
 



 



 



 



BBaassee MMooddiiffiieerrss TTaabbllee
EEaassyy:: +5 

MMooddeerraattee:: +3 to +4

AAvveerraaggee:: +1 to +2

CChhaalllleennggiinngg:: No modifier

DDiiffffiiccuulltt:: -1 to -2 

VVeerryy DDiiffffiiccuulltt:: -3 to -5

HHeerrooiicc:: -6 to -9

SShhaaaahh,, rriigghhtt:: -10 or worse

CCoommbbaatt MMaanneeuuvveerrss RReeffeerreennccee TTaabbllee
NNaammee RRoollll  BBaassiiccss DDaammaaggee NNootteess

AAiimmiinngg Perception + Gun Fu, None Adds Success Levels to 
or Perception + Getting Medieval, shooting roll, p. 109

or Brains Score

BBiittee Dexterity + Kung Fu + 2 roll, 3 x Strength Must Grapple first;
or Combat Score +2 only for vamps; p. 166

BBooww SShhoott Dexterity + Getting Medieval - 2, (4 x Strength) Slash/stab Ranged attack modifiers
or Combat Score - 2 (to maximum of 20) apply (see p. 115), p. 109

BBrreeaakk NNeecckk Strength + Kung Fu, (4 x Strength) Bash If human defender at -10 Life 
or Muscle Score Points, Survival Test or neck 

broken (dead), p. 109

CCaattcchh WWeeaappoonn Dexterity + Kung Fu - 5, None Ranged defense action;
or Combat Score - 5 p. 109

CChhookkee Strength + Kung Fu, (Strength - 1) Bash Asphyxiation; 
or Muscle Score p. 109

CCrroossssbbooww SShhoott Dexterity + Getting Medieval, 16 Slash/stab Ranged attack modifiers
or Combat Score apply (p. 115), p. 109

DDeeccaappiittaattiioonn Dexterity + Getting Medieval - 5, Varies by weapon Total damage multiplied by five,
or Combat Score - 5 p. 109

DDiissaarrmm Dexterity + Getting Medieval - 2, None Resisted by Parry;
or Dexterity + Kung Fu - 3, p. 110

or Combat Score - 2

DDooddggee Dexterity + Acrobatics, None Avoid getting hit, duh!;
or Dexterity + Getting Medieval, p. 110

or Dexterity + Kung Fu, or Combat Score

FFeeiinntt Intelligence + Kung Fu, None Adds Success Levels 
or Intelligence + Getting Medieval, to next action;

or Brains Score p. 110

GGrraappppllee Dexterity + Kung Fu + 2, None Impairment varies;
or Combat Score + 2 p. 110

GGrrooiinn SShhoott Combat Maneuver - 3 Varies by attack Tough on boys;
p. 111

GGuunnsshhoott Dexterity + Gun Fu, Varies by weapon Ranged attack modifiers apply
or Combat Score (p. 115), p. 111

HHeeaadd BBuutttt Dexterity + Kung Fu - 2, (2 x Strength) Bash; If target grappled, she cannot 
or Combat Score - 2 defend; if attack misses, 

attacker takes damage, p. 111

NNaammee RRoollll  BBaassiiccss DDaammaaggee NNootteess

JJuummpp KKiicckk Dexterity + Kung Fu - 3, 3 x (Strength + 1) Bash; Acrobatics + Dexterity roll first;
or Combat Score - 3 add Success Levels to damage,

p. 111

KKiicckk Dexterity + Kung Fu - 1, 2 x (Strength + 1) Bash  Done with style and grace, 
or Combat Score - 1 of course, p. 111

KKnnoocckkoouutt Dexterity + Kung Fu - 2, Half damage of attack Lights out;
or Dexterity + Getting Medieval - 2, p. 111

or Combat Score - 2 

MMeelleeee WWeeaappoonn Dexterity + Getting Medieval, Varies by weapon Good ol’ fashioned hack, 
or Combat Score slash, crush and maim, p. 111

PPaarrrryy Dexterity + Kung Fu, None Defense action, 
or Dexterity + Getting Medieval, -2 against ranged attacks;

or Combat Score p. 112

PPuunncchh Dexterity + Kung Fu, 2 x Strength Bash Basic knuckle sandwich;
or Combat Score; p. 112

SSllaamm--TTaacckkllee Strength + Sports, 2 x Strength Bash Football or other 
or Muscle Score roughhousing tackle;

p. 112

SSppiinn KKiicckk Dexterity + Kung Fu - 2 2 x (Strength + 2) Bash; Kick for the cool folks;
or Combat Score - 2 p. 112

SSttaakkee Dexterity + Getting Medieval, 2 x Strength Slash/stab p. 112
or Combat Score

SSwweeeepp KKiicckk Dexterity + Kung Fu - 1, Strength Bash Knocks target down (p. 113);
or Combat Score - 1 p. 112

TTaakkeeddoowwnn Strength + Kung Fu, Strength Bash Knocks target down (p. 113); 
or Muscle Score p. 112

TThhrroouugghh tthhee HHeeaarrtt Combat Maneuver - 3 Varies by weapon x4 damage vs humans; 
x5 or x1 damage vs vamps; p. 112

TThhrrooww WWeeaappoonn Dexterity + Getting Medieval - 1, Varies by weapon Range 2 yards 
or Combat Score - 1 plus 2 yards/Strength;

p. 113

TToossss Strength doubled - 4, Strength Bash Must Grapple first, 
or Muscle Score - 4 minimum Strength 4;

p. 113

WWrreessttlliinngg HHoolldd Strength + Kung Fu - 2, None; Must Grapple first, 
or Muscle Score - 2 defender is at -1 per 

Success Level; p. 113

SSppeellll  SSiiddee EEffffeecctt TTaabbllee
Roll a D10 and add the Spell’s Power Level. 

RRoollll  TToottaall RReessuulltt
4 or less Phew!  Lucked out, and the spell still works.

5-7 The spell is delayed.  It appears the spell failed, but it will work normally at a time of the Director’s choosing 
(ideally, a dramatically appropriate time). 

8-10 The spell works, but it’s less effective than expected.  The duration, damage or effect is halved (if not 
applicable, then the spell is delayed as above). 

11-13 The spell works, but the caster is damaged by its energies.  The magician takes five Life Points of damage 
per Power Level of the spell. 

14-15 The spell affects the wrong target (the Director decides who gets to be the lucky recipient). 

16+ Spell has a completely unexpected effect.  The magical energies run rampant, often causing physical damage 
to the area or summoning dangerous entities from beyond our reality.  This also happens if the spell is 
disrupted at a critical point.

AAddddiittiioonnaall AAccttiioonnss TTaabbllee
DDeexxtteerriittyy AAddddiittiioonnaall AAccttiioonnss

5-6 1

7-8 2

9-10 3

11-12 4

+2 +1 per

AAddddiittiioonnaall AAccttiioonnss
PPeennaallttyy TTaabbllee

AAccttiioonn PPeennaallttiieess
First none

Second -2

Third -4

Fourth -6

+1 -2 per

FFeeaarr TTeesstt MMooddiiffiieerrss CChhaarrtt
VVaammpp wwiitthh hhiiss ““ggaammee ffaaccee”” oonn:: -1

HHiiddeeoouuss ddeemmoonn ccrreeaattuurree:: Half the creature’s Attractiveness, rounded down (e.g., a critter with Attractiveness -7 would give a -3 to Fear Tests)  

SSppllaatttteerr ffaaccttoorr:: -1 for some blood; -2 for a murder victim’s body; -3 for R-rated gore; -4 for cult film carnage

SSuuddddeenn oorr uunneexxppeecctteedd eennccoouunntteerr:: Add -2 to any other applicable modifiers (e.g., the bloody corpse falls out of a locker, the horrific vampire
springs from the shadows, and so on).

FFaammiilliiaarriittyy FFaaccttoorr:: After seeing it often enough (third or fourth encounter), eliminate the penalty to the roll.

RRuulleess CChheeaatt SShheeeett
AAttttaacckkiinngg ffrroomm bbeehhiinndd -2 to defense roll against attack, p. 113

AAttttrriibbuuttee ((ddoouubblleedd)) RRoollll D10 + (2 x Attribute), p. 99

AAttttrriibbuuttee ((nnoott ddoouubblleedd)) RRoollll D10 + Attribute, p. 99

BBaasshh DDaammaaggee No modifiers, can knock out, p. 117

BBuulllleett DDaammaaggee After armor, double damage, bad vs. vamps, p. 118

FFeeaarr RRoollll D10 + Willpower (doubled), p. 106 

FFuullll DDeeffeennssee +3 to all defense rolls, no attack actions, p. 113

FFuullll OOffffeennssee +2 to all attack rolls, no defense actions, p. 113

GGeettttiinngg UUpp D10 + Dexterity + Acrobatics, p. 113

HHaacckkiinngg RRoollll D10 + Intelligence + Computers, p. 103

KKnnoocckkddoowwnn x3 victim’s Strength in one blow’s damage, p. 113

KKnnoocckkeedd ddoowwnn -2 to all defense rolls, no attack actions, p. 113

MMoovveemmeenntt Dexterity + Constitution yards per second, p. 103

(Dexterity + Constitution) x 2 miles per hour, p. 103

MMuullttiippllee AAccttiioonnss Roll once, apply Additional Actions Table penalties, p. 114

MMuullttiippllee OOppppoonneennttss +1 per opponent, to maximum of +4, p. 115

SSkkiillll RRoollll D10 + Attribute + Skill, p. 99

SSllaasshh//ssttaabb After armor, double damage vs humans, p. 117

RReesseeaarrcchh RRoollll D10 + Intelligence + Occultism, p. 103

RRaannggeedd AAttttaacckk CChhaarrtt
AAuuttoommaattiicc FFiirree Roll once, each Success Level counts

as one bullet that hits target, p. 116

MMuullttiippllee SShhoottss Roll once, each additional shot drops 
one Success Level, p. 115

PPiissttooll RRaannggeess Short: 5 yards

Medium: 20 yards

Long: 50 yards

RRaannggee PPeennaallttiieess Short: none

Medium: -1

Long: -3

RRiiffllee RRaannggeess Short: 20 yards

Medium: 100 yards

Long: 300 yards

TThhrrooww RRaannggee 2 + (2 x Strength) yards; no modifiers

DDrraammaa PPooiinnttss uussaaggee CChhaarrtt
HHeerrooiicc FFeeaatt +10 to roll, p. 127

II TThhiinnkk II’’mm OOkkaayy Heals half of damage taken, p. 127

PPlloott TTwwiisstt Gains plot "break", p. 128

RRiigghhtteeoouuss FFuurryy +5 to attack actions; costs 2 Drama Points, p. 128

BBaacckk FFrroomm tthhee DDeeaadd Resurrection!; cost varies, p. 128

PPaanniicc TTaabbllee
RRoollll  RReessuulltt EEffffeecctt

9+ NNoo bbiiggggiiee:: The character toughs it out.  May be afraid, but no panic here.  Can act normally.

7-8 SSttaarrttlleedd:: The character is startled but not paralyzed, and can act normally.  Initiative is lost, however; the critter
wins Initiative automatically on that Turn.

5-6 FFrreeaakk oouutt:: The character screams and/or flinches away.  Only defense actions can be attempted on that Turn 
and the character cannot go on Full Defense.

3-4 RRuunn AAwwaayy!!:: The character takes off running like a spider-eating spine-missing Zeppo for a full Turn, unless
cornered, in which case cowering in terror is on the agenda.  No attacks are possible and defense actions suffer
a -2 penalty.  After each Turn (or handful of seconds), a new Fear Test can be rolled (reduce any penalties by
one with each successive Turn, until the character snaps out of it). 

2 or less TToottaall TTeerrrroorr:: The character is not in control of her actions.  She may lose her lunch, pass out or suffer some
other oh-so-embarrassing fate.

BBrreeaakkiinngg SSttuuffff TTaabbllee
IInntteerriioorr DDoooorr:: Three Success Levels

RReeiinnffoorrcceedd WWooooddeenn DDoooorr:: Four Success Levels, and it ignores the first Success Level in any
one roll

MMeettaall DDoooorr:: Six Success Levels, and it ignores the first two Success Levels in any one roll

RReeiinnffoorrcceedd MMeettaall DDoooorr:: Eight Success Levels, and it ignores the first five Success Levels in any
one roll  

IInntteerriioorr WWaallll:: Armor Value 4; 20 points of damage

BBrriicckk WWaallll:: Armor Value 6; 40 points of damage

CCoonnccrreettee:: Armor Value 10; 80 points of damage

BBaassee DDaammaaggee TTaabbllee
AAttttaacckk BBaassee DDaam maaggee NNootteess
Assault Rifle 16 Bullet; use rifle ranges; can fire bursts; p. 118

Axe 5 x Strength Slash/stab; can use two hands; p. 118

Baseball Bat 4 x Strength Bash; any heavy club; can use two hands; p. 118

Baton 3 x Strength Bash; p. 118

Big Ass Pistol 18 Bullet; use pistol ranges; p. 118

Big Ass Sword 5 x (Strength + 1) Slash/stab; uses two hands; p. 118

Big Knife 3 x Strength Slash/stab; p. 118

Big Pistol 15 Bullet; use pistol ranges; p. 119

Bow 4 x Strength Slash/stab; max damage 20; use pistol ranges; p. 119

Break Neck 4 x Strength Bash; must Grapple; p. 109

Choke/Strangle 1 x (Strength - 1) Victim cannot breathe; p. 109

Crossbow 16 Slash/stab; use pistol ranges; p. 119

Head Butt 2 x Strength Bash; p. 111

Hunting Rifle 20 Bullet; use rifle ranges; p. 119

Jump Kick 3 x (Strength + 1) Bash; Dexterity + Acrobatics roll first; p. 111

Kick 2 x (Strength + 1) Bash; p. 111

Knife 2 x Strength Slash/stab; p. 119

Pigsticker 2 x (Strength - 1) Slash/stab; p. 119

Pistol 12 Bullet; use pistol ranges; p. 119

Pistol Crossbow 10 Slash/stab; use pistol ranges; p. 119

Popgun 9 Bullet; use pistol ranges; p. 119

Punch 2 x Strength Bash; p. 112

Quarterstaff 3 x (Strength + 1) Bash; uses two hands; p. 119

Shotgun 20 Bullet; use pistol ranges; p. 119

Slam-Tackle 2 x Strength Bash; knocks target down; p. 112

Spear 3 x (Strength + 1) Slash/stab; uses two hands; p. 119

Spin Kick 2 x (Strength + 2) Bash; p. 112

Stake 2 x Strength Slash/stab; p. 120

Submachine Gun 12 Bullet; use pistol ranges; can fire bursts, p. 120

Sweep Kick 1 x Strength Bash; knocks target down; p. 112

Sword 4 x Strength Slash/stab; p. 120

Takedown 1 x Strength Bash; knocks target down; p. 112

Taser Rifle 5 Knockout effect; p. 120

Thrown Axe 4 x Strength Slash/stab; use throw range; p. 118

Thrown Knife/Stake 2 x (Strength - 1) Slash/stab; use throw range; p. 119, 120

Thrown Pigsticker 1 x (Strength - 1) Slash/stab; use throw range; p. 119

Thrown Spear 3 x Strength Slash/stab; use throw range; p. 120

Toss 1 x Strength Bash; knocks target down; p. 112

Tranquilizer Gun 1 Puts target to sleep; use rifle range; p. 120

TTuurrnn OOrrddeerr
IInntteennttiioonnss:: All players state intended actions for their characters.

IInniittiiaattiivvee:: Director decides or D10 + Dexterity (see Fast Reaction Time, p. 39)

AAccttiioonn:: In initiative order, characters perform actions

SSuucccceessss LLeevveellss TTaabbllee
RRoollll SSuucccceessss LLeevveellss DDeessccrriippttiioonn
9-10 1 Adequate

11-12 2 Decent

13-14 3 Good

15-16 4 Very Good

17-20 5 Excellent

21-23 6 Extraordinary

24-26 7 Mind-boggling

27-29 8 Outrageous

30-32 9 Superheroic

33-35 10 God-like

+3 +1

AArrmmoorr TTaabbllee
AArrmmoorr TTyyppee AArrmmoorr VVaalluuee NNootteess
Leather or Tweed Jacket 2 Typical biker’s jacket with lots of zippers or a Watcher’s scholarly jacket

Leather Armor 3 Breastplate, helmet and arm and leg protectors

Chain Mail 8(4) Second value is used against Bullet attacks

Plate Armor 12(6) Second value is used against Bullet attacks

Bulletproof Vest 10(5) Second value is used against Slash/stab attacks

Combat Armor 12 Worn by combat soldiers and SWAT teams

MMaaggiicc TTaabbllee
DDiissppeelllliinngg Success Levels ≥ (Power Level – 1), p. 141

SSoorrcceerryy Sorcery Level added to Spellcasting, 
maximum +5; quick casting possible, p. 143

RReeppeeaatt UUssee -2 (cummulative) per use unless rest (2 hours per 
Spell level; 3 hours for telekinesis); 
-1 per use additional if same spell used, p. 140, 143

SSppeellllccaassttiinngg D10 + Willpower + Occultism, p. 140

If failed, no result;

If Success Levels < Power Level, 
roll on Spell Side Effect Table;

If Success Levels ≥ Power Level, successful casting

TTeelleekkiinneessiiss D10 + Willpower + Sorcery, p. 143

Success Levels equals Strength of effect

Damage: Success Levels x 2, Bash or Slash/stab

IInnjjuurryy TTaabbllee
1100 oorr ffeewweerr LLiiffee PPooiinnttss -2 penalty to combat rolls

55 oorr ffeewweerr LLiiffee PPooiinnttss -4 penalty to combat rolls

00 oorr ffeewweerr LLiiffee PPooiinnttss Unconscious if failed D10 + Willpower +
Constitution roll, with -1 penalty per Life
Point below 0

--1100 oorr ffeewweerr LLiiffee PPooiinnttss Dead if failed D10 + Willpower +
Constitution roll, with -1 penalty per 10 Life
Points below 0 (Survival Test, p. 121)

                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                  

 



BBaassee MMooddiiffiieerrss TTaabbllee
EEaassyy:: +5 

MMooddeerraattee:: +3 to +4

AAvveerraaggee:: +1 to +2

CChhaalllleennggiinngg:: No modifier

DDiiffffiiccuulltt:: -1 to -2 

VVeerryy DDiiffffiiccuulltt:: -3 to -5

HHeerrooiicc:: -6 to -9

SShhaaaahh,, rriigghhtt:: -10 or worse

CCoommbbaatt MMaanneeuuvveerrss RReeffeerreennccee TTaabbllee
NNaammee RRoollll  BBaassiiccss DDaammaaggee NNootteess

AAiimmiinngg Perception + Gun Fu, None Adds Success Levels to 
or Perception + Getting Medieval, shooting roll, p. 109

or Brains Score

BBiittee Dexterity + Kung Fu + 2 roll, 3 x Strength Must Grapple first;
or Combat Score +2 only for vamps; p. 166

BBooww SShhoott Dexterity + Getting Medieval - 2, (4 x Strength) Slash/stab Ranged attack modifiers
or Combat Score - 2 (to maximum of 20) apply (see p. 115), p. 109

BBrreeaakk NNeecckk Strength + Kung Fu, (4 x Strength) Bash If human defender at -10 Life 
or Muscle Score Points, Survival Test or neck 

broken (dead), p. 109

CCaattcchh WWeeaappoonn Dexterity + Kung Fu - 5, None Ranged defense action;
or Combat Score - 5 p. 109

CChhookkee Strength + Kung Fu, (Strength - 1) Bash Asphyxiation; 
or Muscle Score p. 109

CCrroossssbbooww SShhoott Dexterity + Getting Medieval, 16 Slash/stab Ranged attack modifiers
or Combat Score apply (p. 115), p. 109

DDeeccaappiittaattiioonn Dexterity + Getting Medieval - 5, Varies by weapon Total damage multiplied by five,
or Combat Score - 5 p. 109

DDiissaarrmm Dexterity + Getting Medieval - 2, None Resisted by Parry;
or Dexterity + Kung Fu - 3, p. 110

or Combat Score - 2

DDooddggee Dexterity + Acrobatics, None Avoid getting hit, duh!;
or Dexterity + Getting Medieval, p. 110

or Dexterity + Kung Fu, or Combat Score

FFeeiinntt Intelligence + Kung Fu, None Adds Success Levels 
or Intelligence + Getting Medieval, to next action;

or Brains Score p. 110

GGrraappppllee Dexterity + Kung Fu + 2, None Impairment varies;
or Combat Score + 2 p. 110

GGrrooiinn SShhoott Combat Maneuver - 3 Varies by attack Tough on boys;
p. 111

GGuunnsshhoott Dexterity + Gun Fu, Varies by weapon Ranged attack modifiers apply
or Combat Score (p. 115), p. 111

HHeeaadd BBuutttt Dexterity + Kung Fu - 2, (2 x Strength) Bash; If target grappled, she cannot 
or Combat Score - 2 defend; if attack misses, 

attacker takes damage, p. 111

NNaammee RRoollll  BBaassiiccss DDaammaaggee NNootteess

JJuummpp KKiicckk Dexterity + Kung Fu - 3, 3 x (Strength + 1) Bash; Acrobatics + Dexterity roll first;
or Combat Score - 3 add Success Levels to damage,

p. 111

KKiicckk Dexterity + Kung Fu - 1, 2 x (Strength + 1) Bash  Done with style and grace, 
or Combat Score - 1 of course, p. 111

KKnnoocckkoouutt Dexterity + Kung Fu - 2, Half damage of attack Lights out;
or Dexterity + Getting Medieval - 2, p. 111

or Combat Score - 2 

MMeelleeee WWeeaappoonn Dexterity + Getting Medieval, Varies by weapon Good ol’ fashioned hack, 
or Combat Score slash, crush and maim, p. 111

PPaarrrryy Dexterity + Kung Fu, None Defense action, 
or Dexterity + Getting Medieval, -2 against ranged attacks;

or Combat Score p. 112

PPuunncchh Dexterity + Kung Fu, 2 x Strength Bash Basic knuckle sandwich;
or Combat Score; p. 112

SSllaamm--TTaacckkllee Strength + Sports, 2 x Strength Bash Football or other 
or Muscle Score roughhousing tackle;

p. 112

SSppiinn KKiicckk Dexterity + Kung Fu - 2 2 x (Strength + 2) Bash; Kick for the cool folks;
or Combat Score - 2 p. 112

SSttaakkee Dexterity + Getting Medieval, 2 x Strength Slash/stab p. 112
or Combat Score

SSwweeeepp KKiicckk Dexterity + Kung Fu - 1, Strength Bash Knocks target down (p. 113);
or Combat Score - 1 p. 112

TTaakkeeddoowwnn Strength + Kung Fu, Strength Bash Knocks target down (p. 113); 
or Muscle Score p. 112

TThhrroouugghh tthhee HHeeaarrtt Combat Maneuver - 3 Varies by weapon x4 damage vs humans; 
x5 or x1 damage vs vamps; p. 112

TThhrrooww WWeeaappoonn Dexterity + Getting Medieval - 1, Varies by weapon Range 2 yards 
or Combat Score - 1 plus 2 yards/Strength;

p. 113

TToossss Strength doubled - 4, Strength Bash Must Grapple first, 
or Muscle Score - 4 minimum Strength 4;

p. 113

WWrreessttlliinngg HHoolldd Strength + Kung Fu - 2, None; Must Grapple first, 
or Muscle Score - 2 defender is at -1 per 

Success Level; p. 113

SSppeellll  SSiiddee EEffffeecctt TTaabbllee
Roll a D10 and add the Spell’s Power Level. 

RRoollll  TToottaall RReessuulltt
4 or less Phew!  Lucked out, and the spell still works.

5-7 The spell is delayed.  It appears the spell failed, but it will work normally at a time of the Director’s choosing 
(ideally, a dramatically appropriate time). 

8-10 The spell works, but it’s less effective than expected.  The duration, damage or effect is halved (if not 
applicable, then the spell is delayed as above). 

11-13 The spell works, but the caster is damaged by its energies.  The magician takes five Life Points of damage 
per Power Level of the spell. 

14-15 The spell affects the wrong target (the Director decides who gets to be the lucky recipient). 

16+ Spell has a completely unexpected effect.  The magical energies run rampant, often causing physical damage 
to the area or summoning dangerous entities from beyond our reality.  This also happens if the spell is 
disrupted at a critical point.

AAddddiittiioonnaall AAccttiioonnss TTaabbllee
DDeexxtteerriittyy AAddddiittiioonnaall AAccttiioonnss

5-6 1

7-8 2

9-10 3

11-12 4

+2 +1 per

AAddddiittiioonnaall AAccttiioonnss
PPeennaallttyy TTaabbllee

AAccttiioonn PPeennaallttiieess
First none

Second -2

Third -4

Fourth -6

+1 -2 per

FFeeaarr TTeesstt MMooddiiffiieerrss CChhaarrtt
VVaammpp wwiitthh hhiiss ““ggaammee ffaaccee”” oonn:: -1

HHiiddeeoouuss ddeemmoonn ccrreeaattuurree:: Half the creature’s Attractiveness, rounded down (e.g., a critter with Attractiveness -7 would give a -3 to Fear Tests)  

SSppllaatttteerr ffaaccttoorr:: -1 for some blood; -2 for a murder victim’s body; -3 for R-rated gore; -4 for cult film carnage

SSuuddddeenn oorr uunneexxppeecctteedd eennccoouunntteerr:: Add -2 to any other applicable modifiers (e.g., the bloody corpse falls out of a locker, the horrific vampire
springs from the shadows, and so on).

FFaammiilliiaarriittyy FFaaccttoorr:: After seeing it often enough (third or fourth encounter), eliminate the penalty to the roll.

RRuulleess CChheeaatt SShheeeett
AAttttaacckkiinngg ffrroomm bbeehhiinndd -2 to defense roll against attack, p. 113

AAttttrriibbuuttee ((ddoouubblleedd)) RRoollll D10 + (2 x Attribute), p. 99

AAttttrriibbuuttee ((nnoott ddoouubblleedd)) RRoollll D10 + Attribute, p. 99

BBaasshh DDaammaaggee No modifiers, can knock out, p. 117

BBuulllleett DDaammaaggee After armor, double damage, bad vs. vamps, p. 118

FFeeaarr RRoollll D10 + Willpower (doubled), p. 106 

FFuullll DDeeffeennssee +3 to all defense rolls, no attack actions, p. 113

FFuullll OOffffeennssee +2 to all attack rolls, no defense actions, p. 113

GGeettttiinngg UUpp D10 + Dexterity + Acrobatics, p. 113

HHaacckkiinngg RRoollll D10 + Intelligence + Computers, p. 103

KKnnoocckkddoowwnn x3 victim’s Strength in one blow’s damage, p. 113

KKnnoocckkeedd ddoowwnn -2 to all defense rolls, no attack actions, p. 113

MMoovveemmeenntt Dexterity + Constitution yards per second, p. 103

(Dexterity + Constitution) x 2 miles per hour, p. 103

MMuullttiippllee AAccttiioonnss Roll once, apply Additional Actions Table penalties, p. 114

MMuullttiippllee OOppppoonneennttss +1 per opponent, to maximum of +4, p. 115

SSkkiillll RRoollll D10 + Attribute + Skill, p. 99

SSllaasshh//ssttaabb After armor, double damage vs humans, p. 117

RReesseeaarrcchh RRoollll D10 + Intelligence + Occultism, p. 103

RRaannggeedd AAttttaacckk CChhaarrtt
AAuuttoommaattiicc FFiirree Roll once, each Success Level counts

as one bullet that hits target, p. 116

MMuullttiippllee SShhoottss Roll once, each additional shot drops 
one Success Level, p. 115

PPiissttooll RRaannggeess Short: 5 yards

Medium: 20 yards

Long: 50 yards

RRaannggee PPeennaallttiieess Short: none

Medium: -1

Long: -3

RRiiffllee RRaannggeess Short: 20 yards

Medium: 100 yards

Long: 300 yards

TThhrrooww RRaannggee 2 + (2 x Strength) yards; no modifiers

DDrraammaa PPooiinnttss uussaaggee CChhaarrtt
HHeerrooiicc FFeeaatt +10 to roll, p. 127

II TThhiinnkk II’’mm OOkkaayy Heals half of damage taken, p. 127

PPlloott TTwwiisstt Gains plot "break", p. 128

RRiigghhtteeoouuss FFuurryy +5 to attack actions; costs 2 Drama Points, p. 128

BBaacckk FFrroomm tthhee DDeeaadd Resurrection!; cost varies, p. 128

PPaanniicc TTaabbllee
RRoollll  RReessuulltt EEffffeecctt

9+ NNoo bbiiggggiiee:: The character toughs it out.  May be afraid, but no panic here.  Can act normally.

7-8 SSttaarrttlleedd:: The character is startled but not paralyzed, and can act normally.  Initiative is lost, however; the critter
wins Initiative automatically on that Turn.

5-6 FFrreeaakk oouutt:: The character screams and/or flinches away.  Only defense actions can be attempted on that Turn 
and the character cannot go on Full Defense.

3-4 RRuunn AAwwaayy!!:: The character takes off running like a spider-eating spine-missing Zeppo for a full Turn, unless
cornered, in which case cowering in terror is on the agenda.  No attacks are possible and defense actions suffer
a -2 penalty.  After each Turn (or handful of seconds), a new Fear Test can be rolled (reduce any penalties by
one with each successive Turn, until the character snaps out of it). 

2 or less TToottaall TTeerrrroorr:: The character is not in control of her actions.  She may lose her lunch, pass out or suffer some
other oh-so-embarrassing fate.

BBrreeaakkiinngg SSttuuffff TTaabbllee
IInntteerriioorr DDoooorr:: Three Success Levels

RReeiinnffoorrcceedd WWooooddeenn DDoooorr:: Four Success Levels, and it ignores the first Success Level in any
one roll

MMeettaall DDoooorr:: Six Success Levels, and it ignores the first two Success Levels in any one roll

RReeiinnffoorrcceedd MMeettaall DDoooorr:: Eight Success Levels, and it ignores the first five Success Levels in any
one roll  

IInntteerriioorr WWaallll:: Armor Value 4; 20 points of damage

BBrriicckk WWaallll:: Armor Value 6; 40 points of damage

CCoonnccrreettee:: Armor Value 10; 80 points of damage

BBaassee DDaammaaggee TTaabbllee
AAttttaacckk BBaassee DDaam maaggee NNootteess
Assault Rifle 16 Bullet; use rifle ranges; can fire bursts; p. 118

Axe 5 x Strength Slash/stab; can use two hands; p. 118

Baseball Bat 4 x Strength Bash; any heavy club; can use two hands; p. 118

Baton 3 x Strength Bash; p. 118

Big Ass Pistol 18 Bullet; use pistol ranges; p. 118

Big Ass Sword 5 x (Strength + 1) Slash/stab; uses two hands; p. 118

Big Knife 3 x Strength Slash/stab; p. 118

Big Pistol 15 Bullet; use pistol ranges; p. 119

Bow 4 x Strength Slash/stab; max damage 20; use pistol ranges; p. 119

Break Neck 4 x Strength Bash; must Grapple; p. 109

Choke/Strangle 1 x (Strength - 1) Victim cannot breathe; p. 109

Crossbow 16 Slash/stab; use pistol ranges; p. 119

Head Butt 2 x Strength Bash; p. 111

Hunting Rifle 20 Bullet; use rifle ranges; p. 119

Jump Kick 3 x (Strength + 1) Bash; Dexterity + Acrobatics roll first; p. 111

Kick 2 x (Strength + 1) Bash; p. 111

Knife 2 x Strength Slash/stab; p. 119

Pigsticker 2 x (Strength - 1) Slash/stab; p. 119

Pistol 12 Bullet; use pistol ranges; p. 119

Pistol Crossbow 10 Slash/stab; use pistol ranges; p. 119

Popgun 9 Bullet; use pistol ranges; p. 119

Punch 2 x Strength Bash; p. 112

Quarterstaff 3 x (Strength + 1) Bash; uses two hands; p. 119

Shotgun 20 Bullet; use pistol ranges; p. 119

Slam-Tackle 2 x Strength Bash; knocks target down; p. 112

Spear 3 x (Strength + 1) Slash/stab; uses two hands; p. 119

Spin Kick 2 x (Strength + 2) Bash; p. 112

Stake 2 x Strength Slash/stab; p. 120

Submachine Gun 12 Bullet; use pistol ranges; can fire bursts, p. 120

Sweep Kick 1 x Strength Bash; knocks target down; p. 112

Sword 4 x Strength Slash/stab; p. 120

Takedown 1 x Strength Bash; knocks target down; p. 112

Taser Rifle 5 Knockout effect; p. 120

Thrown Axe 4 x Strength Slash/stab; use throw range; p. 118

Thrown Knife/Stake 2 x (Strength - 1) Slash/stab; use throw range; p. 119, 120

Thrown Pigsticker 1 x (Strength - 1) Slash/stab; use throw range; p. 119

Thrown Spear 3 x Strength Slash/stab; use throw range; p. 120

Toss 1 x Strength Bash; knocks target down; p. 112

Tranquilizer Gun 1 Puts target to sleep; use rifle range; p. 120

TTuurrnn OOrrddeerr
IInntteennttiioonnss:: All players state intended actions for their characters.

IInniittiiaattiivvee:: Director decides or D10 + Dexterity (see Fast Reaction Time, p. 39)

AAccttiioonn:: In initiative order, characters perform actions

SSuucccceessss LLeevveellss TTaabbllee
RRoollll SSuucccceessss LLeevveellss DDeessccrriippttiioonn
9-10 1 Adequate

11-12 2 Decent

13-14 3 Good

15-16 4 Very Good

17-20 5 Excellent

21-23 6 Extraordinary

24-26 7 Mind-boggling

27-29 8 Outrageous

30-32 9 Superheroic

33-35 10 God-like

+3 +1

AArrmmoorr TTaabbllee
AArrmmoorr TTyyppee AArrmmoorr VVaalluuee NNootteess
Leather or Tweed Jacket 2 Typical biker’s jacket with lots of zippers or a Watcher’s scholarly jacket

Leather Armor 3 Breastplate, helmet and arm and leg protectors

Chain Mail 8(4) Second value is used against Bullet attacks

Plate Armor 12(6) Second value is used against Bullet attacks

Bulletproof Vest 10(5) Second value is used against Slash/stab attacks

Combat Armor 12 Worn by combat soldiers and SWAT teams

MMaaggiicc TTaabbllee
DDiissppeelllliinngg Success Levels ≥ (Power Level – 1), p. 141

SSoorrcceerryy Sorcery Level added to Spellcasting, 
maximum +5; quick casting possible, p. 143

RReeppeeaatt UUssee -2 (cummulative) per use unless rest (2 hours per 
Spell level; 3 hours for telekinesis); 
-1 per use additional if same spell used, p. 140, 143

SSppeellllccaassttiinngg D10 + Willpower + Occultism, p. 140

If failed, no result;

If Success Levels < Power Level, 
roll on Spell Side Effect Table;

If Success Levels ≥ Power Level, successful casting

TTeelleekkiinneessiiss D10 + Willpower + Sorcery, p. 143

Success Levels equals Strength of effect

Damage: Success Levels x 2, Bash or Slash/stab

IInnjjuurryy TTaabbllee
1100 oorr ffeewweerr LLiiffee PPooiinnttss -2 penalty to combat rolls

55 oorr ffeewweerr LLiiffee PPooiinnttss -4 penalty to combat rolls

00 oorr ffeewweerr LLiiffee PPooiinnttss Unconscious if failed D10 + Willpower +
Constitution roll, with -1 penalty per Life
Point below 0

--1100 oorr ffeewweerr LLiiffee PPooiinnttss Dead if failed D10 + Willpower +
Constitution roll, with -1 penalty per 10 Life
Points below 0 (Survival Test, p. 121)

                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                  

 



BBaassee MMooddiiffiieerrss TTaabbllee
EEaassyy:: +5 

MMooddeerraattee:: +3 to +4

AAvveerraaggee:: +1 to +2

CChhaalllleennggiinngg:: No modifier

DDiiffffiiccuulltt:: -1 to -2 

VVeerryy DDiiffffiiccuulltt:: -3 to -5

HHeerrooiicc:: -6 to -9

SShhaaaahh,, rriigghhtt:: -10 or worse

CCoommbbaatt MMaanneeuuvveerrss RReeffeerreennccee TTaabbllee
NNaammee RRoollll  BBaassiiccss DDaammaaggee NNootteess

AAiimmiinngg Perception + Gun Fu, None Adds Success Levels to 
or Perception + Getting Medieval, shooting roll, p. 109

or Brains Score

BBiittee Dexterity + Kung Fu + 2 roll, 3 x Strength Must Grapple first;
or Combat Score +2 only for vamps; p. 166

BBooww SShhoott Dexterity + Getting Medieval - 2, (4 x Strength) Slash/stab Ranged attack modifiers
or Combat Score - 2 (to maximum of 20) apply (see p. 115), p. 109

BBrreeaakk NNeecckk Strength + Kung Fu, (4 x Strength) Bash If human defender at -10 Life 
or Muscle Score Points, Survival Test or neck 

broken (dead), p. 109

CCaattcchh WWeeaappoonn Dexterity + Kung Fu - 5, None Ranged defense action;
or Combat Score - 5 p. 109

CChhookkee Strength + Kung Fu, (Strength - 1) Bash Asphyxiation; 
or Muscle Score p. 109

CCrroossssbbooww SShhoott Dexterity + Getting Medieval, 16 Slash/stab Ranged attack modifiers
or Combat Score apply (p. 115), p. 109

DDeeccaappiittaattiioonn Dexterity + Getting Medieval - 5, Varies by weapon Total damage multiplied by five,
or Combat Score - 5 p. 109

DDiissaarrmm Dexterity + Getting Medieval - 2, None Resisted by Parry;
or Dexterity + Kung Fu - 3, p. 110

or Combat Score - 2

DDooddggee Dexterity + Acrobatics, None Avoid getting hit, duh!;
or Dexterity + Getting Medieval, p. 110

or Dexterity + Kung Fu, or Combat Score

FFeeiinntt Intelligence + Kung Fu, None Adds Success Levels 
or Intelligence + Getting Medieval, to next action;

or Brains Score p. 110

GGrraappppllee Dexterity + Kung Fu + 2, None Impairment varies;
or Combat Score + 2 p. 110

GGrrooiinn SShhoott Combat Maneuver - 3 Varies by attack Tough on boys;
p. 111

GGuunnsshhoott Dexterity + Gun Fu, Varies by weapon Ranged attack modifiers apply
or Combat Score (p. 115), p. 111

HHeeaadd BBuutttt Dexterity + Kung Fu - 2, (2 x Strength) Bash; If target grappled, she cannot 
or Combat Score - 2 defend; if attack misses, 

attacker takes damage, p. 111

NNaammee RRoollll  BBaassiiccss DDaammaaggee NNootteess

JJuummpp KKiicckk Dexterity + Kung Fu - 3, 3 x (Strength + 1) Bash; Acrobatics + Dexterity roll first;
or Combat Score - 3 add Success Levels to damage,

p. 111

KKiicckk Dexterity + Kung Fu - 1, 2 x (Strength + 1) Bash  Done with style and grace, 
or Combat Score - 1 of course, p. 111

KKnnoocckkoouutt Dexterity + Kung Fu - 2, Half damage of attack Lights out;
or Dexterity + Getting Medieval - 2, p. 111

or Combat Score - 2 

MMeelleeee WWeeaappoonn Dexterity + Getting Medieval, Varies by weapon Good ol’ fashioned hack, 
or Combat Score slash, crush and maim, p. 111

PPaarrrryy Dexterity + Kung Fu, None Defense action, 
or Dexterity + Getting Medieval, -2 against ranged attacks;

or Combat Score p. 112

PPuunncchh Dexterity + Kung Fu, 2 x Strength Bash Basic knuckle sandwich;
or Combat Score; p. 112

SSllaamm--TTaacckkllee Strength + Sports, 2 x Strength Bash Football or other 
or Muscle Score roughhousing tackle;

p. 112

SSppiinn KKiicckk Dexterity + Kung Fu - 2 2 x (Strength + 2) Bash; Kick for the cool folks;
or Combat Score - 2 p. 112

SSttaakkee Dexterity + Getting Medieval, 2 x Strength Slash/stab p. 112
or Combat Score

SSwweeeepp KKiicckk Dexterity + Kung Fu - 1, Strength Bash Knocks target down (p. 113);
or Combat Score - 1 p. 112

TTaakkeeddoowwnn Strength + Kung Fu, Strength Bash Knocks target down (p. 113); 
or Muscle Score p. 112

TThhrroouugghh tthhee HHeeaarrtt Combat Maneuver - 3 Varies by weapon x4 damage vs humans; 
x5 or x1 damage vs vamps; p. 112

TThhrrooww WWeeaappoonn Dexterity + Getting Medieval - 1, Varies by weapon Range 2 yards 
or Combat Score - 1 plus 2 yards/Strength;

p. 113

TToossss Strength doubled - 4, Strength Bash Must Grapple first, 
or Muscle Score - 4 minimum Strength 4;

p. 113

WWrreessttlliinngg HHoolldd Strength + Kung Fu - 2, None; Must Grapple first, 
or Muscle Score - 2 defender is at -1 per 

Success Level; p. 113

SSppeellll  SSiiddee EEffffeecctt TTaabbllee
Roll a D10 and add the Spell’s Power Level. 

RRoollll  TToottaall RReessuulltt
4 or less Phew!  Lucked out, and the spell still works.

5-7 The spell is delayed.  It appears the spell failed, but it will work normally at a time of the Director’s choosing 
(ideally, a dramatically appropriate time). 

8-10 The spell works, but it’s less effective than expected.  The duration, damage or effect is halved (if not 
applicable, then the spell is delayed as above). 

11-13 The spell works, but the caster is damaged by its energies.  The magician takes five Life Points of damage 
per Power Level of the spell. 

14-15 The spell affects the wrong target (the Director decides who gets to be the lucky recipient). 

16+ Spell has a completely unexpected effect.  The magical energies run rampant, often causing physical damage 
to the area or summoning dangerous entities from beyond our reality.  This also happens if the spell is 
disrupted at a critical point.

AAddddiittiioonnaall AAccttiioonnss TTaabbllee
DDeexxtteerriittyy AAddddiittiioonnaall AAccttiioonnss

5-6 1

7-8 2

9-10 3

11-12 4

+2 +1 per

AAddddiittiioonnaall AAccttiioonnss
PPeennaallttyy TTaabbllee

AAccttiioonn PPeennaallttiieess
First none

Second -2

Third -4

Fourth -6

+1 -2 per

FFeeaarr TTeesstt MMooddiiffiieerrss CChhaarrtt
VVaammpp wwiitthh hhiiss ““ggaammee ffaaccee”” oonn:: -1

HHiiddeeoouuss ddeemmoonn ccrreeaattuurree:: Half the creature’s Attractiveness, rounded down (e.g., a critter with Attractiveness -7 would give a -3 to Fear Tests)  

SSppllaatttteerr ffaaccttoorr:: -1 for some blood; -2 for a murder victim’s body; -3 for R-rated gore; -4 for cult film carnage

SSuuddddeenn oorr uunneexxppeecctteedd eennccoouunntteerr:: Add -2 to any other applicable modifiers (e.g., the bloody corpse falls out of a locker, the horrific vampire
springs from the shadows, and so on).

FFaammiilliiaarriittyy FFaaccttoorr:: After seeing it often enough (third or fourth encounter), eliminate the penalty to the roll.

RRuulleess CChheeaatt SShheeeett
AAttttaacckkiinngg ffrroomm bbeehhiinndd -2 to defense roll against attack, p. 113

AAttttrriibbuuttee ((ddoouubblleedd)) RRoollll D10 + (2 x Attribute), p. 99

AAttttrriibbuuttee ((nnoott ddoouubblleedd)) RRoollll D10 + Attribute, p. 99

BBaasshh DDaammaaggee No modifiers, can knock out, p. 117

BBuulllleett DDaammaaggee After armor, double damage, bad vs. vamps, p. 118

FFeeaarr RRoollll D10 + Willpower (doubled), p. 106 

FFuullll DDeeffeennssee +3 to all defense rolls, no attack actions, p. 113

FFuullll OOffffeennssee +2 to all attack rolls, no defense actions, p. 113

GGeettttiinngg UUpp D10 + Dexterity + Acrobatics, p. 113

HHaacckkiinngg RRoollll D10 + Intelligence + Computers, p. 103

KKnnoocckkddoowwnn x3 victim’s Strength in one blow’s damage, p. 113

KKnnoocckkeedd ddoowwnn -2 to all defense rolls, no attack actions, p. 113

MMoovveemmeenntt Dexterity + Constitution yards per second, p. 103

(Dexterity + Constitution) x 2 miles per hour, p. 103

MMuullttiippllee AAccttiioonnss Roll once, apply Additional Actions Table penalties, p. 114

MMuullttiippllee OOppppoonneennttss +1 per opponent, to maximum of +4, p. 115

SSkkiillll RRoollll D10 + Attribute + Skill, p. 99

SSllaasshh//ssttaabb After armor, double damage vs humans, p. 117

RReesseeaarrcchh RRoollll D10 + Intelligence + Occultism, p. 103

RRaannggeedd AAttttaacckk CChhaarrtt
AAuuttoommaattiicc FFiirree Roll once, each Success Level counts

as one bullet that hits target, p. 116

MMuullttiippllee SShhoottss Roll once, each additional shot drops 
one Success Level, p. 115

PPiissttooll RRaannggeess Short: 5 yards

Medium: 20 yards

Long: 50 yards

RRaannggee PPeennaallttiieess Short: none

Medium: -1

Long: -3

RRiiffllee RRaannggeess Short: 20 yards

Medium: 100 yards

Long: 300 yards

TThhrrooww RRaannggee 2 + (2 x Strength) yards; no modifiers

DDrraammaa PPooiinnttss uussaaggee CChhaarrtt
HHeerrooiicc FFeeaatt +10 to roll, p. 127

II TThhiinnkk II’’mm OOkkaayy Heals half of damage taken, p. 127

PPlloott TTwwiisstt Gains plot "break", p. 128

RRiigghhtteeoouuss FFuurryy +5 to attack actions; costs 2 Drama Points, p. 128

BBaacckk FFrroomm tthhee DDeeaadd Resurrection!; cost varies, p. 128

PPaanniicc TTaabbllee
RRoollll  RReessuulltt EEffffeecctt

9+ NNoo bbiiggggiiee:: The character toughs it out.  May be afraid, but no panic here.  Can act normally.

7-8 SSttaarrttlleedd:: The character is startled but not paralyzed, and can act normally.  Initiative is lost, however; the critter
wins Initiative automatically on that Turn.

5-6 FFrreeaakk oouutt:: The character screams and/or flinches away.  Only defense actions can be attempted on that Turn 
and the character cannot go on Full Defense.

3-4 RRuunn AAwwaayy!!:: The character takes off running like a spider-eating spine-missing Zeppo for a full Turn, unless
cornered, in which case cowering in terror is on the agenda.  No attacks are possible and defense actions suffer
a -2 penalty.  After each Turn (or handful of seconds), a new Fear Test can be rolled (reduce any penalties by
one with each successive Turn, until the character snaps out of it). 

2 or less TToottaall TTeerrrroorr:: The character is not in control of her actions.  She may lose her lunch, pass out or suffer some
other oh-so-embarrassing fate.

BBrreeaakkiinngg SSttuuffff TTaabbllee
IInntteerriioorr DDoooorr:: Three Success Levels

RReeiinnffoorrcceedd WWooooddeenn DDoooorr:: Four Success Levels, and it ignores the first Success Level in any
one roll

MMeettaall DDoooorr:: Six Success Levels, and it ignores the first two Success Levels in any one roll

RReeiinnffoorrcceedd MMeettaall DDoooorr:: Eight Success Levels, and it ignores the first five Success Levels in any
one roll  

IInntteerriioorr WWaallll:: Armor Value 4; 20 points of damage

BBrriicckk WWaallll:: Armor Value 6; 40 points of damage

CCoonnccrreettee:: Armor Value 10; 80 points of damage

BBaassee DDaammaaggee TTaabbllee
AAttttaacckk BBaassee DDaam maaggee NNootteess
Assault Rifle 16 Bullet; use rifle ranges; can fire bursts; p. 118

Axe 5 x Strength Slash/stab; can use two hands; p. 118

Baseball Bat 4 x Strength Bash; any heavy club; can use two hands; p. 118

Baton 3 x Strength Bash; p. 118

Big Ass Pistol 18 Bullet; use pistol ranges; p. 118

Big Ass Sword 5 x (Strength + 1) Slash/stab; uses two hands; p. 118

Big Knife 3 x Strength Slash/stab; p. 118

Big Pistol 15 Bullet; use pistol ranges; p. 119

Bow 4 x Strength Slash/stab; max damage 20; use pistol ranges; p. 119

Break Neck 4 x Strength Bash; must Grapple; p. 109

Choke/Strangle 1 x (Strength - 1) Victim cannot breathe; p. 109

Crossbow 16 Slash/stab; use pistol ranges; p. 119

Head Butt 2 x Strength Bash; p. 111

Hunting Rifle 20 Bullet; use rifle ranges; p. 119

Jump Kick 3 x (Strength + 1) Bash; Dexterity + Acrobatics roll first; p. 111

Kick 2 x (Strength + 1) Bash; p. 111

Knife 2 x Strength Slash/stab; p. 119

Pigsticker 2 x (Strength - 1) Slash/stab; p. 119

Pistol 12 Bullet; use pistol ranges; p. 119

Pistol Crossbow 10 Slash/stab; use pistol ranges; p. 119

Popgun 9 Bullet; use pistol ranges; p. 119

Punch 2 x Strength Bash; p. 112

Quarterstaff 3 x (Strength + 1) Bash; uses two hands; p. 119

Shotgun 20 Bullet; use pistol ranges; p. 119

Slam-Tackle 2 x Strength Bash; knocks target down; p. 112

Spear 3 x (Strength + 1) Slash/stab; uses two hands; p. 119

Spin Kick 2 x (Strength + 2) Bash; p. 112

Stake 2 x Strength Slash/stab; p. 120

Submachine Gun 12 Bullet; use pistol ranges; can fire bursts, p. 120

Sweep Kick 1 x Strength Bash; knocks target down; p. 112

Sword 4 x Strength Slash/stab; p. 120

Takedown 1 x Strength Bash; knocks target down; p. 112

Taser Rifle 5 Knockout effect; p. 120

Thrown Axe 4 x Strength Slash/stab; use throw range; p. 118

Thrown Knife/Stake 2 x (Strength - 1) Slash/stab; use throw range; p. 119, 120

Thrown Pigsticker 1 x (Strength - 1) Slash/stab; use throw range; p. 119

Thrown Spear 3 x Strength Slash/stab; use throw range; p. 120

Toss 1 x Strength Bash; knocks target down; p. 112

Tranquilizer Gun 1 Puts target to sleep; use rifle range; p. 120

TTuurrnn OOrrddeerr
IInntteennttiioonnss:: All players state intended actions for their characters.

IInniittiiaattiivvee:: Director decides or D10 + Dexterity (see Fast Reaction Time, p. 39)

AAccttiioonn:: In initiative order, characters perform actions

SSuucccceessss LLeevveellss TTaabbllee
RRoollll SSuucccceessss LLeevveellss DDeessccrriippttiioonn
9-10 1 Adequate

11-12 2 Decent

13-14 3 Good

15-16 4 Very Good

17-20 5 Excellent

21-23 6 Extraordinary

24-26 7 Mind-boggling

27-29 8 Outrageous

30-32 9 Superheroic

33-35 10 God-like

+3 +1

AArrmmoorr TTaabbllee
AArrmmoorr TTyyppee AArrmmoorr VVaalluuee NNootteess
Leather or Tweed Jacket 2 Typical biker’s jacket with lots of zippers or a Watcher’s scholarly jacket

Leather Armor 3 Breastplate, helmet and arm and leg protectors

Chain Mail 8(4) Second value is used against Bullet attacks

Plate Armor 12(6) Second value is used against Bullet attacks

Bulletproof Vest 10(5) Second value is used against Slash/stab attacks

Combat Armor 12 Worn by combat soldiers and SWAT teams

MMaaggiicc TTaabbllee
DDiissppeelllliinngg Success Levels ≥ (Power Level – 1), p. 141

SSoorrcceerryy Sorcery Level added to Spellcasting, 
maximum +5; quick casting possible, p. 143

RReeppeeaatt UUssee -2 (cummulative) per use unless rest (2 hours per 
Spell level; 3 hours for telekinesis); 
-1 per use additional if same spell used, p. 140, 143

SSppeellllccaassttiinngg D10 + Willpower + Occultism, p. 140

If failed, no result;

If Success Levels < Power Level, 
roll on Spell Side Effect Table;

If Success Levels ≥ Power Level, successful casting

TTeelleekkiinneessiiss D10 + Willpower + Sorcery, p. 143

Success Levels equals Strength of effect

Damage: Success Levels x 2, Bash or Slash/stab

IInnjjuurryy TTaabbllee
1100 oorr ffeewweerr LLiiffee PPooiinnttss -2 penalty to combat rolls

55 oorr ffeewweerr LLiiffee PPooiinnttss -4 penalty to combat rolls

00 oorr ffeewweerr LLiiffee PPooiinnttss Unconscious if failed D10 + Willpower +
Constitution roll, with -1 penalty per Life
Point below 0

--1100 oorr ffeewweerr LLiiffee PPooiinnttss Dead if failed D10 + Willpower +
Constitution roll, with -1 penalty per 10 Life
Points below 0 (Survival Test, p. 121)

                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                  

 



BBaassee MMooddiiffiieerrss TTaabbllee
EEaassyy:: +5 

MMooddeerraattee:: +3 to +4

AAvveerraaggee:: +1 to +2

CChhaalllleennggiinngg:: No modifier

DDiiffffiiccuulltt:: -1 to -2 

VVeerryy DDiiffffiiccuulltt:: -3 to -5

HHeerrooiicc:: -6 to -9

SShhaaaahh,, rriigghhtt:: -10 or worse

CCoommbbaatt MMaanneeuuvveerrss RReeffeerreennccee TTaabbllee
NNaammee RRoollll  BBaassiiccss DDaammaaggee NNootteess

AAiimmiinngg Perception + Gun Fu, None Adds Success Levels to 
or Perception + Getting Medieval, shooting roll, p. 109

or Brains Score

BBiittee Dexterity + Kung Fu + 2 roll, 3 x Strength Must Grapple first;
or Combat Score +2 only for vamps; p. 166

BBooww SShhoott Dexterity + Getting Medieval - 2, (4 x Strength) Slash/stab Ranged attack modifiers
or Combat Score - 2 (to maximum of 20) apply (see p. 115), p. 109

BBrreeaakk NNeecckk Strength + Kung Fu, (4 x Strength) Bash If human defender at -10 Life 
or Muscle Score Points, Survival Test or neck 

broken (dead), p. 109

CCaattcchh WWeeaappoonn Dexterity + Kung Fu - 5, None Ranged defense action;
or Combat Score - 5 p. 109

CChhookkee Strength + Kung Fu, (Strength - 1) Bash Asphyxiation; 
or Muscle Score p. 109

CCrroossssbbooww SShhoott Dexterity + Getting Medieval, 16 Slash/stab Ranged attack modifiers
or Combat Score apply (p. 115), p. 109

DDeeccaappiittaattiioonn Dexterity + Getting Medieval - 5, Varies by weapon Total damage multiplied by five,
or Combat Score - 5 p. 109

DDiissaarrmm Dexterity + Getting Medieval - 2, None Resisted by Parry;
or Dexterity + Kung Fu - 3, p. 110

or Combat Score - 2

DDooddggee Dexterity + Acrobatics, None Avoid getting hit, duh!;
or Dexterity + Getting Medieval, p. 110

or Dexterity + Kung Fu, or Combat Score

FFeeiinntt Intelligence + Kung Fu, None Adds Success Levels 
or Intelligence + Getting Medieval, to next action;

or Brains Score p. 110

GGrraappppllee Dexterity + Kung Fu + 2, None Impairment varies;
or Combat Score + 2 p. 110

GGrrooiinn SShhoott Combat Maneuver - 3 Varies by attack Tough on boys;
p. 111

GGuunnsshhoott Dexterity + Gun Fu, Varies by weapon Ranged attack modifiers apply
or Combat Score (p. 115), p. 111

HHeeaadd BBuutttt Dexterity + Kung Fu - 2, (2 x Strength) Bash; If target grappled, she cannot 
or Combat Score - 2 defend; if attack misses, 

attacker takes damage, p. 111

NNaammee RRoollll  BBaassiiccss DDaammaaggee NNootteess

JJuummpp KKiicckk Dexterity + Kung Fu - 3, 3 x (Strength + 1) Bash; Acrobatics + Dexterity roll first;
or Combat Score - 3 add Success Levels to damage,

p. 111

KKiicckk Dexterity + Kung Fu - 1, 2 x (Strength + 1) Bash  Done with style and grace, 
or Combat Score - 1 of course, p. 111

KKnnoocckkoouutt Dexterity + Kung Fu - 2, Half damage of attack Lights out;
or Dexterity + Getting Medieval - 2, p. 111

or Combat Score - 2 

MMeelleeee WWeeaappoonn Dexterity + Getting Medieval, Varies by weapon Good ol’ fashioned hack, 
or Combat Score slash, crush and maim, p. 111

PPaarrrryy Dexterity + Kung Fu, None Defense action, 
or Dexterity + Getting Medieval, -2 against ranged attacks;

or Combat Score p. 112

PPuunncchh Dexterity + Kung Fu, 2 x Strength Bash Basic knuckle sandwich;
or Combat Score; p. 112

SSllaamm--TTaacckkllee Strength + Sports, 2 x Strength Bash Football or other 
or Muscle Score roughhousing tackle;

p. 112

SSppiinn KKiicckk Dexterity + Kung Fu - 2 2 x (Strength + 2) Bash; Kick for the cool folks;
or Combat Score - 2 p. 112

SSttaakkee Dexterity + Getting Medieval, 2 x Strength Slash/stab p. 112
or Combat Score

SSwweeeepp KKiicckk Dexterity + Kung Fu - 1, Strength Bash Knocks target down (p. 113);
or Combat Score - 1 p. 112

TTaakkeeddoowwnn Strength + Kung Fu, Strength Bash Knocks target down (p. 113); 
or Muscle Score p. 112

TThhrroouugghh tthhee HHeeaarrtt Combat Maneuver - 3 Varies by weapon x4 damage vs humans; 
x5 or x1 damage vs vamps; p. 112

TThhrrooww WWeeaappoonn Dexterity + Getting Medieval - 1, Varies by weapon Range 2 yards 
or Combat Score - 1 plus 2 yards/Strength;

p. 113

TToossss Strength doubled - 4, Strength Bash Must Grapple first, 
or Muscle Score - 4 minimum Strength 4;

p. 113

WWrreessttlliinngg HHoolldd Strength + Kung Fu - 2, None; Must Grapple first, 
or Muscle Score - 2 defender is at -1 per 

Success Level; p. 113

SSppeellll  SSiiddee EEffffeecctt TTaabbllee
Roll a D10 and add the Spell’s Power Level. 

RRoollll  TToottaall RReessuulltt
4 or less Phew!  Lucked out, and the spell still works.

5-7 The spell is delayed.  It appears the spell failed, but it will work normally at a time of the Director’s choosing 
(ideally, a dramatically appropriate time). 

8-10 The spell works, but it’s less effective than expected.  The duration, damage or effect is halved (if not 
applicable, then the spell is delayed as above). 

11-13 The spell works, but the caster is damaged by its energies.  The magician takes five Life Points of damage 
per Power Level of the spell. 

14-15 The spell affects the wrong target (the Director decides who gets to be the lucky recipient). 

16+ Spell has a completely unexpected effect.  The magical energies run rampant, often causing physical damage 
to the area or summoning dangerous entities from beyond our reality.  This also happens if the spell is 
disrupted at a critical point.

AAddddiittiioonnaall AAccttiioonnss TTaabbllee
DDeexxtteerriittyy AAddddiittiioonnaall AAccttiioonnss

5-6 1

7-8 2

9-10 3

11-12 4

+2 +1 per

AAddddiittiioonnaall AAccttiioonnss
PPeennaallttyy TTaabbllee

AAccttiioonn PPeennaallttiieess
First none

Second -2

Third -4

Fourth -6

+1 -2 per

FFeeaarr TTeesstt MMooddiiffiieerrss CChhaarrtt
VVaammpp wwiitthh hhiiss ““ggaammee ffaaccee”” oonn:: -1

HHiiddeeoouuss ddeemmoonn ccrreeaattuurree:: Half the creature’s Attractiveness, rounded down (e.g., a critter with Attractiveness -7 would give a -3 to Fear Tests)  

SSppllaatttteerr ffaaccttoorr:: -1 for some blood; -2 for a murder victim’s body; -3 for R-rated gore; -4 for cult film carnage

SSuuddddeenn oorr uunneexxppeecctteedd eennccoouunntteerr:: Add -2 to any other applicable modifiers (e.g., the bloody corpse falls out of a locker, the horrific vampire
springs from the shadows, and so on).

FFaammiilliiaarriittyy FFaaccttoorr:: After seeing it often enough (third or fourth encounter), eliminate the penalty to the roll.

RRuulleess CChheeaatt SShheeeett
AAttttaacckkiinngg ffrroomm bbeehhiinndd -2 to defense roll against attack, p. 113

AAttttrriibbuuttee ((ddoouubblleedd)) RRoollll D10 + (2 x Attribute), p. 99

AAttttrriibbuuttee ((nnoott ddoouubblleedd)) RRoollll D10 + Attribute, p. 99

BBaasshh DDaammaaggee No modifiers, can knock out, p. 117

BBuulllleett DDaammaaggee After armor, double damage, bad vs. vamps, p. 118

FFeeaarr RRoollll D10 + Willpower (doubled), p. 106 

FFuullll DDeeffeennssee +3 to all defense rolls, no attack actions, p. 113

FFuullll OOffffeennssee +2 to all attack rolls, no defense actions, p. 113

GGeettttiinngg UUpp D10 + Dexterity + Acrobatics, p. 113

HHaacckkiinngg RRoollll D10 + Intelligence + Computers, p. 103

KKnnoocckkddoowwnn x3 victim’s Strength in one blow’s damage, p. 113

KKnnoocckkeedd ddoowwnn -2 to all defense rolls, no attack actions, p. 113

MMoovveemmeenntt Dexterity + Constitution yards per second, p. 103

(Dexterity + Constitution) x 2 miles per hour, p. 103

MMuullttiippllee AAccttiioonnss Roll once, apply Additional Actions Table penalties, p. 114

MMuullttiippllee OOppppoonneennttss +1 per opponent, to maximum of +4, p. 115

SSkkiillll RRoollll D10 + Attribute + Skill, p. 99

SSllaasshh//ssttaabb After armor, double damage vs humans, p. 117

RReesseeaarrcchh RRoollll D10 + Intelligence + Occultism, p. 103

RRaannggeedd AAttttaacckk CChhaarrtt
AAuuttoommaattiicc FFiirree Roll once, each Success Level counts

as one bullet that hits target, p. 116

MMuullttiippllee SShhoottss Roll once, each additional shot drops 
one Success Level, p. 115

PPiissttooll RRaannggeess Short: 5 yards

Medium: 20 yards

Long: 50 yards

RRaannggee PPeennaallttiieess Short: none

Medium: -1

Long: -3

RRiiffllee RRaannggeess Short: 20 yards

Medium: 100 yards

Long: 300 yards

TThhrrooww RRaannggee 2 + (2 x Strength) yards; no modifiers

DDrraammaa PPooiinnttss uussaaggee CChhaarrtt
HHeerrooiicc FFeeaatt +10 to roll, p. 127

II TThhiinnkk II’’mm OOkkaayy Heals half of damage taken, p. 127

PPlloott TTwwiisstt Gains plot "break", p. 128

RRiigghhtteeoouuss FFuurryy +5 to attack actions; costs 2 Drama Points, p. 128

BBaacckk FFrroomm tthhee DDeeaadd Resurrection!; cost varies, p. 128

PPaanniicc TTaabbllee
RRoollll  RReessuulltt EEffffeecctt

9+ NNoo bbiiggggiiee:: The character toughs it out.  May be afraid, but no panic here.  Can act normally.

7-8 SSttaarrttlleedd:: The character is startled but not paralyzed, and can act normally.  Initiative is lost, however; the critter
wins Initiative automatically on that Turn.

5-6 FFrreeaakk oouutt:: The character screams and/or flinches away.  Only defense actions can be attempted on that Turn 
and the character cannot go on Full Defense.

3-4 RRuunn AAwwaayy!!:: The character takes off running like a spider-eating spine-missing Zeppo for a full Turn, unless
cornered, in which case cowering in terror is on the agenda.  No attacks are possible and defense actions suffer
a -2 penalty.  After each Turn (or handful of seconds), a new Fear Test can be rolled (reduce any penalties by
one with each successive Turn, until the character snaps out of it). 

2 or less TToottaall TTeerrrroorr:: The character is not in control of her actions.  She may lose her lunch, pass out or suffer some
other oh-so-embarrassing fate.

BBrreeaakkiinngg SSttuuffff TTaabbllee
IInntteerriioorr DDoooorr:: Three Success Levels

RReeiinnffoorrcceedd WWooooddeenn DDoooorr:: Four Success Levels, and it ignores the first Success Level in any
one roll

MMeettaall DDoooorr:: Six Success Levels, and it ignores the first two Success Levels in any one roll

RReeiinnffoorrcceedd MMeettaall DDoooorr:: Eight Success Levels, and it ignores the first five Success Levels in any
one roll  

IInntteerriioorr WWaallll:: Armor Value 4; 20 points of damage

BBrriicckk WWaallll:: Armor Value 6; 40 points of damage

CCoonnccrreettee:: Armor Value 10; 80 points of damage

BBaassee DDaammaaggee TTaabbllee
AAttttaacckk BBaassee DDaam maaggee NNootteess
Assault Rifle 16 Bullet; use rifle ranges; can fire bursts; p. 118

Axe 5 x Strength Slash/stab; can use two hands; p. 118

Baseball Bat 4 x Strength Bash; any heavy club; can use two hands; p. 118

Baton 3 x Strength Bash; p. 118

Big Ass Pistol 18 Bullet; use pistol ranges; p. 118

Big Ass Sword 5 x (Strength + 1) Slash/stab; uses two hands; p. 118

Big Knife 3 x Strength Slash/stab; p. 118

Big Pistol 15 Bullet; use pistol ranges; p. 119

Bow 4 x Strength Slash/stab; max damage 20; use pistol ranges; p. 119

Break Neck 4 x Strength Bash; must Grapple; p. 109

Choke/Strangle 1 x (Strength - 1) Victim cannot breathe; p. 109

Crossbow 16 Slash/stab; use pistol ranges; p. 119

Head Butt 2 x Strength Bash; p. 111

Hunting Rifle 20 Bullet; use rifle ranges; p. 119

Jump Kick 3 x (Strength + 1) Bash; Dexterity + Acrobatics roll first; p. 111

Kick 2 x (Strength + 1) Bash; p. 111

Knife 2 x Strength Slash/stab; p. 119

Pigsticker 2 x (Strength - 1) Slash/stab; p. 119

Pistol 12 Bullet; use pistol ranges; p. 119

Pistol Crossbow 10 Slash/stab; use pistol ranges; p. 119

Popgun 9 Bullet; use pistol ranges; p. 119

Punch 2 x Strength Bash; p. 112

Quarterstaff 3 x (Strength + 1) Bash; uses two hands; p. 119

Shotgun 20 Bullet; use pistol ranges; p. 119

Slam-Tackle 2 x Strength Bash; knocks target down; p. 112

Spear 3 x (Strength + 1) Slash/stab; uses two hands; p. 119

Spin Kick 2 x (Strength + 2) Bash; p. 112

Stake 2 x Strength Slash/stab; p. 120

Submachine Gun 12 Bullet; use pistol ranges; can fire bursts, p. 120

Sweep Kick 1 x Strength Bash; knocks target down; p. 112

Sword 4 x Strength Slash/stab; p. 120

Takedown 1 x Strength Bash; knocks target down; p. 112

Taser Rifle 5 Knockout effect; p. 120

Thrown Axe 4 x Strength Slash/stab; use throw range; p. 118

Thrown Knife/Stake 2 x (Strength - 1) Slash/stab; use throw range; p. 119, 120

Thrown Pigsticker 1 x (Strength - 1) Slash/stab; use throw range; p. 119

Thrown Spear 3 x Strength Slash/stab; use throw range; p. 120

Toss 1 x Strength Bash; knocks target down; p. 112

Tranquilizer Gun 1 Puts target to sleep; use rifle range; p. 120

TTuurrnn OOrrddeerr
IInntteennttiioonnss:: All players state intended actions for their characters.

IInniittiiaattiivvee:: Director decides or D10 + Dexterity (see Fast Reaction Time, p. 39)

AAccttiioonn:: In initiative order, characters perform actions

SSuucccceessss LLeevveellss TTaabbllee
RRoollll SSuucccceessss LLeevveellss DDeessccrriippttiioonn
9-10 1 Adequate

11-12 2 Decent

13-14 3 Good

15-16 4 Very Good

17-20 5 Excellent

21-23 6 Extraordinary

24-26 7 Mind-boggling

27-29 8 Outrageous

30-32 9 Superheroic

33-35 10 God-like

+3 +1

AArrmmoorr TTaabbllee
AArrmmoorr TTyyppee AArrmmoorr VVaalluuee NNootteess
Leather or Tweed Jacket 2 Typical biker’s jacket with lots of zippers or a Watcher’s scholarly jacket

Leather Armor 3 Breastplate, helmet and arm and leg protectors

Chain Mail 8(4) Second value is used against Bullet attacks

Plate Armor 12(6) Second value is used against Bullet attacks

Bulletproof Vest 10(5) Second value is used against Slash/stab attacks

Combat Armor 12 Worn by combat soldiers and SWAT teams

MMaaggiicc TTaabbllee
DDiissppeelllliinngg Success Levels ≥ (Power Level – 1), p. 141

SSoorrcceerryy Sorcery Level added to Spellcasting, 
maximum +5; quick casting possible, p. 143

RReeppeeaatt UUssee -2 (cummulative) per use unless rest (2 hours per 
Spell level; 3 hours for telekinesis); 
-1 per use additional if same spell used, p. 140, 143

SSppeellllccaassttiinngg D10 + Willpower + Occultism, p. 140

If failed, no result;

If Success Levels < Power Level, 
roll on Spell Side Effect Table;

If Success Levels ≥ Power Level, successful casting

TTeelleekkiinneessiiss D10 + Willpower + Sorcery, p. 143

Success Levels equals Strength of effect

Damage: Success Levels x 2, Bash or Slash/stab

IInnjjuurryy TTaabbllee
1100 oorr ffeewweerr LLiiffee PPooiinnttss -2 penalty to combat rolls

55 oorr ffeewweerr LLiiffee PPooiinnttss -4 penalty to combat rolls

00 oorr ffeewweerr LLiiffee PPooiinnttss Unconscious if failed D10 + Willpower +
Constitution roll, with -1 penalty per Life
Point below 0

--1100 oorr ffeewweerr LLiiffee PPooiinnttss Dead if failed D10 + Willpower +
Constitution roll, with -1 penalty per 10 Life
Points below 0 (Survival Test, p. 121)
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Ancient evils are forever on
the rise, only to be buried by

heroes and champions.

Your town has seen much more than its fair share
of such rises and falls. 

One such evil is the Djinn, a granter of wishes.
Wishes don’t seem too bad, do they?  But really, it
all depends on who is doing the wishing, and what
the wishes are.

The Djinn’s prison keeps it from manifesting, but 
it has been weakening over the centuries.  The evil being is still restricted, but if someone on the outside wants some-
thing very, very badly, it can grant her wish.  In return, all it requires are some souls.  Not the wisher’s, of course.
At least not right away . . .

Anyone who takes the Djinn up on its deal is branded in some way with its Mark.  It isn’t necessarily a tattoo; it
could be a recurring theme in the wisher’s art, decorations on the wisher’s object of power, or something she is con-
stantly doodling.

What does the Djinn do with the souls?  It braids them into its goatee.  No, not really.  It actually uses them to
wedge the cracks in its prison wider and wider.  Enough souls, enough cracks, and the entire structure collapses,
freeing the Djinn to wreak its dark purpose—whatever that may be.

Unless a group of heroes stop it . . .

But before we get to all that, let’s talk a bit more about playing, and particularly directing the BtVS RPG.

OVERVIEWOVERVIEW

TM

OOvvee rr vv ii eeww

Xander: So, uh . . . you and Oz.  How do I put
this?  Are we on first, second, or, uh . . . ye gods?

Willow: That’s none of your business, Alexander 
Harris.

—3.5 Homecoming
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What the—?
So what’s this strange looking book/pamphlet thing

you’re holding in your hands?  It’s a Director’s best
friend.  Okay, that may be overstating things, but it’s
darn useful for all you Director types out there.

As explained in the Buffy the Vampire Slayer
Roleplaying Game Corebook (BtVS Corebook), you
Directors have a great deal to do before and during a
roleplaying game session.  The Director’s Screen is
designed to ease your burdens and make being a Director
much more enjoyable.  The Director’s Screen contains
two separate items—a colorful screen made of heavy
cardboard, and a staple-bound booklet.  We’ll discuss
each in turn.

Now remember, the Director’s Screen is designed to
aid in almost all your tasks, but each of you brings your
own sensibilities to the role and will use, modify and/or
ignore the material presented here as you see fit.  Don’t
worry, we don’t mind.  In fact, we wouldn’t have it any
other way.  It’s your game and your gaming crew.  If you
ain’t happy, we ain’t happy.

The Screen
The screen will aid you in your storytelling and rules

adjudication tasks.  It does this in a couple of ways.

Barrier
The screen may be set on its bottom edge to create a

space or separation between you and your players. The
heavy cardboard and panel-folds keep it steady and allow
you to adjust the amount of space it takes up, and the
amount of space it hides.

Used this way, the screen “sets the stage” in a sense by
highlighting your space at the table and directing the
players’ attention to you.

The screen also hides your notes, plans and maps and
keeps the players from knowing crucial details or secrets
of the storyline until the dramatically appropriate time.
Your papers can get numerous (particularly when the
action is hot and heavy) and a large, concealed space to
spread them out (larger than that provided by, say, your
hands) can be very useful.  Also, there may be times when
you need to roll some dice to determine how something
works out and you want to keep the results hidden from
the players.  (Say a vamp is trying to sneak up on the
Slayer, rather than calling for the player to make a
Perception roll—a sure sign that something is skulking
about—you just make the roll yourself accounting for
the Slayer’s Perception and the vamp’s sneakiness.)  

Some of you won’t like using the screen as a barrier,
or the “I’m more important than you” status it conveys.
In that case, don’t use it that way.  You will still find the
screen a beneficial tool for game sessions.

Mood and Refrence
One side (the side facing the players) of the screen

presents colorful and evocative illustrations to help set
the mood and bring the setting and characters to life.
Honest!  Take a look.  Stunning, isn’t it?

On the other side of the screen, you will find the best
stuff of all—all the information you need to run the
game.  Tables and charts are presented in an easy-to-read
manner, including those

• giving damage formulas for various weapons and
hand-to-hand attacks,

• revealing what die rolls grant what Success Levels,

• covering roll modifiers depending on the difficulty of
the task or tasks attempted (for example, a Very
Difficult activity should suffer a -3 to -5 penalty to
the roll),

• presenting Fear Test modifiers and results,

• running down Combat Maneuvers, their rolls, damage
and special features,

• and many others.

Your side of the screen is much like a sweet crib sheet,
propped up right in front of your eyes.  With this baby,
you don’t need to go looking through the book for the
information you need.

The Director’s Handbook
This pamphlet complements the screen and further

eases your Director-y burdens.  

The first section, Episode Zero, includes a bunch of
advice mostly concerned with how to run sessions and
make the experience more enjoyable for all.  Nothing set
in stone here.  It’s just a bunch of suggestions that you
may find useful.  Use the stuff you think is cool; drop the
stuff you think is lame.  

The remaining sections present three separate, ready-
to-run BtVS RPG Episodes.  They interrelate and may be
played in sequence or dropped at various places in a larg-
er, already formulated Season.  They are all based around
the vile activities of the Djinn, the Big Bad first intro-
duced in CChhaapptteerr EEiigghhtt:: SSwweeeeppss WWeeeekk from the BtVS
Corebook.  

TM

OVERVIEWOVERVIEW

                             

 



The Episodes
To ease the presentation of the three Episodes, we’ve

created a format that fits the show.  They begin with
some introductory text and then move into a Plot
Synopsis.  A cut scene appears next.

The remainder of each Episode is divided into four
Acts: Introduction, Conflict, Climax and Resolution.
Each Act includes one or more Scenes, each described in
varying degrees of detail.

The Acts have four sections each:

RRuunn--DDoowwnn:: A brief explanation of what happens in the
Act, with a bit of background thrown in.

AAccttiioonn:: This covers the actual events and encounters in
the Act, including rules.

TTrroouubblleesshhoooottiinngg:: Some tips on how to handle prob-
lems when the players improvise or proceed along an
unexpected path.

Game information for the Guest Stars and Adversaries
involved in the Act, including all their stats, are located
at various places.  You will find them conveniently gath-
ered in special sidebars that look like the one at the bot-
tom of this page (except with different faces and num-
bers, but you probably already figured that one out?).
This will enable you to get with the slayage without both-
ering to look stuff up.  We are just so helpful, aren’t we?
You betcha!

Number of Characters
The Episodes presented here require three to five

beginning characters, which can include the BtVS
Corebook Archetypes, the First Season Original Cast, or
characters created by the players. 

Locations
Details of the exact locations in the Episodes are left

vague.  If your gang is playing the Original Cast, the
town is Sunnydale, the local hangout is the Bronze and
the school is either Sunnydale High or UC Sunnydale.
Alternatively, the gaming group can be playing their own
Cast Member-creations in Sunnydale, or a group in a
completely different town.  For that reason, the specifics
of the region are left for your tailoring.

overviewoverview
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T
he beginning of each Episode includes 
a box like this.  It signifies that a cut
scene is taking place (see pp. 17, 31, 42).

These scenes do not involve any of the Cast
Members.  They should be read aloud to the
players to set the stage for this Episode.  If you
like, you can hand out copies of the page to a
few of the players and have them read any dia-
logue as you read the narrative.

NNaammee:: Malcolm, Vampire Snitch
MMoottiivvaattiioonn:: Get rid of Gary, blood!
CCrriitttteerr TTyyppee:: Backstabbing Vampire
AAttttrriibbuutteess:: Str 5, Dex 4, Con 5, Int 2, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 12, Brains 3
LLiiffee PPooiinnttss:: 56
DDrraammaa PPooiinnttss:: 1
SSppeecciiaall AAbbiilliittiieess:: Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 14 18 Must Grapple first; 

no defense action
Dodge 12 — Defense action
Grapple 14 — Resisted by Dodge
Kick 11 14 Bash
Punch 12 12 Bash

                                                                      

 



Buffy: Being the Slayer doesn’t give me a license
to kill.  Warren’s human.

Dawn: So?
Buffy: So the human world has its own rules for

dealing with people like him . . . 
—6.20 Villains

As Director, you are crucial to the success of any ses-
sion of the BtVS RPG.  You are responsible for the sto-
ryline, both creating it and bringing it to life for the
other players, for interpreting the rules of the game, for
the scenes that involve the characters, and for the
Supporting Cast who interact with the players.  Such a
critical role can be daunting if you’ve never done it
before.  However, with this handy-dandy guide, you’ll be
spinning BtVS tales and ad libbing plot twists in no time.

As with any position of deep and meaningful responsi-
bility, Directors eventually learn certain tricks of the
trade.  But really, who wants to suffer through all that
trial and error stuff anyway?  Now, no book could ever
provide guidance for every situation—that’s what’s so
cool about roleplaying: anything can, and usually does,
happen.  What we’ve assembled here are a set of tools,
some guidelines for recognizing the problems that may
occur, and some possible solutions.

Show Rules vs. Game Demands
The first step to becoming a good Director is to under-

stand what such an esteemed personage as yourself does.
Often, the comparison is made between Directors and
real scriptwriters.  Both create a storyline, dress the
scenes, cast the villains, and set the timing for the action.
However, Directors have special responsibilities that set
you apart from scriptwriters.

Scriptwriters, when creating an episode, have absolute
control over every aspect of the show—the sets, the
actors, the stories.  Each word is scripted, each punch
rehearsed, and each plot twist thought out well in
advance.  The writer creates what is needed based on the
plot of the show, and the actors don’t get a vote.  

In roleplaying games, control is spread through the
entire group.  You set the scenes and prepare the Big
Bads, but the players decide who goes to the cemetery
and who stays at the library.  The dice decide who lands
the final blow and when the crucial bit of information
gets discovered.  This makes your job both easier (not all
the storytelling comes from you) and more difficult (you
have to figure out how to retain some semblance of con-
trol over things).  Regardless, a clever Director can still
use the tools of the scriptwriter, along as you engage in
a few modifications.

On a television show, scriptwriters love to startle the
audience.  They use a gruesome demon jumping out of
the darkness or a sudden betrayal by a friend to keep the
viewers on the edge of their seats and actively involved
in the action and with the characters.  In a roleplaying
game, each player is already part of her character’s life.
She controls the character’s likes and dislikes, her past
and futures.  Whenever you throw something unexpect-
ed at the Cast, the players are the ones who deal with it.
And naturally, when something extremely weird shows
up, the players are the ones who feel threatened by it.  

If the characters suddenly discover the dorm they’ve
been living in for the past year is actually a top-secret
government installation, the players are going to want to
know why they never noticed it before.  The hacker has
been using the local network to get information from a
dozen different illegal sources; she never wondered why
the building had enough bandwidth for a small army, lit-
erally?  The Cast has been prowling around at night for
almost their entire high school career, and they somehow
missed the construction of an underground lair stretch-
ing throughout the town?  The players want to share in
the game world and when large chunks of it change with-
out warning, they feel as if they have lost some of the
control over their characters.  

So, how do you keep secrets in a game?  The key is
to drop hints, and let the Cast see the edges of the mys-
tery.  Build slowly, keeping the information light and
seemingly unimportant.  A casual detail mentioned dur-
ing one session, and then a rumor overheard in a bar
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EPISODE 06

during the next.  Before introducing that secret military
base, have a demonic informant complain about the
“local militia” who has been patrolling near the dark
places it likes to haunt.  A Cast Member may notice heavy
construction equipment being hauled into town, but no
major building projects being started.  Spread the hints
out over several Episodes, so when they discover the
secret, the connection to previous sessions clicks in.
Remember, unlike the scriptwriter who has to cram all
his information into forty-two minute-long segments,
you generally have three- or four-hour sessions of gam-
ing to lay your groundwork.  That allows you to do more
hinting and foreshadowing.  Use that to your advantage.  

Be aware of how any subtle clues will be received.
Make sure that clues directed at coming Subplots are
placed during scenes when the players already have a
clear direction or goal.  Otherwise, they may take it for
a “big clue” leading to the next scene, rather than a “lit-
tle clue” that will be followed up in future sessions.  A
foreshadowing Subplot clue that overly detracts from the
current adventure is counterproductive (unless of course
it’s planned—red herrings are a very legit method of
diverting the characters . . . just don’t do it too often).

Stringing Episodes together with Subplots is something
both good television and good gaming do.  “Sudden devel-
opments” are more exciting if the development wasn’t
actually all that sudden, but was subtly hinted at previous-
ly.  Introducing a minor character in the Season Premier,
then dropping small hints and clues until she is revealed to
be the hell-master the Cast has been hunting for six months
is a good example.  The final revelation was a surprise, but
the players don’t feel as if they’ve been walking around
blind during the previous sessions.  All in all, they have a
thread of stories that connect them to the world.

Roleplaying Opportunities
Ethan: I wouldn’t say that.  I wouldn’t say that

at all.  In fact, Ripper, old mate, I’d say some-
thing rather interesting was about to hap—

(Door opens and Giles shines flashlight inside.)
Giles: Did someone—?
Ethan (caught): Oh, bugger! I thought you’d gone!

—4.12 A New Man

Roleplaying games are something of a contradiction.
You create an overarching storyline, but no one can plan
for every possible move made by the Cast.  You need to
have a coherent story planned so there is direction to the
game.  The players, on the other hand, rightfully demand
the ability to choose their own path, and won’t be happy
being restricted.  (Hey, it’s their game too.)  

Balancing the two factors requires a flexible Plot.  You
must script a finite number of options that all advance the
plot in certain ways, but usually only one of them is actu-
ally used by the Cast.  As they make decisions that take
them further from the main plotline, you script things so
that it becomes more difficult to proceed.  In this way,
you “channel” the Cast without browbeating them into
any particular action.

For example, the Cast is looking for a shape-shifting
demon.  The only person to have seen the demon’s
human form is a waitress at a dockside bar.  However,
the Cast decides to research this type of demon at the
library.  Rather than saying, “You waste several hours
unsuccessfully looking for a picture of this nasty,” you
should announce that today the exterminator will be
spraying the library for vermin.  If this doesn’t dissuade
them, have the exterminators show up right on time and
announce that everyone must clear out.  If they sneak
back in, have them roll frequent Constitution (doubled at
first, then not doubled) rolls or they get violently ill from
the fumes.  After all is said and done, the Cast will have
accomplished little by sticking with the library path.  If
the Cast hits the streets in search of information, their
path suddenly becomes easier; perhaps their normal
informants are particularly well-informed tonight and
lead the Cast directly to the person they need to see.

That said, be sure to leave enough wiggle room so that
inspired actions or ideas by the Cast can be worked in as
seamlessly as possible.  That’s where the good Director ad
libs, quickly adjusting and bridging whatever gaps occur.  

Say that on the way to the library to research that pesky
demon, one of the Cast remembers that the first victim
(one the character read about only after the body was dis-
covered) was found by the docks.  The Cast Member hap-
pened to grow up around that area and her player asks
you to fill her in on the details.  You think this is a good
approach and decide that she is familiar with Lou’s Diner
as a local gathering place for dockworkers.  As it happens
(or as you quickly bend the story details), the waitress
with the key information works at Lou’s.  Gotta keep your
mind open for such twists—makes the players feel more
immersed in the story and more willing to contribute
their ideas and creativity.

Game Mechanics
Given the number of pages devoted to how to use the

Attributes, Skills, and Combat Maneuvers, it is easy to feel
the need to roll dice for every event.  In fact, some
Directors believe that as long as the game mechanics
cover a situation, those mechanics must be used.  This
isn’t necessarily the best tack to take.  
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The game mechanics are designed to cover situations
where an element of chance will provide extra detail, and
guide the outcome of dramatic moments during the
story.  The numero uno time to use the game mechanics
is combat.  When you have the Cast locked in battle with
the Big Bad, the dice add an element of the unknowable.
The Good Guys will prevail in the end (we hope), but at
what cost?  The dice make sure no victory is too easy,
and may allow the righteous to triumph over superior
foes.  Other good times to trust the dice are when you
need to determine how long a task takes, or how many
attempts are necessary.  And lest you think die rolling is
the exclusive domain of serious situations, game mechan-
ics can be used for light-hearted events too.  Driver’s
education tests, school talent shows, or a band’s first pay-
ing gig are all excellent opportunities for a random ele-
ment to make a Cast Member’s life more interesting.  

All this is good and fine, you say, but why shouldn’t
game mechanics be used for every situation?  Simple—
the dice should not make major decisions for the story-
line.  Use die rolls to determine things like how long
research will take, not how successful the research will
be.  The decision to make spells and information avail-
able should be based on the flow of the session and your
plan for the Episode or Series, not chance.  

If Timmy has fallen down a well and the Cast is trying
to pull him out, their success or failure will have a huge
impact on the Season—something that should not be left
to randomness.  You’ve spent too much time crafting the
storyline to let a bad turn of the dice derail it.  

And nothing will change a series like a death, especial-
ly a Cast Member’s.  Random chance does not kill anyone
on TV; scriptwriters always have excellent reasons for a
character’s demise (like a nasty contract dispute).  If
someone needs to sacrifice herself heroically, let her.
The game is about heroes and the sacrifices they make.
But if she’s driving too fast trying to get to school on
time, do NOT kill her off after a failed Drive roll.

Even Supporting Cast shouldn’t keel over just because
they failed a Notice roll.  If the person was important
enough to be given a name, her death should be signifi-
cant enough to happen for a reason.  This is not to say
the Cast Member’s actions are meaningless in a situation
where the outcome has been determined—far from it.
The Cast is welcome to disrupt the plot; the dice are not.

Game mechanics should also be ignored if they will dis-
rupt the pacing of the game.  Combat, for instance, is
significant when it is for dramatic purposes, like van-
quishing the Big Bad, or when the combatants are rela-
tive equals, like Buffy and Faith.  However, trying to
work out every combat will cause the game to drag.

Everyone knows Buffy is going to whip the snot out of
Jonathan, no matter how important Jonathan is to your
story.  Rolls aren’t necessary at that point; simply ask the
Slayer how much she wants to hurt the twerp and move
on.  Of course, sometimes a twerp can pick up a super
widget that makes him invulnerable (like that would ever
happen, right?), or the battle is significant to the plot for
some other reason—comic relief, for example.  

On other occasions, game mechanics may simply get
in the way.  If the Cast is getting restless and is eager for
a chance to stake some vamps, skip the roll for the
research and get those heroes into some combat.  If they
have been moving too quickly through an Act, a stop at
the library and a fast Intelligence and Occultism roll may
not be the best idea.  Require the Cast to explore other
occult sources.  Beating up the local vampire bartender
is a time-honored tradition, as is calling the “old college
buddy, who was tragically driven mad by exposure to the
very monster we are now battling.”

The most important thing to remember about game
mechanics is that they are tools, nothing more.  You as
Director must ultimately decide what is best for the sto-
ryline.  The dice can suggest, but they should not dictate.  

Fudging
Buffy: You think we missed anything?
Angel: I think we know everything she knows.
Buffy: May I say something?  Psych!
Faith: You played me.  You played me! 

—3.17 Enemies

Don’t look so shocked!  It’s a time-honored tradition
to “cheat” in order to make the plot work better.  Yes
indeed, you can occasionally step in and “change” the
course of events by modifying the results of a die roll.

TM
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The biggest danger of excessive combat is the

amount of “screen time” warrior characters like
the Slayer get.  On television, one character gen-
erally gets to hog the spotlight, and it’s usually the
one who has her name in the show’s title.  In gam-
ing, however, the Episodes are a team effort, and
no one character should overshadow the others for
too long.  Zipping through situations where the
opponents are obviously overpowered helps to
maintain the balance for the times when a long,
involved brouhaha is critical.
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This can be as unobtrusive as ignoring a disastrous die
roll or as obvious as having a powerful ally show up “just
in time.”  Most of the time, your “adjustment” should be
subtle—ignoring a modifier to a roll or allowing a Cast
Member to “just happen” to be carrying the exact tool
she needs.  Sometimes, the change needs to be major.  If
a battle goes horribly, horribly wrong, ending with the
entire Cast dead, you may suddenly tell the players, “you
each wake up in your beds, screaming from a nightmare
about your own death!”  The dream sequence gambit is
risky, but in some situations nothing else will do.  Best if
you tie the scene into some (hastily invented) mind or
dream-control powers of the Big Bad.  Not only will it
make your “revision” more plausible, but it opens up all
sorts of other plot twists.  Makes it seem like you planned
the whole thing from the start (though we recommend
curtailing your “Oh crud, what do I do now?” comments
while you are spinning the revised plot).

There are many reasons for you to exert direct control
over a situation.  A crushing defeat may set the Cast up
for a rousing victory.  The characters may have blun-
dered into a situation far beyond their control (“So, if
she’s not a demon, how did she get so strong?”), or per-
haps you simply overestimated the Cast’s fighting
strength.  The BtVS RPG allows for occasions such as
this, and recommends awarding Drama Points to charac-
ters who have just lost a bit of free will for the sake of
the story.  

On the other hand, knowing when not to interfere
with the flow of the game is as important as knowing
how to.  If the Cast is designing a trap that won’t hold
the demon for more than a few seconds, the Watcher’s
old friend Randolf, Trap Master to the Throne, shouldn’t
show up and correct their errors.  In general, let the Cast
make their own mistakes; it creates a better story if the
players know their characters aren’t all-powerful.  

In the majority of situations, the best Directorial
manipulations are the most subtle.  If the Cast blows off
research time for patrolling, a gentle hint to get back to
the books may take the form of a conspicuous absence
of vampires in the graveyard.  A simple flat tire can
remind the Cast that running from a pack of hellhounds
isn’t properly heroic.  You get the idea.

Now, about the manner of fudging.  Be discreet.  No
one wants bad stuff to happen to their Cast Member, but
they should at least fear it.  If your players all know that
you will blatantly manipulate things to make it go right,
the suspense is ruined.  We provided you with a nice big
screen to hide behind—so use it when you are rolling
dice.  Also, don’t be afraid to take a break, or even call
a session short if you need time to figure out how to get

the gang out of the mess they got themselves into.  If you
can wing it and bring things back in line plot-wise, cool.
Otherwise, better to take five.

Dice as Misdirection
The players will quickly learn to watch your actions.  If

you ask the Cast to make Perception and Notice rolls, and
tell them nothing once everyone has failed, they will
know something is in the area.  Otherwise, you would
not have asked for rolls.  Also, if you roll several dice
behind your spankin’ new screen, they likewise know
something is about to happen.  Or is it?  It’s a silly little
thing, but it works for gathering the attention of your
players.  If the Cast is bogged down in minor discussions,
roll a die.  Then ask one of the distracted players for
their level in an Attribute you know is less than stellar.
For instance, ask the Jock what her Intelligence is or the
Nerd her Dexterity.  Shake your head and double-check a
table or chart.  Ask about Life Points or Drama Points.
Immediately the Cast will assume they’re being watched,
are under attack, and the distraction will vanish.

As they’re walking down a dark alley, rolling a couple of
dice is the gaming equivalent of a screeching cat knocking
over a trashcan.  The key to this trick is knowing what the
players know: this is a game and die rolls are significant.
But what it signifies is up to you, the Director.

Ad Libbing
Buffy: Life’s a song . . . You don’t get to

rehearse . . . 
—6.7 Once More, With Feeling

Keeping a natural flow to a storyline natural is a strug-
gle, whether it involves a member of the Screen Actor’s
Guild or the roleplaying game screen.  Events should flow
into one another, and should have consequences, just as
they do in the real world.

One of the most difficult parts of being the Director is
the spur-of-the-moment creativity that is occasionally
required.  Since the Cast doesn’t know what you’ve pre-
pared for and what you haven’t, count on them blunder-
ing off in some unexpected direction at some point (usu-
ally when it’s most disastrous to the plot).  And yet, no
matter where they are, they expect the same level of
detail as if they walked directly into a carefully designed
encounter.  If the informant is waiting in Sunnydale’s
most dangerous bar, and you have the names, family his-
tories, and rap sheets of every other low-life scum in the
place, the Cast will suddenly decide to go to the Bronze
for clues.  Well, clues and some dancing! 
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There are many ways to deal with these situations.
First, don’t over-prepare.  An important part of ad lib-
bing is taking what has already been planned and using
it in ways that weren’t planned.  If a Supporting Cast
Member is locked into one specific place, it becomes
more difficult to slide her over to wher the Cast actually
goes (remember the waitress example we discussed).
Let’s say you design two informants: a group of vampires
who are paranoid about sunlight and never leave their
crypt and a rat-faced little human with thinning hair.  It’s
impossible to have the vamp informants give out certain
hints unless the Cast drops in for a chat.  Now, if the Cast
fails to find either informant’s address, they may never
go to the crypt, in which case you need to shift one of
the informants over to whatever location the Cast does
visit.  Now, which informant will be easier to use?  The
human, while still memorable, will be easier to “relo-
cate.”  Still, the vamp group is not a lost cause.  Take
those meticulously detailed low-life scum and make a few
adjustments—instead of a gang, they belong to a frater-
nity.  Now they aren’t vampires, they’re sophomores!  

Know Your Audience
An important part of good directing is knowing the

audience.  No matter how carefully planned the session
is, or how many hints are given, or how richly the loca-
tions are described, if the players are looking for a fun
night of vampire slaying and you produce a dark angsty
session, ratings will drop and fast.  

This isn’t to say one style is superior to the other;
that’s why there is more than one flavor of ice cream.
Some groups will only be interested in interacting with
the denizens of the Bronze and negotiating with friend-
ly demons for ritual components, while others want vam-
pires to dust, monsters to behead, and bizarre cults to
smash.  Neither of these approaches is wrong, but if you
insist on introducing battle after battle to the bookworms
or forcing the warriors to decipher puzzles, the Cast
won’t change—they’ll become characters without play-
ers.  Just like in television, if the viewers aren’t enjoying
the Episodes, they won’t tune in next week.

How do you discover your players’ preferences?  Well,
some of you will be playing with friends in a regular
gaming group, so you should have some ideas.  Still,
some will be meeting the players for the first time or
nearly so.  A pre-Season questionnaire isn’t unheard of,
and can be as simple as “What is your favorite Buffy
episode?  Why?  What was your least favorite?  Which
is better, Buffy or Angel?  Could Giles beat up an FBI
agent?”  Of course as long as you’re making up a sur-
vey, don’t just find out about their gaming likes and dis-

likes.  Ask about movies, music, and books.  Someone
looking for lots of combat may like muscle-bound guys
with funny accents or she may like gritty WWII movies.
Each is going to differ in the type of “action” she’s look-
ing for.  Similarly, an occultist who loves J.R.R. Tolkien
and Robert Jordan is going to think of magic differently
than someone who reads nothing but Umberto Eco and,
say, Ken Hite.

It is often a good idea to take the first session to dis-
cuss the Cast, and what the players expect from them.
Jane may want her character to do a lot of fighting, but
Able may be looking forward to exploring lost ruins in
an urban setting.  Getting diverse characters to come
together isn’t as difficult as it may seem.  No player
expects an entire Season to be exactly what her charac-
ter enjoys.  As long as her Cast Member has something to
contribute to each Episode, the player will be happy.

What a player wants from her character and the entire
game is going to depend largely on her personality, but
the correlation isn’t always clear.  A good number of
players are quite happy to create a character very close
to their own personalities, so they can experience epic
adventures vicariously.  Others create Cast Members dif-
ferent from themselves in very extreme ways.  This
allows them to explore different personalities.  Be aware
of who’s looking to do what.

Going Off the Deep End
When preparing for a session, you should try to antic-

ipate the combined creative force, and sometimes arbi-
trariness, of your players.  By knowing your players—
and their characters—you can anticipate their actions in
most situations.  With judicious ad libbing and fudging,
you can handle most oddities.  

Still, there will be times when the Cast makes decisions
that are bizarre in the extreme.  While you can’t predict
these deviations from character, be aware that they do
happen.  Forewarned is forearmed.

In most instances, only one character goes all freaky,
suddenly acting in a way quite contrary to both her char-
acter concept and her previous behavior.  This can hap-
pen for a variety of reasons.  As the Director, you need
to look at what is causing the odd behavior.  

Players can inadvertently bring their troubles from
Real Life to the gaming table and inflict them upon their
characters.  If someone is having a bad day, don’t let a
rash decision wreck a good character.  Divert the action
from that Cast Member for a moment and give the play-
er a chance to catch her breath.  Ask the other Cast
Members about their actions, their Drama Points, Life
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Points, or skill levels—anything to divert the focus from
the character in question.  Often, taking a few minutes
to refocus will get the player back into the groove.  

The behavior could also be the result of a misunder-
standing of the rules.  If a rules dispute is the source of
the problem, make a ruling immediately and notify every-
one involved that, while the ruling may be incorrect, it is
better to be wrong for one session than to take time
researching the correct rule.  

If the player insists on continuing the irrational behav-
ior, you may want to discuss the ramifications of the
character’s actions.  For example, if the Cast Member
wants to use her Slayer powers to rob banks, you would
be justified in pointing out the massive manhunt that
would result.  

In the end, however, it’s the player’s choice.  You can’t
play her character for her.  Part of the impact of a role-
playing game is discovering the repercussions of your
character’s choices.

Group Deep Ending
Xander: Hey, we gotta be like Sergeant Rock.  Cool

and collected in the face of overwhelming odds.
Anya: OVERwhelming? (turns to him) How much

more than whelming would that be exactly?
Giles: Look, everything will be all right, we just

need to stay here calmly.  As soon as Buffy
arrives—

(A battered RV screeches to a halt in front of
them, windows covered with aluminum foil.) 

Giles: —we’ll feel oddly worse. 
—5.20 Spiral

It is also possible that the entire Cast will head off the
deep end.  Usually, this is the result of a misunderstand-
ing of the situation.  Stop the action for a moment, and
go over the Cast’s intended plan of action, and the likely
ramifications.  The players may simply be looking at the
session differently than you are or have different ideas
about its necessary resolution.  Remind the Cast of skills
and Qualities which may have been forgotten, or suggest
avenues they may not have pursued.  Let them know,
subtly, that they are on the wrong track.  Also, make sure
that all the Cast Members are behind the plan. 

The Warning Signs
So what are these “trips off the deep end” exactly?  It’s

hard to generalize, except to say that the actions run
counter to the character’s normal responses.  For exam-

ple, a Cast Member might attempt to seduce the enemy.
In most cases, ick! Demons have uses for the human
body, but most of them require some sort of initial dis-
memberment.  More human opponents may have per-
fectly good reasons for turning the seductress down, but
then again, they may have good reasons for accepting.
Either way, it’s a dangerous game, getting all up close
and personal with a Big Bad, or even a Little Bad.  These
are facts the Cast Member should know.

Another “out of left field” sort of activity is a sudden
increase in violence.  If the Cast Member has the Mental
Problems (Cruelty) Drawback, this may not be out of
place, but otherwise, aggressively racking up the body
count isn’t a good thing.  It might be that the bad guy is
human (not a demon or undead).  We all know what hap-
pens if a human gets killed—eventually, even in
Sunnydale, the police investigate.  Now, the cops won’t
realize that the corpse was actually Victor Von
Snitenhauft, evil wizard bent on destroying the world by
summoning the Old Ones.  In fact, most would lock a
Cast Member away even faster if she tried to explain.  A
bloodthirsty player should be reminded of such things.  

Now if the whole Cast decides the only good demon is
a dead demon, the effects are a little different.  The first
thing that happens after the bodies start to stack up is a
demonic exodus.  Most vamps and minor demons would
rather run than die.  This is nice in the short run, but
eventually the Big Boys return.  Without the annoyances
of the small fry, taking over the Hellmouth is going to
seem much easier, at least to a demon with gumption.
The players should enjoy their success for the moment,
because their next fight is going to be much more dan-
gerous.  Pointing out these possibilities will help overly
aggressive Cast Members reconsider their path.

Other behaviors that warrant Director intervention are
suicidal actions, uncharacteristic cowardice, or sudden
increases in greediness.  In a Series where heroic sacri-
fice is occasionally required, suicidal activity may not
seem out of place.  Still, if a Cast Member attempts to die
for trivial reasons, like being drained by a single lowly
vampire, it may indicate the player is bored and is look-
ing to leave the game altogether.  This one has no in-
game solution; it can only be solved by sitting down with
the player and discussing the needs of her character.  

Attacks of cowardice can seem like a rational reaction
for Cast Members who are routinely attacked by super-
natural creatures, but the BtVS RPG is a heroic game and
shying away from combat isn’t in the spirit of the genre.
The solution for this problem may be as simple as being
more generous with the Drama Point awards, or going
over the rules for spending Drama Points.  
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Greed is one of the seven deadly sins and a sharp
increase in a character’s fixation on material possessions
can be equally bad.  This can be caused by the heady feel-
ing of power a player gets from a character who is seem-
ingly invincible.  Solution?  Reminding the Cast Member
that she too can occasionally get her butt kicked . . . by
kicking it.  In extreme cases (and where you know the
player can handle it), pitting the Cast Member against a
powerful foe and inflicting said butt-kicking may be in
order.  Just be sure your bad guy is strong enough.
There’s nothing worse than an object lesson that gets
punked and winds up teaching an entirely opposite sub-
ject.  Then you’re in deep doodoo.

Encounter Excellence
Buffy: You never get even a little tired of hear-

ing yourself speak, do you?
Mayor (chuckles, to Giles): That’s one spunky lit-

tle girl you’ve raised.  I’m gonna eat her.
(Giles grabs a sword from the table and thrusts it

through the Mayor’s chest.  The Mayor staggers
back but regains his balance.)

Mayor: Whoa!  Well now, that was a little
thoughtless. (Pulls the sword out of his chest.)
Violent outbursts like that, in front of the chil-
dren?  You know, Mr. Giles, they look to you
to see how to behave.

—3.21 Graduation Day - Part One

We gave you a bunch of tips for creating and running
Episodes, Seasons and Series in the BtVS Corebook.
What about the individual sessions and encounters that
make up those larger plots, you ask?  Coming right up.

When designing an encounter, first focus on the
setup—what the Cast will see before they react.  Then,
determine the best way to deal with the encounter.  Make
note of it.  Then determine the worst way.  Make notes.
Then imagine a half-dozen different ways between those
two extremes.  The Cast will fall in there . . . maybe.
Your notes of the best/worst/in-between should include
things like “What types of rolls are necessary for this sit-
uation?” or “Could this kill a Cast Member?” and “What
Quality/skill/power/gadget will be handy/necessary for
this situation?”

For example, suppose the Cast needs to cross a chasm
in the sewers.  A wooden bridge is there, but it’s too old
and rotted to be used.  The safest way to deal with the
situation is to climb down to the bottom of the chasm,
walk across, and climb back up.  Safe, but it takes quite
a bit of time—time that might not be available if the Cast
is chasing this week’s monster.  The most dangerous way

would be to run across the bridge as quickly as possible,
in the hopes that it won’t collapse while they’re on it.  In
between are the options of a running jump over the gap
(do you have a Jock in the group?), flying over (any
demons or spell casters around?), and lassoing a pipe on
the other side and crawling across (any cowboys or other
types that might have rope?).  You can make a note to
warn them away from the more dangerous actions by
requesting Notice rolls and mentioning the smell of rot
in the area, the echoing sounds coming from below, and
the huge holes in the boards.  You can guide the Cast
toward a safer path by mentioning the protruding rocks
on the walls, which make excellent handholds.  You
might also ask a Cast Member for a Perception and
Acrobatics roll to gauge the ease of climbing.  

Of course, these hints should only be used if the Cast
is stumped.  More often, the players will have a multitude
of ideas, most of which can’t be anticipated.  What can
be anticipated are the general categories of their actions.
Does the plan involve throwing something?  Use
Strength and Sports.  Climbing up, down, or across could
require either Strength and Acrobatics or Dexterity and
Acrobatics, depending on the nature of the climber.

Unless it’s absolutely necessary, don’t write down how
deep the chasm is—make note of the maximum amount
of damage it might do if someone fell in, but be prepared
to modify that.  If you think the Cast will actually climb
down (they are veteran spelunkers, they’re all Jocks, or
they have mentioned rock climbing as a hobby), note
how long, and how many rolls it will take to get down
and up.  Unless the Cast enjoys talking about rock climb-
ing, one roll should do, especially if this is just a tactic to
keep the White Hats from finding the demon’s lair for a
few minutes.  For more suspense, require multiple rolls,
like one to get down, one to cross the craggy floor, and
one to get back up.  Or several to climb each sheer face,
if they’re really good.  Whatever happens, do NOT leave
the matter of life or death to a die roll!  Always leave the
Cast a way out.

The Lights Go Up
Once all the planning is done and the notes are togeth-

er—you know who the Season’s Big Bad is, where the
action is going to take place, and who the Cast are—it’s
time for the actual game session.  You might be a bit
nervous as the next few hours will determine if your
planning and plotting were for naught.  Still, remember
that these are your friends, and everyone is looking to
enjoy themselves.  You’ll be fine.
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So how do you start the actual Episode?

No matter if the session is the Series Premiere, Season
Premiere, or just a normal Episode, some things don’t
change.  A large flat surface to roll dice, place character
sheets, and keep snacks accessible is always needed, as is
control of the lighting and the noise level.  You’ll also
need your notes, books, spare paper, pencils, and dice.
Time is important too.  Try for a point when everyone is
alert and rested, and have no pressing engagements.  In
general, “after work” is better than “before work,”
because there isn’t anything looming, distracting the
players.  Oh . . . access to a bathroom and refrigerator
shouldn’t be overlooked.  

Once everyone has arrived, take a moment to look
over the group and gauge their mood.  If Bob had a bad
day at work, maybe you should wait until the next session
to have demons blow up his character’s apartment.  If
this is a Premiere of any kind, begin by having the Cast
describe themselves.  Remember to use all five senses,
and don’t skimp on the personality description.  Some
mention of goals and attitudes is appropriate as well.
Unless this is the first Episode, a certain amount of
“Previously, on Buffy . . .” is most appropriate.

Anatomy of a Game Session
All game sessions have three phases: the opening, the

game play, and the closing.  Most will have a fourth
part—the break—but it isn’t absolutely necessary.  The
names give you a fairly good idea of what goes on, but
there are occasional subtleties that can be important.

The opening is the first part of the game session.  The
players find their character sheets, a comfy place to sit,
and their snacks (you get the feeling roleplaying and eat-
ing go together?).  You recap the previous session and
describe the current scene.  These are the obvious parts,
but least important parts of the opening in terms of the
game itself.  The most important part of the opening is
when the players stop thinking about their jobs, bills, and
significant others, and begin thinking about their char-
acters.  The transition is made at some point and you
need to be aware of it when it happens.  An easy way to
tell when the players are “in” the game is their language.
Before, they may refer to their character as “her” and
“she says.”  Once they’ve entered the game, they say “I”
and simply speak their lines, rather than preface them.  

Game play is the real meat of the session.  The players
are thinking in character and you have the Supporting
Cast lined up to answer questions, pose mysteries, and
oppose the heroes.  Much of this been covered, both in
the BtVS Corebook and in various sections of this book.

The break might be considered an interruption, but
clever Directors view it as an opportunity to control the
timing of the Episode.  Some sessions can last for three,
four, or five hours—that’s a long time to be sitting on
your butt, even if the couch is very cushy.  So, rather
than wait until everyone needs to stretch their legs, plan
the break ahead of time.  When the Cast hits the library
to spend a few hours with their good friend the reference
stack, have the players refill snacks, use the bathroom, or
just break character for a few minutes to talk about the
newest releases at the box office.  By working a planned
breather into the session, you avoid artificial stretches of
time when John’s character doesn’t react to anything,
because John is topping off his drink.  

The closing of a session sounds like a very natural
thing—everyone picks up their books and goes home.
However, just as a television program never fades to
black in the middle of a conversation, you should be
aware that the evening’s session is coming to a close and
plan accordingly.  If the Cast is in the middle of an inves-
tigation, call an end just after a vital piece of informa-
tion is found.  If the Cast has just finished an Episode, put
the characters in a relaxed scene, such as sitting around
the dinner table, reflecting on their adventures.

Description, Description,
Description
Xander: So tell!
Jesse: Tell what?
Xander: What’s the sitch?  What do ya know

about her?
Jesse: New girl!
Xander: Well, you’re certainly a font of nothing!

—1.1 Welcome to the Hellmouth

Describing a scene requires a balance between the
dryly factual (“The tabletop is three feet above the
ground, five feet long and three feet wide”) and the flow-
ery but frivolous (“The tabletop rises above the floor as
high as a man’s waist, and yet is too small to lie upon”).
In general, a few adjectives are better than one or none.
Don’t describe the table as “wooden,” call it “dusty oak,
hand-carved by someone with great skill, each leg pat-
terned individually” or “cheap ply-board, with the veneer
peeling off and numerous scuff marks and coffee rings.”
This gives the Cast a feel for their surroundings that goes
beyond where the furniture is.  There is a limit though.
If you spend a half hour detailing every nook and cran-
ny of a room, the Cast will never get around to search-
ing it for clues.  
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When planning a scene, think of entering a room for
the first time.  You notice the general configuration of
“where everything is,” but your eye also picks out a few
items that are more memorable.  Describe the specific
individual items, like a candle or incense burner, not just
generic features, like a table or bookcase.  This makes
the place seem more immediate and not so bland.  It adds
real flavor to the scene.  Once again, be careful—too
much description can distract from the important ele-
ments, such as the character’s interacting with the crazy
old hag who might have the spell they are looking for.  

Never lose sight of the fact that, first and foremost, the
Cast is relying on your description to tell them what they
can do with their environment.  While knowing that the
rug is “a thick plush, originally a deep purple, now
stained into a mottled gray,” is memorable, knowing the
number of exits from the room is more important.

Applying heavily descriptive techniques to combat is
tricky.  Fight scenes need to move quickly and be memo-
rable.  Encourage the players to describe their attacks
with more flavor than “I punch it.”  Bor-ing!  Try “I grab
its horn and yank its head down as my fist comes up.”
Much more vivid, and it helps the other Cast Members
visualize both the attack and the demon itself.  If the play-
ers begin to fall into the same routine, using the same
descriptions, offer alternatives.  If they keep doing it, give
their opponents a bonus to defend against that attack.  If
the Slayer uses a flying kick to drive her spike-heeled boot
into every vampire’s chest she comes across, word is
going to get out and somebody will be ready for her.

Five Senses
When describing the scene, many Directors forget to

include all five senses.  The majority of information is
gathered through vision, and so should it be with your
Cast.  Seeing a table is obvious—it has four legs and a
flat surface, with certain dimensions.  Sight will also give
the table’s position in the room, as well as whatever is sit-
ting on or near it.  For an unremarkable element or one
that has no real bearing on the Cast, describing it with
sight is fine.

On the other hand, the more senses you use, the more
memorable the scene will be.  The aforementioned table
could be oily, scarred, or gritty when a Cast Member
touches it.  

Hearing most normal objects isn’t really an option, but
some, such as computers, air conditioners, and older tel-
evision sets produce a distinctive noise that is easily over-
looked when describing the location. 

Smells can also be difficult to use in a description,
without comparing the odor to another.  If this seems too
imprecise, it is sometimes useful to think of scents in
terms of “flavors.”  A smell could be tangy or sweet, for
instance.  Memory is strongly linked to odors, so using
them in a description will help fix the event or person
into the Cast’s memory.  Describe a wino’s breath, a frat
boy’s heavy aftershave, or the “coffee and cigarette” smell
of a police detective.  If a vampire has spent a good deal
of time hiding out in crypts, she’s going to smell a bit
musty.  A recently risen vamp may smell of earth.
Demons’ smells vary, based somewhat on their home
dimension and how long they’ve been on Earth.
Creatures from other dimensions can have very bizarre
scents.  Consider the possibilities of a demon who smells
like “warm pickle juice poured over potting soil.” If they
have special powers, linking the ability to a smell may
give the White Hats a vital clue.  For instance, a demon
that can become a cloud of darkness may smell like char-
coal.  As the demon sneaks up for a surprise attack, a Cast
Member may get a warning whiff, just before it strikes.  

Using the Supporting Cast
Supporting Cast Members are those the character’s

meet as they play through the Episode.  But they’re not
just for you Directors.

Occasionally one Cast Member, the bookworm for
example, stays behind while the rest of the White Hats
track down other clues.   If the “tracking down other
clues” involves an ambush, the bookworm player is going
to end up just sitting there as combat rages around her.
Rather than let that player do nothing, hand her a 3x5
card with the stats for a minor Supporting Cast Member,
who can aid the heroes in this battle, then return to her
normal role.  For instance, if the action was taking place
in the morgue, the Supporting Cast Member might be the
medical examiner—a normal person just doing some late
night filing.  The bookworm player can still be part of
the action and the vital research still gets done.  Once the
vamps are dusted, the ME requests a transfer to another,
less dangerous part of the country, and is never heard
from again.  Or not . . . 

Allowing players to use other characters is something
to discuss with the players first.  Some players won’t have
a problem with it, and see it as a neat solution to other-
wise sitting around.  Others may feel it reduces their
characters’ importance.  The Cast Members are the ones
doing the important stuff, and the average citizens are
there to be saved.  It’s like anchovies—love it or hate it,
it’s a matter of taste.
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Cut Scenes
Ford: Oh, c’mon!  Say it!  It’s no fun if you

don’t say it.
Spike: What?  Oh.  (Rolls his eyes.)  You’ve got

thirty seconds to convince me not to kill you.
Ford: Yes!  See, this is the best!  I wanna be like

you.  A vampire.
Spike: I’ve known you for two minutes, and I

can’t stand you.  I don’t really feature you
livin’ forever.  (to Drusilla)  Can I eat him
now, love?

—2.7 Lie to Me

Another tool Directors can borrow from scriptwriters
is the “cut scene.”  A cut scene describes  events that the
Cast isn’t involved in.  They can be used to give the play-
ers (as opposed to the Cast) a feel for the enemy and her
goals, as well as setting the mood for the Episode.  

For instance, the conversations between the Master
and the Anointed One during the first season were cut
scenes; they advanced the plot by allowing the viewer to
get a sense of the villains, but didn’t give away much of
the Evil Plan.  Everyone knew that the Master was ancient
and dangerous, and that his plots were likely to be sub-
tle.  However, when the cut scene shows Harmony plot-
ting, the players know to expect something a little less
thought out.  This knowledge allows them to respond
appropriately from Episode to Episode.  The seriousness
with which the Cast treats a threat is important, because
if they get sloppy when the Master’s around, or too para-
noid when Harmony is behind it all, it gets messy.

Cut scenes are usually read out loud to the players.
There are no Cast lines or die rolls.  They are presented
as descriptive scenes, and then the story moves on.  Or .
. . for an interesting change of pace, have the players
take on roles in the cut scene—temporary characters that
they play for one scene before returning to their regular
Cast Members.  That involves the players in the scene
more intimately, and frees you to do some more inter-
esting things with their characters . . . like . . . say . . .
stake them.  As discussed regarding the Supporting Cast
roles, make sure it’s okay with the players first.

The danger of the cut scene is revealing too much
information.  If the player sees in the cut scene that the
Big Bad is planning to burn down the Slayer’s house on
her birthday, it would ruin the surprise.  If the demon’s
weakness is silver, and it is mentioned in a cut scene, a
major plot point is compromised.  For this reason, the
cut scene should be kept as short—and vague—as possi-
ble.  This keeps the number of secrets revealed to a min-

imum.  Further, if your players aren’t good at separating
things they know as players from things they know as
characters, the entire cut scene thing may create real
problems.  Again, know your players.

Cut scenes are very powerful tools.  They aren’t some-
thing to be created on the fly.  Writing the scene down
in its entirety, then reading it at a later time is highly rec-
ommended.  When going over the cut scene later, ask a
few questions:  “Does this give too much away, such as
the villain’s one weakness, the location of the secret lair,
or the traitor among the Cast’s friends?  Does this con-
fuse the issue by pointing the finger at the wrong person
and deliberately misleading the Cast (unless of course
that’s what you intend)?  Does it enhance the mood and
tone of the Episode?”  Use the answers to make the
scene better.  Of course, you may not feel the need to
warn the Cast about the upcoming Episode, preferring to
let them experience it as the characters actually would.
Cut scenes are merely tools, and if you feel you don’t
need them, it won’t harm the Episode to exclude them.

Toys for Bigger Kids
Some aspects of an Episode can be described with

more depth by using props.  Props aren’t necessarily
funny hats and rubber swords.  For a game session, they
can be anything that enhances the players’ immersion in
the world of their characters.

Mood lighting sounds silly but it can make a world of
difference.  It’s hard to be scared of the demon’s lair, hid-
den deep in the sewers, if every light in the room is on.
Use soft, indirect lighting for scary scenes.  Consider
using colored bulbs for a particularly eerie effect.  Candles
work well for that extra flickering, ancient crypt look, but
be careful! Open flames and character sheets do not go
well together, and liquid wax on a rug can raise the blood
pressure faster than forgetting to set the VCR on Tuesday
night.  Oh . . . and remember that gaming is, to a large
degree, about reading.  Whatever lighting FX you use, the
illumination needs to be bright enough to read easily.

Music, played softly in the background, can enhance the
session as well, especially if you can mix your own tape or
CD, choosing songs that complement the Episode you have
planned.  For instance, if your Cast is going on a road trip
up the sunny California coast to do some wave riding, try
surfer music.  Dark ancient crypt delving?  Put on some
Gregorian chants.  And of course, any trip to the Bronze
needs good old-fashioned rock and roll.  For the authen-
ticity buffs, soundtracks from both the Buffy the Vampire
Slayer movie and television series are available.  Whatever
music you use, keep the volume down.  If you can’t hear
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the players, the tunes are no longer enhancing the session,
they’re overwhelming it.  Also, be aware that different peo-
ple make different associations with music.  For instance,
a player who sat through an incredibly dull semester of
“Classical Music 101” may become bored if she listens to
Mozart.  Another player may associate the same piece with
the thick, rich smell of a library.  Finally, have the music
ready to go when you want it.  Stopping play for ten min-
utes while you hunt up your copy of the William Tell
Overture will eviscerate the mood, not enhance it.

Secret manuscripts are fun.  You can find a variety of
fonts on the web, some of which look remarkably like
actual handwriting.  When the Cast finds an ancient page
from the Secret Order of Buncha-Old-Guys, hand them
an actual piece of paper complete with cool writing to be
read.  Many office supply stores sell “parchment”-colored
paper, for that properly aged look.  Also, a wet tea bag
wiped across the paper will give it an authentic weath-
ered appearance, although it may also cause some water-
based inks to run and smudge.  If the clue is in code or
an ancient language, prepare a second, translated version
of the clue.  Remember that the player is not the charac-
ter—Bob’s character the Watcher might read seven lan-
guages, but Bob the player might have difficulty order-
ing at Taco Bell.

History, Local Lore, and You
One of the key elements in involving the Cast in an

Episode is visualization.  If the players can “see” the area
their characters are interacting in, they will automatical-
ly “feel” the scene more.  While maps, handouts, and
adjectives are helpful, nothing beats using a location out
of the players’ own lives.  

In every town, there are certain buildings everyone has
been in—the grocery store, a fast food restaurant, the
pizza place.  If you set the action at one of these loca-
tions, the players can instantly form a mental picture of
what’s going on.  They don’t need to be told where the
checkout lane is; they shopped there this morning.  This
eases the descriptive burden on you, allowing you to
focus your efforts on the decidedly unnatural thing try-
ing to destroy the place.  

Similarly, if the local area has a history or legend,
incorporating this into the Episode gives the players a
sense of realism, of connectedness.  Perhaps a nearby
house was the judge’s home, and the tree in the yard was
used for hangings.  Ghosts could haunt the area, and
when the Cast needs to contact a spirit, you can describe
the location in terms of the local legend.  In fact, the leg-
end need not be local; it only needs to be something you

and your entire group are familiar with.  Is everyone a
Sherlock Holmes buff?  Base a “case” on some of the
great detective’s adventures.  Has the entire group stud-
ied Jack the Ripper?  Include the famous killer in your
next Episode.

A picture is worth a thousand words.  If you have any
photographic talent at all, a good technique is to walk
around your hometown and snap photos of generic loca-
tions.  A nearby dark alley looks much like a dark alley
in any other city, as do manhole covers, classrooms,
cemeteries, and residential streets.  These photos become
tools to describe locations.  

So Play Already
Xander: The Avengers gotta get to the assembly.

We’ll go.  We’ll deal.  We’ll help.  That’s what
we do.  We help Buffy.

—5.16 The Body

These tips and hints should set you up well for your
first game session, or enhance your performance in your
fiftieth.  Just like everything in life, however, it’s the
doing that matters.  Give it a shot, see how it goes, do it
again.  Repeat a hundred times.  The best teacher is
experience and the best Directors are those with a game
or twenty under their belts.  Each game and gaming
group is unique and each teaches something new.  The
truly great thing though is that you can play while you’re
learning.  What’s not to like?
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Xander: Who’s Olvikan?
Giles: I know it’s a demon, a very old one. 

Might have a picture.
Xander: Come on Olvikan.  Hey. 

(Xander unfolds a page twice, like a centerfold.)
Xander: We’re going to need a bigger boat.

—3.21 Graduation Day - Part One

When Giants Clash can be used as a Season Premier,
Series Premier or even dropped in the middle of a
Season.  Notes for accommodating each of these three
options are given.

This Episode contains a balance between research,
descriptive character interaction, and combat.  It should
appeal to most characters and player groups, and can be
played by any mix of characters.  No special abilities or
Qualities among the Cast Members are required.

Plot Synopsis
A few weeks ago, two vampires discovered a link to

the prison of the Djinn (whom you may know from his
diabolical activities in Sweeps Week from the BtVS
Corebook).   Both were very near the bottom of the vam-
pire totem pole, and wanted to gain power and respect.
Neither wanted to get beat up any more.

What they disagreed about was the type of power.
Gary Point wanted a physical advantage to loom over
those stronger than him, both as a human and as a vam-
pire.  Mark LaDuke wanted the hypnotic powers he had
been originally promised (his sire was a little too much
into the Anne Rice routine).

Luckily for the vampires (unluckily for Sunnydale or
the Series locale), the Djinn granted both.  Now with
equal power, the two vampires agreed to split the town
down the middle, at least until one could betray the
other.  They’ve got their gangs, and of course the terri-
tory doesn’t seem big enough anymore.  As a wascally
wabbit once said, “Of course, you know this means war.”

This Episode is about deeply held desires, their mirac-

ulous fulfillment and the bad that results.  As they say, be
careful what you wish for . . . 

Adjusting the Setting
Buffy: But someone could wish the whole world

to be different right?  That’s possible?
Anya: Sure, alternate realities.  You could uh,

could have like a world without shrimp.  Or
with, you know, nothing but shrimp.  You
could even make like a freaky world where
Jonathan’s some kind of not-perfect mouth
breather if that’s what’s blowing up your skirt
these days.  Just don’t ask me to live there!

EPISODE 1

TM

EEppii ss ooddee  OOnnee
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SSoouull FFoooodd
You may remember that we only mentioned the

Djinn’s appetite for human souls in Sweeps Week of
the BtVS Corebook.  That’s because a human soul
was on the menu in that Episode.  Still, the Djinn’s
not so picky an eater (okay we probably just crossed
the line and went too far with that analogy).

The Djinn is just as interested in demon souls.
They too aid him in gathering the power necessary
to break out of his inter-dimensional prison.  Indeed,
even before it was trapped, the Djinn liked to destroy
both demon and human souls.  That was one of the
reasons for the uncommon team-up of humans and
demons when the Djinn was last defeated.

Since vampires are human corpses inhabited by
demon souls, they’re just as appealing to the Djinn as
any other human or demon soul.  He’ll offer his Wish
to any he feels he can corrupt.  In this Episode, the
Big Bad seeks to taint two vampire souls.  In EEppiissooddee
TTwwoo:: AAllll AA--BBuuzzzz, the corrupter sets his sights on a
demon soul.  In EEppiissooddee TThhrreeee:: TThhee BBrriicckkllaayyeerr, the
Djinn returns to harvesting a human’s soul.  He’s an
equal opportunity bane on existence.
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—4.17 Superstar

Ahough the references in this Episode are to
Sunnydale, there really isn’t anything tying this Episode
to one particular town, other than the names.  Change
“the Bronze” to “Antone’s” and “Sunnydale” to “Austin,”
and you’ve switched towns.  

If your group isn’t in any major metropolitan area, the
warehouse district can be replaced by any semi-rundown
part of town.  Construction areas, large junkyards, or
even the back side of a train depot all work as locations.
The main criteria are relative isolation and no passersby
to be hurt accidentally.

If the Cast Members are all Heroes, bumping up the
power level is as easy as adding a few extra minions.
The leaders should get a boost to their Ability Scores as
well.  If the group is a bunch of eggheads, don’t hesitate
to reduce the number of grunts working for Gary and
Mark.  The goal is to balance the threat level with the
Cast’s ability to handle it.

Dumping the Djinn
For some groups and Directors, the Djinn won’t be a

cool Big Bad.  And that’s okay.  Here are some guidelines
for those wanting to substitute another villain (or per-
haps one of their own design) in these Episodes.

If the Djinn isn’t the demonic deed-doer, who granted
Gary and Mark those powers?  There are several options
here.  The downtrodden vamps could have discovered a
wish spell to grant their desires (and been too stupid to
think bigger).  A human sorcerer could have given them
the power, and ordered them to raise an army to do his
bidding.  The secret lair deep in the sewers could hold a
fountain of pure demon blood, spilling out of the
Hellmouth, and any vamps who drink from it gain wild
powers.  In any case, the chase back to the lair still takes
place, with the same wild pleadings when the Cast
arrives.  The source of the power needs either an escape
route (the sorcerer can just pop away in a cloud of
smoke) or a way to be handled (the blood fountain can
be shut off by knocking the ceiling down).  

In the other Episodes, similar solutions are just as easy.
The Vermuscas may naturally have that many larvae, in
which case the news reports would have to be a bit more
gruesome.  Taylor could worship just about any impris-
oned demon, even the Old Ones behind the Hellmouth.

Even if the Djinn isn’t the Big Bad in your Season, it
could be the evil force to be reckoned with for an Episode.
If it isn’t coming back in a later Episode, make the barri-
er just a bit thinner.  This adds an additional sense of
urgency; not only do Gary and Mark need to be stopped,

but they need to be stopped before their souls are so cor-
rupted that they become fodder for the Djinn.  Add in
some pyrotechnics as the barrier stretches and almost
breaks.  Then the planetary alignment dissipates, and the
Djinn is once again trapped.  Big finish, hugs all around.

TM
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The sewers under any town are mostly just
pipes, moving wastewater to a treatment
plant.  Some pipes are larger, however;

large enough, in fact, for people to travel through
them.  At a few places, several of the larger pipes
come together, forming rooms.  

Under the streets in the older sections of the
sewer system, some of these rooms are quite dry,
and often serve as a meeting place for evil plotting,
dark rituals—or even a simple bitch session.

"He never asks my opinion.  He just says ‘Jump!’
and expects me to do it,"  Mark grumbles, taking a
large pull from his beer.

"At least he doesn’t push you around.  They
slammed my jacket in the car door and took off.  I
was six blocks away from the lair before I got it
unzipped.  I thought we were supposed to be super-
strong or something."  Gary eyes his empty bottle
unsteadily and tosses it onto the growing pile.  

"Ha!  All the vampires I ever heard of could do  .
.  .  stuff.  You know, change shape, grow claws,
fly.  All we got was a face with tire tracks across
the forehead.  Oh, and we can’t get drunk as easy.
Watta gyp!"  Mark shifts into his demonic visage.
"Oooo, look at me! I’m soooo scary!"

"I could not care less about powers.  I just wish
I could show those jerks who’s the bigger man, err,
vampire." 

"Well, I wish I had my own minions to command.
They’d do my every bidding, and bring me beer,
and blood, and some of those fried onion things,
and  .  .  ."

A gust of wind blows in from the side tunnel,
knocking both vampires to the floor and toppling
the lantern.  The shadows dance wildly as the light
rolls, then coalesce into an odd funnel shape,
touching down on the small hill of beer bottles.
The wind whistles over the mouths of the bottles,
raising an eerie noise.

Mark and Gary look at each other uncertainly.
They pick themselves up from the floor and begin
to edge towards a grimy exit.

The howl changes to an ominous voice.  "Your
wish is granted."
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Cut Scene

Don’t They Dance Beautifully?
Buffy: So something ripped him open and ate out

his insides?
Willow: Like an Oreo cookie.  (Xander shoots her

a look.)  Well, except for, you know, without
the chocolatey COOKIE goodness.

Giles: Yes.  Um, Principal Snyder has, has asked
the faculty to keep the news quiet for now, um,
so as not to unduly upset the students.

—2.20 Go Fish

Run-Down

This Act begins during an average day.  The Cast goes
about their normal activities, but hear rumors of not one,
but two new gangs in town.  This comes as a surprise to
the characters.  Even if they have gang-related contacts,
they will have heard little.  These two gangs, the Vipers
and the Granites, have moved into the area with surpris-
ing speed.  While not much is known about either group,
the school authorities are trying to act responsibly in
warning the students.  At the same time, they are trying
to keep the disruptions to a bare minimum.  

The action kicks in that night during a patrol.  The
Cast encounters a group of vamps behaving very un-
vampishly.  If they watch for a while, this first group is
attacked by another gang.  While the brawl is important,
the leaders of the two vamp groups are the really strange
aspect of it all.  There is definitely more than meets the
eye with these two Napoleon-wannabes.

EPISODE 1

TM

SSeerriieess PPrreemmiieerr,,  SSeeaassoonn PPrreemmiieerr,,  oorr OOtthheerr??
When Giants Clash can be run at any stage of a Series.  

If this Episode is being used to begin your Series, the first scene will most likely be a bit longer than is pre-
sented here.  You’ll need to introduce your characters to each other and give them a reason to risk their lives
on a nightly basis.  Having the White Hats discover the Slayer’s secret is an easy hook, but putting the other-
wise normal characters in a dangerous situation just so the Slayer can save them is a tricky job.  In Act One,
the Slayer could be on patrol and the others could either follow her trying to help, or stumble into the alley on
their own (a vehicle breakdown in the wrong part of town, a wrong turn while chasing a purse snatcher, or
just plain horrible luck).  Either way, the vamps in the alley are more concerned with each other than with any
witnesses, making things easy.  First, this is a group of vampires, doing very unsubtle supernatural-type stuff.
That’s enough to turn a skeptic into a believer real fast.  And once you’ve accepted vampires, why not a Slayer?
Second, the vamps are scary, violent, and outnumber the Cast.  The characters don’t know that the vamps only
want to thrash each other; the threat of being attacked should be very real.  Finally, working together, the Slayer
and the White Hats can get out in one piece.  Call it one big bonding experience, and presto! you’ve got a team.

In the beginning of any Season where the Cast Members know each other and have already forged themselves
into a Force of Good, When Giants Clash (followed by the other Episodes in this booklet) can be run without
modification.  Just set the scenes and let the players work through the puzzles.  The Big Bad will still be around
to menace them in the next Episode.  Alternatively, if the Djinn doesn’t work for you, sliding in more subplots
to be followed up on later is easy.  Maybe the snitch in Act Two can become a regular informant, or perhaps
he has reasons for dispensing information other than seeking the Cast’s love and admiration.  Perhaps some-
one at the mall in Act Three decides that vampire hunting is something that needs to be supervised by the police.
The leader of either gang could escape to plot his revenge in the background for a couple of Episodes.

Dropping this Episode into the middle of an ongoing Season, with or without the Djinn, doesn’t require too
much modification.  If your Season Premier was Sweeps Week, you’re all set; When Giants Clash was built on
the same assumptions.  If your Season doesn’t include the Djinn, a couple of quick fixes are all you need.  Read
the Dumping the Djinn section (see p. 17) for the details.  All in all, this Episode may go a bit faster if it is not
played at the beginning of the Season.  An experienced Cast will have more resources to bring to bear, and tak-
ing care of the problems presented may not be as much of a challenge.  If you decide to wait, adding more
minions is always an option, as is increasing the power levels of the Djinn-granted abilities.

AAcctt  OOnnee ::  IInntt rroodduucc tt ii oonn
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After the battle is over, the Cast can gather some
important clues.

Action
AA DDAAYY IINN TTHHEE LLIIFFEE::  Before the vamp dusting begins, the

Cast needs a bit of background on what’s going on.  This
information should come to them as naturally as possi-
ble, so the delivery needs to be personalized a bit.  

If a Cast Member works at an educational institution
(like, say, as a librarian), a special meeting will be called
for the faculty.  The meeting mostly involves the princi-
pal (or dean) reading from an anti-gang pamphlet writ-
ten in the 1950s.  The attendees will be warned against
confronting the gang members, but to watch for any
“good kids” getting pulled into that lifestyle.  Warning
signs include the stereotypical leather jackets, bandanas,
and surly attitudes.  The local police department has pro-
vided examples of the gang’s graffiti in the form of a
quick slide show.  In several frames, an occult-aware per-
son might spot a meaningful symbol or two, but nothing
is in-frame enough to make any sense of them.  The
police also warn that several mysterious “blood-draining”
deaths have occurred in areas where the graffiti is most
common (but they don’t want that information dissemi-
nated to the students to avoid panic).  The only solid
piece of information offered is the names of the gangs:
the Vipers and the Granites.

If the cast doesn’t include a teacher or other adult ally, the
same information can be mailed to the students’ parents.

Students will be treated to a rally, lead by Eric the All-
American Eagle, a “gang resistance” mascot in a bald
eagle suit.  Eric begins with a crackling tape of dated pop
music, and gleefully launches into a speech on “civic

responsibility.”  Eventually, the point is made that spray-
painting walls isn’t good for America.  Think Barney,
only patriotic.  

While the event is over relatively quickly, the distinct
lack of cheerleaders makes it far lower on the “fun things
to do at school” list than a normal rally, right behind
public humiliation and cafeteria food.  However, as
everyone files out of the gym, several rumors can be
overheard.  The wave of illegal street art is the work of
a pair of new gangs who are expanding their territory.
In a couple of months, it is said, they’ll rival anything
L.A. has.  Some have even heard that several bodies have
been found near the gang graffiti.

If the Cast asks around, they gets a bunch of “my
brother knows a guy who is trying to get into the gang”
type stories, but no one will admit to actually knowing
anybody in either gang.  A few remember seeing a
“smash and grab” by a couple of guys at the mall.  Most
people have seen the graffiti in various places around
town, but don’t remember anything specific about it.
Getting information from the police, either through a
friendly officer or by hacking the computer system, adds
that the gangs have been linked to dozens of break-ins
and shopliftings in the last month, but no member has
been arrested.  Six weeks ago no one had heard of the
Vipers or the Granites, but now they’re suspected of
being the number one source of crime in town.  Neither
gang has any history in any other town, and the leaders
are complete unknowns wielding considerable influence.  

OONN P PAATTRROOLL:: Now for some action.  Get a good idea of
how everyone is equipped, but don’t allow them to go
overarmed; one or two pieces of weaponry per person
are all that’s necessary.  Any more and people are going

TM
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NNaammee:: Granite Gang Member
MMoottiivvaattiioonn:: Blood!, obey Gary
CCrriitttteerr TTyyppee:: Bullied Vampire
AAttttrriibbuutteess:: Str 5, Dex 4, Con 5, Int 2, Per 1, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 12, Brains 9
LLiiffee PPooiinnttss:: 56
DDrraammaa PPooiinnttss:: 0
SSppeecciiaall AAbbiilliittiieess:: Terror Death Gaze, Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 14 18 Must Grapple first; 

no defense action
Dodge 12 — Defense action
Grapple 14 — Resisted by Dodge
Kick 11 14 Bash
Punch 12 12 Bash
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to start asking where the Renaissance Faire is.  Besides,
if the Slayer is the only character with significant com-
bat skills, those weapons can make the crew more dan-
gerous to themselves than to their opponents.

Don’t forget to add some description to the patrol.
Something like:

“Night, especially a night with a clear sky and warm
breeze, can be very romantic.  That is, unless you’re out
on patrol, looking for those things that go bump in the
night.  Of course, having friends along can help stifle the
extreme boredom of it, and having someone to watch
your back is always a Good Thing.”

Allow some description time to get everyone in the
mood, and then have the heroes wander into the ware-
house district.  The characters immediately know that
something is up—strange noises emanate from ahead.  A
Perception and Notice roll zeroes in on the graffiti
artists, who aren’t being particularly stealthy.  

The alley is long and fairly wide, and is filled with a
number of empty dumpsters, wooden crates, and piles of
cardboard.  The Vipers (twice as many as the Cast
Members present, minimum six; see p. 21) are smack dab
in the middle of the alley, with the majority of the vamps
up against a wall painting.  The leader, Mark (see p. 21),
is sitting back a few feet, enjoying a brew and surveying
their work.  He shouts insults at his “minions,” who con-
tinue to work slowly and silently.

The immediate oddity of the scene is the minions.
They don’t talk back, they don’t question, and they don’t
move particularly quickly.  They are, of course, under

Mark’s mental control.

The heroes can approach unseen, hiding behind dump-
sters and keeping to the shadows.  Sneaking up on the
vamps isn’t difficult; any attempt at being quiet is rolled
at +2, due to the loud-mouthed leader and general slug-
gishness of the vamps.  The crew can get close enough
to see the vamps’ faces, as well as get a good look at the
symbols being painted.  Cast Members who experienced
Sweeps Week from the BtVS Corebook, can roll
Perception and Occultism to notice the Mark of the Djinn
(see BtVS Corebook, p. 225) amongst the miscellaneous
scrawlings on the wall.  

WWAAIITT,, TTHHEERREE’’SS MMOORREE::  If the characters jump right in,
opting for a frontal assault, the weirdness continues.
The “artists” turn as one, almost as if synchronized.  The
leader, talking very tough just moments before, screams
like a child, and runs behind his minions.  The Vipers
move forward sluggishly.  Let the Scoobies dust a few,
and then the Granites charge into the alley.

If they wait, the Granites (equal to the number of
Vipers plus two; see p. 19) show up within a few minutes,
proceeded by a large crate that smashes a couple of
Vipers.  Their leader Gary (see below) strides in, flinging
bricks.  He’s huge—eight feet tall!  The bricks seem to
hurt, as the vamps hit by them don’t get up easily.  Gary
won’t target any of the Good Guys; his beef is only with
the Vipers.  If the crew does too much damage to the
Granites, Gary throws a large dumpster at them.  Anyone
in its path will need to make a Dodge - 2 roll (remember
those Drama Points) to avoid getting hit for 40 points of
damage.  Ouch!

EPISODE 1
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NNaammee:: Gary Point, leader of the Granites
MMoottiivvaattiioonn:: Destroy the Vipers, blood!, bully other vampires
CCrriitttteerr TTyyppee:: Wished vampire
AAttttrriibbuutteess:: Str 9, Dex 4, Con 5, Int 2, Per 1, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 24, Combat 14, Brains 10
LLiiffee PPooiinnttss:: 81
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: Giant (+2 to Grapple/Punch, 

-1 to Dodge), Hard to Kill 5, Vampire 
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Bite 16 31 Must Grapple first; 

no defense action
Dodge 13 — Defense action
Grapple 18 — Resisted by Dodge
Kick 13 23 Bash
Punch 16 22 Bash
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The Granites are armed with stakes, as they expected
to go up against other vampires.  When they encounter
something unexpected, they back up and let their boss
throw bricks at it.

The Vipers are under their leader’s mental control, and
will sacrifice themselves to give him a chance to escape.
They stick around and act as a blocking force if Mark
hightails it out of there.  Anyone who has fought vam-
pires before can roll Perception and Notice to clue in to

this strange behavior. 

WWEE’ ’RREE DDOONNEE:: Overall, the battle is pretty one sided—
the Granites have surprise and are very aggressive.  The
Vipers are all dust within a few rounds, and the Granites
leave.  The Cast Members can get in some parting shots,
but they clearly aren’t what the vamps are interested in.
Any character who went mano a mano with Gary should
get a Drama Point (she’ll probably need it to do a crucial
bit of healing!).

TM

NNaammee:: Viper Gang Member
MMoottiivvaattiioonn:: Do what Mark tells us to do
CCrriitttteerr TTyyppee:: Hypnotized Vampire
AAttttrriibbuutteess:: Str 5, Dex 2, Con 5, Int 2, Per 1, Will 1
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 9, Brains 8
LLiiffee PPooiinnttss:: 56
DDrraammaa PPooiinnttss:: 0
SSppeecciiaall AAbbiilliittiieess:: Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 11 17 Must Grapple first; 

no defense action
Dodge 9 — Defense action
Grapple 11 — Resisted by Dodge
Punch 9 11 Bash

NNaammee:: Mark LaDuke, leader of the Vipers
MMoottiivvaattiioonn:: Punish enemies, blood!, avoid work
CCrriitttteerr TTyyppee:: Wished vampire
AAttttrriibbuutteess:: Str 5, Dex 4, Con 4, Int 4, Per 3, Will 4
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 13, Brains 14
LLiiffee PPooiinnttss:: 52
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: Hypnosis 3 (vampires only), Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 15 19 Must Grapple first; 

no defense action
Dodge 13 — Defense action
Grapple 15 — Resisted by Dodge
Hypnosis 1 16 — Victim hesitates
Hypnosis 2 15 — Victim ignores Mark
Hypnosis 3 14 — Victim is controlled 

by Mark
Kick 12 14 Bash
Punch 13 13 Bash
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After the battle, the alley is a trove of clues.  The graf-
fiti contains occult symbols, specifically the Mark of the
Djinn.  Other clues can be found on the radio and the
paint cans.  Both bear tags from shops in the mall.  

Troubleshooting
If the gang rumors don’t interest the Cast, a psychic

vision of the alleyway can lead them to the action.  If the
Bronze is more attractive than tracking down gangers,
the Granites may pass by as the characters wait outside.  

This scene is best played with all the Cast together, but
if only some (or only the Slayer) goes on patrol, it can

be run with less than the entire group.   Given the num-
bers involved, you may want to have the Cast set up a
way to get reinforcements out on patrol.   Your standard
cell phone does nicely.

Once they find the Vipers, the Cast Members may want
to attack immediately.  Offer them easy access to hiding
spots to watch by mentioning the dumpsters with deep
shadows, and note the large number of vamps, or the
fact that their unusual behavior bears investigating.  

If Gary, the Granite leader, is directly attacked during
the fight, he retreats, knocking things over behind him
to discourage pursuers (and spending Drama Points, if

necessary).  The Viper leader, Mark, doesn’t want to
fight at all.  His entire gang puts themselves between
their boss and anyone who wants to chase him.

The Golden Tongue
Joyce: Well, I was thinking.  I know the cheer-

leading thing didn’t work out . . . Maybe you
should think about joining the yearbook staff.
I did, it was a lot of fun.

Buffy: Not really my trip, Mom.
Joyce: I was, uh, photo editor.  I got to be on

every page, made me look much more popular
than I was.

—1.3 Witch

Run-Down 
The players will want to gather more information on

these vampire gangs.  They’ve got a bunch of threads to
track down, and that means research, including, of all
places, the school yearbook.  Of course, they may end up
with more questions than answers.

Be ready with descriptions of your Cast’s occult library
(or wherever they do research), because they’re going to
be spending most of this Act there.  While this is most
likely a location the group takes for granted, don’t skimp
on the details.  Remind them how cool having your own
personal stack of forbidden knowledge is by using extra
adjectives like “thick parchment pages,” or “leather
cover, worn smooth by hundreds of years of use.”
Describing a tome as an “occult book” can’t hold a can-
dle to “simple bronze bands holding lacquered wood
covers over rough, yellowed pages.”

NNaammee:: Ollie the Sneak, underworld Informant
MMoottiivvaattiioonn:: Avoiding pain, money
CCrriitttteerr TTyyppee:: Sniveling Human
AAttttrriibbuutteess:: Str 2, Dex 2, Con 4, Int 2, Per 3, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 9, Brains 10
LLiiffee PPooiinnttss:: 34
DDrraammaa PPooiinnttss:: 0
SSppeecciiaall AAbbiilliittiieess:: Contacts (Various) 5 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 9 — Defense action
Flee 12 — Full Defense
Punch 9 5 Bash

AAcctt  TTwwoo::  CCoonnff ll ii cc tt
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Action
Gathering information on the Vipers and Granites isn’t

difficult, if you know where to look.  

SSCCHHOOOOLL::  Yearbook patrol put names to the faces.  The
leader of the Granites is Gary Point, a short scrawny kid
who died about six weeks ago, and the leader of the
Vipers is Mark LaDuke, last year’s debate team captain
who vanished a few weeks before Gary.  Most of the other
members of the gang went to school locally, and disap-
peared at some point over the last year or two.  Mark is
pictured holding hands with a girl, who can be identified
as Sue Gordas.  

Sue (use Typical Student, BtVS Corebook, p. 154) is still
in school, and still a member of the debate team.  She
isn’t difficult to track down.  Normally timid, she’s less
talkative than normal when Mark is mentioned.  If the
characters can get her to open up (either through genuine
empathy or a Willpower and Influence roll), she’ll admit
she feels guilty about his death, because she was about to
break up with him.  He was very controlling and got upset
when she didn’t do exactly what he told her to.

If someone mentions seeing him recently, she tells the
Cast about a “strange dream” she had, about a week after
the funeral.  Mark tapped on her window, and asked to be
let in.  Sue refused and told him that she wanted to break
up with him.  He threw a tantrum and broke the window,
but couldn’t get in.  At that point, her parents came in,
but Mark had vanished.  Funny thing is that Sue doesn’t
remember waking up after that, but it must have been a
dream.  Still, how did that window get broken . . . ?

If the Cast Members let her know that Mark is still
around, she becomes obviously upset.  Her combination
of guilt, fear, and shock push her to make a rash deci-

sion (like confronting Mark in Act Three, see p. 26).
Award Drama Points to any Cast Members who sensitive-
ly handles this situation.

LLIIBBRRAARRYY::  Digging into the occult tomes turns up quite
a bit of information.  Tell the players as much or as lit-
tle as appropriate, depending on the number of Success
Levels rolled.  In general, three Success Levels reveals
everything listed for that topic.

•• ZZoommbbiieess—If the Vipers’ movements made anyone
think of the shambling undead, a little research
shows that zombies do follow orders and tend
towards jerky motions.  They don’t get a vamp’s
game face nor do they explode into a cloud of dust
when staked though.

•• GGiiaannttss—As far as the books indicate, only humans
can become vampires.  Trolls are about the same size
as Gary was, but they’re green and have horns.
Vampires do get stronger when they get turned, but
they don’t get bigger.  

•• HHyyppnnoossiiss—Only very old and powerful vampires,
like Dracula, can cloud the minds of their victims.
However, there is a spell, the “Golden Tongue,”
which can force vampires to do your bidding.  The
spell can only be cast by a vampire though.  

•• TThhee MMaarrkk ooff tthhee DDjjiinnnn—If the Cast has not encoun-
tered the Djinn previously, they can get the same
information here.  Also, it is well within the Djinn’s
power to grant wishes like Gary and Mark’s powers.

•• SSppeellllss—If the Cast includes a spell caster who knows
something about the Djinn’s gifts, one of them may
want to research a “counter-spell.”  Dispelling a
demonic wish is impossible without another demon,

TM
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NNaammee:: Malcolm, Vampire Snitch
MMoottiivvaattiioonn:: Get rid of Gary, blood!
CCrriitttteerr TTyyppee:: Backstabbing Vampire
AAttttrriibbuutteess:: Str 5, Dex 4, Con 5, Int 2, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 12, Brains 3
LLiiffee PPooiinnttss:: 56
DDrraammaa PPooiinnttss:: 1
SSppeecciiaall AAbbiilliittiieess:: Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 14 18 Must Grapple first; 

no defense action
Dodge 12 — Defense action
Grapple 14 — Resisted by Dodge
Kick 11 14 Bash
Punch 12 12 Bash
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o r
some very black magics.  Finding a spell to shrink
Gary or to break Mark’s influence over his gang is
easier by comparison, but by no means simple.  Here
are two spells that could be found.  

UUNNDDEERRWWOORRLLDD::  Another source of information may be
found among the less savory elements of society.  Normal
human criminals have noticed the presence of the new

gangs in town.  The level of knowledge varies from per-
son to person, but most know that neither gang has made
any serious attempts to “take over” the town.  The Vipers
and Granites seem content to increase their numbers
without pursing any specific agenda.  Sure, the Vipers
are known to do some serious shoplifting and the
Granites have trashed some equipment on a couple of
construction sites, but they aren’t making any serious
profit from these acts.  The various killings that have
occurred don’t cause the underworld any lack of sleep.  

Well-connected individuals may know that the Vipers’
lair is beneath the mall, and the Granites have carved
themselves a place in the storm drains near the quarry.
This information should be more difficult to come by,
and should be more expensive, either requiring large
bribes, more extreme threats, or favors at a future date.

In case you don’t have a “regular” informant estab-
lished in your Series, we have one for you (see p. 22).

Troubleshooting
If the players didn’t notice the symbols on the wall the

previous night, an occult tome may jog their memories.

Contacting the underworld may not yield any answers,
especially if the Cast doesn’t think of asking any ques-
tions.  The vampire Malcolm (see p. 23), tired of being
bullied by Gary, could offer hints about the next big
clash, the gang’s location, or the leader’s powers, in
exchange for the heroes taking Gary out.  He also com-
plains about Gary taking the best kills when feeding (that
should endear him to our heroes).

If the Cast bumbles through their information-gather-
ing attempts, a poignant encounter would involve a very
confident Mark.  He greets the characters in a crowded
public place, where staking him really isn’t an option.
Mark laughs about his pathetic rival and mocks his pow-
ers.  “Yeah, he’s big.  Now, if he were as big as his ego,
he’d be dangerous.  But the way he is, he’s just a danger

to himself.”  Mark brags that his gang has the characters
surrounded and he has no fear of anyone now.  He does-
n’t want to kill the Cast; he wants to warn them away
from “his destiny”—utter destruction of the Granites and
the uncontested rule of the local vampire population.

Clash at the Kiosk
Willow: The Bronze?
Xander: It’s closed tonight.

Cordelia: There’s not a lot of choices in 
Sunnydale.  It’s not like people are gonna line
up to get massacred. 

Oz: Uh, guys?  If I were gonna line up, I know
where I’d go.

—2.14 Innocence

Run-Down
This Act includes the big fight scene—the two gangs

EPISODE 1

TM

AAcctt  TThhrreeee ::  CCll iimmaaxx

FFrreeeeiinngg tthhee mmiinndd
QQUUIICCKK CCAASSTT:: Yes

PPOOWWEERR LLEEVVEELL:: 3

RREEQQUUIIRREEMMEENNTTSS:: A pinch of fine sand mixed with
ground amber is dropped into a candle.  The result-
ing flare is reflected by a polished iron mirror into
the eyes of the target.

EEFFFFEECCTT:: Any spell that is influencing the mind of the
target is dispelled.  This only affects one target per
casting, and does not work if the target is wearing
glasses or is behind a window.  

SShhrriinnkk 
QQUUIICCKK CCAASSTT:: Yes

PPOOWWEERR LLEEVVEELL:: 4

RREEQQUUIIRREEMMEENNTTSS:: A wand made of thistle and an elm
twig, held together with tar, is used to strike the tar-
get, while the caster recites a brief phrase invoking
Damia, Goddess of Growth.

EEFFFFEECCTT:: The target shrinks to one-half her normal
height, and any specific benefits resulting from a
large or giant size are lost.  Otherwise, Attributes and
skills are unaffected.  Still, for those whose esteem is
wrapped up in being big, it could force them into one
or more Fear Tests.  The spell lasts one hour per
Success Level.
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clash at the mall.  When the Cast arrives depends on the
results of their research from the previous scenes.  

If the White Hats have spoken to Mark, or put finding
the Vipers as their first priority, they’ll be at the mall
before the trouble starts.  They’ll have a chance to save
some innocents, and maybe defuse the entire situation.

If the priority is finding the Granites, the Cast likely
heads to the mall in short order.  The writing is on the
wall, quite literally this time.  They’ll arrive as the tension
is mounting, and will have much opportunity for dusting
vamps, but may have trouble keeping the average shop-
per out of harm’s way.

If the group has gone down a different path, such as
staying home, or ignoring the gang problem, they’ll get
tipped off to the problems at the mall after the mayhem
has begun.  Their best bet is to try to mop up any sur-
vivors or just chase down the leaders.

Action
Either research or informants could lead the Cast to

the gangs’ lairs.  Wherever the trail begins, it ends at the
shopping mall.

GGEETTTTIINNGG TTHHEERREE::  If the crew investigates the Granites’
hideout first, the best place to look is the quarry.  If
you’ve never seen a quarry on The Learning Channel, it’s
your basic “big hole in the ground.”  For flavor, you can
mention a couple of trailers, a handful of dump trucks,
and miscellaneous pieces of heavy equipment.  Several
large (eight feet tall) storm drains open into the gravel
pit, but only one has a thick bundle of extension cords
leading to it; a Perception and Notice roll finds it (or just
a ten-minute walk around the quarry).  

The cords lead to a break in the drainpipe, which
opens into a natural cave area.  The ceiling is several
dozen feet above, and the floor is littered with beer cans
and dented kegs.  The walls are covered with paintings
of a recent nature, from the “urban primitive” school of
art.  Carved in letters five feet tall are the words “Tonight

the
Vipers Die!”  A little snooping reveals 15 sleeping areas
(little more than piles of tarps and blankets), and one
large couch, sagging and broken.  Empty crates in vari-
ous stages of disintegration make up the other furniture.
Successful rolls based on Perception show a half-drunk,
slightly warm pint of blood next to the microwave—who-
ever was “eating” left no more than a half hour ago.

Using the storm drains to reach the sewer tunnels
under the town is not a good idea.  Unless the characters
have, for some reason, previous knowledge of the layout
of the tunnels, they’ll get lost in short order.  Even if they
do know their way around underground, the closest they
can get to the mall is a manhole across the street.  The
Vipers have blocked all tunnels running beneath the mall.

BBEEIINNGG TTHHEERREE::  The Cast arrives at the mall at some
point during this Act; the only question is what they
know when they get there.  If they have decided to begin
the investigation here, the mall is quiet and normal-look-
ing.  Mark may be lurking in the shadows, but it would
take a very observant do-gooder to spot him (Perception
and Notice at -4).  Talking to clerks about the shoplifters

TM
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DDeessccrriibbiinngg tthhee MMaallll
The mall is fairly typical of indoor malls across

America; a food court open to the second floor,
small mobile carts in the middle of the walkways,
and “employees only” corridors behind the stores.  If
you have a local mall, by all means use it as a stand-
in.  Otherwise, the only significant details are that
the entire food court can be seen from the second
floor (good for shooting or leaping into action), and
the tables and chairs in the food court are not bolt-
ed down (good for flinging).  To travel from the sec-
ond floor to the food court, there are the main stairs,
an escalator, and an elevator.  Additionally, there is
a cargo elevator and another stairway behind the
stores, in the “employees only” section.

FFuurrnniittuurree TToossssiinngg
As mentioned, the tables and chairs in the food

court can be used as missile weapons.  Only charac-
ters with a Strength 3 or better can fling these items
enough to cause damage.  Also the improvised
weapons require a Dexterity and Getting Medieval - 3
roll, or the Combat Score - 3.  Damage from chairs
is 3 x Strength (Bash); damage from tables is 5 x
Strength (Bash).  Have fun!
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confirms that the Vipers are frequent “customers.”  

At this point, the Cast may want to find the lair.
Several maintenance doors lead to the basement, which
is “guarded” by a pair of janitors taking a break.  They’ll
try to stop anyone attempting to snoop around, and call
security if necessary.  Both are human, and know noth-
ing of the vampires down here; they just don’t want any-
one to see them goofing off.

Assuming the Cast has slipped past the janitors (use
stats for Joe School, BtVS Corebook, p. 154), the lair isn’t
difficult to find.  Anyone looking for a hidden door finds
a tarp hung across an opening in the wall; anyone not
looking still has a reasonable chance (Perception and
Notice) to see it moving in the breeze.  Through the
opening is what appears to be an old stock room.  The
shelves have been arranged into a simple maze, which is
wide enough for one person at a time.  In the back, a
new wide screen TV sits in front of a high-end leather
recliner, surrounded by empty boxes and packing foam.
Lying in various corners are a half dozen vampires.  

These vamps don’t move as the characters enter.  In
fact, they don’t acknowledge their surroundings at all.
An Intelligence and Occultism roll reveals that they seem
to be stunned or somehow robbed of their wills.  A clos-
er inspection shows that these vamps are starving!  They
are even more sickly pale than normal and dangerously
thin.  They do not move or speak at all.  Dusting them
would be a welcome release.  In fact, these are the group
that Mark originally worked with.  Since he gained his
power, he has forced them to stay motionless as punish-
ment for the insults he endured.  Other than these
wretched beings, the lair is empty.

If the Cast skips the search for the Vipers’ lair and just
patrols the mall, they witness the Granites’ big entrance.
Gary is no longer trying to hide; he’s hoping to draw
Mark’s forces into final battle.  He and his minions swag-
ger through the mall, taking what they want and break-
ing what they don’t.  A security guard (see p. 27) chal-
lenges Gary, but he is quickly grappled and bitten. 

The Scoobies have their work cut out for them in this
scene.  The Granites muscle through the mall, looking
for the Vipers.  The Vipers grab any Granite member
who wanders off by himself, and “convert” him.  Both
gangs have no problem tipping a few display cases over
to cause a distraction, which can both hurt bystanders
and draw the attention of the mall cops.  Some of the
gang members grab innocents to feed on them.  The
good guys must keep the obviously supernatural activi-
ty hidden, protect the shoppers (see p. 27) from harm,
and try to avoid a riot.  Award a Drama Point to any

Cast Members who come up with a good explanation for
the very confused shoppers.

The Cast Members have a very good chance of getting
to the mall before the badness starts.  They’ve got a cou-
ple of options.  They can continue their investigation,
hunting down the Vipers’ lair and finding Mark’s tortured
enemies.  They gain insight into what Mark’s been up to
and may be able to track them through the air ducts.
They’ll miss the Granites’ entrance though.  

If they know the battle will happen at the mall, the

EPISODE 1

TM

CCllaasshh aatt tthhee KKiioosskk TTiimmeelliinnee
3300 mmiinnuutteess bbeeffoorree ssuunnddoowwnn:: Gary rallies his

troops, and heads to the mall.

SSuunnddoowwnn::  Mark is expecting trouble after last
night’s bold attack.  He moves his forces upstairs
to the mall proper and hides in the air ducts, which
he has mapped out.

3300 mmiinnuutteess aafftteerr ssuunnddoowwnn:: If the Cast goes to the
mall first, they arrive at this point.  Minutes later,
the Granites exit the manhole cover across the street
from the mall.  If the characters are ahead of the
game, they may try to stop the vamps here.  

4455 mmiinnuutteess aafftteerr ssuunnddoowwnn:: The Granites make a
grand entrance to the mall, with the freakishly
large Gary leading.  If the Cast has focused on find-
ing the Vipers’ lair, they may miss this disturbance.

OOnnee hhoouurr aafftteerr ssuunnddoowwnn:: The Granites wander
the mall, making a nuisance of themselves.
Security personnel confront them, but are quickly
killed.  The Vipers also begin their attack, grabbing
Granites who have separated from the main group.
The Granite members are brought to Mark, who
"converts" them.  If the Cast is in the upper area,
they may spot one of these abductions.

OOnnee hhoouurr 3300 mmiinnuutteess aafftteerr ssuunnddoowwnn:: The
Granites, after briefly searching the mall, return to
the food court area.  They clear the area by force,
violently attacking anyone who gets in their way.
Gary commandeers a microphone connected to the
PA system and shouts insults at Mark until the
Vipers arrive.

OOnnee hhoouurr 4455 mmiinnuutteess aafftteerr ssuunnddoowwnn:: As the
Vipers head towards the showdown, Sue Gordas
may confront Mark.   If the Cast let his undead sta-
tus slip out, she is armed with a large cross.
Otherwise, she is a stunned bystander.
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Good Guys can try to clear it of pedestrians before the
vampires show up.  Pulling a couple of fire alarms is
quick and requires no preparation, but also tips off the
gangs.  If the Granites have already arrived and the Cast
wants to be a bit subtler than mass evacuation, they can
try to “encourage” an orderly exit by propping open the
doors and directing the frightened customers toward
them.  They save some lives, but may miss out on some
of the vampire leaders’ motivations (if they care).

The investigation may delay the Cast enough that the
fight has already broken out when they arrive.  If so, they

should have two goals: get the customers out and try to
contain the battle.

This is a good chance for the players to come up with
creative ideas and execute them.  Allow any plausible
plan to succeed even if there is a chance it will go wrong.
The idea here is not to get the Cast bogged down in a
running battle with dire casualties and supernatural
events all around.  The action should be fast and furious
but mostly limited to the Cast and the vamps.    Don’t be
afraid to have the mall cleared with relative ease.

Troubleshooting 

TM

EPISODE 1EPISODE 1

NNaammee:: Jane Bargainhunter, Mall Shopper
MMoottiivvaattiioonn:: Find a sale, flee in terror
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 2, Con 2, Int 2, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 9, Brains 10
LLiiffee PPooiinnttss:: 26
DDrraammaa PPooiinnttss:: 0

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 9 — Defense action
Run Screaming 12 — Defense action; 

no other action possible

NNaammee:: Lincoln Security, Mall Contractor
MMoottiivvaattiioonn:: Keep the peace, stop shoplifters
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 3, Con 3, Int 2, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 12, Brains 10
LLiiffee PPooiinnttss:: 30
DDrraammaa PPooiinnttss:: 1
SSppeecciiaall AAbbiilliittiieess:: Kevlar armor (Armor Value 10)

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Cuff ‘em! 14 — Must Grapple first; 

Four Strength 
(doubled) roll 
Success Levels to 
remove

Dodge 12 — Defense action
Grapple 14 — Resisted by Dodge
Kick 11 8 Bash
Punch 12 6 Bash
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If the heroes are losing the battle badly, the mall cops
can show up and distract the gangs for a few moments.
All in all, the bulk of the vamps should be wiped out
either by each other, by the cops, or by the Cast.  A few
may escape into the tunnels, but if the Cast dusts every
vamp in sight, great.  Just make sure the leaders get
away, using Drama Points as necessary.

If the characters have missed all the clues leading to
the mall, they will still hear of the riot.  They can still get
in on Act Four—Mark and Gary leave the mall and enter
the sewers just as the Cast Members arrive.

Beyond Your Wildest Dreams
Cordelia: Well, I heard it was rival gangs.  You

know, fighting for turf?  But all I can tell you
is they were in an ugly way of looking.  And
Buffy, like, knew them!  Which is just too
weird.  I mean, I don’t even remember that
much, but I’m telling you, it was a freak show! 

Girl: Oh, I wish I’d been there!
Cordelia: You should have been there.  It was so

creepy . . .
—1.2 The Harvest

Run-Down
With both gangs destroyed, the two leaders flee into

the sewers.  They blame their defeat on the incompe-
tence of their minions, and see the Djinn as the only solu-
tion.  With more power, they’ll be able to compensate for
the idiots they are surrounded with.

Yep, just your average, everyday case of megalomania.  

The Cast members have to hustle to keep up with Gary
and Mark.  The vampires know the sewers far better than
the characters, and are moving pretty fast.  However, the
Cast should arrive just in time to witness the Djinn grant-
ing the gang leaders’ latest wish (and why shouldn’t it?
The vamps’ insane desire for more power brings their
souls just a bit closer to the Djinn’s consumption.)

Being the unimaginative sort, Gary and Mark simply
ask for more power.  Gary gets bigger and stronger, and
Mark’s mind control can now affect humans as well as
vampires.  Obviously, these two are going to cause more
trouble, and the Cast needs to stop them here and now.

Action
RRUUNN FFOORR MMOONNEEYY:: This Act begins with a chase scene.

If any characters are unsuited for running madly through

EPISODE 1
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NNaammee:: Mark, the Dominating
MMoottiivvaattiioonn:: Escape from harm, destroy Gary, rebuild gang, 

revenge on Cast Members 
CCrriitttteerr TTyyppee:: Rewished vampire
AAttttrriibbuutteess:: Str 5, Dex 4, Con 4, Int 4, Per 3, Will 5
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 13, Brains 16
LLiiffee PPooiinnttss:: 58
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 4, Hypnosis 3 (close eye 

contact necessary), Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 15 19 Must Grapple first; 

no defense action
Dodge 13 — Defense action
Grapple 15 — Resisted by Dodge
Hypnosis 1 18 — Victim hesitates
Hypnosis 2 17 — Victim ignores Mark
Hypnosis 3 16 — Victim is controlled 

by Mark
Kick 12 14 Bash
Punch 13 13 Bash

AAcctt  FFoouurr ::  RReessoo lluu tt ii oonn
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the sewers (crutches, phobias, new shoes), they can stay
behind and handle the cleanup at the mall.  The others
should be combat-ready, because this is gonna get ugly.

As with any chase scene, what is vital is the sensation
of speed.  Put on some fast-paced music and call for
Dexterity (doubled) rolls (Dexterity and Sports maybe?)
to keep up with the vamps, or Perception and Notice
rolls if they lose track of them.  Keep descriptions to a
minimum.  When you’re running full tilt, you don’t real-
ly notice much about your surroundings—when you’re
running full tilt in a sewer, you really don’t want to
notice much about your surroundings.

The sewer is wet and nasty as the chase begins.  This
area is the newer part of the system, made of nice solid
metal and in continuous use.  Bad smells, streams of
unmentionable gunk and the occasional halogen light are
the significant details.  As they go deeper, the cement
turns to brickwork, which is older, more fragile, and
thankfully drier.  The toilet smell fades to musty mason-
ry.  It begins to look less like a sewer system and more
like an abandoned network of tunnels.

BBEEGG FFOORR PPOOWWEERR:: Once the vampires get to the place
where they first met the Djinn, they’ll beg for more
power.  The demon is trapped in its prison, but it can still
make its presence known.  A small whirlwind of dust
blows over a pile of beer bottles, creating a very spooky
“voice” that the vampires talk to.  Well, actually, they

alternate between blaming each other or their minions,
and promising the demon whatever it wants.  They talk
fast because they know the Cast is hot on their heels.  In
fact, the Cast should hear the tail end of the discussion.

When the Cast bursts into the room, the Djinn appears
as a whirling dust cloud hovering over a pile of beer bot-
tles.  Gary and Mark are both on their knees, facing the
whirlwind with their backs to the entrance.  Lightning
lances out of the cloud and strikes first Gary, then Mark,
who scream in pain.  The wind whips around the room.
Any Cast Member who quips about the ventilation in the
sewer dwelling should be rewarded with a Drama Point.

TTHHEE EEAASSYY:: Leaping forward and dusting these vamps
from behind would be smart.  Shouldn’t be terribly diffi-
cult—they are pretty much engaged with getting new
powers.  A couple of bashes here and there and then
stack-city.  Still, that would also be highly anticlimactic.
We got it covered though.  If the Cast does the smart
thing and manages to tag both vamps, the wind immedi-
ately stops, the cloud vanishes, and the howling voice
fades to silence.

After a moment, a more normal voice, slightly muffled
and sounding like it is coming from the inside of a bot-
tle, says, “That was expected.  And now I feed.  (Some
slurping or other disgusting noises issue.)  Does anyone
else have a wish they’d like granted?” Any characters
who experienced Sweeps Week from the BtVS Corebook

TM
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NNaammee:: Gary, the Large
MMoottiivvaattiioonn:: Destroy the Cast Members and Mark, 

rebuild gang, take over town 
CCrriitttteerr TTyyppee:: Rewished Vampire
AAttttrriibbuutteess:: Str 12, Dex 4, Con 5, Int 2, Per 1, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 30, Combat 14, Brains 10
LLiiffee PPooiinnttss:: 99
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: Giant (+4 to Grapple/Punch, 

-2 to Dodge), Hard to Kill 7, Vampire
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Bite 16 40 Must Grapple first; 

no Defense actions
Dodge 12 — Defense action
Grapple 20 — Resisted by Dodge
Kick 13 29 Bash
Punch 18 29 Bash
Toss 26 19 Must Grapple first, 

resisted by Strength 
(not doubled)
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recognize the voice as the TV MC from the final scene.
It casually mentions the price—their souls or a steady
stream of others (that latter part is actually a lie but what
do you expect from a certified monster)—if asked, but
the Cast should know better than to make a deal with
something like the Djinn.  If rebuffed, it sighs, and says,
“We’ll meet again, you know.  Though next time, I
expect you will beg me to take your souls.”  At that point
the pile of bottles begins to explode, throwing shards of
glass everywhere.  Dodge rolls allow everyone to get out
of harm’s way (if they fail the roll, inflict a few Life
Points of cuts and bruises—nothing life-threatening, just
a bit of a scare).

TTHHEE HHAARRDD:: If the Cast decides to wait at the entrance
to the room, they witness Gary grow to 12 feet tall, with
freakishly long arms (see p. 29).  From the sounds he is
making, it doesn’t appear to be an easy transformation.
Mark (see p. 28) doesn’t change physically, but characters
with low Willpower begin to feel empathy for him; his
hypnotic power now enables him to broadcast his
thoughts.  A Perception and Occultism roll could clue a
character in on the mind-bending effect, and knowledge
of what’s happening provides a +2 to the resistance roll.  

Fighting Gary isn’t easy.  His long reach and high
strength make getting in close difficult.  Luckily, he is
more clumsy than normal.  Any time one of Gary’s
punches misses, it will hit the wall, causing debris to fall
from the ceiling.  Clever fighters will use this against
him, and trick the giant into burying himself.  The dan-
ger is being buried with him.  The walls take five or six

punches before collapsing.  The tunnels outside are safe.
Alternatively, Gary’s heart still reacts the same to a stake
and is now significantly larger.  Targeting it is now only
-1 to hit (normally, it would be -3), but it is roughly nine
feet off the ground (an Acrobatics roll should be called
for to reach the sucker and you might want to require the
attacker to have a Strength 3 or 4 to penetate the larger
rib cage).

Mark isn’t a combat monster like Gary, but his broad-
casts are hard to ignore.  Every time a character wants to
attack him, a Willpower (not doubled) roll is needed.
Failure means the Cast Member hesitates for that Turn,
awash with strange (and revolting) “feeling” for Mark.  If
someone is unlucky enough to be grappled by Mark, his
hypnotic powers can now affect humans—treat it as the
vampiric power of Hypnosis at Level 3, but he must make
eye contact at close range (no more than a couple feet),
and the victim is able to resist with a Willpower roll every
Turn.  Mark commands his victims to defend him, or clear 
a path for him to escape by causing a distraction.  He
defends himself physically, but he isn’t very effective at it.  

Troubleshooting
In the excitement of the mall battle, the Cast may miss

the leaders’ hasty escape.  A frightened child could point
them in the direction “the bogeymen” went.

If the Cast loses Gary and Mark in the sewers, their
screams as their newest wishes are granted provide a free
pointer in the correct direction.  

EPISODE 1
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Xander: No, but this dude was completely differ-
ent than praying mantis lady.  He was a man
OF bugs, not a man who WAS a bug.

—2.10 What’s My Line? - Part Two

All A-buzz is a fairly straightforward Episode.  As such,
it is perfect for including scenes that involve and advance
character and Season Subplots, or explore portions of a
Cast Member’s background.  As these additions are whol-
ly dependant on the Cast Members who are part of your
Season, only general pointers and suggestions are given
for you to tailor to your group.  We have faith in you,
though.  You’ve gotten this far, haven’t you?   

Plot Synopsis
Every fifty years, a demonic insect known as a

Vermuscas emerges from its nest and finds food for its
young.  Unfortunately, the young require human spinal
fluid to hatch.  Fortunately, the Vermuscas now only lays
a single egg every half-century, and most of those don’t
live long after they hatch.

This wasn’t always the Vermuscas (the singular, plural
and possessive are the same) way.  Ancestral memories
recall a time when its kind covered the land, devouring
everything in sight.  Humans came and drove the demons
back to their own dimensions, and only a few Vermuscas
were left behind.  Now the bug can only dream of its for-
mer glory during its hibernations.

During its last sleep, the Djinn granted its longest-held
and most fervent wish: dozens of new young.  Of course,
feeding that many mouths isn’t easy.  The demonic ver-
min is on a rampage, collecting its gruesome nectar
night after night to satisfy the brood.  Now the Cast must
stop the Vermuscas before its army of young grows
wings and spreads.

Again, dreams and hopes are central to this Episode.
The Subplot that wishes have a down side can also add a
lesson . . . or not. 

Cut Scene

EEppii ss ooddee  TTwwoo
AAll ll  AA--bbuuzzzz

Agroup of unwashed men dressed in furs
huddle around a primitive campfire.  They
grunt and gesture, ripping meat off a roast-

ing animal with their bare hands.  At the edge of
the light, several other men stand guard, rough
spears at the ready.  The coming rains do not
worry them as much as the creatures that roam the
skies at night.

Above, a cloud slides past the moon, catching the
guard’s eye.  The full pale moon is a good sign to
his people, and yet he freezes in terror.  Defiling
the moonlight is the dark silhouette of a flying
beast.  As the man turns to warn his tribesmen, a
great wind rises.  Suddenly, dozens of creatures
descend from the heavens, swarming the hunting
party.  The struggle is brief and the creatures take
flight, each with a human in its grasp.

The campsite falls silent.  Fat dripping from the
spit sizzles on the embers.  A few spears and other
items sit, looking for all the world as if the hunters
would return from the shadows at any moment.
Then a spear falls from the sky, followed by the
human who had wielded it.  Quickly, more bodies
drop, like a sudden perverse rainstorm.  Each bears
an expression of horror frozen upon his face, his
head twisted at an impossible angle.  

Above, the swarm of Vermuscas chatter gleeful-
ly, winging back to their nests.  One in particular,
a young one, savors the flavor of the humans, and
rejoices in the bounty it will deliver to its larvae.  

The scene shifts to a muddy subterranean lair,
redolent with rot and unnatural gasses.  An ancient-
looking demonic insect lies partially submerged in
the muck.  It stirs as it remembers.  Those days are
long gone, as are the swarms of its kind.  Their
domination of the night skies was stolen from
them, and now it is alone.  Its larvae rarely hatch,
and it bears fewer each cycle.  The end is near.

How it wishes for the days of old.  

In one corner, dust and small items of debris rise
in an eerily familiar funnel of wind.  A soft glow
reaches out and bathes the insect . . . 
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Trendy Shoes Can’t Save You
Buffy: Well, I’m not exactly quaking in my styl-

ish yet affordable boots, but there’s definitely
something unnatural going on here and that
doesn’t usually lead to hugs and puppies.

—6.7 Once More, With Feeling

Run-Down
There really isn’t such a thing as a normal morning in

your supernatural-infested town, but most don’t include
police units covering the track field.  A cross-country
runner has been found dead, drained of fluids.  The
police are using their normal “gang activities” story, but
even a quick look at the crime scene shows the body was
dropped from a major height.  Adding to the mystery are
the odd neck wounds.  Unlike the usual fang marks or
animalistic gashes, this victim’s injuries are on the back
of his neck, well away from any major arteries.

Time to dust off the old investigation hats.  The Cast
needs to gather information from numerous sources to
get a clear picture of what actually happened.  And once
they recreate what occurred, they need to find a way to
stop it from happening again.

And all this before any problems of a more social
nature get in the way .  .  .  

Action
TTHHEE MMUURRDDEERR:: The body was found in the soft earth off

to one side of the track that circles the athletic field, well
away from any buildings, trees, or towers.  The grass is
undisturbed, except for the numerous police footprints.
The location is easy to spot, even without the marker out-
line; a vaguely human-ish shaped depression pits the
ground.  An Intelligence and Science roll at the crime
scene determines that the body must have fallen from sev-
eral hundred feet, judging by the dent in the ground.

Talking to the track team reveals that the victim’s
name was Percy Swan and that he was training well after
dark last night.  Percy was always very careful, one team-
mate tearfully explains, always using reflective tape and
even wearing a pair of red flashing lights on his shoes.
He had no enemies that anyone knew of, and was gen-
erally well regarded among the jocks.  

Also training on the track last night was Carrie
Fendstein.  She was working on the opposite end of the

field (she’s a high jumper) and noticed Percy running
laps.  “He was there one minute, and gone the next.  I
wasn’t really paying too much attention to him, but heard
this weird buzzing noise.  I glanced up, and saw Percy
running, but couldn’t see anything else.  So I made
another jump, and the sound got louder.  When I got up
to yell at Percy, he was gone.  I figured he had just fin-
ished up and hit the showers.  Then it was quiet again.”
Carrie is seriously weirded out by the experience.  Cast
Members who take the time to comfort her should
receive a bonus Drama Point.  Indeed, Carrie could
become a recurring character in the Cast Member’s life.
She could be used for Subplots, or endangered to add a
personal touch to the character’s motivation, or even
developed into a Cast Member herself (much as Cordelia
did in the BtVS TV show).  In case, you want to go that
route, we have provided stats for Carrie (see p. 33).

A visit to the morgue (with the requisite Willpower and
Influence roll to get access, and an Intelligence and
Science roll for that whole grody body analysis stuff) or
hacking into the police computer gets a description of
the wounds.  It appears that falling damage was not the
only type suffered.  The victim’s neck was broken and
the spinal fluids were extracted with some sort of vacu-
um tube.  In short, somebody sucked his spine out.
Yuck!  The medical examiner’s report notes three long
bruises that circle the body around the shoulders, chest,
and waist.  The victim was dead when he hit the ground.  

TTHHEE BBOOOOKKSS:: As the Cast is gathering information, they
come across a humorous report of a large parade balloon
sighted last night.  The balloon was described as “a giant
bug” with a flashing red light on its tail.  The journalist
who wrote it laughs off the report, suggesting that sniff-
ing mosquito spray kills brain cells.

Research into a spine-sucking demon provides many
suspects, but narrowing it down to a flying insect demon
(based on the eyewitness reports gathered during this Act
or the next) will produce a name: Vermuscas, six-foot
long bugs that use spinal fluid to feed their larvae.  Once
it was a scourge called by sorcerers and demons to wreak
havoc on enemies.  Now it only ventures out once every
fifty years or so and rarely produces more than a few
eggs at a time.  Each egg needs a human-sized snack to
hatch and more to grow big and strong.  The demon
flashes red, like a firefly, when it mates or feeds.  

Non-occult research in the newspaper archives and
among books of ancient native legends shows a pattern
of “giant bug” sightings every fifty years or so in the

AAcctt  OOnnee ::  IInntt rroodduucc tt ii oonn
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area.  The stories also report “mysterious deaths” around
the same time, but this is a strange town, so it is difficult
to tell if these are actually related or just your standard
mysterious deaths from vampires, snake demons, or
other assorted nasties.  In the few cases where the
injuries are described, they are consistent with Percy’s.

TTHHEE SSUUBBPPLLOOTT::  This Episode is different from most, as
a major Subplot is a social situation.  The details provid-
ed are vague to allow you to customize the events to the
Cast and their Drawbacks.  

Nearly every Cast Member will have a Drawback of
some kind.  Now is the time to bring them into play and
inconvenience the Cast.  That’s why they’re called
“Drawbacks,” right?  Perhaps the Clown has told one too
many jokes at the quarterback’s expense.  Maybe the
Slayer’s Tragic Love Drawback prompts her to fall for a
preening idiot who cheats on her.  Obligations,
Obsessions, Mental and Emotional Problems—this
Episode is an excellent time for any of these flaws to rear
their ugly heads.  The ideal situation would be to choose
a Drawback that affects the entire group, to one degree
or another.  If the entire Cast share a Secret or Obligation
(especially one like “must keep parents in the dark about
the occult”), great!  But any Drawback can indirectly
affect the entire group.  An Addict turns to her friends for
help, the Recurring Nightmares can prompt sleep-overs,
and those afflicted with Bad Luck need someone to watch
their backs and prevent any serious injury.

A word of warning though: hitting multiple Drawbacks
from multiple Cast Members may make the entire group
feel cursed.  Use this Episode to strengthen the personal
bonds between the characters by presenting social chal-
lenges, and letting the Cast overcome them.  Don’t tor-
ture them with their failings.

UUssiinngg MMaaggiicc oonn tthhee bbuuggss
If the Cast includes any well-meaning Wiccas,

they will probably want to use magic to detect or
combat the Vermuscas.  For the first part, Thespia’s
Demon Detection (see BtVS Corebook, p. 146) works
just fine, although the bug moves extremely quickly
during its first attacks.  For anything else, research
is required.  The spell below, created when demons
ruled the world, summons swarms of Vermuscas.
Finding this spell is impossible unless the researcher
has already identified the demon.  Clever Cast
Members will notice that this spell does not include
a “control” aspect, and that the bugs, once present,
could do any number of (most likely bad) things.

SSuummmmoonn SSwwaarrmm ooff VVeerrmmuussccaass
QQUUIICCKK CCAASSTT:: Yes

PPOOWWEERR LLEEVVEELL:: 4

RREEQQUUIIRREEMMEENNTTSS:: Ground rose quartz, three candles,
and a series of words of power.  The candles are
lit and the powered quartz is sprinkled over them
as the character chants the summoning words and
the location desired.  

EEFFFFEECCTT:: Up to one hundred adult Vermuscas (of
those within a couple hundred miles) move as
quickly as possible to the location envisioned.  If
the caster did not indicate a specific location dur-
ing the ritual, the demons move directly toward
her.  After the duration (one minute per Success
Level) runs, no more of the vermin arrive, but
those that have already arrived stay until driven off
or the food supply has been depleted.  

NNaammee:: Carrie Fendstein
MMoottiivvaattiioonn:: Graduate, excel at sports
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 3, Con 3, Int 2, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 9, Brains 10
LLiiffee PPooiinnttss:: 30
DDrraammaa PPooiinnttss:: 0
SSppeecciiaall AAbbiilliittiieess:: Jock

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 9 — Defense action
Punch 9 5 Bash
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It is possible that none of the Cast has Drawbacks of
any value.  They’re just good, all-American kids.  Don’t
despair—no matter how sweet and pure a character is,
high school is the perfect place to make her feel uncom-
fortable.  Pick an event: prom, the big football game, a
history final, a week-long job fair.  The actual nature of
the event isn’t important.  What is significant is the
opportunity for the Cast to interact with something that
isn’t going to destroy the world, take over Sunnydale, or
try to kill them.  No combat, no research, no spells; just
normal people doing normal things.

In this Act, the problems should be just beginning.
The Clown mocks a jock, who promptly threatens her.
The Tragic Lover has a wonderful first date with a per-

son who is obviously “Mr. Wrong”—well, obvious to
everyone except the Cast Member.  The character’s par-
ents have a “talk” with her about her sister, and how they
want them to spend more time together.  The theme of
the prom has just been announced, and voting has begun
for the King and Queen.

Troubleshooting
If the Cast doesn’t interview Carrie Fendstein, her

information can be found in the police report.  

The Cast may not be able to identify the Vermuscas
after the first attack.  This shouldn’t be a problem—Act
Two is spread out enough to allow the research to be
done over a longer time frame, if needed.

Break Out the Bug Spray
Riley: Glad to be back in Sunnydale. The locals

all speak English and I know who to beat for
information.

—6.14 As You Were

Run-Down
The normal evening patrol gets pretty crazy.  The

Vermuscas continues to show up, attacking things all
over town and taking victims left and right.  As more vic-
tims are taken, the pressure to find the monster increas-
es.  The Cast needs to find a way to head the bug off at
the pass.  As the feeding continues, the demon becomes
less swift and stealthy.  It normally feeds a few eggs, and
then returns to hibernation.  This time, it has dozens of
eggs requiring feeding, which means hunting on a scale
almost forgotten.  It begins to get sloppy and tired.

This Act should move from normal stress level to fair-
ly intense, as the Cast feels the pressure from both the
monster hunt and the issues facing them personally.

Action
HHUUNNTTIINNGG AANNDD GGAATTHHEERRIINNGG::  This Act takes place over sev-

eral days and at various locations around town.  The
encounters can occur in any order and over nearly any
time frame.  As more attacks occur, the intervals
between them decrease.  Use the timing of the attacks to
heighten the tension, both in the Cast, as they search for
the elusive beast, and in the town, which may begin to
identify the danger from the sky as an occult threat.

Most of these events end up in a police report or news-
paper article, but a character can always get more infor-
mation, more quickly, by being on the scene.  On the
other hand, if the Cast just happens to stumble across
every single Vermuscas attack, they may begin to feel as
if they are losing control.  It is best to choose one or two
events that would logically intersect with their normal
patrolling activities (or recreational activities), and let
them research the others.  Note that if the Cast is pres-
ent, the Vermuscas is less likely to leave with a victim.  

• A police officer makes a routine traffic stop.  As she
walks toward the car, the Vermuscas swoops down
and attacks the flashing lights on the police cruiser.
The officer fires at the demon, which succeeds only
in attracting its attention.  The bug snatches her up
and flies away.  The understandably terrified
motorist hides on the floorboards until someone
(either another police officer or the Cast) finds her.
The officer’s body is found later on an overpass, sev-
eral miles away.

• A crowd outside the popular local hotspot is milling
about, waiting to get in.  The Vermuscas swoops
down and attacks the pulsing neon sign, showering
glass on the pedestrians.  The crowd promptly dis-
perses, screaming.  The demon easily grabs a victim
and discards the body on a rooftop.

• Late-night disc jockey Sammy the Soundman leaves
work at a different club, but only gets as far as his
car.  As he opens the door, the Vermuscas snatches
him.  His body is found next to his car, exhibiting
damage from a great fall as well as the spinal and
back wounds common to the attacks.  A radio tower
blinks redly nearby.

AAcctt  TTwwoo::  CCoommpp ll ii ccaatt ii oonn
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• A vampire named Blaire (see p. 36) is attacked out-
side her crypt.  The Vermuscas can pick her up and
fly away, but isn’t able to collect anything from the
walking corpse.  It eventually drops her mangled
body, and the vampire survives.  This event obvious-
ly won’t make it into the newspapers, but Blaire rec-
ognizes the danger of a demon that doesn’t discrim-
inate between humans and other demons.  If the Cast
has proven slow to recognize the danger of the
Vermuscas, having a vampire seek their help should
shock them sufficiently.  Blaire doesn’t have access
to a telephone, so she waits in one of the local hang-
outs or near an area she knows to be patrolled by the
Cast.  Her mood at the moment is one of extreme
fear; she came very close to being torn apart and she
has no interest in tangling with the beast again.  If
the Cast asks for her help, she’ll ask around, but ulti-
mately she won’t be able to provide anything other
than the details of her own attack.

• Motorists report seeing a giant bug, attacking stop-
lights at various intersections across the city.  Several
observers say they saw the thing flying overhead, and
it only swooped down onto the light when it turned
red.  No one was hurt, but several cars were damaged
as the demon dropped pieces of the light into traffic.

• The pilot of a small plane taking off from the local
airport nearly runs into the giant bug.  It circled her
wings and knocked off some paint, but did no real
damage.  The pilot, Martha Coltran (see p. 36), got
an excellent look at the beast and can describe it in
detail.  However, she is smart enough to realize the
public is not ready to accept unnatural occurrences
like this.  She reports only “a big bird” to the police,
but if the Cast convinces her of their ability to deal
with the problem, she fills them in.  In fact, she could
become a recurring Supporting Cast Member, or
even a new Cast Member.  Personality-wise, Martha
can either be a motherly figure with surprising
resolve, or a lean, mean cowgirl.

• The harbormaster down at the marina reports that sev-
eral of the docked sailboats were vandalized overnight.
None of them were occupied, but a warning buoy was
taken from the water and left on the dock.

Feel free to create others incidents as appropriate to
your game, highlighting locales that are familiar to the
Cast.  They all follow the same pattern: a red light, the
Vermuscas swooping in, the Vermuscas flying out after
snatching a victim or other object, and whatever it
picked up being dropping to the ground from a great
height.  On all victims, the tell-tale injuries may be found.  

DDeessccrriibbiinngg tthhee VVeerrmmuussccaass
The Vermuscas were one of hundreds of insec-

toid demons plaguing the world in the days of
demonic rule.  They were rarely controlled, but
instead used as a clearing force.  A powerful
demon would summon a swarm to infest an area,
eating every living thing.  The swarm would then
move on, and the summoner could conquer the
land without resistance.

When the majority of demonkind was banished,
a few Vermuscas managed to hide, usually in
remote areas.  Still, with humanity growing and
changing the world, these demons lost more and
more of their number.  Finally, the last handful
began hibernating for decades, hoping the demons
would return during their slumber.

Vermuscas resemble normal insects—they have a
pair of antennae, six legs, and two pairs of wings
extending from their back.  The scale is monstrous
though.  Their wingspan is at least twelve feet, and
each leg extends to over three feet long.  Its “skin”
is a dark brown chitinous exoskeleton covered with
short barbs; anyone touching it without heavy
gloves takes four points of damage.  Under the head
is a set of mandibles which can open wide enough
to engulf a soccer ball (or a humans’ head), and
behind that is a tube-like tongue as thick as a soda
can.  When gathering spinal fluid for its young, the
Vermuscas grapples the human from behind with its
legs.  Then it inserts its tongue into the upper spine
area.  After it has finished, a gland swells between
its head and thorax.  If it is “excited” from the hunt,
the end segment of its tail glows red, blinking in an
undecipherable pattern.

In combat, the Vermuscas wants to swoop down
and snatch up its prey.  In the old days, when the
night was always dark, this worked well.  With mod-
ern streetlights, a six-foot bug dropping from the
sky is a bit conspicuous.   Potential victims can
dodge its grasp.  If the Vermuscas is unsuccessful, it
hovers and attempts to grapple, giving a coordinat-
ed team ample opportunity to get a few attacks in.

The bug is old and . . . well . . . it has the brain
of a bug, but it does have instincts.  If a group has
it surrounded, it flies straight up.  When faced with
a strong foe, it swoops back and forth, using its
aerial dodge to avoid hits.
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The Cast should have enough information to see a pat-
tern (the red lights) and formulate a plan.  Historically, a
small group of soldiers armed with spears would drive
the Vermuscas off.  After a few nights of this, the dan-
ger would be over.  Obviously, the Cast must kill the
demon or risk letting it return.  The actual planning of
the trap and/or strategy should take place in Act Four.

RREE--SSUUBBPPLLOOTT::  Other than the Vermuscas’ desperate
attacks, what else does the Cast have to deal with?
Whatever the Subplot, it starts moving from “minor dis-
traction” to “life-dominating event.”  The Clown could
be on the receiving end of increasingly dangerous
“pranks” from the football team, or even actual threats.
The tires on her car could be slashed, or the entire car
could be set on fire.  For the Lover, the object of her
affection could begin to actively avoid her, and perhaps
she has begun to recognize some of the lies she has been
told.  The kid sister could interrupt the research session

with inane questions (“What does that demon do?  Why
does it have claws?  How do they go to the bath-
room?”).   The campaigning for Prom Queen has begun
in earnest, with smear campaigns, bribery, and out-and-
out deception.  

Troubleshooting
If the players are dragging their feet, the Vermuscas

can attack someone with a personal connection to a Cast
Member.  Depending on the results, a player “abused” in
this manner should be compensated with a Drama Point.

If the Cast makes the deductive jump of “bugs live in
swampy areas, let’s check out the marshes outside of
town,” feel free to jump ahead to Act Four.  The
Vermuscas shows up after the larvae have been dealt
with, and will be very angry.

EPISODE 2
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NNaammee:: Martha Coltran, Pilot/Adventurer
MMoottiivvaattiioonn:: Get commercial pilot’s license, protect the public
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 3, Con 2, Int 3, Per 3, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 11, Brains 11
LLiiffee PPooiinnttss:: 26
DDrraammaa PPooiinnttss:: 6
SSppeecciiaall AAbbiilliittiieess:: Fast Reaction Time, Nerves of Steel 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 11 — Defense action
Grapple 13 — Resisted by Dodge
Kick 10 7 Bash
Punch 11 6 Bash

NNaammee:: Blaire Vogel, Unlucky Vampire
MMoottiivvaattiioonn:: Blood!, avoid being smashed by bigger demons
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 4, Dex 3, Con 5, Int 2, Per 2, Will 1
AAbbiilliittyy SSccoorreess:: Muscle 14, Combat 12, Brains 10
LLiiffee PPooiinnttss:: 54 (currently 30)
DDrraammaa PPooiinnttss:: 1
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 3, Vampire 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 14 15 Must Grapple first; 

no defense action
Dodge 12 — Defense action
Grapple 14 — Resisted by Dodge
Kick 11 12 Bash
Punch 12 10 Bash
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Going Buggy
Buffy: No. You guys are gonna have a prom. The

kind of prom everyone should have. I will give
you all a nice, fun, normal evening . . . if I
have to kill every single person on the face of
the Earth to do it.

—3.20 The Prom

Run-Down
This Act occurs as soon as the Cast has enough infor-

mation to set a trap for the Vermuscas.  Chances are sev-
eral days have passed, with the body count rising.  In
fact, assistance may come from unexpected quarters, as
the local vampires offer information about its habits.
The Cast confronts the Vermuscas, and either kills it or
drives it away from the city.

On the social front, the intensity reaches fever pitch.
A showdown is rapidly approaching, and as luck would
have it, it looks like the final battle with the Vermuscas
and the resolution of the Subplot are going to occur at
the same time.

Action
TTHHEE BBIIGG BBAANNGG:: The Cast has a chance to put the hurt

on the latest bug to bug their town.  This Act is a straight
up fight, with grand plans and preparations.   

How easy or difficult this fight is depends largely on
the preparation the Cast has done.  The characters should
have learned a great deal about the demon’s strengths
and weaknesses, as well as its tactics and feeding pat-
terns.  Now all that information needs to be synthesized
into a plan.

Barring a giant no-pest strip, most plans will include a
net of some sort.  Resourceful Cast Members could try
painter’s tarps, fishing nets, or even the giant inflatable
school mascot.  Will any of these actually work?  In gen-
eral, a material works as a “net” if it is large enough to
cover the bug (a ten foot square will do), and is strong
enough to avoid being shredded in less than five seconds.
The Vermuscas won’t even notice bed sheets and the old
fishing net your uncle uses every summer.  Heavy canvas,
like the tarps used by painters and construction crews,
holds for a few seconds.  Industrial strength fishing nets
or anything made of steel cable should be fairly durable.
Of course a thicker net is heavier, which makes actually
throwing it over the demon more problematic.  

An alternative to netting the bug is dropping some-
thing heavy on it.  Unless a size 500 shoe is handy, the
Cast could try to run it over with a car, drop a pile of
bricks on it from a rooftop, or use a crane to smack it
with a wrecking ball (nahhh, that’s been done).  The trick
to each of these tactics is getting the Vermuscas into a
certain position and keeping it there long enough to trig-
ger the big bash.  This could be accomplished by a Cast
Member with a flashing light distracting the bug, then
diving out of the way just in time for the big attack.
Better get that timing right though.  Missing the bug is
one thing; clobbering your hunting buddy is a real no-no.

Other worthwhile options include the old fashioned
“bottle of gasoline and a burning rag” trick, the even
older crossbow and spear, or the not quite as tactically
brilliant “let’s stand between it and its young” routine
(see Act Four for details).  The disadvantage of these
plans is none of them will kill, or even severely damage,
the demon quickly.  The longer the battle lasts, the more
likely a non-combatant (either a passerby or a Cast
Member with few physical defenses) gets hit.  With the
Vermuscas, one hit is all it takes.

Once the plan is decided on, the question of “where”
arises.  Ideally, this is a spot out of the way where the Cast
will be able to set up their traps, like a construction site,
junkyard, or parking garage.  Most of these locations are
available in the middle of the night, when the Vermuscas
likes to hunt.  But why is the flying demon going to fall
into the trap?  What will the group use for bait?

Flashing red lights are a good idea for a lure.  The eas-
iest place to get them would be to borrow them from a
band—they’re perfect for a good light show.  Waving
them around on top of a building for a few minutes
attracts the Vermuscas without fail.   It immediately
zeros in on the light, and then looks for food.  Hope the
trap is ready .  .  . 

If the Cast has a plan and is well prepared, but random,
dumb luck pulls the rug out from under them, well, that’s
not good television, is it?  Remind the players to use
Drama Points liberally to salvage almost any disaster.  If
a character has taken a beating, have the Vermuscas
ignore her.  Reduce the damage, calling it a “glancing
blow.”  And if the entire Cast has just had their butts
handed to them, the Vermuscas can simply fly away, in
search of food that does not fight back quite so much.
In fact, if the battle lasts more than a minute or two, that
is exactly what the big bug will do; those eggs aren’t
going to hatch themselves.

TM
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If the Cast doesn’t have a plan, and basically intends to
throw rocks (or bullets, or arrows) at the Vermuscas until
it dies, they’re in some serious trouble.  Effective ranged
weapons are a relatively new development from the
demon’s point of view, but it can adapt pretty quickly.  It
retreats, then circles around behind the group and tries
to pick them up one by one.  If the target puts up too
much of a struggle—flailing around with the axe she is
holding, just for instance—then the demon drops her.  If
the group acts in a coordinated manner and won’t allow
any of their number to be isolated, the bug flies off.  One
feeding source is as good as another to it.

A straight slugfest might kill the Vermuscas—empha-
sis on the “might.”  More than likely, several characters
will be dropped from a two- or three-story height, and
the bug still won’t be dead.  It will just get tired of being
poked.  The characters, if they can still walk, can follow
it back to its lair and into Act Four.

During close combat (and particularly if the bug is
killed), the combatants quickly discover that its skin is
crusted with mud and plants.  The players may guess that
this coating comes from its lair; if not, an Intelligence
(doubled) roll reveals it to any with good Knowledge
skills.  After that, a Perception and Science roll points
towards the marsh outside of town as a potential source
of the muck.

SSUUBBPPLLOOTT AAGGAAIINN::  Of course, this massive battle has to
take place between the really important stuff.  Whatever
hook is being used to draw the Cast in, it intersects with
the Vermuscas battle during this Act.  The timing may be
slightly difficult, depending on the nature of the Subplot,
so fit it in wherever is the most natural.  The football team
could choose to beat the snot out of the Clown just when
she is supposed to be setting off the giant net.  As the
Lover is hauling flashing red lights, she may see the object
of her affection making out with someone else.  The kid
sister could stumble into the trap just before the demon
shows up.  The plan falls into place on prom night.

Yep, high school and monster slaying—what a combo!

Troubleshooting
The most troublesome part of this Act is the possibili-

ty of either a bad plan, or a plan gone horribly wrong.
The Vermuscas is a dangerous creature, and it could eas-
ily do major damage to an unsuspecting Cast Member.  If
the bug does start to put the big hurt on someone,
remember: it’s still a bug.  If the food here fights back,
it leaves as soon as an opportunity presents itself.

If the Scoobies don’t have vehicles, the Vermuscas
travels low enough for most of the town to see it.  The
Cast won’t have any shortage of people staring and
shouting, “It went that way!”  If the bug is killed, they
have to spend some time searching the swamp.

EPISODE 2
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NNaammee:: Vermuscas (its demon name is three minutes of 
chittering and wing rubbing unpronounceable to humans)

MMoottiivvaattiioonn:: Gather food for larvae, rebuild nest
CCrriitttteerr TTyyppee:: Demonic bug
AAttttrriibbuutteess:: Str 15, Dex 5, Con 5, Int 1, Per 3, Will 1
AAbbiilliittyy SSccoorreess:: Muscle 36, Combat 16, Brains 9
LLiiffee PPooiinnttss:: 105
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: Armor Value 5, Claws, Flight, 

Increased Life Points
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Aerial Maneuver 18 — Defense action

while airborne
Bite 15 36 Slash/stab
Claws 16 34 Slash/stab
Dodge 16 — Defense action
Grapple 18 — Resisted by Dodge
Spinal Suck 18 50 Must Grapple first, 

no defense action
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Big, Flappy and Crunchy
Xander: That’s the other secret to conscientious

egg-care.  A pot of scalding water and about
eight minutes.

Willow: You BOILED your young? 
Xander: I know it sounds cruel.  But sometimes

you have to be cruel to be kind.  You can bet
little Xander here is thick-skinned now—

—2.12 Bad Eggs

Run-Down
The players find the Vermuscas’ nest.  Instead of just

a few larvae, the crew is looking at a mound of hungry,
squirming, three-foot worms.  This is a fairly simple
“mop-up” battle, but forces the Cast to deal with a high
slime factor.  A little more humor than normal wouldn’t
be out of place during this Act.

Also on the heroes’ minds is the resolution of the social
thread.  Whatever the Cast did to get them through the
big battle with the Vermuscas, now’s the time to deal
with the repercussions.

Action
MMUUCCKK AANNYYOONNEE??::  The Cast tracks down the Vermuscas’

nest, either by following it after it escaped the trap,
deducing its location from the muck on its corpse, or
some other way (see Troubleshooting).  This scene takes
place deep in the swamp.

The Cast is going to get dirty.  There just isn’t any way
around it.   The swamp is filled with muddy water, slime-
coated trees, and bits of ground that look solid but give
way until the characters sink in up to their knees.  Once
they make it to the nest, they need to crawl through a
small tunnel to get inside.  Then the larvae squish mess-
ily, not like the relatively neat dust of vamps.  Demon

TM
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AAcctt  FFoouurr ::  RReessoo ll uu tt ii oonn

Describing the Nest
The Vermuscas is a semi-intelligent creature with strong instincts.  Its lair was originally constructed of trees

and brush, packed together with mud.  Over the years, the swamp vegetation has overgrown some areas.  This
has strengthened the walls, and added to its natural camouflage.  In general, it looks like a mound in the middle
of a swamp.  However, if a Cast Member climbs the mound, she finds various pieces of junk hidden under layers
of moss, such as a car door (an Intelligence and Knowledge roll identifies the styling as 1950s), numerous arrow-
heads, and even a decaying black powder musket.  It’s obvious the Vermuscas has been around for centuries.

From the outside, the Vermuscas’ lair looks like a pile of fallen trees and swamp brush.  Surrounding it is a
low mud wall, which could, to the casual observer, be a natural feature.  However, closer examination reveals
that this wall is packed, and unnaturally keeps the swamp water from the pile.  The mud wall runs along the
edge of the pile, sometimes blending in with the other bits.  In one area, though, a gap of three feet separates
the wall from the pile of brush; this is the entrance.

The Vermuscas normally lands on top of the pile, dropping whatever trinkets it has gathered during its night-
ly feeding run.  It skitters down to the entrance tunnel, climbing in upside down.  The tunnel is ten to fifteen
feet long, going almost straight down for less than half that distance, and then curving gently upwards the
remainder of its length.  The mouth is only wide enough for one person to crouch in, but opens to twice that
by the time it reaches the main room.  Any Cast Member suffering from claustrophobia must make a Fear Test
before entering the tunnel.

The inside resembles a bird nest crossed with a beaver house.  The walls keep out the majority of the mois-
ture, so there are no pools of standing water, but the air is damper than outside.  The smell is a bizarre com-
bination of rotting wood, musty stale air, and a warm fertilizer.  Normal creatures avoid the nest, warned away
by the demon’s scent.  

The interior of the lair is a single room, 25 feet across, with a domed ceiling ten feet high in the center.  The
nest is a depression in the center, and is less than ten feet across.  The floor around the nest is soft, covered
with a thick carpet of moss.  The walls and ceiling are a bizarre combination of mud plaster, reeds, and com-
pacted vegetation.  There are no visible support structures; the entire lair seems to have grown into place.  Here
and there, the fungus glows with a soft bioluminescence. 
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slime, as well as the muck from the swamp, is going to
get into everything.  Yuck!  Let’s hope they wore old
clothes.  Otherwise, we have a major fashion Don’t.

If the Cast followed the Vermuscas back to its nest, it
will be inside feeding the larvae.  In the cramped space,
it is unable to fly at all.  Without flight, the demon bug
is a much easier kill—not easy, but easier.  However if
the Cast is clever, they can end this threat once and for
all.  Burning the nest is a bear—the swamp tends to keep
everything rather soggy—but with sufficient gasoline,
nearly anything eventually ignites.  Then again, hauling
gallons of gas through the muck isn’t anyone’s idea of
fun.  Carrying axes and crossbows would be simpler and
just as effective, though more dangerous.

Sneaking into the nest isn’t as difficult as it might
seem.  If the Vermuscas is present, it is busy feeding its
young and won’t notice if the Cast Members make suc-
cessful Dexterity and Crime or Acrobatics rolls.  The lar-
vae are even less aware; no roll is necessary if the adult
Vermuscas isn’t there.  The mass of larvae fills the entire
nest, with the twitching eggs in the center and the more
active hatched spilling out onto the spongy floor.  The
entire pile is worth a -3 on a Fear Test.

Once the adult is killed, the larvae have to be dealt
with.  While they aren’t very dangerous individually,
there sure are a lot of them.  Squishing them one by one
takes a long time, even if the Cast is armed with axes,
swords, or really big work boots.  Dumping insecticide
by the gallon won’t do much more than kill off the weak
ones, and encourage the others to burrow away into the
swamp.  These are demon bugs; they require something
a bit more destructive.  Powerful chemicals, such as
strong acids, kill them.  Fire or a small explosion cooks
most of the little buggers, and the resulting collapse fin-
ishes off any survivors.  

Once the nest is cleared and the Cast has a chance to
look around, they’ll spot the Mark of the Djinn glowing
faintly on the wall.  As they examine it, the glowing lines
rearrange themselves into the words “Oh well, there are
plenty more relics like this one lying around, wishing for
the old days!  Until next time .  .  .”  The letters fade after
a few minutes.

EPISODE 2
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VVeerrmmuussccaass LLaarrvvaaee
Demonic bugs are bound to have demonic bug

babies, right?  Vermuscas are no exception; its off-
spring look like normal grubs—three-foot long
grubs with nasty pincers, but grubs.  

Their skin is a pearly white, almost translucent.
They have eight tiny, nearly useless legs on their
underside, and a pair of eye groupings above their
mandibles.  They emit a high-pitched squeaking
sound when hungry (which is constantly).  They can
recognize the difference between their parent and
an intruder, but being newly hatched they take their
time noticing any changes in their environment.

Normally the disgusting bugs huddle together,
bumping and rolling against their siblings, squeal-
ing, and waiting for their next feeding.  If attacked,
they throw their bulk around in a feeble attempt to
defend themselves.  They bite anything they find
standing still.

Any value an unhatched egg, a captured larva, or
any body parts may have on the demonic black mar-
ket is up to you.  No doubt some rare and powerful
spell requires just such an ingredient.

NNaammee:: Vermuscas Larvae
MMoottiivvaattiioonn:: Eat!
CCrriitttteerr TTyyppee:: Demonic bug larvae
AAttttrriibbuutteess:: Str 2, Dex 1, Con 3, Int 1, Per 1, Will 1
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 9, Brains 8
LLiiffee PPooiinnttss:: 30
DDrraammaa PPooiinnttss:: 0
SSppeecciiaall AAbbiilliittiieess:: Armor Value 1

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 9 7 Slash/stab
Bump 9 5 Bash
Dodge 9 — Defense action
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RREEVVIISSIITTIINNGG TTHHEE SSUUBBPPLLOOTT::  Alright, the nest is destroyed,
the Vermuscas is dead, and the Cast Members’ homes are
safe.  Now all the Good Guys need to do is head home and
shower for about three days, right?  Wrong!  

Now is the time for the resolution of the social element
Suplot of this Episode.  How it is wrapped up depends
entirely on the situation that has been percolating along,
the characters actions in addressing or avoiding it, and
the direction you and they wish to take in resolving it
once and for all. 

Perhaps the Clown apologizes to the jock and her tor-
mentor turns out to have been “testing” her.  Maybe she’s
a nice girl, or a queen nasty.  Or perhaps the Clown
increases her popularity with a standup act thrashing the
pain-in-the-butt at the school talent show.  The Lover
could try to reform her significant other or give that
creep another chance (thus delaying the inevitable).
Alternatively, she could make the breakup loud and pub-
lic.  The kid sister could get scared into becoming a
recluse or could actually get hurt, leading to numerous
serious discussions with the character’s parents.  The big
social event could have already started, and the Cast
arrives, trying to scrape the muck and crud off their
tuxes, dresses, and shoes just as the Queen is announced
.  .  .  no wait, that’s been done too.

Troubleshooting 
If the characters aren’t armed, the Vermuscas’ nest can

contain some solid 2x4s or metal rods it has gathered
over the centuries.  

If a Cast Member has a new jacket or expensive pair of
shoes, larvae guts stain it but good, and should earn her
a Drama Point if she’s a good sport about it.

If the Cast misses the nest, or doesn’t destroy it com-
pletely, the baby Vermuscas sprout wings in a few weeks.
Many die of starvation, or are eaten by their stronger
brethren.  However, once they are developed enough to
be mobile, they’ll hunt.  And with the town being the
closest food source, wackiness of an extremely deadly
variety ensues.  Just in case, we’ve provided young
Vermuscas stats for your monstrous pleasure.

Experience point awards for this Episode should be
based on the speed of the players’ reactions.  If they lis-
tened to the witnesses, raced to each attack site, and fig-
ured out the Vermuscas’ patterns, award five points to
each player.  If they ignore the evidence or try to raise
the larvae for themselves, the players should get a single
point each, and perhaps a swat with a pillow.

TM
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NNaammee:: Young Vermuscas
MMoottiivvaattiioonn:: Eat!, hunt
CCrriitttteerr TTyyppee:: Demonic bug
AAttttrriibbuutteess:: Str 10, Dex 3, Con 5, Int 1, Per 3, Will 1
AAbbiilliittyy SSccoorreess:: Muscle 26, Combat 12, Brains 8
LLiiffee PPooiinnttss:: 80
DDrraammaa PPooiinnttss:: 1
SSppeecciiaall AAbbiilliittiieess:: Armor Value 4, Claws, Flight, 

Increased Life Points
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Aerial Maneuver 14 — Defense action

while airborne
Claws 12 22 Slash/stab
Dodge 12 — Defense action
Grapple 14 — Resisted by Dodge
Spinal Suck 14 33 Must Grapple first, 

no defense action
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Xander: And the glorified bricklayer picks up a
spare . . . 

—5.22 The Gift

Plot Synopsis
A mysterious stranger arrives in Sunnydale, sent in

search of an ancient evil.  Initially he is reluctant to
involve the Cast in his quest.  He begins appearing in var-
ious places an average person shouldn’t be, gathering
items of an obviously occult nature.  He’s up to some-
thing, but he dodges the characters’ questions, other than
to give his name as “Taylor.”

However, if he hears of the Cast’s experience with the
Djinn, he enlists their aid in gathering the resources he
needs to perform the ritual.  He could teach the group
much, but he’s pressed for time.  Once the materials are
ready, he thanks the group, attempting to dismiss them.
The spell is too dangerous for spectators.

Before the ritual can begin, a gang of vampires, possi-
bly seeking to free the Djinn, wounds Taylor.  He now
needs the Cast, not only to fight the vampires, but to help
him complete the ritual.  He implores the Cast for help,
and reveals his quest:  an ancient evil’s prison is weak-
ening and he is here to take care of it.  That evil?  The
Djinn.  And the ritual needs to happen tonight.

The players must decide if they trust Taylor.  If they
do and he’s lying, the Djinn could be released.  If they
don’t and he’s telling the truth, the Djinn . . . well . . .
could be released.  Sticky situation, yes? 

Truth be told, Taylor isn’t on the side of the angels.
He worships the Djinn, and the ritual will indeed release
it from the prison.  However, he is telling the truth about
needing the Scoobies; he just hasn’t mentioned that their
role will be as sacrifices.  If they don’t help voluntarily,
he’ll hire demon muscle to kidnap them.

This Episode deals with secrets and betrayal.  But you
probably already guessed that.

Cut Scene

EPISODE 3

TM

EEppii ss ooddee  TThhrree ee
TThhee BBrrii cckk llaayyee rr

Deep in an ancient crypt built by Romans to
cover another, even older holy place, a
cloaked monk sits in a small room.  His

hood is pulled over his head, and his features are
buried in shadow.  He works at an old wooden
table, weathered by age, scarred by use, and
stained by the ink of a thousand scribes.  The
recesses of the room are dark, but several candles
burn on the table.  They illuminate the monk’s
book—a large tome, bound in leather and wood in
a style popular hundreds of years ago.  The dust
hangs heavy in the air, but the monk seems accus-
tomed to it.  His thin hand turns a page, then
another.  He picks up a quill to make a note on a
growing stack of papers.  The surface of the table
is awash with them, all filled to the margins with
his flowing script.  

Suddenly, a shrill buzz cuts the air.  The noise
is painful and completely alien to the still crypt.
The monk fumbles in his robes for a moment, and
frees a cell phone from within.  He opens it with
stained fingers and raises it into his deep cowl.
Moments pass as he listens to the rasping voice on
the other end of the line.

“The portents have come to pass.  The prison of
the Djinn is weakening.  The Ritual must be per-
formed in the nexus, and without delay.  You will
make the proper arrangements.”

The monk does not respond.  He stares unsee-
ing for a beat, nods his head once, and then clos-
es the phone.

The figure stands and carefully walks to a large
globe in the corner of the room.  His gait is slow
but steady.  His hands suggest he is old, but his
movements remain strong and capable.  He spins
the sphere, running his fingers over the landmass-
es.  After a few seconds, pressure from his hand
slows and stops the rotation.  One fingertip rests
just under a very familiar place—your town.

“I pray there’s time .  .  .”
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A Man Walks Into a Bar 
Willow: I’ve seen honest faces before.  They usu-

ally come attached to liars.
—4.7 The Initiative

Run-Down
During a routine patrol, or perhaps on the way to the

local hangout, one of our heroes notices a dangerous deal
in the making—an obvious vampire handing a package to
a man.  When the Cast confronts the two, the vamp quick-
ly hands the man a murky jar and runs.  The man, Taylor,
is conversational, but asks more questions than he
answers.  How the Cast deals with Taylor in this Scene
determines his actions throughout the rest of the Episode.

Action
AA PPAASSSSIINNGG SSTTRRAANNGGEERR:: This scene takes place in a dark

corner, just off a main street.  The Cast should feel con-
fident and secure in this area.  Either it’s a place they
patrol often or is close to a popular nightspot.  The
entire Cast should be together so the more timid charac-
ters won’t feel like fleeing quite so quickly.

As the group walks by the alley, call for a Perception
and Notice roll from all.  Any Success Level and that
character glimpses a flash of light from the darkness.  If
they all fail, a noise emerges from the alley and they
should all roll again.  A second look spots two figures
closely examining a package.  The shorter one hands the
package to the larger, who peels the wrapping off and
holds it up to the dim streetlight.  The short one steps
forward to point out some aspect of the contents (which
are too murky to identify from where the Cast is), and the
extra light reveals his game face—he’s a vampire.  

As the group makes it obvious that they’ve spotted the
pair, the taller figure hands over a fist-sized roll of
money.  The vampire hastily stuffs the money into his
pocket and runs into the shadows of the alley.  At this
point, the Cast has many options.  They can send one or
more of their faster members after the runner.  Chasing
him almost isn’t worth the effort though.  The undead,
Bosch (see p. 44), soon stops and tries to talk his way out
of the situation as soon as he realizes he’s being fol-
lowed.  Dusting him nets the Cast a nice wad of cash, but
costs them a potential source of components or infor-
mation (a subject he’ll raise quickly if threatened).

If some or all decide not to bother with the vampire,
the other man, Taylor (see p. 44), calmly wraps the jar
in a thick cloth and stashes it in his coat pocket.  The
man is confident, but not boastful.  He does not attack
the Cast, but if attacked, he defends himself, dodging
and blocking attacks.  As soon as possible, he makes a
dash for the street.  Once there, he disappears into the
crowd in seconds.  

If the Cast is aggressive or hostile towards the man, he
introduces himself as simply as “Taylor,” and attempts to
walk away.  The Cast can easily stop him by standing in
his path and questioning him further, but he says very lit-
tle.  He glares with the intensity of someone who is
restraining himself.  There is a limit to how much the
Cast can do, unless they want to physically attack him.
Discretion is necessary to avoid attracting the cops, and
a brawl isn’t a good idea.  If the Cast approaches Taylor
with a reasonable amount of respect, he introduces him-
self and agrees to talk about his purchase in the alley,
though he suggests finding a coffee shop to sit down.  

Once introductions are done, Taylor says, “I am a
member of an ancient order; we are known to outsiders
as ‘The Bricklayers,’ if we’re known at all.  We are the
latest in a long line of scholars, with a history stretching
back hundreds of generations.  My brothers have recent-
ly translated a series of scrolls that predict a certain . . .
event.  The stars are nearly in alignment and I have been
charged with dealing with the situation.”

Other things Taylor will talk about are the fleeing
vampire (“Yes, my contact Bosch is a vampire, but a
rather timid one.  The only blood he drinks is what he
can purchase.  I don’t traffic with the other kind.”),
what’s in the jar (“It is R’xnor horn—one of a long list
of materials which you are better off not recognizing.”),
and where he has come from (“I flew in from England
yesterday.  The jet lag seems to hit me worse every time
I fly.”).  What Taylor won’t talk about could fill volumes.
He won’t specify the prophecy, the time, or the way he
needs to deal with the situation.  He apologizes for his
lack of forthrightness, but says the forces he is dealing
with are too dangerous for anyone without his training.
He is very interested in what the Cast is doing policing
the alleyways though.  He inquires about their abilities,
the frequency of their patrols, and the extent of their
occult knowledge.  Taylor is amazed that one of them
claims to be the Slayer.  To avoid suspicion, he cloaks all
questions in flattery and praise.  

TM
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AAcctt  OOnnee ::  IInntt rroodduucc tt ii oonn
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If the Cast brings up the Djinn, he is surprised.  In fact,
he asks very directly to hear of their encounters with the
demon.  Of course they are under no obligation to give
him their life stories, but this is a good opportunity for a
bit of boasting, especially from some of the less power-
ful Cast Members.  As the Cast fills him in, Taylor admits
that the Djinn is the main subject of his ritual.  He makes
it obvious they have impressed him enough for him to
reveal more information.

“The walls of the prison holding the Djinn are wearing
thin.  At a certain point, in the very near future, a ritual to
reinforce those walls must take place.  Now, I cannot allow
others, even experienced champions such as yourselves, to
be part of it, but I would welcome assistance finding some
of the components needed and preparing the ritual.”

At this point, Taylor excuses himself, blaming the jet
lag.  He gives the Cast the phone number of his hotel

room, and asks for a way to contact them.  After he has
rested, he meets with them to gather more ingredients.

Troubleshooting
Aggressive Cast Members who want to chase the vam-

pire catch him easily.  However, they don’t find much;
the vamp begs for his life as soon as his pursuers get
close.  Bosch is quite willing to spill any bits of informa-
tion he has in exchange for sparing his life.  Bosch could
also be replaced by an already introduced vampire as the
runner, such Blaire Vogel from EEppiissooddee TTwwoo:: AAllll AA--bbuuzzzz
(see p. 36).

If the Cast threatens Taylor, remind them of the late
night partiers passing mere feet from them.  A scuffle of
any size will undoubtedly draw the police.

EPISODE 3
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NNaammee:: Rafael Taylor
MMoottiivvaattiioonn:: Gather ingredients for ritual, avoid confrontation
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 3, Dex 3, Con 2, Int 4, Per 5, Will 5
AAbbiilliittyy SSccoorreess:: Muscle 12, Combat 12, Brains 16
LLiiffee PPooiinnttss:: 36
DDrraammaa PPooiinnttss:: 6
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 2, Sorcery 5 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Cane 12 11 Bash
Dodge 12 — Defense action
Full Defense 15 — Defense action, 

no attacks
Parry 12 — Defense action
Punch 12 8 Bash
Telekinesis 16 8 Bash or Slash/stab

NNaammee:: Marvin Bosch
MMoottiivvaattiioonn:: Avoid pain, sell rare components, buy blood
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 4, Dex 4, Con 4, Int 3, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 14, Combat 12, Brains 12
LLiiffee PPooiinnttss:: 48
DDrraammaa PPooiinnttss:: 2
SSppeecciiaall AAbbiilliittiieess:: Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 12 — Defense action
Kick 11 12 Bash
Punch 12 10 Bash

                                                                                                      

 



45

Who Was That?
Buffy: I walk.  I talk.  I shop . . . 

—4.22 Restless

Run-Down
If the Cast has agreed to help Taylor, he asks them to

run various errands for him.  For the most part, these
involve supply runs to different occult shops, chemical
labs, and hardware stores.  However, he also asks them
to check out a nest of vampires, which fits into the
prophecy somehow.  

If the Good Guys aren’t helping Taylor, either due to a
violent misunderstanding during their initial meeting,
general mistrust, or the fact that he simply hasn’t asked,
he still makes several appearances.  A more paranoid
individual might think he was watching them . . .

In either case, the Cast can dig up some dirt on Taylor,
his prophecy, and the ritual.  He is just too unusual a
character to ignore.

Action 
SSHHOOPP TTIILLLL YYOOUU DDRROOPP:: This Act takes place over sever-

al days, in a variety of places both mundane and bizarre.
If the Cast isn’t helping Taylor, they spot him in various
locations around town.  If they are on friendly terms, he

TM
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DDeessccrriibbiinngg BBoosscchh
Beings like Bosch are a common feature in the occult underworld, filling a necessary function: the gofer.

He’ll "go fer" ingredients for nearly any spell, and if you don’t have a spell, he knows a slime demon who might
have a copy.  In fact, he knows quite a few people and things, and sells a little of everything to everybody.  In
the end, this is what eventually will get him into trouble.  If a powerful somebody doesn’t like Bosch supply-
ing another somebody with magical components, Bosch will end up dusted.  Then someone else will step into
his place.  It’s the law of supply and demand in action; dark magicks demand specialized materials and those
materials require a specialized supplier.  

For the moment, though, Bosch is trying to keep his head down and blend in.  He’s wearing a pair of dirty
jeans and black cowboy boots.  His jacket is black leather, over a t-shirt advertising a local band or alternative
rock radio station.

Physically, Bosch isn’t intimidating at all.  He’s small and thin, with sunken eyes and a notably pale com-
plexion (which is saying something, since most vampires don’t tan well).  If attacked, he cowers and whines.
Given the opportunity, he runs back to his crypt to cower and whine there.  All in all, he’s pathetic, even if he
does occasionally have good information.

Bosch doesn’t show up in any other scenes, which makes him perfect to pop back up, three or four Episodes
later.  He could have the address of the Big Bad’s lair, the last item needed for a world-saving ritual, or even
the must recent copy of Mucus Demon Illustrated.  Heck, he could find enough blackmail material to get some
lieutenants of his own and elevate himself to Big Bad level.  Whatever happens, the recognition factor adds
extra spice to any future encounters.

DDeessccrriibbiinngg TTaayylloorr
Physically, Taylor is unremarkable.  His height is average, and his gray hair is cut short.  In a less unusual sit-

uation he could slip through a crowd completely unnoticed.  He wears a trench coat over a dark blue business
suit and carries a briefcase or umbrella, looking like any other professional on his way to work.  The only item
that is out of the ordinary is his lapel pin—a golden trowel.  

Taylor’s accent is vaguely British.  He smiles when he speaks, and seems almost amused by the Cast.  He exudes
an air of confidence, almost arrogance. 

AAcctt  TTwwoo::  CCoommpp ll ii ccaa tt ii oonn
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stops and makes casual conversation, asking about their
daily activities.  He occasionally asks for directions to a
shop or an address, or for opinions on one brand over
another.  He gives the genuine impression that he is
interested in the Cast as people, which may be very
refreshing for the youngsters.  If the Cast was rude to
Taylor in the alley, or they attacked him, his appearances
are less conversational.  He acknowledges their exis-
tence, but leaves the area as soon as possible.  No mat-
ter what their relationship is, he could be spotted at the
drug store, farmer’s market, garbage dump, occult shop,
hardware store, or any other location that would provoke
a “what the heck is he doing here?” response.

Cast Members who are helping Taylor can devote as
much time as they wish to his errands.  He is constantly
polite and thankful for the help, but doesn’t offer any
explanations for the trips.  None of his errands take more
than an hour or so, but there are a great number of them.
After each, Taylor will ask if they are sure they have time
for another.  He’ll ask about other activities, concerned
that he is taking up too much of the crew’s time.  In fact,
no matter how much time the Cast spends with Taylor,
he always has “just one more” item for them to take care
of.  Once the Cast’s limit of good deeds for the day is
reached, he thanks them graciously, offers them rides
home, and asks them about the next day.

The majority of Taylor’s errands are shopping trips.
These can proceed as quickly or as slowly as the players
wish.  If you want to add interesting items to each list,
or roleplay the clerk’s reaction to such an odd assort-
ment, the scenes can last a full session.  Otherwise, the
shopping section can be dealt with by a simple “A few
hours later you have everything Taylor asked for.”  He
always supplies the cash to make the purchases, and
encourages the Cast to use the change to get pizza, cof-
fee, or other treats as rewards.

For those who wish to take the extra time, here are
some suggestions for the shopping experience.  At the
occult supply shop, Taylor’s list includes peacock feath-
ers, mummy dust, giant squid ink, powdered aloe vera,
pickled wolfsbane flakes, and snakeroot.  If the Cast is
involved with or runs a magic shop, these items should be
readily available.  The other items must be acquired else-
where.  At the chemical shop (or pharmacy), Taylor needs
glycerin, a granite mortar and pestle set, calcium carbon-
ate, and about three pounds of toothpaste.  At the hard-
ware store, he asks for asphalt-patching tar, camel-hair
paintbrushes in a variety of sizes, several power tools, a
couple of galvanized buckets, and a dozen eight-foot long
2x4s.  At the florist, he needs dried lilac stems, black rose
petals, and plant food high in nitrogen.

LLOOCCAATTIIOONN,, LLOOCCAATTIIOONN,, LLOOCCAATTIIOONN:: Once the supplies are
gathered, Taylor has the Cast looking for a place to per-
form the ritual.  This involves some amateur surveying,
using some very unusual equipment.  Taylor provides a
box with a dozen crystals arranged in a circle, a small tel-
escope on a tripod, and a geological map of the area.  He
has marked numerous locations on the map, correspon-
ding to spots around town.  At each spot, the tripod
needs to be set up and the crystals placed between the
legs, under the telescope.  Then various landmarks are
sighted through the lens, and the colors of the crystals
recorded.  The crystals change color, and in certain areas
glow with surprising intensity.  An Occultism roll reveals
that Taylor is mapping lines of power, commonly called
ley lines.  These lines may already be on file with the
local Wicca or mystical types (if they are willing to
share), but Taylor wants to double check and make
absolutely sure.

Once Taylor has the map, he spends a couple of hours
deciphering the readings, then sends the Cast to find an
abandoned building.  He has marked on the map a five-
block area that has the highest concentration of energy,
and needs to find a safe location to perform the ritual.
This area has several houses for rent, but the best by far
is an old schoolhouse scheduled for demolition later next
year.  Taylor is delighted, and praises the Cast highly.

As soon as the building is located, Taylor thanks the
Cast.  “All my supplies are ready, I have a private place
to work, and the stars are right.  I’ll have to work alone

EPISODE 3
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WWhhaatt’’ss WWiitthh tthhee HHuuggee
SShhooppppiinngg LLiissttss??

Taylor’s ritual is intended to free the Djinn, and
he is aware that most people won’t appreciate a
major demon rampaging through their town.  He
also knows that Sunnydale has heroes protecting it.
Happily for him, those heroes may be co-opted into
becoming his delivery staff.  Taylor does need some
of the ingredients on the lists, but not all.  In fact,
the ritual uses very few components; Taylor has
padded his shopping lists to keep the Cast as busy as
possible.  He reasons that a group of super-busy
heroes can’t be taking the time to find the flaws in
his cover story.  While they are picking things up,
he is hiring a group of vampires for Acts Three and
Four, contacting the Djinn to pinpoint the time the
prison will be weakest, and preparing for the ritual.
Once he has dismissed the Cast, he has the vampires
clean whatever ritual location he finds and move his
supplies there.
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from here.  It is simply too dangerous for you now.”
Nothing they say sways him.  He bids them farewell, and
says he will contact them before he leaves the country.

QQUUEESSTTIIOONNSS MMAAYYBBEE??:: If a suspicious Cast Member wants
to research Taylor, a quick computer hack shows he
entered the country from England a week before their
initial meeting.  This should raise questions with any
character who spoke with him at length, because he
claimed to have flown in that very day.  If confronted
with this, Taylor uses his age as a defense.  He also no
longer trusts any Cast Member who brings this up.
Otherwise, he has no criminal record, no driver’s license,
and no local bank accounts.  

Occult research shows that R’xnor horn is a rare mate-
rial with affinity to spells dealing with barriers.  If the
researcher gets four Success Levels, a minor fact is illu-
minated: fresh human blood is needed to cut the R’xnor
horn from the R’xnor.  And any item requiring the use of
human blood generally falls into the “black” section of
the magic library.

An occult-savvy Cast Member may also try to deduce the
ritual from the list of ingredients Taylor has gathered.
This isn’t easy to do as he has included many unnecessary

things in his lists.  The Occultism roll suffers a -5 penal-
ty and requires at least three Success Levels.   If the Cast
is working with Taylor, and watching how he stores and
works with the materials they brought to him, it helps sig-
nificantly.  Three Success Levels are still necessary, but
the modifier to the roll is negated.  If the Cast Member
succeeds, she is able to identify numerous elements of a
“barrier” ritual.  However, it is impossible to determine if
it is a barrier breaker or a barrier strengthener.

Researching the Bricklayers is an exercise in frustration,
for several reasons.  First, “Bricklayer” is often used to
implicate the Masons, who are at the heart of almost every
worthwhile conspiracy theory.  Second, occult groups
don’t generally advertise, and old groups don’t have web-
sites.  Finally, without more definite information, it is
nearly impossible to pin down which “secret occult group”
recorded in the various books is actually the Bricklayers.
However, if a character is persistent, and cross-references
Taylor’s home address (available from his passport or a
computer hack), they can narrow the possibilities down to
three groups.  Actually contacting anyone in these groups
takes several transatlantic telephone calls.  Don’t forget
the time difference—the west coast of the U.S. is eight

TM
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DDeessccrriibbiinngg tthhee AAbbaannddoonneedd SScchhooooll  HHoouussee
From the outside, this building isn’t much to look at.  It has been deserted for well over a decade, when a

police crackdown managed to remove all the homeless and seal off all the entrances.  The majority of the paint
has cracked and peeled off, and the wood beneath has been sun-bleached to a very light tan color.  The only
variation on the outside is the heavy boards covering the windows and doors.  The boards over the front
entrance have been removed and the doors replaced, most likely by the demolition company.  The doors are
new, made of aluminum and locked with a deadbolt.  In the front yard stands a sign with the logo of a local
construction company, promising demolition “within 12 months” to make way for a new gas station.

Getting in is possible either by picking the lock on the front door or climbing through the cellar.  The
entrance to the storm cellar below the building has shifted over the years, creating a gap just wide enough for
a person to squeeze through.  

The cellar runs the entire length of the building, with only two exits: the storm doors, and a short ladder
leading up to a trapdoor, which opens into a cloakroom above.  The floor is dirt, and the few painted-over
windows have flaked just clear enough to let an inhabitant recognize if it were day or night.

The cloakroom is cramped and dusty, but it opens to the front of the large central room.  No furniture
remains, but it is easy to see where desks may have sat.  Other than the cloakroom, which is little more than
a walk-in closet, there are two other rooms, both in the back of the building.  Both have rickety, creaking
doors, but little else.  The rear exit has been boarded over, as have all the windows.  A thick layer of dirt, dust,
and (shudder) varmint droppings cover every surface.  The  rafters are exposed, but the vaulted roof is most-
ly intact.  The ceiling is a dozen feet above on the edges of the room, easily twice that in the center.  Below,
the floor is worn but mostly solid with a few loose boards.

If the Cast enters the building before bringing it to Taylor’s attention, it is as described—untouched for years,
though anyone who enters from the front door notices that the hinges have been oiled recently.  Within hours
of the Cast reporting back, Taylor has his supplies moved in and has begun cleanup.  Observant characters may
note that the cleanup progresses very quickly, given that a single man is supposedly doing the work.
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hours earlier than England, the east is five.  However, the
payoff is great.  None of the groups acknowledge Taylor
as one of their own (one of them is lying but wants to do
some background checks on the Cast before spilling any
information), nor do they admit to sending anyone to
America to deal with a prophecy.  

Old-fashioned detective work produces some interest-
ing information.  Every morning, Taylor stops at a bank
and collects a wire transfer of several thousand dollars.
Tracing the transfer is difficult (-5 to the Intelligence
and Computers roll), and leads back to an anonymous
Swiss account.  Afterwards, he spends a great deal of
time gathering supplies.  Occasionally he receives a
phone call, after which he speeds across town, parks his
rental car, and wanders around purchasing small, bizarre
items.  Any Cast Member who follows Taylor for more

than a day gets a nasty surprise; she loses sight of him
for a moment, only to have him appear right next to her.
He appears dangerously angry, and warns the nosy char-
acter to stay away from his business.

Troubleshooting
If the players have dismissed Taylor as unimportant,

have him bump into them during a patrol or during their
normal day.  His odd errands should perk interest.  In
fact, Taylor is watching them.

If the Cast just attacks Taylor at any point, he spends
Drama Points to escape and then avoids them thereafter.
The Cast still gets glimpses of him here and there so they
know he’s still active, but their shadowing activities no
longer bear any fruit.

The Tale
Xander: Prank?  Oh!  The room!  Some friends of

Buffy’s played a funny joke, and they took her
stuff.  And now she wants us to help get it
back from her friends who sleep all day and
have no tans. 

Willow: Oh, those friends.
Oz: Funny guys. 

—4.1 The Freshman

Run-Down
Taylor shows up one last time, in trouble.  He arrives

at a character’s house, late at night, bleeding from a
large gash on his shoulder.  He’s been beaten fairly badly,
but will survive.

A nest of vampires has discovered the building where
Taylor was preparing the ritual.  He was ambushed, but
managed to escape.  He fears he won’t be able to com-
plete the ritual, and so has reluctantly decided to ask the
Cast for help.  At least, that’s his story.

The truth is Taylor hired the vampires.  They were his
moving crew in Act Two, and now they provide the
insurance he needs to prevent the Cast from interfering
with the final stages of the ritual.

Action
AA ““FFRRIIEENNDD”” IINN NNEEEEDD::  Taylor appears at a dramatically

inappropriate moment, barging in on whichever Cast
Member seemed the most sympathetic to him and his

cause.  This will, of course, require some hasty explana-
tions, unless the character’s parents (or roommates) are
aware of her more unusual habits.  

Of primary importance are Taylor’s wounds.  He
refuses all professional medical treatment, because the
injuries look much worse than they actually are.  In fact,
despite his complaints, a simple first aid kit patches him
up completely.  The medical treatment can lead to a
major crack in Taylor’s cover story, if the Cast Member
is observant.  Taylor has the Mark of the Djinn on his
neck, just above the hairline.  A Perception and Notice
roll at a -5 penalty is needed to see it.  Once spotted, and
commented upon, Taylor skips the convincing, and
jumps straight to threats and kidnapping (see
Troubleshooting below).  

Taylor first reveals his mission, as described in Act
One (the Djinn’s prison is weakening, he must reinforce
it), and then does his best to convince the Good Guys that
he is now unable to complete the ritual without their
assistance.  Given his earlier reluctance to share any
information with the Cast at all, this should be taken as a
significant step in their “relationship.”  He stresses that
the ritual must be completed tonight and that he has no
other contacts he can trust.  Promises of money, books,
and training abound.  If the character has any failings
Taylor might have observed over the past few days, he
preys upon them.  This is Taylor at his most charming.
He is a naturally perceptive man, and he has been observ-
ing these heroes for several days.  He has a very good
idea what motivates them, and he uses that information
to the best of his ability.

EPISODE 3
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AAcctt  TThhrreeee ::  CCll iimmaaxx
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Before the ritual can begin however, the vampires
must be driven out.  This means the entire Cast must be
assembled.  Taylor is insistent on this point; his estima-
tion of the number of vamps varies, just as long as the
listener is impressed with their numbers.  He also hints
that the vampires were serving the Djinn; they may be
performing a ritual to open the prison right now!  And
the opening ritual, he says, requires a human sacrifice.

If the Cast attempted to contact the Bricklayers during
the last Act, the Cast Member who left her contact infor-
mation gets a phone call at a dramatically appropriate
moment (for instance, just before she’s summoned to help
Taylor).  On the other end is the leader of one of the
groups she contacted.  He confesses to a mistake (now
having decided to share with the Cast)—a member of their
group, one Rafael Taylor, died two weeks ago and his
passport was stolen.  It appeared to be an accident at the
time, but the Cast Member’s inquiries raised questions and
now they believe the cause of death was magical assassi-
nation.  “Taylor was something of a dabbler, and so never
actually fortified his defenses the way he should have, but
nevertheless, you should be careful.  The murder isn’t so
much a statement of power, but of willingness to do what-
ever is necessary,” he says.  He has no other information.

Once the entire Cast is assembled, Taylor leads them
to the abandoned schoolhouse.  He seems ridiculously
paranoid, repeatedly checking to see if he’s being fol-
lowed and jumping at shadows.  Cast Members with com-
bat experience may find this behavior odd, especially if
they’ve experienced Taylor’s trademarked smug confi-
dence.  A successful Perception and Influence roll clues
the Cast in—he’s very excited, but trying to hide it by
appearing scared.  If questioned, he ignores the Cast,

picks up speed, and talks about “getting the jump on
them” and “surprise attack.”

Taylor’s plan is simple.  The Cast bursts in and inter-
rupts whatever the vampires are doing.  Of course, he
knows the majority of them are hiding and have left a
pair of token guards to provide the illusion of resist-
ance.  If the Cast seems reluctant to attack, he peeks
through a window and pretends to see a human sacri-
fice.  The sacrifice is real, but it is impossible to see
through the windows; Taylor’s minions have painted
them over on the inside.  If the Cast remains slow to
act, or is taking too long to plan the attack, Taylor slips
away from the group and calls the vampires inside the
building using his cell phone.  He instructs them to take
the gag out of the victim’s mouth and make her scream.
As soon as this happens, Taylor insists the Cast rush
into the building.  He even offers to lead, if someone
can force the door open.  The dangerous part of this
plan, for Taylor, is the possibility that the Cast does not
dust the vampires fast enough.  If given an opportuni-
ty to speak, the vampires call Taylor by name and in
general are very confused.  They were told to wait here
for him; they didn’t sign up for fighting the Slayer and
her friends.  

Once the vamps are dust, Taylor frees the victim and
instructs her to flee as fast as she can—advice she has
no difficulty taking.  At this point, Taylor has a wild
look about him, very different from his normally calm,
composed demeanor.  He rushes around, gathering the
ritual components, shouting orders, and in general try-
ing to rush the Cast into helping him put the ritual
together.  The rest of the vampires, he says, could
return at any minute.

TM
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NNaammee:: Sacrificial Vamps
MMoottiivvaattiioonn:: Blood!, follow orders
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 5, Dex 4, Con 5, Int 3, Per 2, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 14, Brains 11
LLiiffee PPooiinnttss:: 56
DDrraammaa PPooiinnttss:: 2
SSppeecciiaall AAbbiilliittiieess:: Vampire 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 16 19 Must Grapple first,

no Defense actions
Dodge 14 — Defense action
Kick 13 15 Bash
Grapple 16 — Resisted by Dodge
Punch 12 10 Bash
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Troubleshooting
Suspicious characters may refuse to aid Taylor, in which

case he grows angry and tries to shame them into at least
watching his back while he struggles through the ritual.  

If the Cast tries to keep Taylor from leaving, he is sur-
prisingly agile in spite of his wounds.  If possible, he calls
for his “security team”—a group of vampires.  If force
becomes necessary, don’t forget to hand out Drama
Points to all those captured.

It is possible that the Cast and Taylor do not have a
good relationship by the time he intrudes on the Cast
Member with his wounds.  If the Cast refuses to deal with
him at all or confronts him about any holes in his cover
story, he sighs and summons his minions.  They can’t
enter the house, but Taylor should be able to grapple a
character long enough to get her outside.  The vampires
then take the hostage back to the schoolhouse while
Taylor calls the other Cast Members.  If Taylor can’t get
a Cast Member, he makes do with a Supporting Cast
Member, preferably a Dependant.  

So Close To .  .  . ?
Willow: What do we do now?
Giles: Abject prayer and supplication would

spring to mind.
—1.4 Teacher’s Pet

Run-Down
Now that the vampires have been “cleared” from the

ritual space, Taylor must quickly convince the Cast of the
urgency of his task.  This is the culmination of decades
of work on his part and soon he will be rewarded with
power beyond his wildest dreams.  This is the point when
the smallest actions by the Cast make the largest differ-
ence.  They have an opportunity to sabotage the scribing
of the ritual, destroy materials, and even counter the rit-
ual from within.  The later they begin, the less chance
Taylor has to completely destroy the Djinn’s prison.

Taylor’s success all depends on the Cast having fig-
ured out his true intentions.  If they still believe his tale,
they won’t once the ritual begins.  The clues stack up,
culminating with Taylor’s reference to the Djinn as “my
lord,” a big old neon warning sign if ever there was one.
If Taylor notices the Cast’s suspicions, or if they resist
his orders, he introduces his “security.”  Yep, more vam-
pires.  They have secured his insurance, a hostage—who
specifically is not important, but she should be someone
significant to the Cast.  Then, he activates the first part
of the ritual—a field that keeps the Cast inside the cir-
cle.  They are obviously the sacrifice that breaks the
Djinn’s prison.

Well, they’re in the thick of it now.  How are they
going to get out?

Action
RRIITTUUAALL MMEE TTHHIISS!!:: The ritual involves many components

that have general uses.  If the Cast hasn’t deduced the rit-
ual already, an Intelligence and Occult roll at a -4 penal-
ty reveals the key ingredients.  If any of these special
items are moved, destroyed, or switched, the effects of
the ritual change slightly or even drastically.  While a
good idea, any “blundering” in this manner is likely to
arouse suspicion from Taylor, if he isn’t distracted by the
other Cast Members.

The supplies to perform the ritual are in a crate in one
corner of the room.  Taylor is too busy to open them
himself and sets a burly Cast Member to the task.  Taylor
himself quickly outlines a series of lines on the floor with
a can of spray paint, referring occasionally to an
unmarked tome.  If asked, he refers to it as “the
Notebook”—the collected experimentations of the
Bricklayers (see p. 51).

Once the crate is open, the first task is to paint the rit-
ual circle.  Taylor explains that the forces used in the
spell are dangerous and the participants must be shield-
ed.  He hands out brushes and buckets of a black, lumpy,
tar-like substance, which is smeared, more than painted.
It has an almost sweet smell with a metallic tinge.  He
indicates that the spray-painted lines are guides, and that
the material making up the “paint” is necessary to form
the protective barrier.

The ritual area is inscribed by first painting a central
square large enough for a person to sit inside.  Then
additional squares are arranged around the central one,
equal in number to the Cast Members minus one.  The
squares are all connected to the central one by a thick
line, at least a foot wide.  This painting is all done with
the thick, tar-like paint discussed earlier.

EPISODE 3
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Once the squares are done, Taylor sketches wide lines
that entirely circle the linked squares.  He then etches
symbols onto the wide lines, and paints over the scratch-
es.  This time the paint is thin, neon green in color, and
has a pungent odor similar to car exhaust.  As the arcane
figures are drawn on the wide lines, they begin to glow.
A shimmering curtain rises up from the lines and sym-
bols to the rafters.  The curtain has gaps allowing access
to the empty squares, and even in its more solid areas
seems to fade in and out of existence.

At this point in the ritual, Taylor is barely aware of the
Cast.  Any sabotage they might try now most likely
works.  However, these circles and symbols are largely
for the Cast’s sake; they hold them in place so the Djinn
can consume them.  Cast Members can easily steal com-
ponents with a Dexterity and Crime roll.  One small hand-
ful of components is hidden for each Success Level.

With the preparations complete, Taylor places a small
lit candle into each square and asks each Cast Member to
step in.  He then inscribes more symbols on the squares,
and warns the Cast not to move.  As he finishes, a glow-
ing wall springs up from the solid black square lines sur-
rounding the characters.  This time, the barrier is just
barely visible, but very solid to the touch.  

If anyone refuses to get into her square, Taylor sighs
and says, “I had anticipated some reluctance.  However,
you really don’t have a choice.”  He claps his hands, and
the rear door opens.  A group of vampires enter the rit-
ual area, dragging a hostage.  Ideally this should be a
Dependant, but if none of the Cast has taken this
Drawback, any innocent acquaintance works.  The min-
ions should include at least two vampires per Cast
Member—more if they are combat veterans.  

From here, there are several options.  If the Cast feels
like taking the risk, they can attack the vampires right
here and now.  The leech holding the hostage hands her
off to Taylor, who retreats into one of the back rooms.
The vamps are at a disadvantage, as they can’t kill the
Scoobies—they’re still needed for the ritual, a fact
Taylor shouts to his “troops” if they are winning.  If the
Good Guys wipe the floor with the bloodsuckers, Taylor
exits as quickly as possible (the boards sealing the rear
door have been replaced, allowing it to swing freely).  Of
course he still clutches the hostage, so following isn’t a
problem.  Taylor’s car is waiting a few blocks away.  He
drops the hostage whenever necessary to give him the
moment he needs to get to his car.  If the Cast doesn’t
catch up to him before he gets to the car, he pushes her
out as he drives away, knowing they’ll stop and care for
their friend before chasing him.

If the Cast decides not to attack and enters their
squares, the mystical walls close in on them.  They can-
not move beyond the lines of the square.  The vamps and
Taylor can’t get to them either, but the hostage is still
vulnerable.  At this point, Taylor simply has to perform
the ritual, and the Djinn will kill the Cast for the last bit
of energy it needs to free itself from its prison.   

Breaking through the barrier is nearly impossible—
nine Success Levels on a single Strength (doubled) roll.
However, experimenting with the magical wall shows
that it only prevents people from passing.  Other objects,
such as the lit candle, a stake, or a shoe can be thrown
(or levitated) through.  While staking the entire group of
minions or even enough to free the hostage is unlikely,
there are other targets within the room.  The packing
material from the crate is dry and flammable.  A lit can-
dle tossed into it would quickly ignite a bonfire-sized
blaze, which bothers the vamps more than Taylor.  If the
ritual is delayed for a few minutes by wounding Taylor
or knocking the book from his hands, the fire spreads to
the walls.  At this point, the vampires should make a
Willpower (not doubled) roll.  Failure indicates their
bravery crumbles in the face of the bonfire and they flee.
Shortly, the entire building is engulfed.  The painted cir-
cle begins to melt away, disrupting the barriers and free-
ing the Cast.  

While the floor is fairly solid, it is worn and has suf-
fered from years of neglect.  It cannot stand more than
a few blows from someone determined to break through.
It will only take eight cumulative Success Levels before a
hole, large enough for a single person, is opened to the
basement, where the field doesn’t extend.  Each addi-
tional four Success Levels doubles the size of the hole.  

TM
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TTaayylloorr’’ss NNootteebbooookk
If the Cast manages to take the Notebook away

from Taylor and keep it as he escapes, they should
read it as soon as possible.  Reading just a page or
two quickly tells the Cast Member of its dark origins.
It is indeed the collected knowledge of a group of
Djinn worshipers, though only a “traveling work-
book,” in that it contains some of the important
signs, prophecies, rituals, and chants, but little his-
tory or background.  The important information is
also written in an ancient Babylonian code, which is
very difficult to translate (-5 on any skill roll).  At
your discretion, this Notebook could be instrumen-
tal in devising a ritual to close the gaps in the
Djinn’s mystical prison in some later Episode.
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If a Cast Member is more acrobatically inclined, she
can brace herself on the sides of the barrier, which form
a tube, and climb toward the ceiling above (two Success
Levels should be sufficient, unless you are a particularly
demanding Director).  The containment barrier only
extends upward ten feet.  From there the ceiling rafters
can be reached easily.  Unfortunately, the exposed rafters
won’t hold a person and pulling more than one rafter
down causes the roof to creak ominously.  Better to just
jump to the floor from the top of the barriers.  

Whether breaking through the floor or carefully jump-
ing from the top of a barrier tube, it is easy to smudge
the symbols around a companion’s square.  From the
outside, there is no inhibition against distrubing the bar-
rier’s warding symbols or lines.

Taylor’s ritual must be read from the Notebook, and if
it is knocked out of his hands he must start again at the
beginning.  If a Cast Member disrupts the ceremony more
than once, Taylor will be furious.  He will call his tame
vamps, smudge the symbols surrounding the square, and
releasing that particular Cast Member.  Then he will
order the vampires to kill her.  

Troubleshooting
If the ritual is about to begin and the Cast is still clue-

less as to Taylor’s true allegiance, there are several last
minute hints that can drop the Clue Bomb.  A Perception
and Occultism roll while glancing at the Notebook high-
lights a “human sacrifice” requirement.  During the lay-
ing of the circle, a Perception and Occultism roll leaves
the character with vague feelings of uneasiness.  If the
roll generates multiple Success Levels, the Cast Member
gets more information, such as the nature and intent of
the ritual.

If the players figure out Taylor’s game, but decide to
play along and find a way to subvert his ritual, everyone
should get five or more experience points.  If the players
fall for Taylor and help his ritual along, barely escaping
with their lives, give each two points—at least they’re
alive, right?  One additional point (or a Drama Point
award) should be granted to anyone who took the initia-
tive to investigate Taylor.  Another point might be grant-
ed to a non-fighter if her Dependent or loved one was
taken hostage and the Cast Member does something real-
ly brave during the climax to save her. 
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NNaammee:: Vampire Mercenary
MMoottiivvaattiioonn:: Blood!, follow orders
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 6, Dex 5, Con 5, Int 3, Per 2, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 18, Combat 16, Brains 11
LLiiffee PPooiinnttss:: 75
DDrraammaa PPooiinnttss:: 2
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 7, Vampire 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 18 23 Must Grapple first,

no defense actions
Dodge 16 — Defense action
Kick 15 18 Bash
Grapple 18 — Resisted by Dodge
Punch 16 16 Bash

                                                    

 



ATTRIBUTES
STRENGTH INTELLIGENCE
DEXTERITY PERCEPTION
CONSTITUTION WILLPOWER

INITIATIVE (D10 + DEX)

PERCEPTION (D10 +PER+NOTICE)

NOTES

CHARACTER NAME
CHARACTER TYPE
DESCRIPTION

LIFE POINTS

DRAMA POINTS

EXPERIENCE POINTS

ACROBATICS
ART
COMPUTERS
CRIME
DOCTOR
DRIVING
GETTING MEDIEVAL
GUN FU
INFLUENCE

KNOWLEDGE
KUNG FU
LANGUAGES
MR. FIX-IT
NOTICE
OCCULTISM
SCIENCE
SPORTS
WILD CARD

QUALITIES

SKILLS

USEFUL INFORMATION

DRAWBACKS

COMBAT MANEUVERS
BASEMANEUVER BONUS DAMAGE NOTES

TM & © 2002 Twentieth Century Fox Corporation. All Rights Reserved. ©2002 Eden Studios, Inc.
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SUCCESS LEVELS TABLE

9-10 1 ADEQUATE
11-12 2 DECENT
13-14 3 GOOD
15-16 4 VERY GOOD
17-20 5 EXCELLENT
21-23 6 EXTRAORDINARY
24-26 7 MIND-BOGGLING
27-29 8 OUTRAGEOUS
30-32 9 SUPERHEROIC
33-35 10 GOD-LIKE

+3 +1

SUCCESS
LEVELS

ROLL
TOTAL DESCRIPTION

   

 



PERSONALITY
STRENGTH
WEAKNESSES
ROMANTIC INTERESTS
ROLE WITHIN THE GROUP
SHORT TERM GOALS

LONG TERM GOALS

ALLIES/CONTACTSPOSSESSIONS

CHARACTER HISTORY

ENEMIES

WEAPONS
BASETYPE CAP. DAMAGE RANGE/NOTES

TM & © 2002 Twentieth Century Fox Corporation. All Rights Reserved. ©2002 Eden Studios, Inc.
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SEX HEIGHT
AGE WEIGHT
EYES HAIR

Quick Sheet

    

 



NNaammee::
MMoottiivvaattiioonn:: 
CCrriitttteerr TTyyppee:: 
AAttttrriibbuutteess:: Str Dex Con Int      Per     Will
AAbbiilliittyy SSccoorreess:: Muscle      Combat       Brains
LLiiffee PPooiinnttss::
DDrraammaa PPooiinnttss::
SSppeecciiaall AAbbiilliittiieess::

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
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IIFF YYOOUU’’RREE AA DDIIRREECCTTOORR AANNDD YYOOUURR BBUUFFFFYY TTHHEE VVAAMMPPIIRREE SSLLAAYYEERR RROOLLEEPPLLAAYYEERRSS AARREE
LLOOOOKKIINNGG TTOO YYOOUU FFOORR AADDVVEENNTTUURREE,, YYOOUU’’DD BBEETTTTEERR!!  YYOOUU DDOONN’’TT WWAANNTT TTHHIINNGGSS
TTOO GGEETT UUGGLLYY,, DDOO YYAA??
NNOO WWOORRRRIIEESS TTHHOOUUGGHH,, WWEE’’VVEE GGOOTT YYOOUURR PPLLAANN RRIIGGHHTT HHEERREE,, AALLLL WWRRAAPPPPEEDD UUPP IINN OONNEE KKIILLLLEERR PPAACCKKAAGGEE..
YYEEPP,, EEVVEERRYYTTHHIINNGG YYOOUU DDIIRREECCTTOORR TTYYPPEESS NNEEEEDD TTOO RRUUNN AA HHIIGGHH IINNTTEENNSSIITTYY,, LLAARRGGEE--LLIIVVIINNGG AANNDD SSWWEEEETT

BBUUFFFFYY TTHHEE VVAAMMPPIIRREE SSLLAAYYEERR RROOLLEEPPLLAAYYIINNGG GGAAMMEE SSEESSSSIIOONN ((OORR SSEESSSSIIOONNSS——HHEEYY,, TTHHEERREE’’SS AA WWHHOOLLEE LLOOTTTTAA

SSTTUUFFFF PPAACCKKEEDD IINN TTHHIISS BBEEAAUUTTIIFFUULL BBUUNNDDLLEE))..

AA MMUUSSTT--HHAAVVEE RREEFFEERREENNCCEE FFOORR TTHHEE BBUUFFFFYY TTHHEE VVAAMMPPIIRREE SSLLAAYYEERR RROOLLEEPPLLAAYYIINNGG GGAAMMEE,, TTHHEE DDIIRREECCTTOORR’’SS
SSCCRREEEENN IINNCCLLUUDDEESS::

•• AA FFUULLLL--CCOOLLOORR,, FFOOUURR--PPAANNEELL SSCCRREEEENN CCOOVVEERREEDD WWIITTHH BBUUFFFFYY

IIMMAAGGEESS AANNDD DDEESSIIGGNNSS TTOO RROOCCKK TTHHEE PPLLAAYYEERRSS

•• EEAASSIILLYY RREEFFEERREENNCCEEDD CCHHAARRTTSS AANNDD TTAABBLLEESS,, FFRREEEEIINNGG YYOOUU UUPP TTOO

FFOOCCUUSS OONN TTHHEE SSCCIINNTTIILLLLAATTIINNGG SSTTOORRYYLLIINNEE

•• AA SSOOLLIIDD SSEECCTTIIOONN OONN GGAAMMEE--RRUUNNNNIINNGG AANNDD SSEESSSSIIOONN--MMAASSTTEERRIINNGG

TTOO SSIIMMPPLLIIFFYY YYOOUURR JJOOBB AANNDD MMAAKKEE TTHHEE PPLLAAYYEERRSS LLOOOOKK FFOORR

MMOORREE WWHHEERREE TTHHAATT CCAAMMEE FFRROOMM

•• TTHHRREEEE RREEAADDYY--TTOO--RRUUNN,, IINNTTEERRRREELLAATTEEDD EEPPIISSOODDEESS FFOORR TTHHEE

BBTTVVSS RRPPGG CCOORREEBBOOOOKK AARRCCHHEETTYYPPEESS,, TTHHEE OORRIIGGIINNAALL CCAASSTT,, OORR

YYOOUURR PPLLAAYYEERRSS’’ OOWWNN CCHHAARRAACCTTEERR CCRREEAATTIIOONNSS

DIRECTOR’S SCREEN
Buffy:  That’s the plan.  So.  Am I crazy?
Willow:  Well, crazy’s a strong word.
Giles:  Let’s not rule it out though.

—3.22 Graduation Day - Part Two

DDOO YYOOUU
HH AA VV EE AA
PPLLAANN?? 

BUFFY THE VAMPIRE SLAYER™ & © 2002.
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All Rights Reserved.
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