from the library. As it turns out, he does it for
the same reason Xander did—the naked pics. Eww.

* Danielle Pfeiffer has been buying a lot of black can-
dles and magic paraphernalia from local occult shops.
She is indeed casting a spell at home—one to make
her lose weight and look pretty. Anybody who makes
a Perception and Occultism roll realizes that she
doesn’t know what she’s doing; the spell is a complete
dud. As a possible subplot though, Danielle’s desire
for beauty eventually leads her into the clutches of the
Djinn, who will happily grant her wish. Naturally, the
wish has some caveats (like maybe she needs to steal
beauty fram other girls, killing them in the process).

* Mr. Welch is very quiet and withdrawn, If he's fol-
lowed, the truth will come out—he is contemplating
suicide. Helping him out, if roleplayed well, might
be worth a Drama Point or two. Someone in a state
of despair, like Mr. Welch, could also end up serving
the Djinn later on, of course.

(

Difector Ti ps

You, shoadd lay mth the red herrings as rnuch‘)as -

) you Iikc,saud Jor ng as the group is enjoying them.
Put so;aeiﬁo where Daniclle or M. Welch
live, mﬁjw ms look like, how ill react
to the Cast’s & :s g ll you prmnde th ils

and play uul lal u give the characlc 15,
_a chance to lmpact the and provide no h’

| that the interaction is secondary to the ﬂ?&*
Let the Cast find out as much as they can, an
decide what is important and what is not.

Whatever you da,,rgakc sure at least one of the
Cast Members is aware that two obnoxious ]ock
friends have beén'killed, and that two remain alive. .
That should lead them to keep tabs on’Brian and |
Diego, no matter what els gl cy du 9

You may also- want to think abn&{-&ropping
a hint about K%a ing one of the Cast nohcc
something funny a and. They n"ﬂgi'll5

a glimpse of a weitd ltgfs}scc Mark of the Djinn,

p. 225), which he will shrug off by saying that it’s
none of their busi ness or perhaps that' a stu-
pid whim of his. [Now, bé-warn anything
that sets one s cﬁhpart from the others will
serve'to fEJC the Cast on that person. So be re- |
| pared lq‘d;@g&‘ ﬁsl notice something odd about
the other fc /ghl)?{?ie same h?nq. Then the ¢

a one and only one s ’1'..&

THE Attack

Willow (off Buffy’s fnm,: costume): She could-
n’t've dressed up (ike Xena?

— 2.6 Halloween

Brian and Diego aren’t splitting up—safety in numbers
and all ihai——sa keeping them both under surveillance is
a snap. And the gang need not be all sneaky-like. The

 big tough guys might actually be grateful to have the Cast

Members hanging around, especially if they kicked vam-

“pire butt the previous night.

The jocks are staying at Diego’s house. His parents
are out of town, and the boys turn the whole place into

" a forlress; barricading all the doors and covering the
‘windows. Diego has also gotten his hands on his father’s

gun, a revolver (sce Pistol, p. 119). He has no experience

with guns, so his Combat Score with it is a nine.
Feeling sccure in the house, the jocks decide to watch

some TV. Right in the middle of a commercial touting
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the wonders of beef, the TV set flickers and dies—and  and technology, apparently using television sets to travel
there’s somebody new in the room. from place to place. The magicks being used are incred-
ibly powerful—this is either the work of a very powerful
sorcerer, or some demonic effect—something on the
level of a vengeance demon’s wish abilities.

“I've been looking for you guys,” the newcomer says.
The jocks gape in disbelief, for the newcomer is none
other than Dara of Neos Atlantis (see p. 222), the main

character of the popular TV show of that name. Dara Now that they know “the how,” all the Cast needs to
isn’t signing autographs though—she pulls out her sig-  know is “the who.” The leads for Peter Epstein and
nature twin axes and starts hacking and slashing. Danielle Pfeiffer are the most promising, but they are

If the Cast Members are inside with the jocks, they can ~ dead ends. Same for Mr. Welch. That leaves Julius
join in the fight. If they are nearby (keeping watch ~@nd/or Keith. '
covertly), they have to break down the barricaded door ( e e \
(requires five Success Levels total in Strength (doubled) 5 i = s
rolls, ignoring the first Success Level of any one roll; see ~ DII"BCTOI TIPS o ¢ Dy
p. 123). Two characters can try to smash the door down 2 We ha\'e' pmwded )'OU with backgrounds g

at once. Every Turn they spend doing that, Dara spends and nam &\v,ﬁe[y of TV pe alities For this
cutting the jocks and Diego’s house to pieces, so hurry- Eprsodc Get(P PP, ?22_224) Feel free Yo substitute

£%

ing up is a good thing. _or supplement these folks with § your o the players’ .

Jf the Scooby Gang arrives in time (that'd be the ideal | favorite characters. That will persg mﬁﬁe sto-
situation—the jocks can keep themselves alive for a ryline a bit, and allow the players’ ﬂw ground
while by hiding behind furniture and dodging wildly), information about these characters to be used dur-
they can fight the Barbarian Queen inside the living Q\B the game. < j

room. Mayhem and property damage ensue. Dara uses
her Drama Points to recover from damage. She tries to $add .
disable her opponents as quickly as possible; her main MORE KiLLinGs AnD ABDUCTIOHS.‘
goal is to kill Brian and Diego, not to kick the heroes’  Giles: %es, let's not jump to any conelusions.
ollective butts. 1f “killed,” she disappears with a loud  Buffy: I didn’t jump. 1 took a tiny step, and
pap.. Dara won't leave until her targets are dead, so it’s there conclusions were.
o a ﬁét to the finish. If she succeeds, she disappears as if —2.15Phiases
ry: uﬁd ¥
rﬁlk&r way, /the Cast has discovered thet the killer is a Keith lives in a run-down house on the bad side of
fictional tel ision character. That ought to cause some  town His father comes to the dor in jockey shorts and
wiggins. shirtsleeves, smelling like a distillery. He’s rude and hos-
tile. ™1 don’t know where that no-good brat is,” he
growls: “Now get off my property before 1 shoot myself
some trespassers!” (An empty threat—the only gun in the
house is a pistal-shaped cigarette lighter).
An ExpLamation fW'hl:t‘l (;l_r if) the characters go to hal!c to ‘]ullius, they
g _ n deep trouble. A tall man is standing over
& Anya: 1 don’t see why we have to patroljust "hii‘i'l.*'h;;%inga big sword and about to chop him up. 1¥'s
‘cause Buffy’s away. I'd rather stay fiome and  “gngther' TV character, the Eternal Gael (see p. 223),
watch television. It's often funnier than ‘ﬂﬁwd&l Irishman doomed to wander the Earth righting
Ié:;ffng stuff. “wrongs. Except right now the only wrang he seems to
e —5.17 Intervention w to right is Julius” continued living. 1f nobody saves
Julius, the kid is not long for this world. If the heroes
erive in the nick of time (what better time is there®),

If they manage to save Brian or Diego, cach Cast
Member earns a Drama Point. If they save both, that’s
. worth two Drama Points.

Mt Time to hit the books again. As soon as the Cast
f accr.tmulates five Success Levels in their Intelligence and have to fight the Gael (and Dara, unless she was
Occultism rolls, some passibilities suggest themselves. killed” at Diego’s house). If the Cast is going to walk

Dara was a magical construct, @ homunculus or all aver the poor Irish warrior, reinfarcements arrive in
tulpa—a projection of magical energy, given form by the  the shape of Captain Steel of the Starship Intrepid (see p.
desires of its creator. This is not your father’s homuncu-  224) and his trusty stun blaster (surely prompling some-

lus, though. The creature is a unique blending of magic ~ one to say “Now it’s getting ridiculous.”).

CHAPTER 8




If Brian and/or Diego are still among the living, the
Cast should probably be sitting on them (literally, that’s
the best way to keep track of them). Unfortunately, this
doesn’t help them— Captain Steel snatches one or both
of them with his teleport ring and takes them to Keith’s
lair, where they are imprisoned and set up for a
grandiose execution.

One more killing is about to happen—Keith’s father dies
at the hands of Dara or the Gael (if either is still around),
or blasted into atoms by Captain Steel’s blaster (the Captain
does not use the blaster’s lethal setting on “innocents” but
Keith’s abusive father doesn’t count). That might happen
just as the Cast is returning to Keith’s home to see if he's
back (or maybe the first time they drop by).

Sa it looks like Keith is the mind behind the plot. Now
where is he®

Finpinc KeitfH anp THE
Granp FinaLe

Mayor: ‘We (stops in pain) . . . we must all
(screams). It has beqm: "m; de \hrm{\rm!c.s)
It’s a little sooner than I expected. I had this
whole section on civic pride . . . But I quess
we'll just sKip to the big ,fmtsn'

—3.22 Graduation Day, Part Two

Keith's ability to “beam” his TV characters into ather

. people’s homes suggest he is using some sort of transmit-

ter—this clue will occur to any Cast Member who makes
an Intelligence and Science, or Intelligence and Mr. Fix-it
roll. An lntﬂkgencc (doubled) roll then provides the most
likely place—an abandoned TV station just outside town.

3

The main lgﬁprmldes game mechanics for lead-
ing the!l Gas}. Members to Keith's Jacation. “That is |
by no means. the preferred method- of moving the

-, plot along though. 1f the players can piece the clues,
together themsclves, that’s the best thing. It shows -
that they are involved in the plot and their charac-
ters. Your job is to get the players to the right con-

“clusions with the minimum input or dice rolling.

£ _ - Director Tips © -

Now good roleplayers like good Directors are
always learning. So don’t sweat it if the gang can't
piece it all together, and you have to fall back to
asking for skill or-Attribute rolls.” That’s what they
are there for. Hey, if all fails, just have a Guest Star ©
(the Slayer’s Walcher, or a local police officer) put

\lhc facts together and tell the crew /

Keith is indeed there. 1f Brian or Diego survived and
were successfully kidnapped by Captain Steel, they are
chained up in the studio. Keith is playing with the remote,
and deciding how he’s going to kill his two tormentors.
The two bullies are really making spectacles of themselves,
crying and begging for mercy, but Keith isn’t buying it.
He turns on the TV and flips channels until he finds an
appropriate character. He summons the Cyborg Defender
(see p. 224) to perform the execution. “Make it last,” he
orders. "Oh, and make it gross. Major splatter factor.”

That’s about when the Cast should arrive. Keith sends
the Cyborg Defender to exterminate the heroes. While
the Defender is doing his thing, Keith starts flicking
channels, and laughs. A commercial for a Japanese
monster movie shows that it will begin shortly. “I’
going to unleash Gadjeera on your asses!” he cries tri-
umphantly. The Cast has about six turns before the
show starts and Keith summons a giant lizard that could
make the Mayor look like a hookworm. It's up to the
Cast to save the day. :

Killing Keith would work. Even better though would
be to destroy the remote. If anyone gets a close look (ar
with a Perception and Notice roll -3 from across
room), they see mystical runes painted all over it. ‘,ﬁ
takes an attack with a -3 penalty to hit the remote; q?y
amount of damage breaks it. o

Whether Keith is killed or the remote is dcslraycd. ﬁe
(or his bady) disappears. He immediately reappears on &
TV monitor. He can sec the characters through it and
the Cast can sce him slamming on the inside of the
screen, trying to get out.

He is on the set of the popufar show Who Wants to
Spin the Wheel of Jeopardy® Host Peter Soybel is behind
him, smiling broadly. *1’m sorry, Keith,” Soybel says with
his typical fake-sympathy smile. “No grand prize for you
today. However, we have a wonderful parting gift.”

As Keith sobs in terror, a scantily clad female assistant
op! agurlam and reveals a consolation prize: a fiery
p}l in some Hell, where a huge shadowy figure is mov-

he screams, and turns back to the Cast.

_ing. “No!”
"gdp me!” he shouts. A huge fiery hand reaches out
“and plucks him away. He disappears shrieking into the

pool of flame.
"ﬂmt's all, folks,” Soybel says. “See you again real
s His cyes flash an unnatural shade of red for a

t and the TV set explodes.
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onna Taylor stifled another sniffle and
Dtru,d for the umpteenth time to focus on the
copy of Teenage Girl resting on her frilly
bn.dsprwd She had been doing a great deal of cry-
ing ever since Scan was . . didn’t come home that
one night. Donna had bLLT'I sure she would run out
of tears by now, but they still kept coming. She
remembered his smile, and the cute way he cocked
his head and looked at her when she really got him
interested in somcthing . . . somcthing T
purple sundress she was wearing the mth before
he was . . . wenl to a better place.

And then there were those other deaths and
attacks. It was hard to remember after all the tears,
but she knew it was bad . . . and that she would
never be the same.

And so much worse, she’d just heard from Mary
Oesler that Louise was coming on to Sean just
before he was . . . got hurt. That tre amp should’ve
known that Scan only had eyes for Donna. Then
again, boys are so weak sometimes. Oh .. . it was
all too much to bear. It only there were some way
}a. -

As Donna reached tor another tissue, the pages
of the magazine Hipped of their own accord.
When she turned back, a dashing young pop singer
by the name of Ethan Grey gazed up at her from the
page. As she walched, his smile got wider, his cyes
turned red and he winked .

Cut to credits.

Thc Supporimg Cast as presented here assumes
a beginning group of Cast Members,. That's not set
in stone thaugh If you have a mere powerful

bags—) mean, antagonists—from the, Episade are
provided in their write-ups. Typically, the Combat
‘Score is what gets modified. The formula involves

| Dexterity values) and adding a number (usua]ly
| between two and eight) to it.

characler in the Cast is the New Slayer (see p 60),

‘with a Kung Fuand‘Dexterity total of 12. The write-
" up forithe Vampire Chicas (see p. 22I) calls for a
. .Combat Score equal to the highest combat value in.
the Cast Member. plus ‘two. <“That means their
Combat Score is spot on at 14. 1f Season Five Buffy
were inpldy, with-a Kung Fu and Dexterity total of

CHAPTER 8

Dlrcctor Tips © - )

crew, notes to madify the stats of the punching,

“taking the Cast Member’s highest Combat Skill and -

ONcE UpoN AN ExAMPLE: ‘Leb’s say the luug‘hcsl

\IS, the vamps”.Combat would increase to 20, /

% A%G S48 S04 S48 A% S50 S99 AW S8 snE

ExperiEnce anp Drama Poinfts

Characters should get between two and five experience
points at the end of the Episode, depending on what they
did. Drama Points get awarded as described, plus any
amount they carn as described in Chapter Three: Rules,
Borders and an End Zone.

Stats anp Game InFo

Here are all the hard numbers for our victims and villains.

Brian WHite, Donny FERRELLI AniD
DiEco VaLDEZ

The three bullies have pretty much interchangeable
stats.. They are not really cvil, just mildly cruel to those
weaker than them. They are at their worst when they are
together. By themselves, they are almost decent, although
they still look down on anybody who meets their defini-
tion of loser (i.c., those who can read without maving
their lips, or don’t play or watch any sports).

ALTERING POWER LEVELS: None. These guys aren't real

y .playcrs just more-or-less deserving victims,

Lowise BaywiLLow, jurivs DEsmonb,
ME,IELLE PreirreRr, PETER EPsTEImD,
Donna TayLor

These students are innocent bystanders, victims or
conniving vixens. They will most likely not get involved
in combat or other rolling-type activities. 1f they do, the
high school student stats (see p. 154) may be used.




Name: Brian, Diego and Donny

Motivation: Score (on and off the field), rule Sunnydale High. JE

Critter Type: Jock

Attributes: Str 3, Dex 2, Con 3, Int 2, Per 2, Will 2

Ability Scores: Muscle 12, Combat 11, Brains 10
Life Points: 34
Drama Points: O

Special Abilities: Jock
Maneuvers

Name Score Damage Notes

Dodge 11 Defense action
Grapple 13
Punch 11 Bash
Pistol (Diego) 9

Takedown 12 Resisted by

Bullet; six shots

Resisted by Dodge

Dodge/Parry; target prone

IMRr. XavieR WELCH

This clinically depressed teacher is not part of the real-
ly nasty goings-on. If necessary, Principal Bob Flutie's
stats (see p. 156) are a good equivalent.

Vamprire CHicas

The Chicas are an all-girl vampire gang, freshly arrived
in Sunnydale to kick butt and take names. Their primary
prey is "bad boys"—any male who doesn’t show proper
respect for the opposite sex. They are also on the look-
out far any scorned women to turn and add to their ros-
ter. Their leader is a fairly tough vampire, Gabby Blades.

The Chicas wear leather pants and jackets, tank tops,

Name: The Chicas
Motivation: Blood!, payback sucks (literally)
Critter Type: Vampire

and biker boots, and have enough piercings to supply
a steel mill. They like their clothing at least two sizes
too small.

The Chicas are an added complication—they have
nothing to do with the murders (but make good initial
suspects), If the Cast includes any Slayers, they hatch'a

plan to grab her and turn her into one of their own (m‘l
bloody likely, of course).

Lines: “Hey, handsome. Vou like to play rough?”
(Violence) “Me too!”

ALTERING POWER LEVELS: To determine the Combat
Scare for the Chicas, take the highest Dexterity and com-
bat-oriented skill total in the Cast and add two.

Attributes: Str 5, Dex 4, Con 4, Int 3, Per 3, Will 3
Ability Scores: Muscle 16, Combat 14, Brains 12

Life Points: 61
Drama Points: 2

Special Abilities: Attractiveness + 1, Hard to Kill 5,

Vampire
Maneuvers
Name Score Damage  Notes

Bite 16 19

Must Grapple first;

no defense action

Dodge 14 —
Grapple 16 —
Kick 13 15 Bash
Pigsticker 14 11 Slash/stab
Punch 14 £3 Bash

Defense action
Resisted by Dodge
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Name: Gabby Blades
Motivation: Kill guys, blood!, take over Sunnydale.
Critter Type: Vampire
Attributes: Str 5, Dex 6, Con 5, Int 3, Per 4, Will 5
Ability Scores: Muscle 16, Combat 17, Brains 14
Life Points: 80 Drama Points: 4
Special Abilities: Attractiveness + 2, Hard to Kill 10,
Vampire
Maneuvers

Name Score Damage  Notes
Bite 19 20 Must Grapple first;

no defense action
Dodge 17 Defense action
Grapple 19 Resisted by Dodge
Kick 16 Bash
Punch 17 Bash
Sweep Kick 16 Bash; knocks target down
Sword 17 Slash/stab

gang of man-hating vamps over the ensuing decades.

GaBBY BLADES
Her signature weapon is a Spanish sword made of high-

] The leader of the _Chi‘:as was born Gabricla del o ,a1ity Toledo steel (adds +2 to the Base Damage).
Espadon in Mexico during the 1830s, the daughter of a

wealthy rancher. She met a dark, handsome stranger one

night. He bit her, made her into a vamp, and the two had
a brief, passionate and abusive relationship that ended ALTERING POWER LEVELS: Gabby’s Combat Score should

when Gabby cut off his head after a bout of lovemaking.  be equal to the highest Dexterity and combat-oriented
Gabricla has had little use for men since then, and built a skill total in the Cast plus five.

Line: “I think I'll cut off your legs first. That
way, you can’t run while I have my fun.”

Name: Dara of Neos Atlantis
Motivation: Follow Keith’s commands and look good
doing it
Critter Type: Magical Construct
Attributes: Str 7, Dex 6, Con 6, Int 3, Per 3, Will 6
Ability Scores: Muscle 20, Combat 19, Brains 15
Life Points: 92
Drama Points: 5
Special Abilities: Attractiveness + 2, Fast Reaction
Time, Hard to Kill 10, Natural Toughness
Maneuvers

Name Score Damage Notes
Axe 19 26 Slash/stab

(Thrown) 18 19 Slash/stab;

axes return next Turn
Dodge 19 -_ Defense action
Kick 18 21 Bash
Jump Kick 16 28 Bash;
Acrobatics + Dex roll first

Punch 19 Bash
Spin Kick 17 Bash
Sword 19 Slash/stab

CHAPTER 8




Dara, BarBarian QUEEn

The first homunculus created by Keith Dicks’ magic
remote, this construct has the attributes and personality
of the starring role in Dara, Barbarian Queen, a highly
popular TV show. Clad in a revealing chain-mail bikini,
this athletic redhead, played by Scottish actress Sarah
Manson, fights evil in the days after the fall of Atlantis.
Her signature weapons are her sword and her pair of
small double-headed throwing axes (damage is reduced
from that of a regular axe), which magically return to her
hands after they strike a target. Like all of the homun-
culi, Dara can only be summoned for one hour at a time,
and if “killed,” she vanishes and is gone farever.

Lines: “Tt ends now.” “You didn’t think you’d get
away, did you?” “This is going to hurt. A lot.”

ALTERING POWER LEVELS: Dara’s Combat Score should
be equal to the highest Dexterity and combat-oriented
skill total in the Cast plus six or seven—she should be a
tough opponent.

Tre EfermaL GakiL

The title character of a cult TV show, the Eternal Gael
is Finn O’Cool, an Irish warrior gifted with immortality
when he drank from the Holy Grail in 1643. Played by
Nero Simon, Finn wanders the earth in a Winnebago,
_nghbng wrongs and fighting the supernatural. His
. weapon of choice is a Claymore sword (yes, that's a
Si:o’dhh twqg-handed sword, and a nasty one at that). In
addition to not aging for over three centuries, Finn
regenerates damage with inhuman speed, making him an
indestructible killing machine. He regains 50 Life Points
per Turn; by spending a Drama Paint, he can recoup all
Life Point loses.

Name: Finn O’Cool
Motivation: Serve Keith Dicks
Critter Type: Magical Construct

O’Cool can only be killed if his heart is destroyed. This
works like an attack Through the Heart (see p. 112),
except any stabbing weapon works, and the attack must
inflict 57 points of damage in one shot. Any character
familiar with the show knows about the vulnerable spot,
but not the total points needed to kill. You could also
ask for an Intelligence and Knowledge roll to reveal this
information.

Lines: “Stay away, lass, and you won’t get
hurt.” “Your time has come.”

ALTERING POWER LEVELS: Add four or five to the high-
est Dexterity and combat-oriented skill total in the Cast.
Finn's main threat is the fact that he won’t stay down
until his heart is destroyed.

Carfain STEEL OF THE STarsHiP i nTREPID

Portrayed by notorious over-actor Clint Mclure,
Captain Steel has a cult following among the sci-fi
crowd. The heroic and square-jawed captain always
manages to do the right thing, episode after episode.
Now he is serving a murderous little psycho, and his job
is to hunt down everyone who ever dissed Keith Dicks.

Steel doesn’t kill unless his life is threatened. Not Wen
the powers of the Djinn can make him act out of char-
acter. So all he does is use his blaster to stun and his.
teleport ring to bring targets to Keith, who can do the
dirty deeds on his own. The ring takes one Turn to acti-
vate and bring him and up to two other people that he
touches anywhere he wants to go. The blaster has the
range of a pistol, and those struck by the stun setting
must make a Constitution and Willpower roll with a -7
penalty, or be knocked out. Like all unconsciousness sit-
uations, duration is up to you (see p. 121).

Attributes: Str 4, Dex 5, Con 4, Int 3, Per 4, Will 5
Ability Scores: Muscle 14, Combat 17, Brains 14

Life Points: 57

Drama Points: 5

Special Abilities: Hard to Kill 5, Regeneration
Maneuvers

Name Score Damage Notes

Big Ass Sword 17 30 Slash/stab

Dodge 17

Kick 16 14
Punch 17 13
Sweep Kick 16 8

Bash
Bash

Defense action

Bash; knocks target down

Sweers WEEK




Name: Captain John Pompeii Steel

Motivation: Serve Keith Dicks while staying true to the Star

Consortium Charter
Critter Type: Magical Construct

Attributes: Str 3, Dex 4, Con4, Int 4, Per 4, Will 6
Ability Scores: Muscle 12, Combat 16, Brains 16

Life Points: 53
Drama Points: 8

Special Abilities: Hard to Kill 5, Teleport Ring

Maneuvers
Name Score Damage Notes

Blaster (Stun) 16 5
Blaster (Lethal) 16 20
Dodge =—+
Punch 10

Bash

Bash

Lines: “Vou can’t . . . do that. It. .. goes
against everything the Consortium stands for.”
“Damnit! Do you think . . . I liKe this? 1. ..
have no choice in the matter!” “A man’s . . .
gotta do . .. what he’s . . . gotta do!”

ALTERING POWER LEVELS: Add three or four to the high-
est Dexterity and combat-oriented skill total in the Cast.

CYBORG DEFENDER

“In the far future, man and machine will become as

one, and the definition of humanity will reach a new
I'.

Name: C-2000
Motivation: Serve Keith Dicks
Critter Type: Cyborg

Target knocked out

Defense action

level.” That was the opening of the short-lived sci-fi
show Cyborg Defender, featuring the C-2000, half-man,
half-machine, played with total lack of feeling by Belgian
bodybuilder and martial arts expert Alain van Cleef. The
show was terrible; maybe fifty peaple in the US and
Canada liked it—Keith was one of them.

The C-2000 looks like a normal human on the outside,
but beneath the skin lies a graphite-steel robotic body that
encases a human brain. The Cyborg Defender is armed
with a flechette shotgun, but usually ends up using his
super-strength and kewl Kung Fu moves on the bad guys.

[ ines: “Time to take out zee trash.” "“You are zee
rats, and I am zee exterminator.”

Attributes: Str 10, Dex 5, Con 10, Int 5, Per 2, Will 5
Ability Scores: Muscle 26, Combat 19, Brains 12

Life Points: 120
Drama Points: 3

Special Abilities: Armor Value 20, Fast Reaction

Time, Increased Life Points
Maneuvers

Name Score Damage Notes
Dodge 19 —
Flechette Gun 19 20

Defense action
Bullet; unlimited ammo;

halve Armor Value

Grapple 21 -
Kick 18 27
Punch 19 25
Takedown 26 17

Bash
Bash

target prone
Toss 22 16

Resisted by Dodge

Resisted by Dodge/Parry;

Must Grapple first;

throws victim six yards away
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Name: Keith Dicks

Motivation: Revenge
Critter Type: Human
Attributes: Str 2, Dex 2, Con 2, Int 2, Per 1, Will 2

Ability Scores: Muscle 10, Combat @, Brains 10
Life Points: 26
Drama Points: 3
Special Abilities: —
Maneuvers
Damage Notes
— Defense action
Bash
Summons one

Score
Q
Q

Name
Dodge
Punch
Remote

character per Turn

ALTERING POWER LEVELS: Add seven or eight to the
highest Dexterity and combat-ariented skill total in the
Cast. The C-2000 is meant to be the enemy you can’t
defeat through normal ass-kicking techniques. Gotta
take out that remote to finish this guy.

KEeitH Dicks—IMasTerR oF THE REmMOTE

An unpleasant rabbit pellet of a guy, Keith spends most
of his waking hours in front of a TV sct and prefers to
live in a fantasy world. His father is an alky who lives on
disability checks; his mother left them both a long time
ago. Constantly bullied in school, Keith used to day-

" 'dream about getting some payback (usually during com-

mercial breaks). One day, the host of Who Wanls to
Spin the Whee! of Jeopardy started talking to him
through the TV, offering to make his wishes become
reality. + All Keith had to do was to touch the TV, and
accept the gift, “frecly and of his own freec will.” After
thinl(ing about it for 2.3 seconds, Keith said, "Okay.”
. His hand acquired the Mark of the Djinn, and he gained
| the power to summon characters from television with his
TV remote.

Q The power of the Djinn’s magic resides in the remote

contral. With it, Keith can summon one TV character

"3 per Turn as long as the person appears an the screen at

“the time the remote is used. Then, Keith can send that

g’ ‘character via the TV station transmitter to any room with
~ aTVoninit If the remote is destroyed, all the homun-

culi disappear, and Keith pays the ultimate price.

Lines:*Don’t mess with me. Pr.m den’t Know
what I'm zrmm‘rh Uf Honest.” “My name ts
Keith Dicks. 1 Killed my father. Prepare to
die.”

p

(it the Mmark of the pjinn

When the Djinn rnakcs a conncchon with an
(un)worthy human; it marks the victim. The mark
Idoks like ‘a stylized ley€ inside a circle; with
arcane symbols arqund si-—-aﬂ done in red. The
mark appears.on the pérson’s’palm, and can be’
spotted on &' Ptrcephﬂq and Notice roll with a -3
penalty. If the recipient takes some care to con-
ceal jit, the penalty is-25. There is qaghancc to-

, notice the mark if the person wears.a glove; of
~course, if she only wears one glovcn:she s either in
‘a ‘Michael Jackson! phase or something funny’s
going on, especially since California isn’t exactly
mittens country.

If the Cast Members get a chance to examine the

“wmark, they can do the usual research stuff. Here
are the likely results, listed by Success Levels.

)

. No Success Levels: Kinda loaks like an eye, docsn'l
it®
I Success Leyel: The rnarkmgs appca 39 be
Sumerian in origin. g 5
2-3 Success Lévels: Thiswi ‘5\&.’ mb@éor some iype
ot lesser deity or demon,’ éf 7 l‘f ‘:ﬁ
45 Success Lovels:. Th.m,gsp mﬁs" "The Al
Knowing Wish-Giver" & \
6+ Success Levels: The symbols aruund the sigil
~ have a further meanmg, mughly trap#ahng t

g

\Buycr. beware." B




Master: Oh, good, the feeble banter portion of
the fight. Why don’t we just cut to the . . .

—1.12 Prophecy Girl

el o Words are

AN gﬁwhere the fun is.

The cosmology of the show, Slayers, Watchers, yam-

pirés, and demons are all important, but what the charac-

Y ters say while they slay is what makes it “Buffy.”

| Buffyspeak is more than just Valleyspeak. Sure, there is
L a lot of “like” and “stuff,” but it has a wit all its own.

" Any BIVS RPG game can be enhanced by spiffy riffs of
. dialogue that capture the essence of the show. Then
[ again, Buffy and company have a cadre of experienced

{.:'\_ru)"" . , I
- and well-paid writers to make their bon mots sparkle. You haves, . . well . . . you, with maybe some help from your
Still, you can bring wit to the table. We have faith in you. Also, don’t sweat the occasional clunker.

meness is a perfectly acceptable portion of the Buffy experience—as long as you are willing to acknowledge it.

Wi
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e

\

v

1
: 1

‘N Xatmﬁr “We both go to sefiool. .t Very suave. *Verj’ u&:&ﬁeﬁa
R J Ry £
. — 1.1 Welcome to the Hellmouth
To help you on your way to capturing that Buffy feeling, we present this handy-dandy guide to Buffyspeak.
Whether you are taking on the roles of our favorite characters, or making up your own creations, this tell-all will tell
all. 'We have pored over 100 scripts and have identified a few patterns to help you out. Yep, we are the bomb.

APPENDIX



Popr CuLtuRE REFERENCES
Giles: Your . . . spider sense?
Buffy: Pop culture reference. Sorry.

—1.8 I Robot, Vou Jane

Moavies, old, new, popular, and not so popular, describe
actions and stereotypes. One of the first places to start
when speaking the Buffy is the media and entertainment
that surround you.

Buffy: No, I'm not saying she craned her neck,

We are talking full-on Fxorcist twist.

— 1.4 Teacher’s Pet

Xander: Well 1 've seen Cocktail. 1 can do the
hippy-hippy shake.

—4.5 ‘Beer ‘Bad

Buffy: Oh, you mean the camo and stuff? 1
thought about it but, I mean, tt's gonna look
all Private Benjamin.

—4.13 The I In Team

And, of course, television . . . even the commercials.

Xander: 1'm sorry, calm may work for Locutus of
Borg here, but I'm freaked out, and I'intend to
stay that way.

—1.12 Prophecy Girl

Anya: ‘We Should drop a piano on her . . .
Well, it always works for that creepy cartoon
rabbit when he’s running from that nice man
with the speech impediment.

5.20 Spiral

o\ Cordefia: Willow! Nice dress! Good to Know
g yow’ve seen the softer side of Sears.

et —1.1 Welcome to the Hellmouth

You can even find stuff that is not exactly media—just
the people, places, and things that sncak into our daily
lives.

Buffy: Then if you wouldn't mind a Gittle Gene
and ‘Roger, you might want to (ave off the

“tdiot” part. Being called an idiot tends to

take people out of the dating mood.

-4t
ol

—2.2 Some Assembly Required
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Xander: Well. Not much goes on in a one
Starbucks town (ike Sunnydale.

— 1.1 Welcome to the Hellmouth

Don’t forget, the vampires have developed a popular
culture of their own.
Buffy: And you're sure this isn’t just some fan:
boy thing? Cause . . . I've fought more than @
couple of pimply overweight vamps that called”
themselves Lestat, :
—5.1 Buffy vs. Pracula -

Sometimes, actual real culture gets slipped in as well—
literary and mythalogical references. Just don't overdo
it. And don’t use anything too obscure.

Xander: Vou ground his bones to make your
bread.

—2.13 Surprise

Giles: Professor Walsh, I presume. Vou're hard
#0 find. These—these halls are quite the
labyrinth. 1 felt like Theseus and the Minotaur
i the. . . labyrinth.

—4.12 A New Man

P{'_Jp culture references should be a little bit twisted,
more of an example of something, and not overused.
Giles ‘may say, “I'll consult my books” every other
episade, but Buffy does not say (begin deep voice) “Vll
be back” in every episode. Stay away from the obvi-
ous, though mentioning Scooby once or twice is not a
bad thing.

A GuibEe To
BUFFYSPEAK




SUPERHEROES

Joyce: I mean, I would think the {7 would be
happy to havea . . . a superhero.

—3.2 Dead Man's Party

Ok, yes, this is pop culture too, but it is used so often
on the show that it’s noticeable, because, well, Buffy is a
superhero.

Xander: But, gee, Mr. White, if Clark and Lois get
all the good “stories, I'll never be a qmld reporter.

3.13 The Zeppo

Xander: Oh, ﬂkm,t you and Willow go do the
superpower rmm; I'll stay behind and putt
around the Batcave with crusty old -U_.’r(’d here.

—1.20 The Voko Factor

Ben: Vou Know, not to be rampantly sexist in
the workplace, but you’ve got some serious mus-
cles ,mr a um‘

Buffy: 1. . . um.
Ben: Radioactive spider bite?
Buffy: How'd you quess?
—5.5: No Place Like Home

Oh, and the whole Bizarro Sunnydale thing, that's a
Superman reference.

Cordelia: OR) are we feeling a [ittle envious? Vou
could belong to a fraternity of rich and power-
fulmen. In the Bizarro world.

—2.5: Reptile Boy

There are a lot of superheroics going on. You can

| even turn an everyday person into a superperson by

Buffy: Pestructo Girl. That's me.
— 1.4 Teacher's Pet

Xander: Sa, who's up ﬁrr some more lquid
nj‘resf:ments ’'m buying, for I am Paydayman.

—5.14 Crush

APPEMNDIX

Mr,, MRs., anp MMiss

Kendra: In case de curse does not succeed, dis is
my lucky stake. I have Killed many vampires
wit it. I eall it Mr. Pointy.

—2.21 ‘Becoming, Part One

Somewhat similar to being a superhero, being over-
dramatic in any fashion makes you Mrs. or” Mr.
Overdramatic Thing.

Cordefia: Hello? Miss Not-Over-Yourself£yet?
—3.7 Revelations

Xander: Looks like Mr. Caution Man, but the
sound he maKes is funny.

—2.13 Surprise

Buffy: Well, there you go. Even when he’s good
he’s all Mister Billowy Coat King of Pain.

—+.20 The YoKo Factor

This is also a good way to point out someone’s ﬂaws
or failures.
Faith: It’s not cynical. 1 mean, it’s realistic.
Every guy from . . . Manimaldown to M. I+
L ove-The-Fnglish-Patient has a beast in fiim.
And I don’t care fiow sensitive they act.
They're all still just in it for the chase.

3.4 Beauty and the Beasts
Bu _fy Diverted? That was me fighiting for my
5 Miss Attention Span.
—3.14 Bad Girls
Xander: My girlfriend. Mistress of the Learning
Plateau.
—4.18 Where the Wild Things Are

" A S48 480 =80 aag




BritisHisms

Xander: Vou coulda just said, “shfi!” God, are all
you Brits such drama queens?

—2.13 Surprise

One cannot fail to notice that a relevant number of the
characters on the BtVS TV show are um. . . English.
It would behoove one to be knowledgeable in at lcast a
few English colloguialisms.

Giles: Some prophecies are a bit dodgey.
—=1.12 Prophecy Girl
Spike: Leprosy! Alright, a spell that maKes his
parts fall off. That sounds proper.
— 3.8 Lovers’ Walk
Giles: You knaw what gets me? This is what gets
me. Twenty years I've been fighting demons.
Maggie ‘Walsh and her Nancy-ninja boys come in

and six months [ater, demons are pissing them-
selves with fear. They never even noticed me.

—4.12 A New Man

Just counting recurring characters, we_have Giles,
Spike, Wesley, Ethan and Drusilla. That’s a lot of tca and

~ scones.

Weséy‘ Well, 1 must say this is all rather odd to
me. . ;__”

—3.20 The Prom

Fthan: Well, we won’t have to worry about that
anymaore now, mate. When you went to the loo

1« I shipped a small pellet of paison in your drink,

Vou'll be dead in an hout.
—4.12 A New Man

Y Spike: Dracula? Poncy bugger, owes me eleven

pounds for one thing.
—5.1 Buffy vs. Pracula

Of course, the Englishisms are prabably only going to
be useful when talking from the perspective of one of ;

these characters, or another character who hails from
Britain. Buffy is not going to refer to someone as a silly
git (well, maybe when making fun of Spike).

S ASA S48 4G 600 ASE & S48 AG8 SO0 ASD 840 ASQ snd -«

HYPERBOLE
Cordefia: Enough of the hyperbole!
—2.3 School Hard

Hyperbole is a big word meaning to exaggerate a wee
bit. Buffy characters use this a lot. Gets mixed in with
the whole sarcasm thing.

Xartder: ‘Well, you’re certainly a font of nothing.
— 1.1 Welcome to the Hellmouth

Xander: Ooo, gang, did ya hear that? A bonus
day of class plus Cordelial Mix in a little rec-
tal surgery, and it’s my best day ever!

2.8 The Dark Age

" Buffy: Well, a man that worships chaos and
"ges to Kill you is a man you can trust.

—4.13 The I In Team

B
:Sargasm is a subtle thing—it’s not easy to pick up on

‘when it’s typed. Make sure you exaggerate enough so

that people know you’re making a funny. Every once in
a while though, you can slip one in that’s an inside joke.

Angel: I'm a funny guy.
—3.18 Earshot

A Guibe To
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Compouvnp WoRDS

Xander: Anya, ever the wordsmith.

5.16 The Body

What’s more fun than one word? Taking two words
and smashing them together!

Willow: I . . . I have f r0g-fear.
' —2.9 What's My Line? Part 1

Xanider: Oh, that's the sound she maKes when
\ Shels speechless with geeKer-joy.
' —2.11 Ted

Xander:So With Buffy and Riley having . . . you
Know, acts of nakedness around the clock late-
g/, maybe they set something free. Likea. ..

ig burstin' poltergasmt.

—4.18 Where the Wild Things Are

Compound words are also used whenever something is
worthy of a particular feeling or action.
Xander: Uk, our summer was Kinda yawn-wor-
thy. Our biggest excitement was burying the
Master.
2.1 ‘When She ‘Was Bad

Xander: Veah, ‘Will. 1mean, this gquy 1S pretly
barf-worthys. Can’t- we'be elsewhere? LiKe, you
know, is Oz cleared or what, huh?

—3.4 Beauty and the Beasts

APPETNDIX

Staccato
Cordelia; Morbid much?

—1.1 Welcome to the Hellmouth

Staccato. A rhythm thing. Short words, no conjunc-
tions, make point. Buffy and the gang get a lot of mean-
ing across with fewer words than most.

Buffy: That's all. “Cryptic* guy said “Fork” guy,.
—1.4 Teacher’s Pet

-

Willow: Wolf you, not you you.
—3.4 Beauty and the Beasts

Buffy: What's this?

Willow: A doodle. I do doodle. Vou too. You do
doodle too.

—3.11 Gingerbread

Riley: More than 1 wanted to Know sometimes.
She loved him. He turned evil. He, uh, Killed
peaple. She cured him. He left. Interesting [it;
tle curse.

—4.20 The Yoko Factor,

Staccato often comes in the big three. Saying three
statements, in succession, leaves a memorable punch.
‘Bu}ﬁ: But . .. Cute guy! Teenager! Post-pubes-
cent fantasies!
—1.5Never Kill a Boy on the First Date

Buffi: Giles, did you forget? The hospitall vam-
pires, handy carryout pacKets of blood?
—2.8 The Dark Age

Butffy:-Ghen I hunt them. .. find them . . . and
them.

— 5.5 No Place Like Home

Lyinc
WM& Calendar: Vou ‘re here again? Kids really dig
Sthe fibrary, don’cha?
Buffy: We're literary!
Xander: To read maKkes our speaking English
good.
~—1.8 1 Robot, You Jane




Stuttering and staccato are a lot alike, and the gang
stutters a lot, usually when lying. Have you noticed that
all of the main characters on the show are bad at lying®

Xander: So, Buffy, how'd the slaying go last night?
Buffy: Xander!
Xander: I mean, how’d the LAYVING go? No, 1
don't mean that either.
— 1.5 Never Kill a Boy on the First Date

Xander: You’re in love with a vampire?! ‘What,
are you outta your mind?!

Cordefia: What?!

Xander: Not vampire . . . How could you love an
umpire? Everyone hates ‘em!

—1.7 Angel

Giles: Now, uh, bear in mind, uh, most likely,
there, there, there is no deal, but um, if, if, if
there was a deal, then it, um, would concern
murder . . . last night. A male student was,
was found i-i-in the woods.

—23.4 Beauty and the Beasts

Number one on the big list of lies: that thing . . . yeah,
that thing.

Willow: A thing? The thing! That I have!
Whic/i ds. . . a thing that 1 have to go 10.

: —1.12 Prc rpiit’&‘_l; Girl
Riley: Yeahybut . . . I have that . . . thing. ..
—4.18 ‘Where the Wild Things Are

Xander: Anya, you wanna help me with that
thing?

i i | Anya: Xander needs help with fiis thing!

—5.13 Blood Ties

et

We can't have a guide to Buffyspeak without including ™
this one—it’s just too obvious.
Buffy: Uk, wait a minute. The dead guy’s all
puddly now.

—2.8 The Dark Age

Willow: Anyway, it’ll help you stay awaKe. It’s
good and, and very wolfy. Seems to soothe the
savage beast.

—3.4 Beauty and the Beasts

Dawn;: Oh, she just said you look even cuter
when you're all weak and Kitteny . . .

—5.5 (No Place Like Home

Yes, adding a “Y” to any verb or noun makes it
descriptive. Justy don’ty overusey ity.

Buffy: He’s boyfriendly? -
—1.8 1 Robot, You Jane

Buffy: 1 am not transfery. 1swear to you. I'm
your girl, and I'm gonna stay that way.

—5.1 Buffy vs. Dracula

AppinG -AGE
Riley: But you've Killed a—You did the thing 1
with that—Uh, you drowned. And the snakels =
Not to mention the . . . daily.. . slayage of .. .3
'WDW. .‘r |
.12 A& New Man

v

Here's another “d’oh” for Buffyspeak. Adding “-age” to
pretty much anything is just the thing to get you in the Buffy
mood.  For the most part, it replaces “«ing” in gerunds
(“gerund” is fancy English professor-speak for using “-ing”
words as nouns; a “noun” is . . . oh, never mind).

Buffy: I guess we got a little carried away with
te Whole post-slayage nap thing.
: —3.20 The Prom

ﬁ% Wow about that ceremonial Knife, huh?
Pretty juicy piece of clueage, don't you think?

' eﬁnp —4.8 Pangs

=

. R
'j&{fb W: So he's nice?

wify: Very, very.
WWillow: And there's sparkKage?
B

—4.9 Something Blue

We would warn you about overuse here, but we're not
sure it's possible with this one.

A Guipe to
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SpeEakinG or IME. ..
Faith: Vou Killed me.
—3.21 Graduation Day, Part 1

When 1 am talking about the language used on Buffy,
sometimes 1 am talking about me. This way, 1 make me
sound all cool and stuff. A great way for me to put
myself down or build myself up.

Oz: I'm gonna ask you to go out with me tomor-

row night. And I'm Kinda nervous about it,
actually. It’s interesting.

—2.13 Surprise
Cordelia: Ooo, again, 1 strike the nerve. 1 am the
surgeon of mear.
—3.13 The Zeppo
Willow: 740 Verbal?! I'm-I'm . . . pathetic!
Ilfiterate! I'm Cletus, the slack-jawed yoKel.
3.8 Lover's Walk

. How you use this one really depends on the character.
Cordelia is all about making herself large in the eyes of
thers, but Xander is the king of the self-put-down. Your
ileage may vary depending on your character’s person-

der: “yau” nearly came to blows, Buffy.
; Clne to [oss of limbs.

—3.15 Consequences

erz{gr Tip-top, really. If anyone sees my spine
lying around, just try not to step on it.

—3.13 The Zeppo

—4.8 Pangs

mix it up. The characters on the show are masters of
taking a common saying or phrase, and turning it
around. It's kind of an inside joke, we know this is
cliché, so we're going to point it out.

APPENDIX

In the end, the Buffiness of your language is how you

Giles: Just because tfif_pfmmmnmf is more nor-
mal and less . . . para . . . of late is no excuse
;‘ar tardiness or Iemm; mmr :;ruan{a‘c!wn

—2.5 Reptile Boy
Willow: I'm so overwhelmed! 1-I gotin! 70

actual colleges! And, a-and they’re wooing me!
They’re pitching woo!

—3.14 Bad Girls

Some of it is just rambling. Feel free to ramble on
every once in a while if you are in a mood to ramble.

Xander: Buffy! Lady of Buffdom, Duchess of
Buffonia, I am in awe! I completely renounce

spandex!

—2.6 Halloween

Buffy: Bronze things. Things of Bronze.
«—3.6 Band Candy

Buffy: It is a sham, but it’s a sham with yams.
It’s a yam sham.

—4.8 Pangs”

And if you are looking for key slang terms to make
your speech Buffyish, 1 hate to break it to you, there
aren’t any. The real coolness of Buffy slang is that you
make up the slang to go aJcmg wli!\ the situation.

Biffy: Ok, I'm sorry, was iﬁqfan offensive
term? Should I say Undead American?

—2.1 When She Was Bad

SpikesYeah, I've got an unlife, you Know!
—3.8 Lover's Walk

2
Ok, maybe there is one slang term that gets tossed

':‘ :igm_nnd a bit.

iffy: I saw.a dummy. It gave me the wig.
tere really wasn’t a story there.

— 1.9 Fhe Puppet Show

ri New I'm having a wiggins.

—2.14 Innocence

Buffy: No. The point is, she’s completely wig-
ging.
—3.11 Gingerbread
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Unisystem Conversion ITofes

The Unisystem is the heart of several different games
with varying backgrounds and settings, but all focused
on the horror genre. For those who are interested, check
out C] Carella’s WitchCrafl, a roleplaying game of magic
and dark secrets or All Flesh Must Be Ealen, a roleplay-
ing game of zombie survival horror. Other Unisystem
games and supplements are also available—lots of infor-
mation can be found at http://edenstudias.net/unisys-

tem/. All these games can be purchased at the store you

oy
o Lo

iy

picked up this sparkling tome.

If you already play one of our other Unisystem games,
you may have noticed a few differences between those
versions and this one. It's the same basic system though.
So, 'for people who want to drag Buffy and company into
the shadowy world of WitchCraft or the splatterpunk
horror of All Flesh Must Be Ealen (or vice versa), here're
a few guidelines to do so.

Tre Easy Metaop

This one requires little or no effort: just take charac-

R
Qg‘*ter sheets and start rolling dice. For the most part, you

can use a Buffy character in any other Unisystem game.
The Attributes are the same. The skills are different, but
their values are the same. You have to decide whether
you'll use the Flat damage system from the BtVS RPG or
the dice-based system in other games, but that’s it. That
wasn’t too painful, was it?

Some may want more detail though, so let’s make
things a bit harder.

CHaARrRACTERS

We simplified character creation in the BIVS RPG,
both to make things easier for new players and to better
represent the “reality” of the Buffyverse. Here are the
differences between the two versions.

ATTRIBUTES

The Primary Attributes are the same, but we removed
three Secondary Attributes. In addition to Life Points,
other games have Endurance Points (they represent the
character’s stamina, and how saon she will need to take
a break or pass out), Essence Points (the character’s
inner energy, the strength of her soul, so to speak, used
mainly for magic), and Speed (the formula is on p. 103,
but it is not listed as an Attribute). All these values can
be caleulated using the BIVS Attributes for other
Unisystem games, or dropped for the BtVS RPG.

QuaLifiEs

Other than a few minor changes, Qualitics work about
the same in both versions. Other games have many more

Qualities, some of which are less useful in a BtVS game,

bgll’é'lhat‘s about it.

g,xi'th

.

{'This‘one is a biggic. There are 18 skills in the BtVS

game, and dozens and dozens of assorted skills and skill
types in other Unisystem games. Instead of Gun Fu,
there are skills for each type of gun (like Pistol and
Rifle), for example. 1f you want to take a character from

ConvERSIiOnNS
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the BtVS RPG and “convert” it to a more complex
Unisystem version, review each of the 18 skills, and give
the character two points per level up to level 5 (and five
points per level after that), and use those points to "buy”
regular Unisystem skills that fall within the BtVS RPG
skill's purview. The new skills should be no more than
one level higher than the BtVS RPG skill.

EXAMPLERRIFIC: Riley has Gun Fu 9 in the game. To
convert him to other Unisystem games, use 30 paints
and buy assorted Guns Skills. The maximum level in
any one Guns Skill would be 10 (which would cost 20
points, leaving few points to spend on other Guns
Skills). The more varied skill set is more realistic
(people shouldn’t excel at everything), but the trade-
off is time and more stuff to keep track of.

ComBat IMTANEUVERS

The Maneuvers (BIVS RPG) or Maves (Mystery Codex)
differ between the systems. The Director should pick the
list she likes best for her game.

RULES

The basic mechanic works the same—roll @ DI0, add
the appropriate Attributes and skills and so on. A few
details are different, however.

‘

o

-

A ...

APPENDIX

Fear Tests

Fear Tests are a bit more complex in other Unisystem
games. The sub-systems can be interchanged though, so
Directors should choose which one to use.

DamaGe

In the BIVS RPG, base damage is a flat value, with
Success Levels added to that number. In other Unisystem
games, damage is usually rolled randomly with assorted -
types of dice (four-sided, six-sided, and so on). Armor
also has a random value. Again, the Director must decide
which sub-system to use. The BtVS RPG version has the
advantage of being faster and not needing as many dice.
The dice-based version gives you more variation and Jess
predictability—a hit may just scratch a character or kill
her outright.

Macic

Magic in the BtVS RPG is meant to mirror the loose-
ness and open-ended style of the Buffyverse. 1t is not the
same magic system you'll find in other Unisystem games,
like WitchCraft. You can pick and choose which one to
use, or try to have both systems together—call ‘em Magic
and Sorcery, for example. In other Unisystem games,
magic usually has an Essence cost (see the Attributes sec-
tion above). An Essence Point cost may be assigned to
BtVS RPG spells based on the spell’s Power Level, using
the Essence Paint Assignment Table.

egsence point
Assignment Table
power Level

Essence cost

you usé this Essence Cost, climinate the repeated
g penalty (see p. 140)—the cost replaces it as a
limiting factor. Characters with Sorcery get an addi-
tional five Essence Points per level (the Extra Essence
Quality found in other games can be acquired as well).
Sorcery-wiclding characters do not need the Essence
Channeling Quality.
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CHARACTER CREATIOMN BASICS

The following tables and charts may be used to aid in the character creation process. Further information is provid-
ed on the pages cited.

Creation PROCESS

I. Choose a concept: What's your character going to be like® Noble Slayer, baokish Watcher, beginning witch, or
something more daring—a football captain warlock with deep girl insecurities®?

2. Choose Character Types: The Character Type determines the general power level and nature of your character. .
Heroes are tough and skilled. White Hats are normal people who depend on their wits and luck to survive. Type
sets the number of Drama Points (10 for Heroes, 20 for White Hats). See p. 29.

3. Altributes: What are your character's natural abilities, both mental and physical® Attributes cost one point per level
to level five, and three points per level after that. At least one point must be put into cach Attribute. Human max-
imum is six. See p. 30.

4. Qualities and Drawbacks: What innate advantages or penalties affect your character® A handy list of Qualitics and
Drawbacks is on p. 236-237; the details start on p. 33.

5. Skills: What does your character know® The possible skills are listed on the character sheet (see p. 256); the details
start on p. 52. '

6. Finishing Touches: This is where you decide the character’s name, appearance and other characteristics.
Distinctive habits or mannerisms, hairstyle, scars, tattoos, piercings fashion, music/yideo testes.

character Type chart F

" attribute  quality  prawback skill proma
' points points points points points

-: Life point Table
ol & constitution

* 5 y _'“ ;

< L "‘8 W 46 ._I.,':;i' ""50 Vig 4 & b

10 54 58 62 66 70 74 78 82 86 90

CHARACTERS




oualities and prawbacks Table

Adversary Variable Drawback p. 35
2-points/level Quality p. 36

I-point Drawback
Variable Quality p. 37

| [N

Emotional Problems Variable Drawback b p. 38
Fast Reaction Time 2-point Quality . P39

Honorable |- to 3-paint Drawback p.40

Humorless I-point Drawback

~2- or 4-point Drawback
J- to 3-point Drawback

m 2-point Drawback
| Notural Toughness 2-point Quality

Variable Drawback:

. Obligation
2-point Drawback «

Obsession

e AT
, =

Secret Variable Drawback
Showoff 2-point Drawback p. 48

@ ' APPENDIX
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oualities and prawbacks Table

3 gk 5-ointilcvc10uaiily - p. 49
Talentless 2-paint Drawback p. 49

WakhaeT T 5-point Quality p. 50
Werewolf 3-point Drawback or 6- or 12-point Quality p. 5l

strength Table
Lifting capacity

strengﬂl

200 x (Strength = 5) + 250 lbs
(Strength 10: 1250 lbs)

1,000 x (Strength - 15) + 5,000 Ibs
(Strength 20: 10,000 Ibs/5 tons)

2 ton x (Strength - 25) + 10 tans
(Strength 30:20 tons)

TaBLes o @



combatr Mmaneuvers reference Table

Name Boll Basics pamage Notes

Bow Shot Dexterity + Getting Medieval - 2, (4 x Strength) Slash/stab Ranged attack modifiers
or Combat Score - 2 (to maximum of 20) apply (see p. 115), see p. 109

Catch Weapon Dexterity + Kung Fu - 5, None Ranged defense action; . .y *, -
or Combat Score - 5 _ see p. 109 it SRR

Crossbow Shot  Dexterity + Getting Medicval, 16 Slash/stab Ranged attack modifiers
or Combat Score apply (see p. 115), see p. 109

Disarm Dexterity + Getting Medieval - 2, None Resisted by Parry;
. or Dexterity + Kung Fu - 3, see p. 110
or Combat Score - 2 L)

Intelligence + Kung Fu,
l‘m' or Intelligence + Getting Hedlcvﬂ
j or Brains Score

Combat Maneuver - 3 Varies bysllack ) : e Tough on boys;
! see p. Il

If target grappled, she cannot
defend; if attack misses,
attacker takes damage, see p. 1l

Dexterity + Kung Fu - 2,
or Combat Score - 2

Done with style and grace,
of course, see p. Il

ar Caml?ul Score ;I

APPENDIX



combat maneuvers reference Table (cont.)
Name Boll Basics Damage Notes

Parry Dexterity + Kung Fu, None Defense action,
or Dexterity + Getting Medieval, -2 against ranged attacks;

- or Combat Score see p. 112

Slam-Tackle Strength + Sports, 2 x Strength Bash Foatball or other

or Muscle Score roughhousing tackle;
see p, 112
Stake Dexterity + Getting Medieval, 2 x Strength Slash/stab see p. 112

or Combat Score

Takedown Strength + Kung Fu, Strength Bash Knocks target down (see p. ll3),

or Muscle Score see p. 112

Range 2 yards
plus Z yards/Strength;
see p. 113

']}ww Weapon Dexterity + Getting Medieval - |, Varies by weapon

or Combat Score - |

Must Grapple first,
defender is at -1 per
Success Level; see p. 113

Strength + Kung Fu - 2,
or Muscle Score - 2

@ 900 w99 908 se0 B8 RO Be0 woB L
H )
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BaSE Damage Table
Attack BasE Damage Nofes

Bascball Bat 4 x Strength Bash; use this for any heavy club; can use two hands; see p. 118
Baton 3 x Strength Bash; see p. 118

Big Knife 3 x Strength Slash/stab; see p. 118 f o
Big Pistol 15 Bullet; see p. 119 ~ o

Choke/Strangle I x (Strength - 1) Victim cannot breathe; see p. 109

Crosshow 16 Slash/stab; see p. 119

3 x (Strength + 1)
2 x (Strength + 1)

Bash; add Success Levels of Dexterity + Acrabatics roll to damage;
Bash; sce p. IIl

Jump Kick

Bullet; sec p. 119
ash/stab; see p. 119

Bash; uses two hands; see p. 119
Bullet; see p. 119

3 x (Strength + 1)
s 20

Spin Kick

o 2x (Strdw +2)
0 Stake

2% Skcng!’h

Bash.sp.ep 112 _;; ;_
SW see p. 120

Thrawn Knife/Stake 2 x (Strength - I
Thrown Plgshr}ker 1 x rengih - 1)

Slash/stab; see p. 9

Puts target to sleep; see p. 120

Tranquilizer Gun

w APPENDIX
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Armor Table

Armor Type Armor value Notes

Leather Armor 3 Breastplate, helmet and arm and leg protectors

Plate Armor . Second yalue is used against Bullet attacks

* Combat Armor I g 7. Worn by combat soldiers and SWAT teams

* Giles, strangely enough, owns one of each.

sase modifiecs Table

MODERATE: +3 to +4

-

CHALLENGING: No madifier

VERY DIFFICULT: -3 to -5

SHAAH, RIGHT: -10 or worse

508 4ms se0 %88 A0 990 soE

a0 Baw
.

-

FuLL OFrFeNSE: +2 to all attack actions;
Mt no defense actions

aw 208 B 8 ., paw
R

: TIPLE ACTIONS: -2 per action, cumulative;
- extra actions limited by Dexterity

s poé oes GRS BEv

SHORT RANGE: no modifier

LONG RANGE: -3

T.ﬁ BLES




glossary

Wesley: “Her abuse of the English language is
Such that I understand nm’!,l every other sen-
tence.” Oh, this is qmm; to make fascinating

' reading.

—3.14 Bad Girls

3]4: Secret Initiative project to combine demon parts and
make a super-warrior.

ADVERSARY (GALESPEAK): The bad guys who make life mis-
crable for our heroes (the Cast Members), or maybe just
hang around waiting to be staked.

. _ANNE RicE ROUTINE: The I’m-nat-evil-I’'m-just-misunder-
. stood shtick some vampires use to fool their prey. Can
" also apply to Angel’s avert angst.

¥ - ANOINTED ONE (A.K.A. COuN): Little boy vampire destined

" to bring Buffy to the Master. Tried to start his own lit-
' tle cult of vampires, until he was killed by Spike.

Li\Master: And in this time shall come the
Anointed, the Master's great warrior. And the
Slayer will not Know fim, will not stop fiim,
and ke will lead her inito hiell. As it (s Written,
so shatl it be.

—1.5 Never Kill a Boy on the First Date

ARCHETYPE (GAMESPEAK):
add imagination.

A ready-to-play character—just

APPENDIX
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ATTRIBUTES (GAMESPEAK): The six things that define what
a character can and cannot do, or how good they are at
certain things: Strength, Dexterity, Intelligence,
Perception, Constitution, and Willpower.

Bic BAD (ALSO GAMESPEAK): A Season’s villain. Someone
who challenges the Cast in extraordinary ways, and .
brings death and/or serious pain to our heroes.

BoOKS OF ASCENSION: A key ingredient if one wishes to
become a big snake—a really b:g demon bent on open-
ing the Hellmouth.

BRONZE, THE: The coolest club in Sunnydale, despite the
fact that they have to rebuild it every few months after
some demon/vampire/troll trashes it.

Cordelia: The Bronze. It’s the only club worth
gom_q o around fere. 'Ffe’:; let anybody in, but
W's SHU the scene. 1t’s in the bad part of town.

Buffy: Where’s that?

Canﬁf ia: About a half a block from the good side

town. ‘We don’t have a whole (ot of town
fiere.

—1.1 Welcome to the Hellmouth

BUGSPB (ALSO BuGGERY, BUGGERED): An Britishism (used by
people from Britain). Figuratively, it means to be in
trouble. Literally, um, best not defined. Let’s just say
that Spike has a bad potty mouth.
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BUT-FACE: The expression on someone’s face when they
want to say “but”.

CAST MEMBER (GAMESPEAK): A character made by a player.
Your fictional persona in the Buffyverse.

CiviLAN: Anyone who is not hip to the existence of vam-
pires and demons. Also can refer to a non-Slayer, but the
Scoobies find this kind of attitude annoying.

m:m; Look, this is s!m;u ~m,.',f c?&mg Could we
have Jjust a little less ,fmm the civilians ;lfum

—2.1 ‘When She ‘Was Bad

CuMAx (GAMESPEAK): The final payoff of an Episode,
where the Setup is resolved.

Coven: A group of witches, Wicca or neo-pagans. If they
meet online, it’s a cybercoven.

DI0 (GAMESPEAK): A ten-sided die.

DEMON: Nasty things from other dimensions—usually
hell—that want to hurt people. Duh.

DIRECTOR (GAMESPEAK): A person who comes up with stories
that the Cast Members take part in. Part scriptwriter, part
referee. The Director runs all of the bad guys—nat in an
l’m-gcmg -to-beat-all-of-the-Cast-Members sort of way, but
in an J'm-going-to-make-sure-everyone-has-fun sort of way.

DM POINTS (GAMESPEAK): Paints that your character

" carns by deing something heroic, dramatic or just plan

fun. ‘Players can use them to have their characters per-
form bao! shﬁf make their own plot twists, or not die.

DRAWBACKS (GAMESPEAK): Flaws that your character has, or
things that complicate her life, like being a spaz, having
a little sister to take care of, or being only sixteen.

- DusT (ALso DusTEeD, DusTING): Ta kill a vampire. When a

W vampire dies it goes “poof!” and turns to dust.

" EP1SODE (GAMESPEAK): A single storyline or plot, usually

played out over the course of one or two game sessions.

 EXPERIENCE POINTS (GAMESPEAK): Awards granted after
" each session or Episode which may be used to improve a
g i _dsf Member’s abilities.

EJ('PER]ENCED HEROES (GAMESPEAK): An advanced form of
"the Hero Character Type who has seen a great deal of

action and has become quite powerful.

Five-BY-FIVE: Radio slang for loud and clear. Signal
strength and clarity are given on a scale of 0-5, so five-
by-five is the loudest and clearest possible signal. The
term is often used by Faith. We don’t know why either.

A,
(SR

GAME FACE (ALsO GETTING BUMPY): The wrinkly, ugly, fore-
head vampires do when they get angry or right before
they bite someone. The term is also used among non-
vamps ta mean “get ready for action.”

Buffy: Angel, better put on your game face.

—1.12 Prophecy Girl

GATHERING: A get-together, with mellow song stylings and
brie (for further discussion see 3.2 Dead Man’s Party).

GUEST STARS (GAMESPEAK): The friends, relatives, neigh-
bors, strangers and other folks that the Cast Members
interact with during the course of any Episode. Some
could be Adversaries in disguise. Others could become
Cast Members themselves.

HeLLMOUTH: A convergence of mystical energy centered
around an opening to the Demon Realm. Weird and icky
things tend to happen nearby. Located belaw the library
of Sunnydale High. lronic isn’t it®

HERO (GAMESPEAK): A Character Type that has special
powers or abilities, like Slayers or Initiative Commandeos.

HoOTENANNY: A whole lot of hoot, a little bit of nanny
(for further discussion see 3.2 Dead Man’s Party).

HosTiLe Sus-TEeRReSTRIAL (HST): Bureaucratspeak for
demons and demonkind. Used by the Initiative so they
can sound all scientific and soldier-like.

INITIATIVE: A secret paramilitary operation run by the U.S.
government. They destroy or imprison demonkind, and
have a secret project (sce 314).

® S84 s4a 4a% 400 A0 & 400 40W 4G0 AGE AFE A8Q end -
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Key, THE (A.X.A. DAWN): The thing that will free Glory
from her prison.

Dawn (reading from tﬂﬂ\ ' journal): “The Key is
not directly described in an y Known literature,
but all research indicates an energy matrix
vibrating at a dimensional frequency beyond
normal human perception. Only those outside
reality can see the Key’s true nature.”

—5.13 Blood Ties

KH!GI{IS OF BYZANTIUM: An ancient order of Knights ded-
icated to compahng Glory, the Beast, and destroying the
Key that frees her.

LiFg POINTS (GAMESPEAK): How much damage your charac-
ter can take before she becomes an ex-character. When
. your character gets stabbed or shat, she loses Life Points.

o

. MASTER, THE: Possibly the oldest living vampire. He was
lrapped within the Hellmouth when he tried to open it
' the first time, and he’s not happy about it.

Mojo: Magic, witchcraft or the Dark Arts.

?‘___MR.-;GORDO; Buffy’s stuffed piggy.

MW-wY (see ALsO POOFTER): An Britishism (used by
pcoplc from Britain). A not-so-manly man.

ORDER OF AUReLIUS: A cult of vampires all sired by U‘le 't!

Master. This group is prophesied to bring the Anointed
One to the Master.

ORDER OF TARAKA: An ancient order of assassins made up
of demons and assorted brutal killers. Fun at parties and
career fairs.

APPENDIX

Giles: 1'm afraid he was not overreacting. This
ring is worn only by members uf the Order n,f
Taraka. It's a soc I{’fi,f of rf{’ml’(.',r assassins dat-
ing back to King Solomon.

—2.9 ‘What's My Line?, Part One

PATROL: Gaoing out and wandering around, usually in

cemeteries, looking to bring trouble to those who are

trouble (vamps and demons).

PLOT (GAMESPEAK): These are the big Kahunas, the major -
story arcs of the Season.

POOFTER (SEE ALSO NANCY-BOY): An Britishism (used by
people from Britain). A not-so-manly man. i

POWER LEVEL (GAMESPEAK): The overall strength of a spell.
The higher the Power Level of a spell, the greater its
cffect on the world, the more difficult it is to cast prop-
erly, and the more damaging the consequences of failure.

QUALITIES (GAMESPEAK): Special things that your character
knows how to do, is really good at or is born with, like
having Army training, being quick on the draw, or even
being the Slayer.

RESISTED ACTION (GAMESPEAK): When a character tries to
do something that is directly oppased by ancther charac-
ter or bad guy, like arm wrestling, or you punching and
her dodging.

SCOOBY (SEE ALSO SLAYERETTE): One of the Slayer’s gang
of intrepid supporters.

Tara: Come on you ha ve furl, ad'mf it. Living
tr’re Scooby life.

—4.17 Superstar

SCORE (GAMESPEAK): A sct value used in place of a die roll
and modifiers. Comes in three flavors: Muscle, Combat
&nd Brains.

SCﬁY To discount someone’s belief in a supernatural
‘cmt

‘%ﬂj@ 1 cannot believe that you, of all people,

' Mnrz trying to Scully me. There is somethi 1:27

wupernatural at work here. Get your books!

ﬁ& stuff up!

SEASON (GAMESPEAK): A collection of Episodes that devel-
op a theme or over-arching Plot, and usually culminate
in an ultimate showdown against a Big Bad.

—1.6: The Pack
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SERIES (GAMESPEAK): A campaign composed of one or
more Seasons.

SETUP (GAMESPEAK): The establishment of the situation,
challenge or story of an Episode.

SHINDIG: A gathering, but with less-mellow song stylings
and malt beverage instead of brie (for further discussion
see 3.2 Dead Man’s Party).

SkiLLs (GAMESPEAK): Stuff your character has learned how
to do. The more points she has in a skill, the better she
is at doing it.

SLAYER: Once in a generation, a girl is born with special
pawers, destined to fight the vampires, demons or any
icky thing that gets in the way.

SLAYERETTE (SEE ALSO SCOOBY): The Slayer’s close friends
and allies. The guys and gals who hit the books, lend a
hand and occasionally get the Slayer in a lot of trouble.

SMOOCHIES (AK.A. MAKING WITH THE SMOOCHIES): Getting
serious, beyond mere kissing.

SuerLOTS (GAMESPEAK): These are lesser plotlines, major

~ enough 1o last for several Episodes, but usually not coy-

22!

I-. ;,rl'

& did it
: more Success Levels she achieves.

ering an entire Season.

SPANK YOUR INNER MOPPET: Stop acting like a spoiled
l'ﬂfa'k

" Cmfe“ fia: Whatever is causing the Joan Collins

“Sutle, deal with it. Embrace the pain, spank
_qvé?mner moppet, whatever, but get over it.

y — 2.1 ‘When She ‘Was Bad
SPARKAGE: A mutual attraction between two people

Success LEVEL (GAMESPEAK): Sometimes, when your char-
acter does something, you need to know how well she
The better your character does something, the

iputer aids to study and practice the oceult.

: TUM!NG POINT (GAMESPEAK): Dramatic moments lhal

‘advance the story, or complications, that make lhmgs
more interesting (and dangerous) for the characters.

VAMPIRE (ALSO UNDEAD AMERICAN): A demon, inhabiting a
dead human body, using its memories and skills. They
like to suck blood. 1f you don’t know what a vampire is;
you should probably be playing a different game.

HNOPAGAN: A persan who uses the internet and other =

——

WACKY: Acting crazy, usually applied to relationships.
What love makes you do.

WATCHER: A member of the Watcher’s Council, sent to
guide and train the Slayer.

WATCHER’S COUNCIL: A group, based out of England, that
trains Watchers. Sometimes they think they own the
Slayer. Some think they are just busybodies.

WHITE HAT (GAMESPEAK): A Character Type with no kewl
powers or special training—your regular schmoe.

Wickep: A substitute for “very” or “extremely” among
those whao are, or want to be like, Faith.

-

Wic (ALSO WIGGINS, WIGGED, WIGGING): To freak, be strange,
or be scared.

Buffy: I Know. I should Keep my Slayer cool,
ut . .. it’s Angel, which automatically equals
maxi- w:}

—2.13 Surprise
WitcH (ALso WARLOCK): A person, sometimes Wicca,
with an extraordinary gift for magic. -
WiTcH-FU: Using witcheraft, particularly in combat. g

Zeppo: The least-needed member of a group. The Marx
brother who is most often forgatten.

Cordelia: “Integral” part of the group? Xander,
you're the, the “useless” part af the group.
Youw're the Zeppo. 8

7'.-'_,,-—3.13 The Zeppo
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Ability Score 104
Abrams, Parker 20
Acrobatics 53
Action 108
Multiple 114
Acute Sense 34
Adam 19-21, 25, 190-19]
Addiction 34-35
Adversary 12, 35, 201-203
Age 36
Aiming 109
Angel 15-20, 93, 97
Angelus 15, 16, 17, 188-189
Anginted One 15, 16
Anyanka 18
April 47
Archetype 1I, 25, 26, 59-83
Armor 121
Art 53
Artist 36
Assault Rifle 118
Attractiveness 36
Attribute 30-32
‘Abtribute Point 30
 'Bonuses 32
Buying 30
Improvement 132
Meaning of Numbers 30-3

UsmFIDZ
Automatic Fire 116
Axe 118 t
B 3
Bad Luck 39

ot Baseha]l Bat 119
b Bash Damage 117
H Basic Mechanic 99

Baton 118

ig Ass Sword 118

B:g Pistal 119
Bmding 15

Bizarro Sunnydale 18
Bow 119

Bow Shot 109

Brains Score 104, 203
Break Neck 109

Bad 9, 11, 16, 17, 22, 186-191

Breaking Objects 123
Bronze, The 15]
Buffybaot 47
Buffyspeak 1l, 226-232
Adding -Age 23|
Britishisms 229
Compound Words 230
Lying 230-23]
Hyperbole 229
Mr., Mrs., and Miss 228
Pop Culture 227
Slang 232
Speaking of Me 232
Staccato 230
Superheroes 228
The Y 231
Word Play 232
Buffyverse 9, 10, 12, 25, 26
Bullet Damage 118

C
Calendar, Jenny 15, 17, 158
Cast Member 9, 11, 24-59
Catch Weapon 109
Cental America 22
Character Elements 27
Character Point 27
Character Sheet 28
Character Type 27, 29, 30
Chase, Cordelia 14, 17-20, 94, 97
Chake 109
Chosen One 13, 17, 26, 27
Clown 37
Combat 107-125
Attacking from Behind 113
Full Defense 113
Full Offense 113
Prone 1I3
Ranged 115 &
Sample 124-125 :
Combat Maneuver 28, Sﬂ’! Jeg -113
Combat Score 104, 203

Computers 53 '"’:_.-f".-}
Constitution 32, 102+,
Contacts 37 . I‘I{i
Conventions 12~ :; %
Cosmalogy 13 =AllIE 55

Covetous 37
Cowardice 41
Crestwood College 151
Crime 53-54

Crossbow 119

Crossbow Shot 109

Cruelty 41

Damage 116-118
Types 117

D

Darla 15, 172
Decapitation 109
Delusions 42

Demaon 11, 13, 17, 21, 25, 30, I73-l79l

Abilities 174-175
Basics 173
Contagion 175
Henchman 177
Hynosis 175
Musions 175
Natural Armer 175
Natural Weapons 175
Poison 175
Possession 176
Pure 174
Slaying 176
Telepath 178-179
Telepathy 176
Wish 176

Dependant 38

Depression 38

Dexterity 32, 102

Dice 10, 12

Dircctor 9-11, 192-209
Cast Options /98
Episode 204
Plot 200
Season 198-199
Setting 193-195
Subplot 201
Suppaorting Cast 201-203

Disarm 110

Disease 122

Dactor 54

Dodge 110

Dracula 172-173

Drama Point 10, 1l, 58, 126-131

Back From the Dead 128

Earning 129, 133

Heroic Feat 127

| Think I'm Okay 127

Plot Twist 128

Righteous Fury 128

Spending 129

Using 127
Drawback 27, 28




Changing 33, 133
New 34
Driving 54
Drusilla 16, 17, 22, 187-188

E
Emerson, Anya 18, 19, 21, 23, 89, 96
Emotional Dependancy 38
Emotional Problems 38
England 22
Episode 10, 204-209
Climax 207
Free Will 204
Setup 205
Special 207-209
Subplot 206-207
Teaser 205
Turning Paoint 205
Epps, Daryl 184
Experience Paint 33, 13]-133
Attribute 132
Awards 131
Drama Point 133
Drawback 133
Language Skill 133
© Quality 133
Skill 132
U:iﬂg 132
Eatptmnccd Hero 29

Pl
7 Faith 17, 18, 25,26, 27
' Falls 122
Fast Reaction Time 38
. Fear 106
I : "3‘ Fear of Commitment 38
© Fear of Rejection 38

Game Session 9

Gem of Amarra 20
Gender 12

Getting Medieval 54-55

Ghost 182-183
Abilities 182-183
Basics 182
Hypnosis 182
Poltergeist 183
Possession 183
Giles, Rupert 14, 17-19, 21-23, 87, 97
Glorificus ... see Glory
Glary 21, 22, 23, 191
Glossary 242-245
Good Luck 39
Graham 20
Grapple 110
Groin Shot 111
Guest Star 9, 12, 201-203
Gun Capacity 116
Gun Control 116
Gun Fu 55
Gunshot 111

H
Hard to Kill 39

Harris, Alexander "Xander” 14, 15, 17-23,
86, 96

Head Butt 111
Healing 122
Magic 141
Hellmouth 13, 15, 16, 17, 154, 194
Hero 26, 29, 30
Honorable 40
Hostile Sub-Terrestrial 19, 40
HST .... see Hostile Sub-Terrestrial
Humorless 40
Hunting Rifle 119
Hypnosis 165, 175, 182

d 7 5
I |

Impaired Sense 34
Influence 55 poer
Initiative (game mechanic) 108

Initiative (crgamzahoﬂ)ﬂ 21, 26, 153,
197

Initiative Commando 2% {'%40. 159
Injury 121122
Dying Words 12
Slow Death 121
Intelligence 32, 102
Intentions 108

.

I

Jock 4]
Judge, The 16, 177-178
Jump Kick 111

K

Kendall, Harmony 20, 22, 156- Ia?
Kendra 17, 26

Key 21, 22, 23

Kick 111

Knife 119 "
Knights of Byzantium 22, 23
Knockout 111

Knowledge 55

Kung Fu 56

L

Languages 56
Improving 133

Levinson, Jonathan 155

Life Point 28, 32

Los Angeles 19

Love 4]

Luke 17

I
Maclay, Tara 21, 92, 97
Madison, Amy 14, 18, 155-156
Madison, Catherine 14
Magic 11, 21, 134-147
Aftermath 136
Candles 139
Dispelling 14]
Effect 14]
Healing 14
In Combat 140
Items 139
Magic Circles 139
Occult Symbols 139
Power Level 137
Preparations 139
Purpaose 137
Quick Casting 143
Research 135-136
Ritual 136
Sorcery 49, 142-143
Spell 144-147
Spellcasting 137-14]



Telekinesis 143
Warlock 142-143
Witch 142-143
Magic Box 152
Master, The 15, 18, 186-187
McNamara, Colonel 21
Measurements 12
Medical Attention 122
Meers, Warren 2|
Melee Weapon 11l
Mental Problems 41
Military Rank 42
Minority 42
Misfit 42
Moloch 47
Manster 160-19]
Big Bad 186-191
Concept 161
Creating 161
Demon 173-179
Primal 179-182
Recycling 162
Restless Dead 182-185
Rabot 185-186
Shape-shifter 179-182
. Mampire 163-173
Mavement 103
Hf;ﬁ:-ll 56
u WM ru:k 17

H’uﬂ;% Acllans 114

=

cnts 15
Hun Shols
Muscie Score 104, 203

l_'l
_ Natural Toughness 43
. Nerd 43
' II Nerves of Steel 43
* Newman, Grace 184
Notice 56

ation 43-44
: ssian 44
. Occull Library 44
- Occultism 57
4 Order of Dagon 2!
Original Cast 25, 26, 29, 59, 84-97
Osbourne, Daniel "Oz" 17-21, 91, 97

P
Paranoid 44-45
Parry 112
Perception 32, 102
Photographic Memary 45
Physical Disability 45
Pigsticker 119
Pistal 119
Pistal Crossbow 119
Plot 200
Poison 122
Possession 176, 183
Primal 179-182
Abilities 180
Basics 179-180
Dual Shape 180
Natural Attacks 180
Werewolf 180-18]
Project 314 19, 20, 2!
Psychic Visions 45, 165
Punch 112

Quality 27, 28, 33-5]
Changing 33, 133
New 34
Package 33

Quarterstaff 119

Quick Sheet 105

R

Ranged Combat 115-116
Rayne, Ethan 17
Reckless 45-46
Recurring Nightmares 46
Research 103
Magic 135, 138
Resistance 46 b
Resisted Action 100 = |
Resources 46-47 '
Resuscitation 12
Robot 21, 22, 47, 185’1Q6
Attributes 185 i éi_- ;r}
Basics 185 i
Killing 186 .
Roll Modifiers 101
Rosenberg, Will
96

Rules 98-133
Basic Mechanic 99

5, 30, 85,

Science 57
Scooby 9, 1, 14, 15, 16, 17, 21, 22
Season [0, 198-203

Finale 208

Premiere 208-209
Secret 48
Series 10, 24, 25, 192-209

Premiere 207-208
Shape-shifter ... see Primal
Shape Shifting 165

Shotgun 119

Showoff 48 ™
SHS ....... see Sunnydale High School
Situational Awareness 48
Sisterhood of Jhe 178
Skill 27, 28, 52-57

Buying 52

Improving 132

Meaning of Numbers 52

Using 102
Slam-Tackle 112
Slash/stab Damage 117
Slayer 11, 13, 14-23, 33, 48-49
Slayerette 14, 19, 21, 24, 25, 29
Snyder, Principal 14, 19, 26, 157
Sorcery 49
Spear 119
Spell 144147

Bloodstone Vengeance 147

Bolt of ﬁpdllo 145

Creating 144-145

Duration 145

Effect Strength 144-145

Lightning Bolt 147

People Affected 144

Power Level 137, 144

Ratification 147

Requirements 146

Revoke Invitation 146

Spell of Blindness 147

Thespia’s Deman Detection 146
Spike 16, 17, 20, 21, 22, 88, 96
Spin Kick 112
Sports 57
Stake 112, 120
Stanley, James 184
Strength 31, 102
Subplot 201
Submachine Gun 120
Success Level 28, 99-100




Suffacation 122

Summers, Buffy 14-23, 84, 96
Summers, Dawn 21, 22, 23, 95, 97
Summers, Hank 14

Summers, Jayce 14, 22, 23, 158-159

Sunnydale 11, 13, 14-23, 24, 25, 26,
148-159, 193-194

Cemeteries 153

Conspiracy of Silence 149

Faculty 157-158

Going Underground 153

Places to Go 150-153

Police 159

Setting Choices 193-194

Students 154-157

Typical Student 154-155
Sunnydale General Hospital 22, 152
Sunnydale High Schaool 14, 15, 19, 20, 150
Survival Test 121
Sweep Kick 112
Swaord 120

T

Takedown 112
Talentless 49
Taser Rifle 120
Technopagan 15
Ted 47, 186

- Teenager 50

Telppdhy 176

Throuﬁh the &learl 112, 167-168
Throw Weaponil3

Toss 113

Tragic Love 4l

Tranquilizer Gun 120

Turn 108

Ay
= UC Sunnydale 19, 15
i UCSD ...
" Unisystem 10, 11, 27, 99

see UC Sunnydale

. Conversions 233-234

.Van'lplrc 50, 163-173
| Abilities 164-165
Asphyxiation 166-167
Basics 163-164
Beheading 168
Bite 166

Brand-new Vamp 169
Cross 168
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Disease 167
Drugs 167

Fast Healing 166
Fighting Skill 166
Fire 168-169
Game Face 166
Guns 167
Holy Water 168
Hypnosis 165
Invitation 168
Lieutenant 171
Minion 170
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Shape Shifting 165
Siring 166
Slaying 165-169
Special Abilities 165
Sunlight 169
Through the Heart 167-168
Visions 165
Veteran 170
Veruca 20, 18]
Visians 43, 165
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Walsh, Dr. Maggie 19-2I
Warlock ... see Witch

Walcher 13, 18, 50, 197

Watchers Council 18, 22, 37

Weapons 118-120

Werewaolf 17, 20, 51, 180-181

White Hat 29, 30

Wicca 21

Wild Card 57

Wilkins, Mayor Richard 17, 18, 189 199

Willpower 32, 102 ' b

Willy’s Place 152

Wish 176

Witch 142-143 q} L
Improved Speilcastmg 343
Quick Casting 143
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Telekinesis 143 i

Wrestling Hold 113 . ©
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Zealot 51
Zombie 183
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Addiction Point Value Table 34

Additional Actions Table 114

Additional Actions Penalty Table 114

Armor Table 241 =

Attribute Improvement Cost Table 132

Base Damage Table 240

Base Modifiers Table 101, 24

Brain Score Table 203

Character Creation Basics 235

Character Sheet 28

Character Type Chart 235

Combat Mancuvers Reference Table 238~
239 2

Combat Roll Madifiers 241

Combat Score Table 203

Essence Point Assignment Table 234

Experienced Hero 29
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Life Point .33, 235

Muscle Scorc ']'aBIe 203

Panic Table 106
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Quick Sheet 105
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he graveyard is cold and still. Bright moonlight deep-

ens the shadows. The silence is disturbed by a throaty

moan. Breaking through the soft, recently packed
carth, a claw extends, sharp and grasping. A sickly sweet
stench rises with the corpse. Desperate hunger is etched on
it cadaverous face—a hunger for your blood!

No we don’t. It’s time to slay.
Get ready for action and adventure—Buffy-style.

Now you can join the Slayer's world!
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EDN6000 Buffy - The Vampire Slayer RPG Errata

page 3: Say it isn't so, not a typo in the Table of Contents. Yes, Virginia, it's true. How
embarrassing! What's most surprising is that four pairs of eyes looked at "Archeytpes" and saw
"Archetypes." Sigh.

page 34: The Acute/Impaired Senses Quality/Drawback should have specified that it has four
(not five) versions: Eyesight, Hearing, Touch, and Smell/Taste. The Werewolf Quality on page
51 includes the last of these as a Quality -- Acute Senses (Smell/Taste).

page 56: The quote under the Mr. Fix-it skill should have been attributed to 5.15 | Was Made
to Love You. Also, the text should include the word "plumber," not "plummer.”

page 60: In the last paragraph of the New Slayer's background, "That makes me a feel a bit
better" should be "That makes me feel a bit better."

page 67: The quote for the Martial Artist should refer to "your left cheek."

page 68: The Psychic should not have the Drawback "Charisma -1." That Drawback does
not exist in the BfVS RPG. It should read "Bad Luck 1 (1)."

page 80: The Former Vampire Groupie's "Criminal Acts" skill should read simply "Crime." Her
Bow Shot Bonus should read 9, and the Through the Heart Bow Shot 6. Unlike Getting
Medieval, her Wild Card (Archery) skill does not suffer the -2 for Bow Shot.

page 82: The Amateur Hunter's Misfit Drawback should be worth 2 points, not 1. Add in
another level of Good Luck or Hard to Kill if you like. Or use the extra point to take a new
Quality or increase a skill.

page 84: Buffy should have the Psychic Visions Quality.

page 88: Spike should have Languages 3 at least. He knows English, Fyarl, and either
Cantonese or Mandarin (he did spend a good portion of time in China). No doubt he
learned a few others during his more evil years, but we'll leave that to you to decide.

page 946: At the end of Spike's seasonal adjustment paragraph, the last few words should
read "and by three each for Season Two."

page 97: In Cordelia's adjustment, her name is spelled "Coredia". That's just a pet name used
by her father. . .yah, that'sit...and ...

page 104: In Par Example, the Cast Member should have to tie or beat a value of 14, not 16.
page 109: Slight adjustment in the last four sentences of the Break Neck maneuver:

"If the total damage reduces the defender to -10 Life Points, she must pass a Survival Test (see
p. 121) with an added penalty equal to the Success Levels of the Break Neck attack (in
addition to any normal Survival Test modifiers; this is due to the very sensitive nature of the
neck area for us normal human types). If she fails, you get that telltale crunching sound with
fatal results. If the defender is a vampire and the successful attack reduces it to -10 Life
Points, she has to pass a Survival Test (but no special modifiers are applied; undead aren’t so
sensitive—in any sense of the word). On a failure, her head is twisted off and he is dusted—
gruesome but pretty impressive."

page 109: Decapitation is missing a Survival Test requirement. It should read:

"Decapitation: Your basic samurai kiling slash—it needs a sword, axe, or similar large scale
cutting implement. Decapitation uses a Dexterity and Getting Medieval - 5 roll, or the
Combat Score - 5, but damage is multiplied by five (after Success Level bonuses are added
and armor effects subtracted; damage type is not applied; weapon damage is listed on p.
240). If the damage is enough to reduce the victim to -10 Life Points or less, a Survival Test is
in order. If that fails, the head comes off, and the rating of the show goes up to TV-M. Flashy
way to dust vampires (see p. 168)."

page 113: The Wrestling Hold description is missing a roll. After the attacker succeeds with a
Grapple roll, she must make a Strenght and Kung Fu -2 (or Muscle Score -2) roll. That roll
provides the Success Levels for the -1 per Success Level hinderance on the defender. The
Combat Maneuvers table on page 239 has it right.

page 113: Under Knockdowns, the text states that a character cannot attack for the
remainder of the Turn she is knocked down. After the first Turn, the prone penalty would
apply until the character got up (which would take an action normally, no action on a
Dexterity and Acrobatics roll). The prone penalty on attack and defense actions is incorrect.
It should be -4, not -2.

page 115: Multiple shots with a gun degrade by -1 per shot, not one Success Level per shot.



page 116: Burst fire should have specified that it can be used more than once per Turn just
like multiple shots with a semi-automatic gun. Each subsequent burst loses one Success
Level.

page 120: The damage for the Submachine Gun should be 12, not 9.

page 123: The text under Breaking Things should clarify that damage types (Slash/stab, Bullet,
etc.) modifiers are inapplicable to inanimate objects.

page 124-125: The sample combat contains a couple of errors. Rather than tying to explain
where they are, we have included a complete copy of the example with revisions.

page 156: Add Attractiveness +3 to Amy Madison's Special Abilities.

page 156: Add Attractiveness +2 to Harmony Kendall's Special Abilities.

page 158: Add Attractiveness +3 to Jenny Calendar's Special Abilities.

page 168: The vamp is entitled to a Survival Test just like anyone else before decapitation
and dusting (see errata above concerning page 109).

Page 169: Brand-new vamp’s Bite Score should be 14, and the damage 18.

Page 170: Vampire minion’s Bite damage should be 19.

page 172: Add Attractiveness +3 to Darla's Special Abilities. Add Attractiveness +4 to
Dracula's Special Abilities.

page 177: Add Attractiveness -5 to the Judge's Special Abilities.

page 178: Add Attractiveness -4 to the Sister of Jhe's Special Abilities. Add Attractiveness -6
to the Telepath Demon's Special Abilities.

page 180: The jump cite for the demon ability is wrong under the Natural Attacks heading. It
should be p. 175, not p. 165.

page 181: Add Attractiveness -8 (as monster) to Ms. Natalie French's Special Abilities.

page 184: Add Attractiveness -6 (as monster) to James/Grace's Special Abilities. Add
Attractiveness -4 to Daryl Epps' Special Abilities.

page 187: Add Attractiveness -3 to the Master's Special Abilities. Add Attractiveness +3 to
Drusilla's Special Abilities.

page 189: Add Attractiveness +2 (as Mayor)/-8 (as monster) to the Mayor's Special Abilities.
Also, his Life Points in True Demon form are understated. They should be 400.

page 190: Add Attractiveness -6 to Adam's Special Abilities. Also, his Dodge should be 24,
same as his Combat Score. He often chose not to dodge, but that doesn't undermine his
abilities.

page 191: Add Attractiveness +4 to Glory's Special Abilities.

page 228: The quote from 4.20 The Yoko Factor under the Mr., Mrs., and Miss heading should
have been attributed to Riley, not Buffy.

page 240: The damage for the Pistol Crossbow should be 10, not 1. The damage for the
Submachine Gun should be 12, not 9.

page 240: The ranges for pistols and rifles are provided on page 115. Information on which
weapons use which ranges classes was omitted on the Base Damage Table notes section. It
is as follows:

Pistol ranges: Big Ass Pistol, Big Pistol, Bow, Crossbow, Pistol, Pistol Crossbow, Popgun, Shotgun,
Submachine Gun, Taser Rifle

Rifle ranges: Assault Rifle, Hunting Rifle

EDNé6010 Buffy - The Vampire Slayer Revised RPG Errata

Page 110: “It could be witches / Some evil witches! / Which is ridiculous / 'Cause witches,
they were persecuted / Wicca good and love the earth / And women power / And I'll be
over here.” Tara, the white Wicca, was the sweetest and goodest of the Scoobies. She
should definitely not be following Angel’s lead and have a Wild Card skill in Torture. That
should read Horseback Riding.

Page 135: The end of the multiple actions Example Me, Baby is incorrect. The vamps have
an attack total of 20 as each gains +2 to his attacks due to the multiple opponents rule
immediately following the example.

Page 135: The multiple opponents rules applies fully only when the combatants are using
melee attacks. In ranged combat, multiple opponents get a flat +1 bonus (no more) each if



more than two attackers engage the character. Ranged combatants don’t aid each other
in the same way melee attackers do.

EDN6002 Buffy The Vampire Slayer RPG - Slayer's Handbook Errata

page 2: Despite their fine work on the character speak section in the appendix, James and
Marianne Wilber were omitted from the Additional Writers byline. Floggings will commence
shortly.

page 48: The Slayer-In-Training Archetype is missing a point in Attributes. Increase her
Perception from 2 to 3.

page 116: The Grim Slayer's Attributes are too high (she spent 27 Attribute Points). Her
Willpower should be 4. That brings her within the Experienced Hero limit of 25.

page 118: The Road Warrior is trying to keep up with the Grim Slayer and also overspent on
Attributes. His Willpower should be 3.

page 122: We discuss how Dale's Attributes get augmented by his "He-Slayer" abilities, but we
don't specify what the He-Slayer bonuses do for another character, such as a Cast Member.
The easiest solution is just to add the Slayer Quality to whoever is chosen to be the He-Slayer.
Alternatively, a Director could follow our lead with Dale and enchance the He-Slayer's
physical Attributes but not his mental ones.

page 135: The citation "3.22 The Graduation - Part Two" should read "3.22 Graduation Day -
Part Two."

page 153: The table entry for the Fire Rod should cite page 100, not page 99.

EDN6003 Buffy The Vampire Slayer RPG - Monster Smackdown Errata

page 31: It seems we mess up our substitute names with our memorials when it comes to the
undead. The Master was an "epithet" not an "epitaph.

page 62: Two jump cites are missing. The first is "the Hellmouth Spawn (see p. 104)". The
second is "Chapter Six: Monster Spawning (see p. 139)." Must be something about the
"spawn" word.

page 77: The first sentence of the last paragraph should read "Ethan is not a Sorcerer in the
black-eyes-magic-sense, but he is a talented magician". That pesky "not" is missing.

page 90: Again, Dracula is an "epithet" not an "epitaph.”

page 139: The Zombie Quality is missing some material. Zombies regenerate at a rate of
Constitution points per minute, and can reattach severed parts (other than the head). Bullet
and Slash/stab damage modifiers are not applicable (all damage is treated as Bash type).
Zombies also don't age.

A Zombie's regeneration is not perfect. Life Points are replaced but the process is not
completely aethetic. Over time, the body parts start to wear out. Superglue, masking tap,
and Zip-it are needed to keep the zombie from looking completely trashed. Even so, after a
certain number of pitched battles, injury and dismemberment, there's no way the zombie
can pass himself off as "normal.”

EDNé6005 Buffy The Vampire Slayer RPG - The Magic Box Errata

p. 17: In the second paragraph of Orders as Allies "is that is isn't obvious" should read "is that it
isn't obvious".

p. 21: Dark Willow should have Magic (Power Boost |) 20, Magic (Power Boost Il) 24, and
Magic (Power Boost lll) 37 added to her Combat Maneuvers.

p. 24: On Rack's Quick Sheet, the missing page reference should be 53. It's correctly stated in
the accompanying text.

p. 44: Addicted Wilow should have Magic (Power Boost) 20 added to her Combat
Maneuvers.

p. 44: Willow should have the Telepathy Quality.

p. 45: Tara's Honorable (Serious) feature should be listed as a Drawback, not a Quality.

p. 46: Giles' Magic (Power Boost) Combat Manuever should be 26, not 18.

p. 47: Amy should have Magic (Power Boost) 19 added to her Combat Maneuvers.



p. 73: The Summon Draconian Katra spell should have "may be Quick Cast (+1)" in its Aspect
Analysis. Its Power Level should be 5.

p. 76: The source for False Resurrection should be 5.17 Forever.

p. 77: In Season Seven, we see Willow use an energy barrier spell without Tara. Thus, another
version of this spell exists that does not require dual casters. The Power Level of this version is 8.
p. 85: The source for the glove of Mynhegon should be 3.7 Revelations.

p. 120: The second paragraph under Tao-Chi should read "Ignore Essence costs listed;
instead, use the multiple castings rule from the BtVS Corebook (see p. 140) but lower the
resting period to two minutes. For Inner Strength and Speed of the Tiger, each Success Level
gives the user +1 to the appropriate Attribute."



Buffy the Vampire Slayer Corebook
Revised Sample Combat

Sometimes mistakes happen ... no matter how long we work on a book.
These mistakes will be fixed in future printings.

The combat example on page 124-125 contains a number of errors. The text should read
as follows:

Sample Combat

Buffy and Xander s Big Night

Buffy (see p. 84), currently being played by Maria, and Xander (see p. 86), played by Peter, are jumped
by three tough vampires (Combat Score 17). The vamp attack is unexpected Xander and Buffy were
having a Big Meaningful Chat. The example uses Drama Points (see p. 126), so you might want to skip
ahead to that section to brush up.

Turn 1

Xander/Peter: And thats why I don t like those Potter books. Maybe if I was ten years younger, and
less of a battle-scarred veteran of the supernatural wars . . .

Director: Three shapes emerge from the alley and charge you, moving inhumanly fast. Their fangs
gleam in the moonlight. Intentions?

Buffy/Maria: Crap. I stake the first one I see.

Director: Did you have a stake in your hand?

Buffy/Maria: Well . . . er. . . no. Okay, I draw Mr. Pointy from my belt while I kick a vamp in
the teeth.

Director: Xander?

Xander/Peter: This is going to hurt. I go full defensive, trying to keep at least one vamp occupied.
Director: Sounds good. The vamps go first. They attacked you by surprise. Two of them are going
after Buffy. Roll and add your Parry or Dodge.

Buffy/Maria: I Dodge. (Rolls die.) Uh, a 2. Well, that s still a 20.

(The Director does some quick figuring. The vamps have a Combat Score of 17. Its two on one, so
they each get +2, for a total of 19. Buffy s second defensive move suffers a -2 multi-action penalty.
Thus, her defense against the second attack is an 18, not good enough.)

Director: You dodge one of them, but the second one gets a punch in. You take 15 points of
damage it could have been a lot worse.

Buffy/Maria: I dont like worse. Ouch. (Writes down the damage.) My turn? (Director nods, and
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ebook Errata

Maria rolls again.) Kick plus eight on the roll 25 total.

Director: You got him good. Damage?

Buffy/Maria: 25 is seven Success Levels, so . . . 25 points.

Director: One of the vamps goes flying and lands on its undead butt. Meanwhile, over in Xander s
corner. . .

Xander/Peter: Yep. Rolling my Dodge, +3 for full defense. (Rolls.) A total of 13. Ugh. Not

very. . . ah. . . robust.

Director: Yup, that s not good enough. The vamp lands a good one, right in the kisser. You too take
15 points of damage.

Xander/Peter: No I dont. Spending a Drama Point for I Think I m Okay.

Director: Ah, you just manage to roll with that punch. You only take eight points of damage, and you
get to keep all your teeth. Oh, and you managed to draw one of the vamps off of Buffy. Good job!
Next turn.

Turn 2

Director: Okay. Buffy and Xander have a vampire each. And the one Buffy kicked is getting up. He
will get back to the fight near the end of the Turn. Intentions?

Buffy/Maria: It s Mr. Pointy time. Stake the one in front of me, then reverse the stake and stab vamp
#2 as he comes charging in.

Director: Okay the second attack is going to be -2 for multi-action, and -3 for the awkward position.
Spending a Drama Point?

Buffy/Maria: Yep. +10 to the attack roll, right?

Director: Correct. Xander?

Xander/Peter: I m going to try and kick this sucker in the groin. Instead of Drama Points, I m going to
burn some of my Good Luck.

Director: Okay. Buffy goes first.

Buffy/Maria: (Rolls.) Total 20 on Stake Through the Heart, 30 with the Drama Point.

Director: And 25 after modifiers on the other vamp. Don t bother figuring out the damage; it s plenty.
Perfect one-two combo. Straight thrust into the vamp s heart, and the other one walks right into the
back swing. You get a bit of dust on your new blouse, though. Oh, and when you dusted the first
vamp, Xander s sparring partner got distracted, so Xander goes first.

Xander/Peter: Cool. Kicking away. (Rolls.) Nine on the roll, total of 16, and I Il put in +5 for the
Good Luck, for a total of 21. Reduced to 18 because of the groin penalty.

Director: The vampire hesitated when Buffy started her double dust-up, and now you landed a work
boot right where it hurts. Damage?

Xander/Peter: That Il be 13 points. Five Success Levels.

Director: Vamp goes down, clutching at himself. Needless to say, he doesn t attack. Next turn.

Turn 3

Director: Two vamps done, the last one is still recovering from the shot to the groin. Intentions?
Xander/Peter: I take a step back, bow to Buffy, and say No, no, afteryou. . .

Buffy/Maria: Stake in the back, going for his heart. The vampire s, not Xander s.

Director: Go for it. Don t bother rolling. The vamp s back is to you, and Xander s got him well
tenderized. He s not having a good day. Poof. Dust to dust.
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Buffy/Maria: Sounds good. I turn to Xander and say But you saw the Harry Potter movie three times.
Xander/Peter: I pat my bruised face, spend a Drama Point to reduce it to four points of damage, and
reply: Blame Anya for that. She keeps calling me that M word and everything . . .

Director: Meanwhile, back at the library . . .
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