
T
he graveyard is cold and still.  Bright moonlight deep-
ens the shadows.  The silence is disturbed by a throaty 
moan.  Breaking through the soft, recently packed 

earth, a claw extends, sharp and grasping.  A sickly sweet 
stench rises with the corpse.  Desperate hunger is etched on 
it cadaverous face—a hunger for your blood!

Buffy: Alright, I get it.  You're evil.  Do we have to chat about it all day? 
—3.10, Amends

No we don’t.  It’s time to slay. 

Get ready for action and adventure—Buffy-style. 

Now you can join the Slayer's world!
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• Roleplaying specifics for the entire Original Cast, from Buffy to Dawn, 

including their wild and wacky changes

• The Buffy Unisystem, streamlined for 

cinematic slayage and sneakage

• A primer on magic mojo, for those who dare

• A guide to the hotspots of Sunnydale

• The monsters of mayhem, all stat-ed out and 

ready-to-slay, and the skinny every 

season's Big Bad

• Blow-by-blow instructions for 

creating Buffy roleplaying

Episodes, Seasons, and Series

• A complete Episode to get 

slaying fast and easy

• A guide to Buffyspeak to add 

sparkle to your dialogue
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“This bites.”

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

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

‘Kay, she thought.  Maybe just one itty-bitty shiver.

Buffy smiled to herself.  In a freaky way, it was good
to know she was capable of a good old-fashioned wig-
gins, the fear of creepy nothing.  After all, she had dealt
with so many somethings in the last few years, ever since
she had learned what she was.

The Slayer.  The one girl in all the world chosen by
powers beyond her reckoning to combat the forces of
darkness.  Chosen.  It had its pros and cons, no doubt
about that.  On the plus side, there was the whole super-
human thing—strength, speed, quick healing, those
things didn’t suck.  On the other hand, being the Slayer
meant she had a duty to hunt monsters until one of them
killed her.  Given the hazards of the job—being public
enemy number one as far as the nasty ol’ forces of dark-
ness were concerned—the killing thing was pretty much
guaranteed to happen sooner than she would like.

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

Even that did not haunt her as much as it might have—
as much as it had when she had first learned that she was
Chosen.  Like all Slayers, she had a Watcher to guide her.
Giles was tops with the demony knowledge, and had
given her the combat training she needed, but he was
more than that.  This was his fight too.  He looked out

for her.  Plus, unlike most Slayers, Buffy had not accept-
ed the idea put forth by the Watchers Council that to be
an effective Slayer she had to alienate all her friends.

Screw that.

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

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

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

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

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

So she sat there with her back against the grave-
stone—feeling the engraved letters of a dead man’s name
on her back—and she waited and she stared at the fresh-
ly turned earth of the grave across from her and she
wondered when Sasha Kopeki was going to come back
to life.

An image swam up into her mind of Sasha in her
cheerleading uniform.  The girl had graduated high
school the previous spring and had been attending UC
Sunnydale, but Buffy only remembered her from the time
she herself had briefly been part of the cheerleading
squad.  Sasha hadn’t been the prettiest girl on the squad
and she had certainly not been the best, but when it came
to smile-wattage and team spirit, the dead girl was sec-
ond to none.
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“Was” being the key word there, Buffy thought.
Sasha’s pretty much second to everyone these days.  The
girl had been killed by a stray vamp who had wandered
into Sunnydale to check out the Hellmouth, and to find
out if the Slayer was really as tough as they said.  Buffy
had already dusted the moron, proving the point.

But Sasha was unfinished business.

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

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

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

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

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

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

Vampiric.

The undead girl grinned.  Instead of the perfect smile
Buffy recalled, her mouth was twisted in a predatory ric-
tus, flashing deadly fangs.

“I remember you,” the vampire said, voice raspy from
disuse.  The voice of the grave.

Buffy stood across the disturbed grave from Sasha and
reached inside her zippered sweatshirt for the stake she
carried in the pocket sewn there.

“No you don’t,” the Slayer said.

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

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

“I am Sasha,” the vampire hissed. 

“No you’re not,” Buffy replied calmly.  “You’re just the
thing that’s living off her corpse.  Like a maggot.”

With a roar of fury, the vampire lunged across the
open grave, fingernails hooked into claws, features con-
torted with demonic ferocity.  It leapt at Buffy, who spun
out of its way.  Sasha rushed her from behind and Buffy
took a single step backward—toward the vampire—and
shot an elbow into its face.  Sasha’s surgically recon-
structed nose exploded in a gush of blood and a splin-
tering of bone.

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

Sasha whimpered once, eyes locked on Buffy’s. 

“I remember you,” she whispered.

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

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

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

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

Nothing was worse than the waiting.
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What the—?

So, the cover image caught your eye, or your Buffy
fanaticism compelled you, or maybe some college

freshlings knocked a pile of books from the top shelf
onto your head—whatever the reason, you decided to
flip through, and now read (of all things!) the Buffy
the Vampire Slayer roleplaying game (BtVS RPG)
corebook.  Isn’t that special.  You have just embarked
on your own personal roleplaying trip.

The roleplaying veterans among you—those gaming grognards—know most of this intro stuff already.  And those
familiar with UUnniissyysstteemm games will find very little new here.  You folks can skip ahead to the other juicy bits of this
chapter, or even straight to character creation in CChhaapptteerr TTwwoo:: SSoommee AAsssseemmbbllyy RReeqquuiirreedd.. Nothing for you to see
here.  Move along, move along.

Now that those types are outta here, we can fill your heads with all sorts of nonsense about roleplaying, with no fear
of contradiction.  First off, it’s an easy way of making major bundles of cash.  Just send a ten-dollar bill to us at .  .  .

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

—5.4 Out of My Mind

CHAPTER 18 CHAPTER 1

TM
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McNamara: You telling me my business?
Buffy: This is not your business.  It's mine.  You, the
Initiative, the boys in the Pentagon, you're all in way
over your heads.  Messing with primeval forces you
have absolutely no comprehension of.

McNamara: And you do?
Buffy: I'm the Slayer.  You're playing on my turf.

—4.21 Primeval

                                        

 



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

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

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

The Director
All the players and Cast Members are important, but

one of you is extra special, and it’s most likely you who
are reading this book right now.  What . . . you knew that
already?  Figured as much.  The special player is called
the Director.  The Director stands slightly apart (and
maybe upwind) from the other players because she does
the bulk of the . . . well . . . game directing.  That’s right,
the Director is the first among the creators.  She actual-
ly sets the scene, plots the plot, details the descriptions
and engages in other nifty alliterations.  She makes the
game go by providing fun stuff for the Cast Members to
do, not the least of which is ensuring that everyone has
something to dust on a fairly regular basis. 

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

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

If the Director-controlled characters are out for Cast
Member blood . . . or worse, they are called Adversaries.
These include the vamps, demons, and other nasties—up
to and including the Big Bad.  These folks deserve a thor-
ough thrashing.  How?  That’s up to the Cast Members.

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

Xander: Yeah, that was pretty much my reaction.
Buffy: I’m sorry . . . I just . . .  (new laughter)
Harmony has minions!

Xander: And Ruffles have ridges.  Buffy, there’s
actually a more serious side to all this . . . 

Buffy (eyes tearing): I sure hope so.  I’m having
trouble breathing. 

—5.2 The Real Me

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

Finally, the Director may provide the gaming room,
the padded deluxe gaming seats and some major snack-
age.  Depends on how generous she is feeling.  Or how
much the other players try to suck up by kicking in that
stuff.  Most Directors are all in favor of players doing the
sucking up thing. 

Game Sessions
Game sessions in the BtVS RPG can take anywhere

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

It’s the 
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CHAPTER 110

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

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

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

Getting Started
Buffy: It’s my first day!  I was afraid that I was
gonna be behind in all of my classes, that I
wouldn’t make any friends, that I would have
last month’s hair!  I didn’t think there’d be
vampires on campus.  And I don’t care.

—1.1 Welcome to the Hellmouth

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

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

You also need to shout out to some friends, get them
to break away from their Xboxes and come over to hang.
You need some paper, pencils (or pink pens with feath-
ers sprouting from the top—whatever floats your boat),
and some dice. 

Dice indeed!  You’ve no doubt seen the small cubes
with dots (called pips, if you must know) or numbers on
them.  They can be found in old copies of Monopoly,
Parcheesi or Trivial Pursuit.  Heck, you could even bust
them out of their confining bubble in Frustration or
Trouble.  Always wanted to do that, eh?

Anyway, those cubes are called six-sided dice.  We
gaming pros refer to them as D6s.  D6s are good, but

useless for the BtVS RPG.  The real heavyweights of this
game are the D10s, or ten-sided dice.  These puppies are
usually stocked in hobby game stores—such as the place
you picked up this very tome.  They are also found in
some bookstores or department stores.  They are way big
with the angst-ridden vampire roleplaying set (if you
care).  If you can’t find them, call or email us.  We’ll
hook you up. 

Finally, you might want to gather some markers or
poker chips.  You could use those little plastic gems left
over from all those Magic or Pokemon card games.  Or
even better, toothpicks!  You could call them Little Mr.
Pointies.  Whatever you decide, you will need something
to record Drama Points.  Those suckers (Drama Points,
not Little Mr. Pointies) are going to save your Cast
Member’s butt at some point.  So it’s important to know
how many you’ve got.  We’ll get into Drama Points in
CChhaapptteerr TThhrreeee:: RRuulleess,, BBoorrddeerrss,, aanndd aann EEnndd ZZoonnee..

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

CHAPTER 1
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TThhee UUnniissyysstteemm
The game part of the BtVS RPG is handled by the

UUnniissyysstteemm. The UUnniissyysstteemm helps players and
Directors decide what options are available at any
given moment in the game, and the success or fail-
ure of any character’s actions.  These rules are pre-
sented in detail in CChhaapptteerr TTwwoo:: SSoommee AAsssseemmbbllyy
RReeqquuiirreedd and CChhaapptteerr TThhrreeee:: RRuulleess,, BBoorrddeerrss,, aanndd
aann EEnndd ZZoonnee. 

Although the UUnniissyysstteemm is designed to handle
any kind of roleplaying game—in any setting, with
any theme—each particular game has its own fla-
vor.  For the BtVS RPG, a cinematic, high-adven-
ture tone is crucial.  Face it, folks in the
Buffyverse do things that “normal” types just
couldn’t imagine.  The action is fast and furious,
and nobody needs or wants to sweat the details.
We are not even going to talk about the trajecto-
ry of fire, or the scatter pattern of grenades.  Not
that there’s anything wrong with that, if you are
into that stuff.  We just want to get with the slay-
ing and staking around here, and not get bogged
down in that stuff. 

The UUnniissyysstteemm is also the heart of several other
games covering magic and horror themes.  You
can also find out more about them at w wwwww..eeddeenn--
ssttuuddiiooss..nneett. 
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Summary of Chapters
Giles: Something’s coming, something, something . . . something is, is gonna happen here.  Soon!
Buffy: Gee, can you vague that up for me . . . ?

—1.1 Welcome to the Hellmouth

The BtVS RPG covers a lot of ground.  From rules to stats to descrip-
tions to background, it’s full of chocolatey goodness.  We break it

down for you nice and simple though.  Here’s how.

CCHHAAPPTTEERR OONNEE:: IITT’’SS TTHHEE SSLLAAYYEERR’’SS WWOORRLLDD,, WWEE JJUUSSTT PPLLAAYY HHEERREE con-
tains these introductory sections, some notes about roleplaying, a
list of conventions, and a brief recap of the basics of the Buffyverse
and all seven seasons of the BtVS TV series.

CCHHAAPPTTEERR TTWWOO:: SSOOMMEE AASSSSEEMMBBLLYY RREEQQUUIIRREEDD covers character cre-
ation.  From type to abilities to drawbacks to powers, all the choic-
es are here for the taking.  We also present several ready-to-go Cast
Members, called Archetypes.  A tweak here, a name there, and you
are ready to slay.  Finally, all the game stats for your favorite Slayer
and Scoobies are here. 

CCHHAAPPTTEERR TTHHRREEEE:: RRUULLEESS,, BBOORRDDEERRSS,, AANNDD AANN EENNDD ZZOONNEE is the rules
chapter, the heart of the UUnniissyysstteemm.  Here you learn how to play
the game, when to use dice, what they mean, and how to keep
your Cast Member from getting fanged.  Details on character
development and experience are given, and those so-important
Drama Points are explained.

CCHHAAPPTTEERR FFOOUURR:: PPLLAAYYIINNGG WWIITTHH PPRRIIMMAALL FFOORRCCEESS gives you the low-
down on the major mojo.  Magic is a strange and wondrous thing
in the Buffyverse, but it’s not a sure thing.  Good stuff is possible,
but the down side is big-time bad news.

CCHHAAPPTTEERR FFIIVVEE:: SSUUNNNNYYDDAALLEE AAFFTTEERR DDAARRKK runs down the hotspots of
our favorite left coast town.  Set the scene in style with all the info
found here.  Also, the major Guest Stars of the BtVS TV show—
from Joyce to Amy to Jonathan—are presented.

CCHHAAPPTTEERR SSIIXX:: CCHHIILLDDRREENN OOFF TTHHEE NNIIGGHHTT details the bad
guys.  The vamps, demons, and assorted other ickies
are all stat-ed out and described.  The Big Bads are also
covered.  Beware.

CCHHAAPPTTEERR SSEEVVEENN:: EEPPIISSOODDEESS,, SSEEAASSOONNSS,, AANNDD DDRRAAMMAA is for
the Director.  These guidelines help you Joss wannabes
out there create storylines and run games. 

CCHHAAPPTTEERR EEIIGGHHTT:: SSWWEEEEPPSS WWEEEEKK is a fleshed out adven-
ture for your BtVS RPG game.  Heads up, Directors, no
creating needed.  Hand out the Archetypes and make
with the playing.

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

It’s the 
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CHAPTER 112

Conventions
We have taken certain liberties here to make this book

easier to follow.  Do try to follow along.  You’ll thank us
later.  Really.

Text
This book looks different depending on what’s going

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

Willow: All set.  You have a plan?
Buffy: Spill it on her, try and make it look natural.
Xander: We’re right behind you.  Only . . . fur-
ther back.

—1.3 Witch

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

Dice
As you’ve probably noticed, dice are central to the BtVS

RPG.  We already mentioned that D10 means a ten-sided
die. We also hinted that it was the only type of die you
will need.  When you need to roll, toss that D10.  The
number that comes up is adjusted by any modifiers appli-
cable and that’s your roll result.  Some D10 have a “0” on
one face.  That’s read as a 10 (despite what it says).  We
could go on here, but you’ve got the drift now, and . . .
really, there’s not much more to say about the dice.

Gender
You English majors know that the guy reference (he,

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

Measurements
For those of you who don’t travel much, the U.S. meas-

urement system (feet, yards, miles, pounds, etc.) is not
used in most countries.  The metric system is actually
predominant in much of the world.  Still, Buffy is in
California and, until the whole state is swallowed up by
an even bigger sinkhole than the one that took out
Sunnydale, the left coast is part of the U.S.  So, we are
going parochial and using the Imperial system.  For our
worldly aficionados, rough conversions may be found by
multiplying miles by 1.5 to get kilometers (instead of
1.609), equating meters with yards (instead of 1.094
yards), halving pounds to get kilograms (instead of mul-
tiplied by 0.4536), and so on.  The BtVS RPG is about
story and dialogue, not statistics and dimensions.  All that
measurement stuff won’t come up very often anyhow.

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

—4.22 Restless

Now we get to the part of the show that’s intended for
Buffy neophytes.  The BtVS legions know most of this
stuff already.  We learned it by slavishly devoting our-
selves to our videotape library.  “No, dear, I’m not goof-
ing off watching Buffy reruns.  I’m working and study-
ing.  No really . . .”

The Buffyverse is on a bit of a hiatus, as far as TV or
movies go (how’s that for optimistic?).  Joss, the writers,
the actors, and the crew surprised and delighted us for
many, many years.  We got 144 Buffy shows to cherish.  

The best part is that the stories aren’t over until we say
so.  This book, and its supplements, provide all the tools
to continue the tales.  It’s in your hands now.  Use your
power wisely, grasshopper.  And have fun.

CHAPTER 1
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Other words are set apart in this way. These
boxes detail Guest Stars or Adversaries that may be
used in Episodes, if you want.

Other words are set off from the standard text
like this.  These boxes contain additional, but tan-
gential information, or game play aids and tips.

                                         

 



Cosmology 
Yah, yah, it’s a pretentious, new agey kind of word,

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

Giles: This world is older than any of you know,
and contrary to popular mythology, it did not
begin as a paradise.  For untold eons, demons
walked the earth; made it their home . . . their
hell.  In time they lost their purchase on this real-
ity, and the way was made for the mortal ani-
mals.  For Man.  What remains of the Old Ones
are vestiges: certain magicks, certain creatures.

—1.2 The Harvest

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

Giles: The books tell that the last demon to leave
this reality fed off a human, mixed their blood.
He was a human form possessed—infected—
by the demon’s soul.  He bit another, and
another . . . and so they walk the earth, feed-
ing.  Killing some, mixing their blood with oth-
ers to make more of their kind.  Waiting for the
animals to die out, and the Old Ones to return.

—1.2 The Harvest

But it’s not as grim as all that.  Sometime after the
“Old Ones” left, and vampires began, a group of old wise
men managed to merge some demon essence with a
young girl, creating a Slayer.  “One girl in all the world
. . . one born with the strength and skill to hunt the vam-
pires . . .” stop me if this starts to sound familiar.   The
earliest known Chosen One appears to have lived back in
the days when our kind was more Homo and less sapi-
ens.  And the line has been unbroken since then.
Whenever a Slayer was killed, another arose to take her
place (even if she didn’t stay dead).  

Now, it may be that each Slayer worked alone for a
time, relying only on her own innate strength, dexterity,
and cunning.  At some point, however, the Slayers were
joined by Watchers—mentors, loremasters, they who are
good with rules, regulations, and research.  Up until very
recently, each Slayer has been assigned a Watcher, with
the intent that the knowledge of prior times be passed
along with the power and abilities.

So the Slayer, aided by her Watcher, hunted vampires,
demons, and other nasties.  These less-than-genteel types
are found all over—Cleveland appears to be particularly
afflicted—but they really like to hang in one very special
place.  Oddly enough, it was in southern California, in a
town called Sunnydale.  It’s first described as the “mouth
of Hell,” and that name kind of stuck.

Buffy: . . . this town is a mystical whoosit?
Giles: Yes.  The Spanish who first settled here
called it Boca Del Infierno—roughly translat-
ed: Hellmouth.  A sort of portal from this reali-
ty to the next.

—1.2 The Harvest 

Most recently, a pesky Slayer by the name of Buffy
ignored traditions by accepting aid in her battles against
the supernatural and by maintaining friendships, flaunt-
ed expectations by surviving (or at least coming back
from the dead regularly) through her mid-twenties, and
finally set the entire Slayer mythos on its ear.  She
inspired a powerful witch named Willow to take a mag-
ical weapon and use it to activate all the potential Slayers
in the world.  No longer is there one Chosen One.  No
longer must one die for another to rise.  The power is
shared.  Surely, it’s a whole new Buffyverse now.

Previously, on Buffy
Riley: But you’ve killed a—You did the thing
with that—Uh, you drowned.  And the snake!
Not to mention the . .  . daily . . . slayage of 
. . . Wow.

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

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

—4.12 A New Man

A brief recap of all seven seasons of the BtVS TV show
follows.  This is not an episode guide, but more an
overview of the storyline.  We discuss themes and events
first, then giving some suggestions for roleplaying and
for Directors.  For those interested in roleplaying the
Original Cast, or those who appeared on the TV show,
this will help you located the when of your stories.
Others, developing their own Cast and stories, can use
these summaries for ideas or to facilitate interactions
between the new Cast and the originals.
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Season One
Giles: All right, I’ll just drop in my time machine, go back to the twelfth century, and ask the vampires to
postpone their ancient prophecy for a few days while you take in dinner and a show.

Buffy: Okay, at this point, you’re abusing sarcasm. 
—1.5 Never Kill a Boy on the First Date

Our hero, 16-year-old sophomore Buffy Anne Summers, arrives in Sunnydale after
transferring from Hemery High in Los Angeles, where she burned down the gym “ful-

filling her destiny” and combating supernatural evil.  Her first day at Sunnydale High
was supposed to be a fresh start—a “clean slate.”  Instead of text books, she is con-
fronted with “Vampyr” books and gym class is cancelled due to an “extremely” dead
guy.  Turns out Sunnydale is by far a most happening place for demonic activity.
The entire town is located on a Hellmouth, which is centered at the High School.

With her new Watcher, Giles, and her new friends, Willow and Xander, the
“Scooby Gang” bravely confronts the supernatural forces bent on taking over

Sunnydale.  

From the shadows lurks Angel, an ensouled vampire, who
helps Buffy by feeding her important information from
time to time.  Cordelia Chase, the elite queen of mean,
rules Sunnydale High with an iron cell phone.  She
defines exactly who is “in” and initially decides the
gang is not.  After sharing several adventures with the

crew, and being saved more than
once by Buffy, she deigns to hang.  

Throughout the season, Buffy
and the Slayerettes fight off witch-

es, a praying mantis, demonic
hyena possession, a pagan
demon-turned robot, night-
mares, invisible people, and

ultimately the Master and the
Hellmouth itself.  

The major themes in Season One
are revelation and responsibility.  As fitting
any early episodes, we learn more about
each character and Sunnydale itself as the
show unfolds.  From Darla’s opening scene
through her death (not all it’s cracked up
to be), from Angel’s appearance to vamp
out, from Xander’s flightiness to his brav-
ery in bringing Buffy back from the dead,

from Cordelia’s disdain to inclusion, we are
shown increasing character depth and
unexpected twists.  

In the realm of responsibility, we see
Buffy do what she has to do to survive and

keep her friends safe, but she continually
struggles against her destiny.  Not until the very
end does she embrace her fate and gain power as
a result.  This theme will arise again in the series.

The first season brought to light that vampires

CHAPTER 114 CHAPTER 1
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are not the only “big bad” in the Slayerverse.  Non-super-
natural forces, inherent in all of us, must be overcome as
well.

RRoolleeppllaayyiinngg:: Buffy spends a good portion of Season
One in partial denial about the whole “Slayer” thing.  She
feels as if she’s been cheated out of life and everything
that goes along with it.  She does everything possible to
hide her secret identity and keep others out of danger.
In the first season, Buffy shows little research skills and
relies on Giles and her friends for the information need-
ed to get the job accomplished.

Xander is the typical high school non-jock male.
Skateboarding, clowning around, making jokes, and
deciding irrationally are his main pursuits.  He literally
falls head over heels for Buffy.  Eventually, he comes to
realize that her heart belongs to Angel.  As the season
progresses, Xander’s dislike for Angel grows.

Willow is the recluse computer nerd of the group.  She
can hack into files before you can say I.R.S., and loves
books, reference materials, and anything that involves
studying.  She doesn’t date much as she finds herself
unable to speak, and, as she says, most guys like girls
who can actually talk.  She maintains an unrequited love
for Xander—their relationship broke off when she was
five and he stole her Barbie doll.

Giles comes straight from stuffy Britishdom to serve as
Buffy’s new Watcher.  He is well versed in demonology
and the occult, and his research skills are remarkable.
His sense of humor is so dry it’s parched, and sometimes
his British mannerisms get in the way of normal speech.
This is his first assignment as a Watcher and he is still
getting used to giving orders that could mean the differ-
ence between life or death . . . or worse.

Cordelia Chase is the typical rich, spoiled brat that gets
everything she wants.  Devastating in wit and fashion, she
warms to the crew over time but worries more about
how they bring down her “cool” factor.

Angel is a shadowy figure, dropping tidbits of infor-
mation to Buffy.  As the action heats up and the vamps
become more dangerous, his relationship with Buffy
starts to blossom.  The revelation that he’s a vampire put
a serious strain on things, but once their relationship is
tested in 1.7 Angel, he is established as Buffy’s one true
love—a position destined to cause worlds of pain for
both of them.

DDiirreeccttiinngg:: Directing Buffy Episodes in Season One
should revolve around characters learning and growing,
adjusting to new environments and people.  The main
big bad is, of course, the Master.  That could play out any
number of ways.  He could rise during the Harvest, a 

massive earthquake could rock Sunnydale and free him,
or he could discover a way to move from body to body
and plague the gang even after continual defeats.  Darla,
Luke, and the other vampires could ignore the Master
and try to run Sunnydale themselves.  Collin, the
Anointed One, could take the Master’s place.  As always,
each Episode can be used as a launching point to spin a
new tale from that point forward.

Other material from Season One exists outside your
typical vampire storyline.  1.11 Out of Mind, Out of Sight
introduces invisible people.  In 1.10 Nightmares, Buffy
and the gang face their worst nightmares and try to stop
the source before the real world comes to an end.
Another non-vampire episode is 1.6 The Pack, where
Xander and four other students are possessed by a hyena
spirit and begin attacking people.  

Season One is also rich in locations that can be
brought to life by Directors.  The Bronze is the most hap-
pening place—don’t forget about the cockroach fumiga-
tion party (kill a bug, get a free drink)!  Sunnydale High
School consumes a large portion of the day for Buffy,
Giles, Xander, Willow, and sometimes Cordelia.  One of
the many cemeteries comes into play on a nightly basis.
1630 Revello Drive, the Summers’ home, requires an
invite before Angel can enter.  New locations can be
invented or pulled from your town, then warped to fit
their new Hellmouth location.
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Season Two
Giles: Oh, forgive me . . . Xander, Cordelia, this is Kendra. It’s rather complicated, but she’s also a Slayer.
Cordelia: Hi.  Nice to meet you.
Xander: A Slayer, huh? I knew this “I’m the only one, I’m the only one” thing was just an attention-getter.

—2.10 What’s My Line - Part 2

Buffy’s growth on the responsibility front takes a step back when, fresh back from summer break with her father
in Los Angeles, she decides that an “I don’t care,” attitude is for her.  The more Buffy pushes her friends

away, the more harm it causes.  After admitting her faults and realizing that her recklessness has
put them in peril, she saves the day and once again makes peace with her destiny.  Her

Chosen One destiny is unavoidable.  From the very beginning, responsibility con-
tinues its thematic run in the series.  

Even after the Master is truly gone, something wicked always this way
comes.  The infamous “William the Bloody” Spike and his lulu gal Drusilla
show up to take control of Sunnydale and literally paint the town red (in
blood).  After making a hash of parent-teacher night, Spike comes to
realize that Angel is still neutered, and that this new Slayer is going to

be more trouble than he thought.  Spike’s Slayer “trouble” will con-
tinue to the very end of the series.  

Spike and Drusilla are an example of a second major theme
in Season Two: tragic love.  The capper of this theme, of
course, is Angel and Buffy.  After a hard fight with Spike, Dru,
and an ancient demon called the Judge, Buffy and Angel rest up
in his apartment for the night.  One thing leads to another, true

bliss ensues, an ancient gypsy curse is activated,
and Angel loses his soul, becoming Angelus.

Angelus was a heartless, torturing, most-evil-
of-a-bad-bunch vampire that ravaged
Europe for hundreds of years.  And now he’s
back.  Angelus viciously turns against Buffy

and our heroes, joining Spike and Drusilla, his
old wrecking crew.  While terrorizing the gang,

he makes certain to spend some time under-
mining Spike and Drusilla’s love.  Yep, the

guy’s a real charmer.

Meanwhile, we learn something new
about Jenny Calendar, a computer

teacher and Giles’ love interest.
She’s a gypsy, sent to keep an eye
on Angel.  When Angelus is

reborn, she begins work on re-
ensouling him.  Angel cuts that plan

short by breaking her neck and leav-
ing her corpse in Giles’ bed.  Giles’ pain
is heart-rending.  

CHAPTER 1CHAPTER 1

TM

           

 



It’s the 
Slayer’s World, 

We Just Play Here

It’s the 
Slayer’s World, 

We Just Play Here
17

Season Two reveals more details about the Slayer
line when Kendra arrives in town.  Activated as the
(a?) Chosen One when Buffy “died” in Season One,
Kendra comes with news from her Watcher about a
“great evil” rising in Sunnydale (so what else is new?).  

Willow shows greater maturity after she discovers
Jenny’s files containing the gypsy spell.  She convinces
Giles that she can do the job Jenny started.  Buffy goes
off to face Angelus, while Kendra watches over the
gang at the library.  This does not go well.  Drusilla
kills Kendra, Xander and Willow are knocked out, and
the gang is shattered.  

Not one to rest on his carnage, Angelus turns his
efforts toward resurrecting the demon Acathla, who
will swallow the world.  When things look darkest, Buffy
finds an improbably ally—Spike.  Turns out he’s not so
happy with Angelus’ return and its effect on his love.  He
offers to help her stop Angelus if she allows him and
Drusilla to escape.  A cold-blooded killer starts his falter-
ing journey toward redemption because of love.  For the
first time, the black and white of Slayer vs. vampire is
muddied as even the evil turn out to have facets. 

As Buffy and Spike confront Angelus, Willow restarts
the ensouling ritual, aided by Cordelia and Oz, her new
love.  Willow finishes the spell and Angel’s soul flows
back into him, but the ritual to call Acathla has begun.
Buffy knows her love has returned but must choose
between him and her world.  She plunges a sword into
his heart, consigning him to oblivion to stop Acathla.  

Buffy goes home, packs, and leaves Sunnydale.  She
saved the world, but lost everything she cared for in the
process.  Tragic love sucks . . . big time.

RRoolleeppllaayyiinngg:: Buffy is strong-willed yet fragile emo-
tionally.  Having experienced death and peril on a fre-
quent basis, she is very vulnerable emotionally.  She con-
tinues to feel left out of the “normal” high school,
teenage life.  As she and Angel become closer, her emo-
tions take over.  Naturally, she blames herself for releas-
ing Angelus.  

Willow matures from a nerd to the voice of reason for
all characters.  She takes on a lot of responsibility, rang-
ing from tutoring to teaching to learning witchcraft.  She
even gets a boyfriend, the musician and part-time were-
wolf Oz.

Xander’s loathing for Angel festers and explodes when
Angel turns into Angelus.  He is still a geeky kid, but with
the help of others, and a spell or two, he starts showing
signs of manliness.  He even starts a torrid and hidden
relationship with the “Queen B” herself, Cordelia Chase.

Giles feels that his major responsibility is to make sure
Buffy is prepared, all of the time.  Then, he realizes that
he is pushing her too hard.  As he backs off a bit, their
relationship grows.  His feelings flourish for Jenny
Calendar, and turn to rage after her murder.  The
resilient Giles proves that he can handle torture from the
best of them (Angelus).

DDiirreeccttiinngg:: While the main tragic love storyline in
Season Two is a classic, it could be tweaked in various
places.  What if Collin had succeeded in raising the
Master?  What if Collin had been more than the first of
Joss’ Big Bad feints?  Perhaps Spike and Drusilla could
have overrun Sunnydale with the help of the Judge.
Cordelia or Oz might have become core members of the
gang if Willow, Xander, or Giles had come to a bad end.
Could Kendra have taken over as the Slayer in
Sunnydale?  What about bringing the chaos mage and
old friend of Giles Ethan Rayne over to the side of good.
Most importantly, what if Buffy and Angel had never . . .
you know?  Or maybe Willow is unable to re-ensoul
Angel.  Finally, could Buffy had made the other choice in
the end, or figured out a way to avoid the choice alto-
gether?

A wide variety of locations supplement the Bronze and
Sunnydale High School in Season Two.  The old factory
overrun by vamps, the Delta Beta Kappa fraternity house
at Crestwood College, the gorgeous mansion that
Angelus, Spike, and Drusilla en-lair, Ethan’s costume
shop, Willie’s demon bar, Lover’s Lane, or the beach
make great settings.  We see much more of the homes of
Buffy, Giles, and Willow as well.

TM

             

 



18

Season Three 
Faith: Keep dreaming.  No one can stop the Ascension.  Mayor’s got it wired, B.  He built this town for
demons to feed on and come graduation day, he’s getting paid.

—3.17 Enemies

Season Three explores themes of transition, particularly moving from childhood to more adult roles.  As always,
responsibility hovers in the background.  In the beginning, Buffy has fled the end of her tragic love and tries to start 
a new life in Los Angeles (foreshadowing Angel’s move there at the end of the season).  She finds that “hell” isn’t
just in Sunnydale and returns to her home, once again confirming that the hardest thing about life is . . . living it.    

The arrival of another Slayer doesn’t help matters.  The 5-by-5, tattoo beauty Faith brings killer stories and an even
more killer vampire on her tail.  Her vivaciousness masks a deep fear, but Buffy provides moral support and togeth-

er they face the vampire Kakistos and slay him.  

Just as Buffy has accepted the transition of Angel out of her life, he reap-
pears crazed and confused.  Completely dumfounded, she keeps the secret
to herself, securing Angel at the mansion he used for his evil plots the pre-
vious season.  Angel slowly recovers but the secret weighs on Buffy’s rela-
tionship with the Slayerettes.  

The vagaries of love are not lost on the rest of the gang.  Willow and
Xander re-spark their relationship, despite their feelings for Oz and
Cordelia (respectively that is, get your mind out of the gutter).
Unauthorized smooching occurs and both couples separate.  When
Cordelia returns to school, even her Cordettes make fun of her.  The
new girl Anya befriends Cordy, and she makes a wish that turns the
entire world upside down.

The Wish episode gives us our first view of Sunnydale without
Buffy.  The doomed place is bleak indeed.  Still, Anya, the

vengeance demon of scorned women, sees her thousand
year reign end as her amulet is destroyed.  Sunnydale

is restored.  Anya winds up just another high school
senior flunking math.  To her horror, she finds her-
self having feelings for Xander.  

Sunnydale’s return to normalcy does nothing to
keep Faith from derailing.  Despite the arrival of
Wesley Wyndam-Pryce as her new Watcher, Faith
maintains a “want, take, have” view of life.  Her
recklessness results in her stabbing a human to
death.  She panics and refuses to take responsibil-
ity when Buffy confronts her.  She begins a spiral
toward evil that expands on Spike’s themes from
Season Two.  Just as evil need not be all evil,
good turns out not to be all good.  Faith applies
for, and is granted, a job as enforcer for the evil
mayor, Richard Wilkins III.  Turns out he’s old,
very old, as a result of numerous demon-pacts.
His own transition is close, in the form of
“ascension” to full demon status.

Faith poisons Angel with a substance that
requires the blood of a Slayer to counteract.
She’s hoping that he will feed on Buffy, but
Buffy has a different plan—she goes hunting
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Faith.  Slayer versus Slayer, rooftop to rooftop, and sud-
denly Faith is stabbed by her own knife.  She falls but is
lost.  Buffy forces Angel to drink from her and it nearly
kills her.  Both near death, Buffy and Faith meet in a
dream.  Buffy awakens, kisses Faith on the forehead, and
prepares to take on the Mayor.  

Buffy and the gang realize the Mayor’s plans coincide
with their graduation day.  The biggest transition day of
their lives is going to be one hell of a battle.  The Mayor’s
graduation speech touches on the student’s transition but
mostly concerns his own.  An eclipse occurs and a new
True Demon is born.  The principal is eaten, the parents
flee, but the students stand tall.  Armed with blow torch-
es, spears, stakes, and crosses, they fend off demon and
vampire minions as the mayhem begins.

Buffy enrages the huge, snake-like demon by showing
it Faith’s knife, then dashes into the school.  She enters
the library—the gang’s gathering place for nearly three
years—then runs thru the stacks and out the door.  As

the demon arrives, we notice the explosives planted
throughout the place.  Giles detonates the school and
destroys the Mayor.  Yes sir, they don’t do transitions
lightly in the Slayerverse.

As it ends, Buffy sees Angel off in the distance.  They
share a glance, and he turns and walks away.  The gang
has survived high school, and they have the scars to
prove it.  

RRoolleeppllaayyiinngg:: Buffy starts of the season as a runaway,
trying to cope with her loss.  She returns home to face
the music.  Then she stands by her principles despite the
temptations created by Faith.  Afraid she’ll never be able
to leave the Hellmouth, she despairs of ever moving on.
Still, she does what she can, earns the respect and admi-
ration of her peers, and, once again, saves the world.  

On the flip side, Faith cannot handle the transition to
adulthood.  She exchanges a Watcher for the Mayor, and
refuses to take responsibility for her own actions.
Despite her swagger, she’s always an outsider trying to
fit in.  In the end, she feels cheated in life and grasps at
every straw.

Giles became more of a father figure to Buffy and less
of a Watcher.  He ultimately refuses to carry out his
potentially deadly role during Cruciamentum, and sides
against his order.  His bond with the gang is highlighted
by the arrival of the ill-fitting Watchers Council replace-
ment, Wesley Wyndam-Pryce.  

Willow really comes into her own in Season Three.
She turns out to be the one with the bright future and
best opportunities.  She blooms into a super-cute Wicca
girl.  Her decisions and actions restore and strength her
relationship with Oz.  Her magical abilities advance as
well, and she takes on a greater leadership role.
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Xander shows a real inability to change.  His loathing for Angel never ceases and he’s not shy about expressing his
opinions.  His love-hate relationship confusion with Cordelia gives way to mixed feelings over Willow, and finally the
beginnings of something with Anya.  With college out of the question and a highly dysfunctional family, his future is
uncertain.  Even so, he stands by his friends in the climactic battle and is crucial in the victory over the Mayor.

When Angel first returns from the hell dimension, he is torn about his place in the world.  The First (an . . . “the”
evil entity) tries to use his past and his conscience to make him suicidal.  This foreshadows a much larger conflict in
Season Seven.  Although he attempts to prove himself, the gang does not fully trusted (with good reason).  His search
for redemption continues.  In the end, he realizes that his presence jeopardizes Buffy and he must transition away
from her.  He ultimately leaves town for L.A.

Cordelia’s life explodes in Season Three.  Her family’s fortune is lost and she is forced to swallow her pride.  She
works through her troubles, but “graciousness” is not her hallmark

(never has been).  A fascination with Wesley chills noticeably
after their first kiss.  She too abandons Sunnydale for L.A.  

Oz is the go-to guy, always there to lend a hand and a word
of support if needed.  Terribly hurt by Willow’s straying

toward Xander, they reconcile and bond more deeply by
graduation day.  He handles his monthly wolfing as best
he can, but it exacerbates a natural tendency to distance
himself from people.

A multitude of less-established characters can be
roleplayed to add to the mix.  They include Jonathan,
the vampires Lyle & Candy Gorch, Anya/Anyanka,
Principal Snyder, Joyce Summers, and the vamped-out
versions of Willow and Xander.  Exploring and
expanding their stories while the main events of the
season take place in the background would make fas-
cinating gaming.

DDiirreeccttiinngg:: When running an Episode or campaign
in Season Three, be aware of a few key facts that

shape the entire series:  Angel is the first per-
son visited by the First; Faith is the anti-

Buffy; Willow decides to attend col-
lege in Sunnydale and to continue

to fight at Buffy’s side; Anya’s
vengeance demon powers,
but not attitude, are lost.
Adjusting any of these will
significantly rework sub-
sequent storylines.  

Season Three gives us
an extended look at an
alternate Buffyverse,
Sunnydale of 3.9 The
Wish.  This can be used as
a template for spinning
your own tales.  Perhaps
Buffy never arrives in
Sunnydale (opting for
Cleveland instead).  The

Master rises, folding Willow
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and Xander into his clan, and enslaving the ensouled
Angel.  Giles, Oz, and others struggle to fight the dark-
ness but they cannot prevail.  Given the limited duration
of the story, the changes were extreme.  Copying that
approach soon renders most of the Original Cast
unplayable due to evil or death.  This would work fine if
the players take on other roles.  Alternatively, the
changes could be made less drastic in an effort to test the
familiar characters in new surroundings.  For example,
what if the Master forced Angel to sire Willow and
Xander, but somehow their souls remained.  With their
newfound powers, Willow and Xander could join Angel
and the White Hats and bring down the Master.  Who
needs a Slayer?  Or Faith and the Mayor could be intro-
duced to that mix, and the choices between good and evil
could be represented.

Smaller “what if” scenarios could involve Buffy staying
in L.A., Angel remaining bestial, Mr. Trick running a
high-tech vampire empire (and not turning out to be
another Big Bad feint), Faith choosing good and Buffy
succumbing to evil, Cruciamentum causing irreparable
injury to the Giles-Buffy relationship, Wesley turning out
to be more James Bond and less Mr. Bean, Amy Madison
avoiding ratdom and developing witchy abilities on par
with Willow, Xander retaining his soldier knowledge and
becoming a take-charge kind of guy.  As always, the pos-
sibilities boggle the mind.

Season Four 
Buffy: I’m psyched for college, definitely.   I’m
just wondering how it’s gonna work with my
extracurricular activities.  I’ve gotta make sure
it doesn’t take the edge off my slaying.

—4.1 The Freshman

Season Four kicks off and runs with the theme of
change.  Buffy moves through variations on love, friend-
ship, and education while becoming a more potent
Slayer.  Likewise, her friends deal with assorted obsta-
cles that initially wear away at the gang.  By the season’s
end, they are linked more literally than ever before.  It’s
a wild ride.  Make sure your arms are inside the carriage
at all times.

While Xander forgoes higher education, Buffy and
Willow matriculate at the University of California,
Sunnydale.  Willow flourishes in her new surroundings
while Buffy feels overwhelmed.  Buffy’s new roommate
is enraptured with Celine Dion (arguably the worst of the
demon’s traits).  She meets two decent guys, clobbers
one with a textbook, and is unable to save the other
from a vampire gang.  Giles withdraws, offering little
support so that Buffy learns to stand on her own.  Once
again, Buffy must suck it up, take responsibility, and
accept her new life.

While the gang battles a series of unconnected bad-
dies, including Buffy’s demonic roommate, Spike, and a
fear demon with more bark than bite, clues suggest
another group has an interest in Sunnydale’s nightlife.
Spike discovers them the hard way when they bag and
tag him.  But it isn’t until this mysterious organization
gums up Buffy’s efforts to save Willow that they hit the
Slayer’s radar.

The Initiative, a military faction with a taste for cap-
turing and studying Hostiles (government types just
can’t handle the word monsters), sets up shop in
Sunnydale.  Buffy’s connection to the group runs both
professional and personal as she begins dating Riley
Finn, a top Initiative agent.  While the majority of the
Initiative’s soldiers believe they are fighting for Truth,
Justice, and Must See TV, a select group of scientists led
by Maggie Walsh, Buffy’s psyche professor, knows the
truth—the Initiative experiments on supernatural crea-
tures in an attempt to create new weapons for Uncle
Sam.  Walsh succeeds, but her creation promptly kills
her.  Although the Initiative continues, Project 314, or
Adam as he prefers, begins seriously undermining oper-
ations from within its cozy sub-frat house fortified walls.
Another setback befalls the group when Spike escapes,
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but Adam quickly makes use of Spike’s governmentally manufactured weakness—an implanted chip that causes him
debilitating pain when he attacks humans.

As Buffy’s relationship with Riley and the Initiative deepens, her connections with Giles, Xander, and Willow fray.
Individual changes that threaten dissolution of the gang are a big part of Season Four.  Caught up in her own
changes, Buffy doesn’t see the transitions her friends struggle through.  Willow debates her sexuality as she loses an

Oz and gains a Tara, Giles ponders his role in Buffy’s life, and Xander deals with
his new girlfriend, ex-demon Anya.  The tensions prove ripe for exploitation

by Spike and Adam.

Adam’s ultimate plan is revealed—transform the Hostile prisoners and
Initiative soldiers into a demonoid army.  Adam, much like his biblical

namesake, wants to go forth and multiply.  In the end, the
Slayerettes reconcile and supernaturally merge to defeat the

mechanical juggernaut.  Spikes is left with a chip as his
only master.

RRoolleeppllaayyiinngg:: Buffy enters Season Four feeling inse-
cure about school, her abilities as a Slayer, and love.
Her confidence strengthens initially when she defeats
Sunday’s vamp gang, but a lecherous Parker under-
mines it again.  Buffy seeks something normal, a
common trend for her, and eventually finds it in

Riley.  Well, as close to “normal” as a Slayer will
ever get.  Riley’s stability allows Buffy to

accept the changes being thrown her way
and triumph over them.

Xander becomes the group’s emo-
tional center but not without a struggle.
Out of high school, his freedom makes
him a bit directionless; he loses some of
his rapport with Willow and Buffy by
not attending college with them.  To
compensate, he tries his hand at a series
of jobs.  When that fails, Xander falls
back into Zeppo mode, acting as a
babysitter for a chipped Spike.  An
admittedly odd but enriching relation-
ship with Anya serves to ground him.

Oz’s sudden departure devastates
Willow, acting as a catalyst for the
changes in her life.  After turning to
magic for a solution to her pain, she
finds love with Tara Maclay, a myste-
rious witch who somehow empowers
Willow.  Even when Oz returns to
rekindle their relationship and show off
his ability to control his inner puppy,
Willow knows her heart belongs to
Tara.  Aside from her sexual orienta-
tion, the biggest change in Willow is
her continued growth in magic.  With
Tara at her side, she becomes much
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more confident and capable.  Indeed, it is her magic that
brings the gang to a level of togetherness necessary to
defeat Adam.

Giles has a bit in common with Xander during Season
Four (though he surely wouldn’t want to hear that).
Both have a difficult time adjusting to being out of the
loop.  Both watch Spike for Buffy.  As a “man of
leisure,” he no longer sees his Slayer on a daily basis.
Once the Initiative emerges, he feels even more outdat-
ed.  He continues to be an under-appreciated hero, sav-
ing the gang with both chainsaws and books.

Spike reluctantly joins the crew, thanks to a shiny (at
least when they put it in) chip from the Initiative’s neu-
rology department.  His vampire instincts make him
untrustworthy; his helplessness leaves Buffy unable to
justify staking him.  Although Spike finds no way around
the chip’s programming, he discovers he can harm
demons.  This fact makes him much more enthusiastic
in helping Buffy.  Spike rides the loyalty fence.  He aids
Buffy in exchange for protection, cash, and blood while
working with Adam in hopes of getting his chip
removed.  In the end, Spike knows which horse to back,
making sure he is killing demons instead of humans
when Buffy puts Adam out of commission.

DDiirreeccttiinngg:: There are several ways for Directors to
approach Season Four.  An entire campaign could cen-
ter on the Initiative.  Season Four mentions another base
in Nevada for people like Ethan Rayne.  If someone like
Spike can escape an Initiative base, Ethan could
doubtlessly cause havoc on another.  Maybe the Cast
Members are soldiers at the Nevada base dedicated to
studying witches and magic, instead of monsters, er,
Hostiles.  Mix in a secret project involving magically
enhanced Initiative agents (it’s easier to get through
security with a spell in your head than a gun in your
coat).  Sprinkle with some of Rayne’s chaos magic and,
voila, you have a healthy start to a campaign!

You could also follow Oz’s tale, post-Sunny D.  After
realizing his self-control wasn’t quite perfect and leav-
ing town, Oz may have sought out a better cure.  He
could have started up a new band (enter the Cast) to pay
the bills while he seeks out his destiny.

At one point during Season Four, Faith comes out of
her coma and, thanks to a little help from the late Mayor
Wilkins, switches bods with Buffy.  What if the body
switch wasn’t undone?  Imagine if the Watchers sent to
capture Faith decided to kill her.  Torn between wander-
lust and a nagging conscience, Faith becomes a different
kind of character.  Tara knows her secret.  Together with
Willow, they could seek to bring back Buffy.  Maybe the
spell twists things, causing a complete, or even incom-
plete merging of the two spirits (a Slayer with Buffy’s
principles and Faith’s verve . . . or vice versa?).

Season Five 
Dawn: She still thinks I’m Little Miss Nobody,
just her dumb little sister.  Boy, is she in for a
surprise.

—5.2 The Real Me

Purpose and sacrifice are the defining themes of
Season Five.  Once again, we see Buffy on a quest to
overcome her doubts and discover herself.  

It all begins when Dracula sets up shop at a castle in
Sunnydale.  His conflict with the gang raises questions
for Riley, Xander, and Buffy.  Buffy decides she needs
Giles as her unofficial Watcher again.  Xander grows up
a bit after a Toth Demon magically splits him in two and
shows him his strengths and weaknesses.  All-American
Riley Finn takes the darker road of explosives and vam-
pire junkies in his attempt to find his place.

Dawn—the kid sister Buffy never knew she had—mys-
teriously enters the picture.  As her storyline progresses,
Buffy learns that Dawn is The Key, powerful energy
shaped and hidden by monks.  These monks knew Glory,
a Hellgoddess with a flair for fashion, would seek out
The Key and use it to unlock the dimensions (killing just
about everybody on Earth in the process).  They also
deduced Buffy would defend Dawn if they put her close
to the Slayer.  Glory, evilness aside, directly opposes the
Cast in another way—she fully knows her raison d’etre.

An reoccurring sub-theme in Season Five is madness.
An illness affects Joyce’s mind, a still loopy Drusilla pops
up, Glory’s insanity is so advanced she gets mental
patients to build her temple, and the Hellgod can cause
madness (just ask Tara).  Even Buffy goes off the deep
end after losing Dawn and witnessing the Knights of
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CHAPTER 124

Byzantine dead at Glory’s hands.  Madness also precedes
death.  Joyce’s condition kills her after a false hope
makes it appear she is cured.  Her passing links back to
Buffy’s self-reflection.  

As the season closes, Giles keeps Buffy from sacrificing
her heroic principles by killing an innocent himself.
Spike proves himself to Buffy by fighting for Dawn’s safe-
ty as aggressively as the Slayer.  Buffy, however, makes
the ultimate gesture when she chooses to close the portal
Dawn opens by sacrificing her own life essence.  As
everyone gathers around Buffy’s body near the season’s
end, they appear broken and disillusioned.  The process
of discovering themselves came at too high a cost.

RRoolleeppllaayyiinngg:: Buffy is all about being the best she can
be during Season Five.  She successfully takes on
Dracula, the Watchers Council, and a god.  In her jour-
ney to become the definitive Slayer, Buffy makes choic-
es that drastically change her life.  What would Buffy
have done if, during her attempt to contact the Primitive,
she instead reached the men who created the Primitive
(as seen much later, in Season Seven)?  They may have
offered to make her a more powerful Slayer.  In order to
better protect Dawn, Buffy might have jumped at the
chance, and her dark side could have become stronger.

Riley begins worrying he doesn’t belong with Buffy.
Graham and the Initiative aggravate Riley’s concerns.
When Spike pits Buffy and Riley against one another by
revealing Riley’s secret excursions into a vampire nest,
the two lovers choose purpose over love (although Riley
does so as a begrudging reaction to Buffy’s).  By the time
Buffy allows herself to forgive Riley, it is too late.  Riley
leaves with his fellow soldiers.  He belongs in the Army.

Xander’s role as the team mascot fades a bit as he
becomes independent and capable.  With a dependable

career and loving girlfriend, Xander discovers his pur-
pose much earlier in the season than anyone else.
Afterwards, he works to guide the others.

Willow and Tara become even more inseparable and
stronger at the magic biz.  Willow is the better witch, but
Tara shows more soul, grounding Willow and reigning
in her more outlandish impulses.  When Tara’s mind is
taken by Glory, Willow is inconsolable.  Such trauma can
be seen as the beginning of the breakdown Willow expe-
riences in Season Six.  

At the beginning of Season Five, Spike still tries to
play the angles in a desperate attempt to remove his chip.
His failures haunt him, causing him to fixate on Buffy.
His dark lust has an upside in that he fights diligently to
protect the Summers women, especially after Joyce’s
death.  His sacrifice seems to be his baser instincts as a
vampire, but uneasy is any trust for Spike.

Giles finds himself a Watcher again.  Buffy takes his
advice more during this season than any other.  When
Buffy fights to reestablish Giles’ Watcher status, he once
again seems whole—that purpose thing can do that.
Giles accepts a dark task out of concern for Buffy and the
world.  It’s unclear if his utilitarian action at killing Ben
was the product of his days as Ripper or at the Academy.  

DDiirreeccttiinngg:: Historical flashbacks litter this Season, par-
ticularly with respect to Spike.  We know Harmony’s
Blondie Bear sought out Slayers and murdered two.  It’s
likely he found more—girls he simply couldn’t best.
Exploring those battles could make for entertaining role-
playing.  Perhaps Angel or Angelus played a role.

For a Cast looking to shake things up, Spike and Dru
make perfect antagonists.  Perhaps Drusilla mesmerizes
Spike into overcoming the chip’s effects, making him a
vicious little surprise for the Cast.  Based on his reaction
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to Angelus’ attempt at destroying the world in Season
Two, Spike might have decided to kill Dawn . . . or turn
her to avoid that fate.  With Spike and Dru on one side
and Glory on the other, Buffy may have not been the only
sacrifice at season’s end.

Speaking of Drusilla, she got away.  Since she mur-
dered a trainload of people on her visit to Sunnydale and
failed to rebuild her family, it’s possible she went to a
darker place.  Maybe Dru shows up in the Cast’s home-
town and starts her own Manson family.  What if the
“stars” tell Drusilla to drift back east and find a southern
preacher named Caleb?  A Caleb and Dru combination
could be the most frightening thing since Jim and
Tammy Faye.

Warren Mears also skipped town.  Being that Warren
possessed a true blue human soul, it’s equally possible he
turned his scientific mind toward noble pursuits, such as
forming a group dedicated to fighting the corrupting
forces of darkness.  Knowing Warren, he probably hired
three women to do his dirty work, contacting them using
speakerphones.

We covered the creator, how about the creation?
April, while apparently destroyed, could have been rebuilt
by anybody with Willow’s level of technical know-how.
After a bit of reprogramming, April could be loosed
upon an unsuspecting world.  What if a Cast Member fell
in love with April only to later discover she was a robot?
Time to book a spot on the Jerry Springer show.

Giles, after murdering Ben and burying Buffy, could
have left earlier.  It’s possible the Council, so impressed
with Giles, decides to promote him, giving him a group
(a new Cast) to train.

When the portal opened briefly, a dragon was set loose
into our reality.  Dragons in the Buffyverse may not be
simpleminded monsters.  Most players in a modern game
wouldn’t expect a dragon as a Big Bad, so why not throw
them one?  Maybe the dragon isn’t happy about being
here or perhaps it isn’t pleased with humans being here.
It could even possess a teeny human form to interact
with those pesky humans milling about the world—this
would be a great tool for ferreting out ways to destroy
those nearby.

Finally, Glory mentioned two other Hellgods kicking it
elsewhere.  They could be somewhat worried that one of
their trinity died at the hands of mortals.  Deciding to
work together to remove the stain of humanity, they
enter our dimension.  They are just as powerful as Glory,
they double the nastiness, and here’s the kicker—they
don’t possess weak human forms.  Oh Lordy, bring on
the Drama Points!

Season Six
Xander: First day of kindergarten.  You cried
because you broke the yellow crayon, and you
were too afraid to tell anyone.  You've come
pretty far, ending the world, not a terrific
notion.  But the thing is?  Yeah.  I love you.  I
loved crayon-breaky Willow and I love . . .
scary veiny Willow.  So if I'm going out, it's
here. If you wanna kill the world? Well, then
start with me. I've earned that.

—6.22 Grave

Life in all its glory and tragedy, the choices it presents
us, and the consequences of bad decisions are the major
themes running through the sixth season.  Both heroes
and villains find themselves dealing with life as adults,
and making a hash of it.  For some, just living is chal-
lenge enough; for others, tragedies are sought out and
embraced like old friends.

The newly resurrected Buffy certainly sees life itself as
a challenge.  Having been ripped from heaven by her
friends, she finds herself lost among real world problems
such as broken plumbing and mounting debt.  Trying to
get a grip on her life, the Slayer goes back to school, but
is unprepared for the academic world.  She moves
through a string of failed jobs, before settling in at the
Doublemeat Palace.  Buffy also finds herself caught up in
a torrid love affair with Spike.  It isn’t until Riley shows
up with his wife Sam that Buffy realizes she has hit rock
bottom.  Seeing Riley gives the Slayer the strength to
face her bad choices (such as Spike) and push on with
her life.  Even then, she is confronted with the idea that
her entire life has been a delusion in one of the most
poignant “what if” episodes to date.

While the Slayer is caught up in her issues, the rest of
the gang faces their own dilemmas. Willow succumbs to
the seductive power of magic and becomes a full blown
addict, driving Tara away, and even going as far as using
Rack, a magic pusher, to get her fix.  Amy de-rats, but
struggles to make sense of world, feeding Willow’s
descent.  Eventually the gang intervenes when Willow’s
lack of control brings harm to Dawn.  

Meanwhile, Xander and Anya find wedding planning
no bed of roses.  When the ultimate day arrives, Xander,
scarred by his nightmare of a family, leaves Anya at the
alter.  Anya’s darkest suspicions about men are con-
firmed and she accepts the mantle of vengeance demon
once again.  Her time among the good guys has tainted
her though, and she cannot lose herself in revenge as she
once did.
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Giles is not immune to bad decisions.  Suddenly deem-
ing his presence an anchor on Buffy’s life, he decides to
leave.  Just as Buffy tries to put her life back together,
her one remaining parent figure abandons her.

Neither are the villains are untouched.  Trying to avoid
dealing with the real world, Warren, Jonathan, and
Andrew (aka the Trio) decide to become super-villains.
Their juvenile attempts to challenge the Slayer quickly
turn to violence and murder when Warren tries to turn
his ex, Katrina, into a slave.  Jonathan and Andrew,
though less culpable than Warren, make no real attempt
to stop him.  

The season ends with all too human evils leading to
near apocalypse.  Spike tries to rape Buffy, then runs
away to get a soul.  Warren shoots Buffy and Tara.
Willow turns evil when Tara dies, kills Warren, and sets
out to destroy the world.  Life’s greatest treasure, friend-
ship and human connection, saves the day when Xander
refuses to let Willow end it all, and Willow cannot bring
herself to destroy her oldest companion.  In the end, not
all choices are bad ones.

RRoolleeppllaayyiinngg:: Buffy goes through a lot this season—
from being ripped out of heaven to a self-destructive
path of sex and denial.  Buffy finds herself searching for
meaning and feeling in a world she wants no part of.
How far she goes on her destructive path, when she hits
bottom, and a convincing rationale to pick up the pieces
are all interesting questions.  Buffy is so caught up in her
own issues she fails to notices her friends falling apart
around her.

Willow’s reckless use of magic drives away her true
love, and sends her on a course of self-destruction until
she hits rock bottom and her friends intervene.  After
battling back from her addiction and being reunited with
Tara, Willow quickly relapses when Tara is killed.  This
time she turns directly to the most powerful dark magics
to ease her suffering and drive her feelings away.

Xander has doubts about marriage early on and those
doubts continue to grow until he calls off the wedding.
He stills loves Anya, but isn’t ready to be a husband, and
knows that wouldn’t be fair to her.  Xander tries to do
the right thing for his friends, no matter how wrenching
that is.  

Like any father, Giles wants what’s best for Buffy but
feels he must let go.  He finds himself torn between tak-
ing care of Buffy and letting her deal with life on her
own.  Giles lets life hand the others hard lessons as he
leaves Sunnydale. 

Tara watches the woman she loves fall deeper into
addiction.  When she realizes that Willow will do any-
thing to have her way, she cannot go on.  Although hurt,
Tara continues to love Willow and tries to remain friends
with the rest of the gang.  She eventually forgives Willow
after her lover begins a life of magical sobriety.

Anya gets put through the ringer this season.  Happy
and in love in the beginning, she is devastated when left
at the alter.  Her transition back to a demon doesn’t
make her human sensibilities go away, indeed her actions
only make her feel worse.

CHAPTER 1
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Dawn spends most of the season alone and ignored.
With everyone else caught up in their own pain, they
have no time to guide the only remaining child among
them.  Like a typical teenager, she acts out, stealing to
gain her family’s attention. 

Spike is torn between his instincts and his desire for
the Slayer.  Lust, rage, obsession, and love find them-
selves meshed together as he and Buffy begin a twisted
sexual relationship.  Buffy’s rejection and his own violent
response show him that, without a soul, he will never
have a place in Buffy’s life.

DDiirreeccttiinngg:: Season Six took a serious dark turn as the
gang struggled with adulthood.  It focused far more on
the interactions between the Cast and their own inner
demons, than outside threats.  In a number of episodes,
the Cast causes their own problems and are their own
worse enemy.  This approach can be used for both the
Original Cast or an entirely new one.  The mature themes
are more suited to adults so make sure your players are
willing to explore them.

Season Six can be a good time to start new characters
or a new campaign.  Relatively inexperienced, the Trio
makes a nice introductory foe.  Perhaps they chose to be
villains in a different town, or move on after a less trag-
ic end in Sunnydale.  The various tests they used to

gauge the strengths and weaknesses of the Slayer could
be applied to nearly any Cast. 

With a more experienced Cast, the Director might wish
to use Dark Willow as the foe for a few episodes if not
an entire season.  Perhaps Buffy’s death drove her to evil,
or maybe Tara’s death was as pedestrian as being killed
in an auto accident.  Either way, our red-headed witch
snapped and must be stopped. 

For those wanting a return to a more classic Buffy vil-
lain, perhaps Spike loses the chip and does not regain his
soul.  He decides that Buffy’s rejection is grounds for
revenge and a return to his Bloody William days.

For those who want more of a jet-set season, perhaps
Buffy and crew join Riley and Sam in Nepal, or maybe
some new characters from Sunnydale join Riley and his
Military Monster Squad.  Explore the world, visit exotic
locales, and stake foreign vampires.

Another option is to follow the lost and confused to
Mexico.  A game centered around Jonathan and Andrew
on the run from the law could explore their possible path
toward redemption.

Under no circumstances, do we take responsibility for
those running their own musical episodes.  
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CHAPTER 128

Season Seven
Buffy: Spike.
Spike: I mean it.  I gotta do this.
Buffy: I love you.
Spike: No you don’t.  But thanks for saying it.
It’s your world up there.  Now GO!  I wanna
see how it ends.

—7.22 Chosen

All good things come to an end.  Really good things
end with a gaping crater where a town once stood.  As
the series approached the giant crater, it focused not on
the end, but rather on taking control, the search for
redemption, and new beginnings.

A good portion of the final season is a battle for con-
trol.  The season Big Bad, the First, kills potential Slayers
and destroys the Watchers Council in order to control the
direction of the Slayer line.  It manipulates Andrew into
killing Jonathan.  It forces Spike to return to his evil
ways, then uses his blood to open the Hellmouth.
Beyond the Hellmouth, it controls an army of ubervamps.
On the side of good, Willow seeks to master her darker
impulses while Buffy takes control of her life, getting a
job counseling troubled teens.  

In the wake of the First’s efforts, Giles and company
start recruiting the potentials to protect them.  With the
girls holed up at Buffy’s house and no clear course of
action, Buffy and Faith are forced into a fight for con-
trol of the fledgling army.  In the end, all the young
women take control of their destiny when Willow uses a
mystical artifact to activate all the potentials and to end
the “Chosen One” label forever.  

Redemption is the second major theme.  Willow seeks
redemption for killing Warren and turning evil.
Jonathan returns to Sunnydale to help the Slayer and to
seek forgiveness, and is killed for his efforts.  Driven half
mad by the restoration of his soul and the torture inflict-
ed by the First, Spike seeks redemption for his sins.
After killing his best friend, Andrew repents, joins the
gang, and helps as best he can.  Anya seeks redemption
for her crimes as a vengeance demon, ending up human
once again.

In the final season, much begins anew.  A new school
year for Dawn occurs in a new Sunnydale High.  A new
principal, Robin Wood, becomes a capable ally.  Spike
gains a new lease on unlife when his chip is removed.
Willow begins a new relationship with Kennedy, a poten-
tial.  After the ultimate sacrifice by Anya and Spike in
defeating the ubervamps and burying the Hellmouth, all
must find a new home when Sunnydale is destroyed.

CHAPTER 1
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RRoolleeppllaayyiinngg:: Buffy returns to old themes.  As the sea-
son goes on, she becomes burdened with more and more
responsibility.  She feels as though she alone has to take
on the weight of the world.  Once the potentials begin to
amass, Buffy’s thinking shifts to tactical leadership.  For
the longest time, she fears the worst.  Once Buffy real-
izes they can win, she becomes more relaxed and more
like her old self again. 

Willow starts off still trying to cope with what she did
and is nervous about facing her friends once more.  She
spends most the season fearful she will lose control
again, and afraid to love again.  With patience and a new
relationship with Kennedy, she regains her confidence
and single-handedly performs a world-changing spell.

Xander plays the part of the silent observer through
most the season.  He watches, supports, and gives his all.
He and Anya resolve to love, but not be in love with, one
another.  Xander stays the course even after loosing an
eye in battle against Caleb.

Giles is trying to make the most of a dire situation.  He
finds himself taxed trying to play Watcher to so many
potentials while seeing to their safety.  He is deeply con-
cerned about the First but other than dire warnings
seems incapable of aiding Buffy and the crew.

Spike begins the season in bonkers-ville.  The combi-
nation of gaining a soul and having the First inside his
head pushes him to the edge.  Spike struggles to come to
grips with his conscience and to free himself from the
influence of the First.  It isn’t until he and Robin battle
it out that Spike learns to take control of the trigger that
the First planted in his head.  In control of his faculties,
and resigned to an unrequited love, Spike’s ultimate
redemption comes in the form of a champion’s sacrifice.

Andrew starts off lost in a world of his own delusion.
He is trying to hide from the horrors he has witnessed
and the horrors he has caused.  Once he is forced to face
responsibility for Jonathan’s death, he slowly begins to
move away from the fantasy.  In the end, Andrew just
wants to be accepted.

DDiirreeccttiinngg:: Running a game during the final season
presents many possibilities.  With the opening of a new
Sunnydale High, a new Cast could be created as Dawn
and her friends face new monsters and challenges.
Alternatively, a crew of potentials could band together
and have their own adventures while the Original Cast
followed their storyline.  

On the “what if” front, imagine that Willow never
made it back from England, Robin had killed Spike, or
Giles had not survived the Bringers.  What would the
world be like if the Hellmouth opened unimpeded and

the Turok-Han had been released fully?  What if the
First dropped the subtlety and had a Bringer or Caleb
drive a fuel tanker through the side of the Summers
home?  Perhaps Jonathan was never killed, and he joined
up with the Slayer’s group as a capable magician.  In that
case, Andrew might have become another Caleb.  A
Director could have the gang venture out of Sunnydale,
perhaps gathering potentials as they went.  Finally, what
if Buffy had accepted the power the old men offered?
Would the demon essence that made her stronger ulti-
mately take control of her?

The power of the Buffy roleplaying game is that the
stories need not end with the cancellation of the series.
Since every potential slayer has been activated, another
Slayer is always handy and a group of the Chosen could
team up, with or without Watchers.  Perhaps the
Original Cast takes on the task of reforming, and updat-
ing, the Watchers Council.  Maybe Andrew ends up lead-
ing groups of Slayers.  Perhaps Spike appears as a ghost
inside an evil law firm.  

On the darker side, what if Willow’s spell depleted the
Slayer line?  Could our hero’s actions have played right
into the First’s hands.  Weakened Slayers could cause
untold harm as the next stage in a subtle evil plot begins
to unfold.  Could it be that an evil force gathered its own
group of potentials and now has a new empowered
army?  The two sides could race to recruit other acti-
vated Slayers.  

And just what happened to other hellmouth in
Cleveland?  While you’d hate to see that city go the way
of Sunnydale, another source of evil is not something to
be taken lightly.  

Wherever your Buffy stories take you, we wish you
good hunting, witty repartee, and great fun. 
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To slay, you need a Slayer.  
Or a Slayerette.  

This chapter deals with creating Cast Members: the
stars of the show.  Cast Members are the roles

you—the players—assume in the game; they may be
larger-than-life heroes making a stand against the
forces of darkness, or regular people facing the
unknown.  You are limited only by your imagination—
and the casting needs of the Director.

Casting Call
Willow (to Colonel McNamara as he's searching
their equipment): It's a gourd.

Giles: A magic gourd.
Colonel McNamara: What kind of freaks are
you people?

—4.21  Primeval

Casting is a pretty important step, and it involves both
you and the Director.  Let’s face it, the BtVS TV show
wouldn’t be anywhere near as much fun if the entire Cast
consisted of fat hairy guys named Bob.  You need an
interesting Cast to make a good Series, and the casting
process is the way to do it.

The Director should guide you through character cre-
ation.  She should start by giving you an idea of the set-
ting and the needs of the Series.  This may be as gener-
al as “the game starts on a bus making a stop in
Sunnydale.  Your characters have to be on that bus, for
whatever reason” or as restricted as “the game is set in
a high school in the Midwest.  All the Cast Members have
to be students or teachers at the school, and at least half
of you have to be students.  I need one Slayer and one
Watcher; the rest of you can be anything else, but no
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Buffy: Accelerated healing powers come with the
Slayer package. And the boyfriend who comes
complete with combat medical training? That's
just a Buffy Summers bonus.

—5.7  Fool for Love

                                                  

 



vampires or demons are allowed.”  In some cases, the
Director may simply hand out pre-generated characters
(see Archetypes, pp. 66-89) and have all of you pick and
choose.  On the other hand, if you want to make your
own character, as long as you don’t come up with some-
thing wacko like “I’m Adam’s clone body.  Can I have
two miniguns instead of one?” we say the Director
should let you go with it.

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

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

The Scooby Gang
This is the option if you want to take on the mantle of

Buffy and Company, and fight for truth, justice, and the
butt-whuppin’ way.  The Original Cast is listed later (see
pp. 90-118).  The Director can just photocopy the char-
acter sheets and hand them out.  Run through the expla-
nation of the character sheet so the terms are familiar to
everyone (see p. 34), and you are all ready to go.  

On the plus side, you know what you are getting,
assuming you are fans of the show (and really, who
isn’t?).  On the down side, the options are limited.
What happens if two people want to play Buffy, or
Spike?  If everyone can pick a character and be happy,
then it’s not a bad idea; otherwise, someone will be
unhappy, and unhappy players make for unhappy
games, sleepless nights and tooth decay (not necessari-
ly in that order). 

Another problem is that the Original Cast character
sheets are tailored for first season, when they were rel-
atively inexperienced.  For those looking for more
kickin’ characters, stronger versions of existing charac-
ters can be used (Buffy at the start of Season One was
a lot less skilled and strong than she was by the end of
Season Seven, for example, and compare Willow the

sweet nerd of Season One with the wickedly dangerous
witch of Season Six).  Each character sheet is followed
by notes for altering the Original Cast to represent later
versions of our beloved heroes and heroines.  

A New Cast 
Willow (about Buffy): Guess she's out with 
Riley.  You know what it's like with a spank-
ing new boyfriend.

Anya (re: Xander): Yes, we've enjoyed spanking. 
—4.13  The I in Team

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

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

Sources of inspiration for new characters include
movies, TV shows and fiction.  Want to have your
favorite movie action hero drop by Sunnydale?  If the
Director approves, it shouldn’t be too difficult to do.
Some characters work better than others, of course.
Hero types work best (private detectives, supernatural
hunters, or nosy FBI agents with a yen for the paranor-
mal).  Sitcom characters with a tweak here and there
might make interesting Slayerettes (think of the cast of
Friends running into vampires—at least one of them
could make an interesting witch).  Cartoon characters
.  .  .  not so much.  Still, goofy is good—at times.  

Instead of creating a character from scratch, players
can also use the ready-made Archetypes (see pp. 66-89).
They are pre-generated Cast Members that can be cus-
tomized and thrown into action with little or no work.
Again, check out the meaning of the terms and numbers
(see p. 34) and you are good to go.

Some Assembly
Required

Some Assembly
Required 31
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The Combination 
If neither option is perfect (i.e., somebody’s still whin-

ing), the Director may allow some of you to select mem-
bers of the Original Cast and some to create your own.
That should keep everyone happy (those still whining
should be handed a pacifier, or maybe a ball-gag).
Again, remember that later season Official Cast types are
more skilled and powerful than beginning characters.  If
you have Season Seven Buffy running around in the
game, beginning Hero types are going to feel like
Scoobies.  To fix that, you should use the earlier versions
of the Cast, or the Director could allow you to ramp up
the new characters at the start.  

Assigning Characters 
Another possibility is to have the Director create the

Cast herself and then let you pick from that “short list.”
This is the easiest way to make sure the Cast fits the sto-
ryline the Director wants.  Then again, this option puts
more responsibility on the Director, who makes all the
casting calls.  This could be good or bad.  Just like using
the Scooby Gang, some of you may not get the charac-
ter you want.  Furthermore, you might feel deprived of
your “fundamental right” to play your own creation.
Directors should try to be flexible and sensitive to your
needs.  They may not want to pull a Principal Flutie
here, but they definitely should avoid the Principal
Snyder approach.

Slayer Options 
Faith: I'm Faith.
Oz: I'm gonna go out on a limb and say there's a
new Slayer in town.

—3.3 Faith, Hope And Trick

So who gets to play a Slayer?  After all, the name of
the show iiss Buffy the Vampire Slayer, not As Sunnydale
Turns.  Now, it’s not necessary for Slayers to be the most
important character, or for the rest of the Cast to be bit
players, but still, Slayer is a choice part.  The Director
can handle this in a number of ways.

TTHHEERREE CCAANN BBEE OONNLLYY OONNEE:: This restricts players to the
“canon” of the Buffyverse before the end of the seventh
season.  Buffy is the Slayer, and with the exception of Faith
(who may or may not be enjoying the hospitality of a cor-
rectional facility), she’s the only Slayer available to play.  If
the Cast does not include Buffy or Faith, then nobody gets
to play a Slayer.  There’s nothing particularly wrong with
this: there are plenty of possible Series that do not involve
Slayers.  For example .  .  .  Angel.  The game could be
about the Initiative or the Watchers, or maybe the adven-
tures of three witches or a gang of amateur vampire
hunters.  Even so, players wedded to playing the Blonde
One . . . er . . . the Chosen One will be disappointed.

TTHHEE RREEPPLLAACCEEMMEENNTT SSLLAAYYEERR:: Here the Director makes
some changes in the official history of Sunnydale.  This
assumes that the pre-Season Seven Slayer (Buffy or
Faith) has suffered an untimely demise (like, say, at the
end of 5.22 The Gift).  A brand new Slayer rises in her
place.  This would still limit the field to one Slayer
(unless both Buffy and Faith were no longer among the
living and the Director assumed that a new Slayer would
appear for each of them—something that runs counter
to the show’s canon, by the way—the official explana-
tion was that the Slayer line ran through Faith, not
Buffy).  Still, it gives the Chosen Player a little more lee-
way.  The Archetypes section has a sample Slayer (see
p. 66) that can be used for inspiration or played as is.

AANNDD TTHHEENN TTHHEERREE WWEERREE TTHHRREEEE ((OORR FFOOUURR,, .. .. ..)):: Okay,
this bends a few of the former “rules” almost to the
breaking point, but it’s kind of legal.  When Buffy was
clinically dead in 1.12 Prophecy Girl, Kendra became the
Slayer, and then there were two Chosen “Ones.”  When
Kendra died, Faith became a Slayer, keeping the total at
two.  The Director can take this a step or two further,
and allow for several Slayers in a game.  

Let’s say that during 3.21-3.22 Graduation Day (where
Buffy nearly kills Faith, and Angel almost kills Buffy
when feeding) either or both Slayers suffered clinical
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death.  This could have lead to one or even two more
Slayers running around.  That gives the Cast as many as
four Chosen Ones to play.  This is not “canon” by any
means, but if a couple of players want to be Slayers in
a pre-Season Seven game, this is probably best.  If you
go this route, in the name of all that’s good and decent,
please don’t dress up the Chosen Four in little sailor out-
fits and name them after assorted celestial bodies.  

Buffy: So, here’s the part where you make a
choice.  What if you could have that power?
Now.  In every generation, one Slayer is born
because a bunch of men who died thousands of
years ago made up that rule.  They were power-
ful men.  (Pointing to Willow) This woman is
more powerful than all of them combined.  So I
say we change the rules.  I say my power
should be our power. 

—7.11 Potential

SSLLAAYYEERRSS FFOORR AALLLL:: Finally, Directors can set the game
post-Season Seven, when Slayer restrictions got a whole
lot looser.  Maybe there’s a Slayer on every continent, or
in every large city, and once a year there is this huge
SlayerCon.  Or there could be a Chosen Six rather than
a Chosen One (again, no sailor outfits, please).  Perhaps
we’re overrun with Slayers.  Dozens exist in any one
place.  You could set up a superhero game and call it City
of Slayers and everyone could get costumes and   . . . ah,
never mind.  It’s a whole new Slayer world out there
since Willow did her tap-the-Scythe thing.  

Taking things further, maybe the whole girl thing
needs to be tossed.  Male Slayers, animal Slayers—you
could have Slayer-Man, Slayer-Woman, and Slayo the
Slayer-Dog!  Talk things over and make sure everyone is
up for such wild and crazy stuff.  

The Creation Process
The UUnniissyysstteemm uses a “point system” to create charac-

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

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

The Character Elements
Walsh: It took the patrol team 42 minutes to track you
and you neutralized them in 28 seconds.

Buffy (glances at Riley behind Walsh): I was
just lucky.

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

Buffy: I was just being modest with the whole 
“lucky” thing.  You got that, right?

—4.13 The I in Team

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

Some Assembly
Required

Some Assembly
Required 33
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11.. TTyyppee:: Character Type determines the general
power level and nature of your character.
Heroes are tough and skilled.  White Hats are
normal people who depend on their wits and luck
to survive. 

22.. AAttttrriibbuutteess:: What are your character's natural
abilities, both mental and physical? 

33.. QQuuaalliittiieess aanndd DDrraawwbbaacckkss:: What innate
advantages or penalties affect your character?

44.. SSkkiillllss:: What does your character know?

                                                  

 



The Character Sheet

AAttttrriibbuutteess::  These
show how strong,
fast, and smart Buffy
is.  The human aver-
age is 2; with a
Strength of 6, Season
One Buffy is far
stronger than a nor-
mal man.

LLiiffee PPooiinnttss:: This measures how
much damage Buffy can take
before she risks unconsciousness
or death.

DDrraammaa PPooiinnttss:: Allow the
character to do cool stuff,
like killing a monster in one
shot or avoiding certain
death.  Don’t spend them all
in one place!

QQuuaalliittiieess aanndd
DDrraawwbbaacckkss:: These
are bennies and
problems the char-
acter has.  Season
One Buffy has good
looks, but is young
and has a ton of
enemies (part of the
whole Slayer thing).
The good stuff
costs points; the bad
stuff gives you
points to get more
good stuff.

SSkkiillllss:: These reflect
knowledge and training.
A competent martial
artist has a Kung Fu Skill
of four; Season One
Buffy is better.

SSuucccceessss LLeevveellss TTaabbllee::
When a roll is called for,
look the result up on
this table, then tell the
Director how many
Success Levels you got.

CCoommbbaatt MMaanneeuuvveerrss:: The
character’s favorite attack
types, how much damage they
do, and the bonus to the roll.
Add the Success Levels of the
attack to the damage.

                                         

 



Character Type
As we mentioned, creating a character involves allo-

cating a number of points to various aspects of that per-
sona.  Character Type determines how many points you
have to “spend” on each character component—your
character-building “budget,” in accountant-speak.  

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

Hero
Ben: Need a . . . a minute.  She could have killed me.
Giles: No, she couldn't.  And sooner or later Glory will
re-emerge and make Buffy pay for that mercy . . .
and the world with her.  Buffy even knows that,
and still she couldn't take a human life.  She's a
hero, you see.  She's not like us.

—5.22 The Gift

Heroes kick booty and take names.  Slayers, experi-
enced Watchers, and Initiative Commandos are Hero
types; they have skills and abilities well above the norm.
Outside the Slayerverse, tough cops who rarely need
backup or gals who wear mystical gloves are examples of
this type.   

White Hat
Evil Willow: I love this part.
Evil Xander: You love all the parts. 
(Evil Xander knocks Cordelia cold.)
Evil Willow: No fun.  She didn't even hardly fight.
(Oz's van squeals to a halt nearby.)
Evil Xander: Aw, swell.  It's the White Hats. 

—3.9 The Wish

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

Experienced Hero
Buffy: This is how many apocalypses for us
now?

Giles: Oh, well . . . uh . . . six at least.  Feels like
a hundred.

—5.22 The Gift

These full-fledged cinematic heroes have amazing
skills and abilities.  If some of you are using later season
Original Cast, the rest should use this template so their
characters aren’t overshadowed.  This is the Type if cre-
ating Special Forces soldiers who can fight an entire
army with a knife, immortal wandering swordsmen, and
bio-engineered super-soldiers from a bleak future.  Lest
you get cocky, however, remember that the Director will
be ratcheting up the power level of the bad guys too.
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AAttttrriibbuuttee PPooiinnttss:: 20
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AAttttrriibbuuttee PPooiinnttss:: 25
QQuuaalliittyy PPooiinnttss:: 25
DDrraawwbbaacckk PPooiinnttss:: up to 10 
SSkkiillll PPooiinnttss:: 40
DDrraammaa PPooiinnttss:: 20 EX
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TThhee OOllddeerr SSeett
The skill point allocation in these Character

Types represents a relatively young Cast, as is fit-
ting for most seasons of the BtVS TV show.  If
you are interested in more mature characters,
those past the high school or college years, add 10
skill points to whichever Character Type you
choose.  Okay this with your Director first though.
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ATTRIBUTES
Travers: Agility, clarity, stamina, and strength. 
These are the qualities that the Slayer must
possess to do her job.

Buffy: What came after agility? 
—5.12 Checkpoint

Attributes are inborn characteristics: your character’s
strength, intelligence, senses and so on.  By selecting a
set of Attributes, you are defining the limits of what the
character can and cannot do.  So, if you buy a very low
Dexterity for your Cast Member, do not be surprised if
she falls down, breaks dishes, and sucks at juggling.  

Buying Attributes
Attributes are purchased using Attribute points (imag-

ine that!).  Those points are set by your Character Type
(see p. 35).  

Attributes can be bought up to level five on a one-for-
one basis (i.e., Strength 3 would cost three points,
Strength 4 four points, and so on).  Attributes above
level five are more expensive: three points per addition-
al level.  Level six is the effective human maximum (buy-
ing an Attribute up to level six would cost eight points).
Beings with supernatural abilities (Slayers, vampires,
demons, and the like) can have Attributes above six.

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

So, a White Hat has 15 points to distribute among the
six Attributes.  You can have three Attributes at level
two (average), and three at level three (somewhat
above average).  Or you could drop an Attribute to
one, and get one at four.  This character would really
shine in one aspect, would be above average at a cou-
ple other things, would suck at one thing, and would
be average for the rest.  Season One Willow, for exam-
ple, was not exactly Muscle Woman (Strength 1) but she
was very smart (Intelligence 5). 

A Hero has 20 points.  With that, you can go with four
Attributes at level three and two at level four.  This cre-
ates a balanced character good at most things.  Or you
could keep three Attributes at average level and have two
at level five and one at level four.  This persona would
be extremely gifted in certain areas.

TM

TThhee MMeeaanniinngg ooff NNuummbbeerrss
LLeevveell 11:: The character is below average in this

Attribute.  Strength 1 indicates a poor physique,
either a petite or flabby, sedentary person.
Dexterity 1 indicates clumsiness, someone likely
to drop things—not to be trusted with delicate
manual work unless the person has trained very
hard to do so.  Characters with a Constitution 1
are delicate and often in poor health.
Intelligence 1 is below average—not mentally
challenged, but certainly a bit slow on the uptake.
Perception 1 depicts someone not very aware of
her surroundings, likely to miss what’s before her
face.  Willpower 1 results in a person who is eas-
ily intimidated and influenced by others, a fol-
lower instead of a leader, and somebody who is
likely to succumb to temptation.  In other words,
Attributes at level one are not flattering.  If your
character has an Attribute at level one, she is
going to be pretty feeble at some things.

LLeevveell 22:: This is the average for human beings.
Most people in any given group have Attributes
at this level, typically with one or two at levels
one or three.  Nothing wrong with being aver-
age, but the character is unlikely to shine with
such Attributes unless her skills are so high she
can compensate.

LLeevveell 33:: This is above average but not extraor-
dinary.  Strength and Constitution 3 show some
athletic aptitude—somebody who works out at
least three times a week, or a natural athlete who
has not taken time to develop her talent.
Characters with Dexterity 3 are graceful—good
dancing partners, grabbed near the beginning in
pick-up sports, unlikely to suffer from butter fin-
gers or Klutz Syndrome.  Intelligence 3 indicates
a bright person who can easily learn new skills,
if she has the temperament to do so.  With
Perception 3, a character has good senses and
intuition, and is not easily fooled or confused.
Characters with Willpower 3 are rarely bluffed or
bullied under normal circumstances.  

LLeevveell 44:: An Attribute at this level is well above
average.  Very few people—perhaps one out
every ten in a random group—have one or two
Attributes at this level.  Strength and Constitution
4 can be found only in athletes (including the

                                  

 



The Six Attributes

Strength
Buffy: Things won’t ever be exactly the same,
but once I . . . get back to . . . full . . ..

Xander: Give you a hand with that, little lady?
Buffy: You're loving this far too much.
Xander: Admit it.  Sometimes you just need a big
strong . . . uh, Will? Gimme a hand?

—3.12 Helpless

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

The Strength Table shows how much a character of
any given Strength can lift without much effort.  Higher
weights can be raised (assume a maximum lifting
weight—for brief periods—equal to double the Lifting
Capacity), but a nail might be broken or a spleen rup-
tured in the process.
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best football players in a large high school or col-
lege campus), extensively trained Special Forces
soldiers, and other people who spend a large
amount of time and effort keeping in shape.  A
Dexterity 4 would only be common among gym-
nasts, acrobats, dancers and other talented and
graceful individuals.  Mental Attributes at level
four indicate near genius (Intelligence), highly
acute senses and intuition (Perception), or an
“iron will” (Willpower).

LLeevveell 55:: This is the “practical” human limit.
People at this level are extraordinarily talented,
able to perform complex and difficult feats with
little practice.  While people with Attributes at
level five are not record-breakers, they are
among the best and the brightest.  In a small or
medium-sized community, only a handful of peo-
ple have one or two Attributes at this level, and
they are likely to be well known for their
strength, wisdom, or toughness.  Cities, large col-
lege campuses, and groups of demon fighters
have more of these extraordinary individuals, but
even there they are not common.

LLeevveell 66:: This is the basic human limit.  A few
people with “freakish” features may exceed it (to
level seven), but they are a handful even among
the teeming billions living in the 21st century.
Characters with one Attribute at level six are very
rare, something on the order of one in ten thou-
sand, or less.  People with more than one
Attribute at level six are perhaps ten times less
common, and so on.  

LLeevveell 77++:: Now we are talking superhuman.
Someone with Strength 7 would be as strong as
a horse; a Dexterity 12 connotes inhuman grace;
and so on. These folks can perform at a level
that normal folks can hardly comprehend.  Be
afraid.  Be very afraid.

SSttrreennggtthh TTaabbllee
SSttrreennggtthh LLiiffttiinngg CCaappaacciittyy

1-5 50 lbs x Strength (Strength 5: 250 lbs) 

6-10 200 x (Strength - 5) + 250 lbs (Strength 10: 1250 lbs) 

11-15 500 x (Strength - 10) + 1500 lbs (Strength 15: 4,000 lbs/2 tons)

16-20 1,000 x (Strength - 15) + 5,000 lbs (Strength 20: 10,000 lbs/5 tons)

21-25 1 ton x (Strength - 20) + 5 tons (Strength 25: 10 tons) 

26-30 2 ton x (Strength - 25) + 10 tons (Strength 30: 20 tons)
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Dexterity 
Dexterity indicates your character’s physical coordina-

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

Constitution 
This Attribute shows how physically hardy or healthy

your character is.  Constitution is important when it comes
to resisting disease, damage, and fatigue.  It is also used
(along with Strength) to determine how much of a pound-
ing your Cast Member can take and still keep ticking.
Constitution also comes into play with skills that involve
endurance, like swimming and long-distance running.
Constitution is useful for people in strenuous and danger-
ous jobs (firefighting, Slaying, being a Slayer’s friend).

Intelligence 
Snyder: You've got the brains, he's got the fast
break.  It's a perfect match.

Willow: Match?  You want us to breed?
Snyder: I want you to tutor him.

—3.16 Doppelgängland

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

Perception
When a vamp you’ve never seen before tries to suck

your blood, Perception might help you spot her before
she strikes.  This mental Attribute governs the five sens-
es of the character and is important for wannabe detec-
tives (to spot those important clues), people with ene-
mies (to see or hear them coming), and mystical or psy-
chic types (to detect “disturbances in the Force”).

Willpower
This Attribute measures your character’s mental

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

Attribute Bonuses
Some Qualities (like Slayer) provide bonuses to one or

more Attributes.  These modifiers are applied after
Attributes have been purchased normally.  For example,
if you spend five points on Dexterity, and your character
has a Quality that adds a +1 to Dexterity, Dexterity 6 is
the final result.  

Life Points
Life Points represent your character’s physical health.

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

Life Points are determined by adding the character’s
Strength and Constitution, multiplying the result by four,
and adding 10—or you can skip the math and just con-
sult the Life Point Table on the next page.  This formu-
la is for human beings (and human-like beings, such as
Slayers and vampires).  Some creatures have different
Life Point totals (many demons are much tougher than
normal humans, for example).  

The Hard to Kill Quality (see p. 46) is a good way to
increase Life Points.  Players should figure out Life
Points at the end of character creation after all
Attributes have been figured out normally.  

TM

                        

 



QUALITIES & DRAWBACKS
Willow (re: Faith): She's like this cleavagey slut-
bomb walking around going, “Ooh.  Check me
out, I'm wicked cool.  I'm five by five.”

Tara: Five by five? Five what by five what?
Willow: See, that's the thing.  No one knows.

—4.15 This Year’s Girl

Qualities are innate characteristics that give the char-
acter an advantage or positive trait.  Being a Slayer is a
Quality—Slayers are stronger, faster, and tougher than
normal human beings.  They have bad things going for
them, too (lots of enemies, for one), but the ability to
kick butt tends to outweigh the bad stuff.  Qualities cost
Quality points to acquire.  

Some Qualities are package deals—your character buys
one Quality but gets a number of benefits, or some bene-
fits and some downsides.  Jock, Nerd, Slayer, and Vampire
are all examples of these package Qualities.  In general,
your character is limited to purchasing one of these types
of Qualities.  Now, if you want to play a Nerd-Watcher or
Nerd-Werewolf, talk it over with your Director.  You might
be able to pull that off.  Directors, watch this carefully.
Jock-Nerds, Werewolf-Slayers, or Vampire-Werewolves are
highly suspect.  Even so, we don’t recommend laughing in
anyone’s face (that would be rude).

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

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

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

Changes During Play
After creating the character, some (use common

sense) Qualities and Drawbacks may be acquired or lost
in the course of a game.  For example, a scarring wound
could reduce the character's Attractiveness, or a change
in fortune might increase or decrease the character's
Resources or Social Level.  When such a change is
brought about during play, no experience points (see p.
151) are needed to purchase them.  If players want to pur-
posefully change a Quality or Drawback, they must
spend experience points and come up with a good rea-
son for the change.  This intentional change is somewhat
restricted though (see p. 151).
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LLiiffee PPooiinntt TTaabbllee
CCoonnssttiittuuttiioonn

SSttrreennggtthh 11 22 33 44 55 66 77 88 99 11 00
11 18 22 26 30 34 38 42 46 50 54

22 22 26 30 34 38 42 46 50 54 58

33 26 30 34 38 42 46 50 54 58 62

44 30 34 38 42 46 50 54 58 62 66

55 34 38 42 46 50 54 58 62 66 70

66 38 42 46 50 54 58 62 66 70 74

77 42 46 50 54 58 62 66 70 74 78

88 46 50 54 58 62 66 70 74 78 82

99 50 54 58 62 66 70 74 78 82 86

1100 54 58 62 66 70 74 78 82 86 90
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List of Qualities & Drawbacks
AACCUUTTEE//IIMMPPAAIIRREEDD SSEENNSSEE

22--PPOOIINNTT QQUUAALLIITTYY OORR DDRRAAWWBBAACCKK

Oz: It's Willow.  She's nearby.
Cordelia: What?  You can smell her?  She doesn't
even wear perfume.

Oz: She's afraid. 
—3.8 Lovers Walk

Some people have the eyes of a hawk, or the ears of a
bat—kind of yucky when you think about it.  Others are
near-sighted, hard of hearing or otherwise impaired.
Characters with this Quality have one sense that is more
(or less, if it’s a Drawback) refined and sensitive than the
rest.  Normally, the senses are represented by the
Perception Attribute.  Acute or Impaired Senses indicate
one or more are higher or lower than normal for a per-
son with that Perception Attribute.  When choosing this
Quality, pick Vision, Hearing, Smell/Taste, or Touch.

When bought as a Quality, an Acute Sense provides a
+3 bonus to any Perception-related roll that relies on that
particular sense.  If acquired as a Drawback, Impaired
Sense give a similar -3 penalty to
Perception-related  rolls.

Some Impaired Senses (hearing
and sight in particular) can be easily
corrected by glasses, hearing aids,
and similar devices (though no doubt
some insensitive high schooler will
give you a hard time about it).   If the
impairment is eliminated by the use

of such devices, the Director should reduce the value of the
Drawback to one character point.  As long as your charac-
ter’s glasses or hearing aid or whatever is on, she is fine.
If, say, a vampire knocks the glasses off, she won’t be able
to see very well (Cast Members should probably wear con-
tacts or those spiffy new sport glasses-straps).  It is possi-
ble to have more than one type of Acute or Impaired Sense,
or, for example, to have Acute Hearing and Impaired
Eyesight, or a similar combination of senses.  For obvious
reasons, you cannot select both the Impaired and Acute
versions of the same sense (but “duh” for asking).

AADDDDIICCTTIIOONN

VVAARRIIAABBLLEE DDRRAAWWBBAACCKK

Willow: Who would pay to get bitten?
Anya: It's been going on for centuries.  Humans
hire vampires to feed off them.  They get off on
the rush.

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

—5.10 Into the Woods

Don’t do drugs, kids.  You’ve all seen the after-school
specials and know the score about addiction.  Still, a big
component of BtVS is tragedy, and addiction is that in
spades.  If you want to go there, an addicted character’s
gotta have something (drugs, liquor, smokes) and she’s
gotta have it bad.  

A particularly virile form of addiction involves magic.
As we saw with Willow in Season Six, magic use can
latch onto your character and keep her coming back for
more.  Now, we’re not suggesting that magic addiction
must occur, but it’s certainly something your Director
will keep in mind should your character turn to magic as
a solution to every problem.  Abusing magic, as Willow
did, is a sure recipe for the Addiction (Magic) Drawback.
What exactly triggers the addiction, and when the crav-
ings worsen is up to your Director.  A simple recom-
mendation would be that regular magic use (casting a
number of spells equal to or greater than the witch’s
Willpower per month) imposes a Willpower (doubled)

TM

NNeeww QQuuaalliittiieess && DDrraawwbbaacckkss 
The Quality and Drawback list presented in this

chapter is far from exhaustive, although it covers
most of the basics.  In many cases, a “new” Quality
or Drawback can be an extension or variation of an
existing one.  The value of the characteristic should
be balanced out by the benefits or penalties it gives
the character.  Most Qualities or Drawbacks should
be worth between one and three points; only the
most powerful or crippling of them should have a
value of four or higher, unless they are “combo”
Qualities like Slayer or Initiative Commando.  These
“combos” often include Attribute bonuses; each
Attribute bonus costs one character point, with the
maximum bonus being +5 to any one Attribute. 

AAddddiiccttiioonn PPooiinntt VVaalluuee TTaabbllee
HHaabbiittuuaall ddrriinnkkiinngg oorr ssmmookkiinngg:: 1 point.

HHeeaavvyy ddrriinnkkiinngg oorr ssmmookkiinngg;; lliigghhtt uussee ooff mmaarriijjuuaannaa oorr LLSSDD:: 2 points

HHeeaavvyy uussee ooff mmaarriijjuuaannaa oorr LLSSDD:: 3 points

AAllccoohhoolliissmm;; hhaabbiittuuaall uussee ooff bbaarrbbiittuurraatteess oorr ccooccaaiinnee:: 4 points

HHaabbiittuuaall uussee ooff hheerrooiinn;; hheeaavvyy uussee ooff bbaarrbbiittuurraatteess oorr ccooccaaiinnee:: 5 points

HHeeaavvyy uussee ooff hheerrooiinn:: 6 points

                                                                  

 



roll with a -1 penalty per each additional spell that month.
Failure creates a one-point Addiction.  The Drawback
rises in the same manner.  A different, and slightly more
complex, take on magic addiction can be found in the
BtVS RPG Magic Box supplement.

For all addictions, the value of this Drawback is deter-
mined by the severity of the addiction and the relative
effects of the drug or substance.  Since this isn’t the Drug
Awareness Week Roleplaying Game, we won’t cover all
the gory details.  Directors should adjudicate the game
effects of a “high” on a character.  This can range from
a small penalty for being slightly “buzzed,” to the com-
plete stupor of a heroin trip.  A rough guide would be a
penalty equal to the Addiction Point Value of the
Drawback (heavy use of marijuana imposes a -3 penalty to
all rolls).  A drug addict character is often unable to con-
trol herself.  Whether using magic creates the same
“buzz” and penalties is up to your Director.

The Addiction Point Value Table gives guidelines for
the value of a given type of addiction.  Directors should
modify these values as desired.  Note that the point value
can vary depending on how deeply the addiction has
taken hold.  For example, a magic addiction can vary
from one to six, or even higher.

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

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

AADDVVEERRSSAARRYY

VVAARRIIAABBLLEE DDRRAAWWBBAACCKK

Buffy: So you three have, what, banded together
to be pains in my ass?

—6.11 Gone

Your character has pissed someone off.  And not
pissed off in a “I’m not speaking to you” way—more like
a “I’m going to kill you bad” or “I’m going to make your
life a living hell” kind of way.  In the Buffyverse,
Adversaries are an occupational hazard.  You can’t just
stake vamps without word getting out, and the vamps are
not going to take it lying down.  

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

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

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

AAGGEE
22--PPOOIINNTTSS//LLEEVVEELL QQUUAALLIITTYY

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

—3.16 Doppelgängland

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

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

The Age Quality only refers to periods during which
the character was active.  Many supernatural beings have
long periods of “down time” when they were in stasis (a
fancy term for chillin’ in a big way).  If you want to cre-
ate a character from a truly ancient period, be our guest;
add as many levels of Age as you can afford, and con-
sider the rest of the time to be “down time” for whatev-
er reason.  The bonuses your character gets are restrict-
ed to those levels of Age purchased though.

Age gives your character more points to put into skills.
Each level of Age grants one point per level of Intelligence
to put into skills, to a maximum of four per level.  Age is
not without its downside though.  Over time, enemies and
secrets are accumulated, and these always seem to outlast
friendships and renown.  For each level of Age, the char-
acter must take one level of either Adversary or Secret and
gains no character points for that disadvantage.

AARRTTIISSTT
22--PPOOIINNTT QQUUAALLIITTYY

Willow: And I haven't been a nerd for a very long
time!  Hello?—dating a guitarist, or I . . . was.

—4.11 Doomed

Your character’s an artist, someone unusually talented
and creative.  Artists end up forming bands that don’t
suck (Dingoes Ate My Baby, post sausage-fingers phase),
painting masterpieces, writing Great American Novels,
and doing other cool stuff like that.  

Artists get a +1 to any two mental Attributes
(Intelligence, Perception, or Willpower); the bonuses can-
not be stacked onto one Attribute, and the limit remains
six for humans.  They also get a +1 to (what else?) the Art
skill.  Artists tend to be a bit sensitive and emotional,
though; they have a -1 penalty to Willpower rolls to resist
fear or losing their temper, or otherwise letting their
emotions rule.

AATTTTRRAACCTTIIVVEENNEESSSS

11--PPOOIINNTT//LLEEVVEELL QQUUAALLIITTYY OORR DDRRAAWWBBAACCKK

Spike: You’re the one, Buffy.
Buffy: I don’t . . . I don’t want to be the one. 
Spike: I don’t want to be this good-looking and
athletic.  We all have crosses to bear.

—7.20 Touched

This Quality or Drawback determines the character’s
looks (or lack thereof).  The average person has an
Attractiveness of zero.  Attractiveness typically ranges
from -5 to +5 in humans.  A +1 or +2 make the person
stand out in a crowd.  At +3 or +4, we are talking model-
good looks.  At +5, the pulchritude borders on the heart-
stopping.  On the flip side, at -1 or -2, the person has
homely features, unsightly blemishes, or scars.  At -3 or
-4, the character is downright repulsive.  At -5, break out
the paper bag—looking at the character is almost painful.

For some strange reason, most of the students at
Sunnydale High seem to have Attractiveness +1 or better.
Must be the Hellmouth’s influence .  .  .  (though the cyn-
ical might chock it up to ratings).

TM

                               

 



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

Attractiveness costs one point per level if bought as a
Quality, or adds one point per level if acquired as a
Drawback.  After character creation, Attractiveness can
change only by events that modify the character’s entire
appearance, either through scarring or plastic surgery,
or growing up in the right places (“Look ma, I’ve got
breasts now!”).

CCLLOOWWNN

11--PPOOIINNTT DDRRAAWWBBAACCKK

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

—1.4 Teacher's Pet

Wise guy, eh?  The Clown refuses to take things seri-
ously and is always coming up with jokes and wise-
cracks, even at the most inappropriate moments.
Perhaps your character is deeply insecure and tries to
gain other people’s acceptance through humor, or she
simply delights in keeping folks off-balance with her
comments.  The biggest problem these characters have
is that they cannot keep their mouths shut even when
they know a joke will only work against them.

Clowns are generally accepted and liked during situa-
tions where their quirky humor is not out of place (par-
ties and other social gatherings, or among friends).

Their sense of humor gets them in trouble during tense
and dangerous situations.  Another problem the Clown
faces is people often do not take her seriously even when
they should.

CCOONNTTAACCTTSS
VVAARRIIAABBLLEE QQUUAALLIITTYY

Spike: I've never used this bloke's services myself,
but there's talk.  Word is he knows everything
there is to know about resurrection spells.

—5.17 Forever

You know the routine—make a phone call to the right
people and you get information, special supplies, some
cash, or even the proper make-over regimen.  This
Quality gives your character those phone numbers.  The
more helpful the contact is, the higher the Quality’s
point value.  For any and all Contacts, the Director deter-
mines whether or not the Contact is available at any
given time.  Generally, the more time your character has
to reach or get word to her Contact, the more likely the
Contact will come through.

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

CCOOVVEETTOOUUSS
11-- TTO O 33--PPOOIINNTT DDRRAAWWBBAACCKK

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

—1.3 Witch

Everybody wants stuff.  A Covetous character wants
stuff really badly, and will do almost anything to get it.
She may be motivated by love of money, lust for sensu-
al satisfaction, hunger for power, or the search for glory.
Whatever she desires, she will do almost anything to get
it, limited only by any sense of caution or morality she
may have—and in some cases, not even by that.  A
Covetous character usually refrains from breaking her
own moral code or the laws of the land in the pursuit of
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her goals, but if a golden opportunity presents itself, the
temptation may just be too great.

There are four types of covetousness: Greed (money
and wealth), Lechery (sexual relations), Ambition (power
and influence), and Conspicuousness (fame and renown).
It is possible to covet two or more of those things, but
each additional source of desire adds but a single point
to the value of this Drawback.

The Covetous Drawback has three levels of severity,
worth one, two and three points respectively.  

MMIILLDD:: The first level is relatively mild.  Your character
knows what she wants and she spends a great deal of
time and effort to attain her goals, but she won’t break
her own rules or those of society to do so.  This is a 1-
point Drawback.

SSEERRIIOOUUSS:: The second level is stronger—presented with
enough temptation, your character may act even if it
goes against her better judgment or morality.  She may
resist if the action she contemplates is truly wrong and
reprehensible—stealing credit for a heroic deed per-
formed by a friend, for example—but resisting requires
a Willpower (doubled) roll, at a penalty of -1 to -3 if the
temptation and possible rewards are great.  This is a 2-
point Drawback.

DDEESSPPEERRAATTEE:: The third level is the strongest—a desire so
strong that it often overwhelms any scruples your char-
acter may have.  When presented with temptation, she
can only avoid acting by making a Willpower roll, with
penalties ranging from -1 to -5 depending on the size of
the prize.  For a high enough reward, your character will
turn on friends or loved ones, and even betray her prin-
ciples.  This is a 3-point Drawback.

DDEEPPEENNDDEENNTT
22-- O ORR 33--PPOOIINNTT DDRRAAWWBBAACCKK

Joyce: Buffy, if you're going out, why don't you
take your sister?

Buffy & Dawn (in unison): Mom!
—5.1 Buffy vs. Dracula

Your character has a relative or someone who is close
to her—perfect for the villains to terrorize, hold hostage
or otherwise use and abuse.  Joyce Summers and the ear-
lier season versions of Dawn are perfect examples of
Dependents.  If your character has one Dependent, she
gets two points.  More than one Dependent is worth
three points—sorry, five siblings may be a bunch, but
they just don’t give you any more points.

EEMMOOTTIIOONNAALL PPRROOBBLLEEMMSS
11-- O ORR 22--PPOOIINNTT DDRRAAWWBBAACCKK

Faith: Ronnie, deadbeat.  Steve, klepto.  Kenny
. . . drummer.  Eventually, I just had to face up
to my destiny as a loser magnet.  Now it's
strictly get some, get gone.  You can't trust guys.

—3.7 Revelations

Does your character have difficulty relating to others?
Does she get depressed often, wear dark clothing, or lis-
ten to a lot of weird music?  If the answer is yes, she
might have an Emotional Problem or two.  Those with
Emotional Problems react in unreasonable ways to cer-
tain situations and problems.  The reaction can be anger,
pain or anguish, typically more extreme than normal.
People get wiggy for the strangest reasons.  

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

DDEEPPRREESSSSIIOONN:: Your character’s emotional problems
make the very act of living a chore.  Common symptoms
include sleep problems (either oversleeping or insom-
nia), severe procrastination (to the point that the suffer-
er may lose her job or get kicked out of school), and a
lack of interest in anything.  A character with Depression
suffers a -1 to most Tasks, and tends to avoid becoming
involved.  This is a 2-point Drawback.  A severe shock
may snap someone out of this state for a while (a life-
threatening crisis could do it), but the character will sink
back into inactivity afterwards.  Certain drugs and psy-
chiatric treatment can reduce the effect of this problem
(which also reduces its value to one point).
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EEMMOOTTIIOONNAALL DDEEPPEENNDDEENNCCYY:: These clingy types are overly
dependent on others.  Once they make a friend, they want
to hang around her all the time.  When involved in a rela-
tionship, they are excessively needy.  This behavior tends
to freak friends and relations.  This is a 1-point Drawback.

FFEEAARR OOFF CCOOMMMMIITTMMEENNTT:: Whenever your character starts
feeling too close to somebody, she becomes afraid and
pulls back.  Maybe she is afraid that if she lets somebody
get too close, they will hurt her, and it’s .  .  .  just .  .  .
not .  .  .  worth the pain.  Or perhaps she fears that if she
reveals too much about herself, the other person will see
the “real her” and be appalled or disgusted.  This makes
it very difficult to have a healthy relationship with either
friends or lovers.  This problem is a 1-point Drawback.

FFEEAARR OOFF RREEJJEECCTTIIOONN:: When this person experiences
rejection (or thinks she has been rejected), she feels hurt
and angry.  People with this problem may be afraid to
make friends or approach those they are attracted to,
and if their fears come true, they harbor a great deal of
resentment and anger.  This is a 1-point Drawback.

IINNSSEECCUURRIITTYY:: Remember Tara in Season Four?  Are we
talking shy or what?  And Xander was far from a take-
charge guy in the beginning.  It’s that kind of insecurity
that can paralyze a person and cause them to mumble.
An insecure person might hesitate before acting (-2 to
Fear Tests, see p. 126) or suffer penalties when interact-
ing with others.  This is a 1-point Drawback.

LLOONNEERR:: This character has little need for friends or
companions . . . or others in general.  Whether motivat-
ed by fear of getting hurt or sheer disgust with those
around her, she is highly unpleasant to be around and
will not accept aid of any kind.  Buffy went through peri-
ods like this fairly regularly.  This is a 1-point Drawback.

EEMMPPAATTHHYY
22--PPOOIINNTT QQUUAALLIITTYY

Buffy: He’s everything I hate.  He’s everything
that . . . I’m supposed to be against.  But the
only time that I ever feel anything is when . . .
Don’t tell anyone, please.

Tara: I won’t.
Buffy (crying): The way they would look at me .
. . I just couldn’t . . . 

Tara: I won’t tell anyone.  I wouldn’t do that.
—6.13 Dead Things

People are generally pretty poor at hiding their anger,
grief, or smug confidence, but your character has a real
talent for reading folks.  With a Perception and Notice
roll, she can tell what someone nearby is feeling.  The

better the roll, the more your character learns about
exactly how a person is feeling.  Most of the time, the
empath can only read the strongest emotions, but with
enough Success Levels, the probe can go deeper.  This
ability only works on humans (and werewolves in human
form).  Vampires, demons, ghosts, and other supernatu-
ral beings are just too inhuman for a good reading.

FFAASSTT RREEAACCTTIIOONN TTIIMMEE
22--PPOOIINNTT QQUUAALLIITTYY

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

—5.5 No Place Like Home

Most people freeze when something bad is about to
happen (like . . . I don’t know . . . when a large reptile
boy lunges out of the dark at you).  Not someone with
this Quality—the lucky one rolls away and punches ol’
scaly as soon as it bares its teeth at her.  In combat, con-
tact sports or other physical confrontations, characters
with this Quality gain a bonus for Initiative purposes (+5
if using dice, see p. 129), modified by common sense
(Fast Reaction Time cannot help the target of a sniper
half a mile away, for example).  

Because they are fairly immune to the “freeze” factor
so common in dangerous situations, Fast Reaction folks
also gain a bonus of +1 on Willpower Tests to resist fear.

GGOOOODD//BBAADD LLUUCCKK

11--PPOOIINNTT//LLEEVVEELL QQUUAALLIITTYY OORR DDRRAAWWBBAACCKK

Dawn: Any luck?
Willow: If you define luck as the absence of suc-
cess—plenty.

—5.20 Spiral

If your character enjoys Good Luck, Fortune smiles on
her far more often than on most people.  Whenever she
needs a break, there is a good chance that circumstances
will conspire to give her one.  If your character suffers
from Bad Luck, on the other hand, Murphy’s Law (“if
anything can go wrong, it will”) always applies to every-
thing she does.  Good Luck points are like low-key Drama
Points, but have the advantages of being re-usable and
you can use them whenever you want.

Each level of Luck counts as a +1 bonus (or -1 penalty)
that can be applied to any roll, after the die is rolled,
once per game session.  Multiple levels can be added
together for a big bonus on one roll, or spread around
several different actions.  For example, if your character
has three levels of Good Luck, she can get a +3 bonus on
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one action, a +1 bonus to three actions, or a +2 bonus for
one and a +1 bonus for another.

With Good Luck, you decide when it comes into play.
Bad Luck, however, is in the hands of the Director, who
chooses when it affects a given roll.  Directors should
exercise caution and good judgment when applying Bad
Luck.  If they use Bad Luck for meaningless rolls, the
Drawback becomes little more than a minor inconven-
ience.  On the other hand, applying Bad Luck to Survival
Tests (see p. 142) or other critical rolls is a good way to
alienate folks.  Make the Bad Luck count, but don’t abuse
anyone.  We’re trying to get you all to have fun here, not
create angst (well, not out-of-game angst).  

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

HHAARRDD TTOO KKIILLLL
11-- TTO O 55--PPOOIINNTT QQUUAALLIITTYY

Xander (about Adam): He's not worried you
might kill .  .  oh, say .  .  him?

Buffy: No.   He's really not.
—4.21 Primeval

Characters with this Quality are extremely tough, and
can withstand an amazing amount of damage before
going down.  Even after they are severely wounded,
medical attention has a good chance of reviving them,
scarred but alive.  This Quality is bought in levels.  Level
five is the highest possible for human beings; Slayers and
some supernatural beings can have more levels.  Each

level of Hard to Kill adds three Life Points to your char-
acter’s Pool.  Additionally, each level provides a +1 bonus
to Survival Tests.  Probably every character in a BtVS
RPG Series should have a couple of levels of this
Quality—after all, nobody in the show gets killed by ran-
dom punches, falls, or even impalement by metal spikes.
If you have any Quality points left over, you should
invest them here.  Your character will thank you.

HHOONNOORRAABBLLEE
11-- TTO O 33--PPOOIINNTT DDRRAAWWBBAACCKK

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

—5.20 Spiral

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

MMIINNIIMMAALL:: Your character does not lie or betray friends
or loved ones, or people she respects.  Anybody else,
especially people from groups they dislike or are preju-
diced against, is fair game.  This is a 1-point Drawback.

SSEERRIIOOUUSS:: This code of honor is more complex, and
applies to everyone, friend or foe.  Your character
always keeps her word and does her best to fulfill any
promises she makes.  She will not betray the trust of oth-
ers once she has accepted it.  She may be reluctant to
give her word except in a good cause (at least a good
cause as she sees it), because once it has been given she
will abide by it.  This is a 2-point Drawback.

RRIIGGIIDD:: Your character lives by a strict set of rules that
controls most of her actions towards others.  In addition
to all the other restrictions above, she will refuse to par-
ticipate in acts of betrayal such as ambushes, striking a
helpless or unsuspecting foe, or cheating in any way.
Lying is anathema, and she will only do so in cases of
extreme need.  Even then, she will feel guilty and will not
do a very good job at deceiving; any tasks requiring lying
will have a -2 to -6 penalty, determined by the Director.
This is a 3-point Drawback.
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HHUUMMOORRLLEESSSS

11--PPOOIINNTT DDRRAAWWBBAACCKK

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

Gwendolyn Post: —this side of the Atlantic, I'm
sure.  Do you have Hume's Paranormal
Encyclopaedia?  The Labyrinth Maps of Malta?

Giles: It's on order.
Gwendolyn Post: Well, I suppose that you have
Sir Robert Kane's Twilight Compendium?

Giles: Oh!  Uh . . . Yes, I . . .Yes!  Yes, I do.
Gwendolyn Post: Of course you do.

—3.7 Revelations

She without the funny, lacking the ability to laugh at
life, and taking everything with the utmost seriousness.
Other people’s attempts at humor leave her cold or
annoy her.  Most people find this facet of her personal-
ity to be unattractive or bothersome.  Clowns and prac-
tical jokers most likely select the Humorless as their
favorite target.  Many Watchers seem to share this
problem, with some noted exception (Giles, for one,
although his wit is so dry you shouldn’t light a match
near it).

IINNIITTIIAATTIIVVEE CCOOMMMMAANNDDOO
44--PPOOIINNTT QQUUAALLIITTYY

Riley: The problem is, what kind of girl is going
to go out with a guy who's acting all Joe
Regular by day, and then turns all demon-
hunter by night?

Graham: Maybe a peculiar one?
—4.7 The Initiative

The Initiative is (was?) a secretive government organ-
ization dedicated to fighting and studying (of late, most-
ly fighting) HSTs, or Hostile Sub-Terrestrials—bureau-
crat-speak for monsters.  The front-line soldiers of the
Initiative are recruited from the military, given special
training and all kinds of cool toys, and sent out into the
night to fight the good fight. 

Without additional charge or value, Initiative
Commandos gain +1 to any two physical Attributes, to a
maximum level of six (the bonuses cannot be stacked on
a single Attribute); Fast Reaction Time or Situational
Awareness (pick one); three levels of Hard to Kill (an
additional two levels can be acquired by spending points
during character creation); and a 3-point Obligation (or,
if they quit, a 3-point Adversary or 3-point Secret).

JJOOCCKK

33--PPOOIINNTT QQUUAALLIITTYY

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

—3.1 Anne

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

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

LLOOVVEE

22-- O ORR 44--PPOOIINNTT DDRRAAWWBBAACCKK

Willow: Malcolm, Moloch . . . whatever he's called.
The one boy that's really liked me, and he's a
demon robot.  What does that say about me?

Buffy: It doesn't say anything about you.
Willow: I mean, I thought I was really falling . . . 
Buffy: Hey, did you forget?  The one boy I've
had the hots for since I've moved here turned
out to be a vampire.

Xander: Right, and the teacher I had a crush on?
Giant praying mantis? 

—1.8 I Robot, You Jane

The character’s love life is the stuff songs are made of—
whether it’s the pop of Britney Spears or the thrash of
Marilyn Manson is up to the storyline, of course.  A Cast
Member with this Drawback starts the game with a rela-
tionship or develops one shortly after the Season begins
(usually during the first or second Episode).  This love may
or may not be reciprocated; your character might be in
love with someone who barely knows she exists.  Whenever
the character has to choose between following her heart or
her head, she must make a Willpower (not doubled) roll at
a -3 penalty.  This Drawback is worth two points.
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TTRRAAGGIICC LLOOVVEE:: As above, but any romantic relationship
the character develops ends badly.  This can happen in
two possible ways: something bad happens to the char-
acter’s beloved, or the character has an unfortunate ten-
dency to fall for the wrong people (like Xander’s propen-
sity for dating praying mantises, Inca mummy women,
etc.).  Tragic Love can be a good source of Drama
Points and is a 4-point Drawback.

MMEENNTTAALL PPRROOBBLLEEMMSS
11-- TTO O 33--PPOOIINNTT DDRRAAWWBBAACCKK

Anya: Why . . . 
D’Hofferyn: Why?  Because you wished it.
Anya: But she was yours . . . 
D’Hofferyn: Like you were mine?  Haven’t I
taught you anything, Anya?  Never go for the
kill when you can go for the pain.

—7.5 Selfless

Your character has some major malfunction.  Maybe
her parents abused her, or she is in dire need of some
Prozac.  The short circuit could be quirky or downright
insane, depending on how severe the problem is.  Some
common Mental Problems follow.

CCOOWWAARRDDIICCEE:: Your character is more afraid of danger
and confrontation than normal people.  She may shun
danger altogether, or only risk it when she’s sure she has
the upper hand.  Use the value of this Drawback as a
penalty to rolls to resist fear.

CCRRUUEELLTTYY:: This is a person who actually likes to inflict
pain and suffering.  At the lower level, she reserves this
for people who have angered or attacked her, but at the
highest level she is a sadist with no feelings of remorse
(this is probably not appropriate for most Cast Members,
but is typical among vampires and demons).

DDEELLUUSSIIOONNSS:: Your character believes something that just
isn’t true—she might be a confirmed racist, or con-
vinced that spirits whisper words of wisdom only she can
hear (note that in the Buffyverse this might not be a
delusion after all).  

OOBBSSEESSSSIIOONN:: A particular person or task dominates your
character’s life, to the exclusion of most other things.
To pursue her Obsession, she will go to almost any
length (as limited by her morality).  She may neglect
other duties, both personal and professional, to pursue
that which fascinates her.  The “obsessee” may be a per-
son (who may or may not be aware of your character’s
feelings, but who almost certainly would be upset about
their intensity) or a task (like getting revenge on some-
body, or performing some important or notorious feat).

PPAARRAANNOOIIAA:: “They” are out to get you.  Trust no one.
Everything is a conspiracy and everyone is keeping secrets.
Your character never knows when somebody is going to
turn against her, but she knows they all will, sooner or later.
A paranoid character expects treachery at every turn, and
rarely trusts even her friends and relatives.  Now in the
Buffyverse, where monsters exist and secret organizations
have run centuries-old conspiracies, being paranoid is
somewhat healthy.  However, a character with this
Drawback is seriously bent.  This makes her testimony less
likely to be believed, even when she is speaking the truth.
Paranoid characters often suffer from Emotional Problems
(point value determined separately).

PPHHOOBBIIAA:: Something gives your character the wiggins—
snakes, heights, enclosed spaces, public appearances, etc.
The harder it is to overcome the fear, the more this
Drawback is worth.  Whenever the character faces the sub-
ject of her phobia, she must make a Fear Test (see p. 126)
with a penalty equal to the value of the Drawback.  If the sit-
uation is normally frightening (say, someone afraid of
snakes now faces the mayor in True Demon form—yikes!),
add the Phobia value to the regular Fear Test penalty. 

RREECCKKLLEESSSSNNEESSSS:: This character is supremely overconfi-
dent and impulsive, willing to take incredible risks, often
without thinking of the consequences (can you say
“Faith?”).  Most of the time, she never looks before she
leaps—and gets into all kinds of trouble as a result.  A
Reckless character prefers to act first and think about it
later.  She says what’s on her mind with no consideration
for diplomacy or courtesy, rushes into dangerous situa-
tions, and rarely wastes time on second thoughts.
Reckless does not necessarily mean suicidal, however.
Acting on impulse no doubt puts the character in jeop-
ardy, but doing something that is clearly lethal is not
roleplaying, it’s just stupid.
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ZZEEAALLOOTT:: A zealot is a person whose beliefs (political,
religious or personal) are so strong that they dominate
her life and behavior.  She is willing to sacrifice any-
thing, including her life (or the lives of others) in serv-
ice to the ideals she holds dear.  This character is a dan-
ger to herself and others, and shows a total disregard for
the law whenever it conflicts with her beliefs.  Mad
cultists, wild-eyed crusader types (like the Knights of
Byzantium) and other mixed nuts qualify for this
Drawback.  This differs from Obsession in scope (Zealot
behavioral dictates are more comprehensive) and severi-
ty.  This Drawback is rare outside of the Deranged level.
Your Director will determine if lower severity levels are
even possible.

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

MMIILLDD:: The hang-up is controllable and your character
seldom allows the problem to control her during times
of crisis, especially when friends and loved ones are
involved.  People may not even know something is
wrong with the character.  This is a 1-point Drawback.

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

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

MMIINNOORRIITTYY
11--PPOOIINNTT DDRRAAWWBBAACCKK

Buffy (commenting on the Lesbian Alliance
poster Riley just hung): Is there something you
want to tell me?

Riley: What?  Oh, yes, I am a lesbian.
Buffy: Well, it's good that you're so open about it.

—4.9 Something Blue

A Minority is considered a second-class citizen because
of race, ethnic group, religion or sexual preference.  She
is disliked by the establishment types.  People of the
dominant group tend to act negatively towards her;
many are automatically suspicious, fearful or annoyed at
her for no reason other than what she is.  This Drawback

has a 1-point value to reflect the relatively enlightened
21st-century America, where people cannot be denied
service in a restaurant because of the color of their skin
(in most places, at least).  In other settings, where prej-
udice has the full weight of the law and tradition behind
it, this Drawback might be worth two to three points.  

MMIISSFFIITT
22--PPOOIINNTT DDRRAAWWBBAACCKK

Tara: Yeah, you learn her source, and we'll intro-
duce her to her insect reflection. (Everyone stares
at her.)  Th-that was funny if you, um, studied
Taglarin mythic rites . . . and are a complete
dork.

—5.6 Family

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

NNAATTUURRAALL TTOOUUGGHHNNEESSSS

22--PPOOIINNTT QQUUAALLIITTYY

Dawn: I mean, you've got that whole super-
strength thing.  And you're just as tough as
Buffy is.  Maybe tougher.  Even Buffy thinks so.

Spike (taking interest): She . . . She does?
—5.14 Crush

Your character is tougher than normal, able to take a
punch without flinching.  She has four points of Armor
Value (see p. 141) against blunt attacks, such as fists,
baseball bats, dropping pianos, and the like.  Bullets and
slashing attacks are unaffected by this armor, however.
This Quality is common among professional boxers,
bouncers, and Jackie Chan types.

NNEERRDD
33--PPOOIINNTT QQUUAALLIITTYY

Willow: Even I was bored.  And I'm a science
nerd.

Buffy: Don't say that.
Willow: I'm not ashamed.  It's the computer age.
Nerds are in.  They're still in, right?

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

Nerds gain +1 to any two mental Attributes, to a max-
imum level of six (bonuses cannot be stacked on one
Attribute); +2 skill levels to be added to any one of the
following: Computers, Knowledge, or Science; -1 penalty
in any roll involving social situations (due to either prej-
udice against them, or their own social ineptitude). 

NNEERRVVEESS OOFF SSTTEEEELL
33--PPOOIINNTT QQUUAALLIITTYY

Willow: Next thing I know this crazed vamp is
like running right at me and I know if it gets
past me there's no telling who's in danger next.

Tara: Come on, you have fun.  Admit it—living
the Scooby life.

Willow: I was going for a kind of stoic bravery
but yeah.  And it was exciting with the ceiling
coming in and everything . . . 

—4.17 Superstar

A character is almost impossible to scare.  Whether too
dumb or too tough is open to question, but she remains
unruffled even in the face of unspeakable horrors.  This is
key in keeping dry cleaning bills down.  She is immune to
fear except when confronting the strangest supernatural
manifestations, and gains a +4 bonus to rolls even then.

OOBBLLIIGGAATTIIOONN
VVAARRIIAABBLLEE DDRRAAWWBBAACCKK

Riley: It's not just a job.
Buffy: It's an adventure, great.  But for me, it's
destiny.   It is something that I can't change,
something that I can't escape.  I'm stuck!

—4.11 Doomed

Some rights are accompanied by duties.  An Obligation
must be followed to various degrees, and grants a num-
ber of points depending on the strictness of its dictates.
Members of secret societies or special agencies (like the
Watchers and the Initiative) often have an Obligation to
their group.  Failure to fulfill one’s duty can lead to trou-
ble—demotion, loss of job and health benefits, harsh
words .  .  .   sometimes it can even be downright dan-
gerous to say “no” to one’s secret puppetmasters.

MMIINNIIMMAALL:: Obeying the basic precepts of the organiza-
tion or creed and not betraying its members are the
major points here.  This is worth no points.  Members of
the Watchers who do not have a specific assignment
have this level of Obligation.  Rear-echelon Initiative
personnel (scientists far from the front lines) also get no
points for this level of Obligation.

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

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

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

OOCCCCUULLTT LLIIBBRRAARRYY
VVAARRIIAABBLLEE QQUUAALLIITTYY

Xander (showing book): Aha!  I got it!  Here’s
our villain right here.

Anya: That’s a D&D manual, sweetie.
—6.9 Smashed

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

MMIINNIIMMAALL:: Your character has one, count it, one book of
magic, and maybe a few scribbled notes her Aunt Agatha
left behind.  The book has some 11-20 spells (the Director
secretly rolls a D10 and adds 10 to the result); each time
your character researches a spell successfully (see p. 138),
mark it off.  Eventually, she knows all the spells in the
book, and there are no more.  One book is not enough
to help her much with research into the identity of mon-
sters or demons, so research rolls are at a -3 penalty (see
p. 125).  This level costs one point.

GGOOOODD:: The character has a modest occult library, with
several books on assorted esoteric subjects, maybe even
the Time-Life series.  This library gives no bonus or
penalty to research rolls, and holds as many as 31-40 (D10
+ 30) spells all told.  Cost is two points.

IIMMPPRREESSSSIIVVEE:: A good collection, including some very
rare tomes of hidden lore.  Rolls to identify monsters are
at a +1 bonus, and as many as 60 (D10 + 50) spells can
be researched.  Cost is three points.

AAMMAAZZIINNGG:: Giles’ collection, which filled a whole section
of Sunnydale High’s library, qualifies.  Monster research
rolls are at +2, and pretty much any number of spells can
be contained there.  A character with such a library
should have a minimum Occultism skill 3, unless she just
doesn’t read and just likes to collect books for the pret-
ty pictures in them.  This costs five points.

PPHHOOTTOOGGRRAAPPHHIICC MMEEMMOORRYY
22--PPOOIINNTT QQUUAALLIITTYY

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

—4.4 Fear, Itself

A photographic memory grants your character an
uncanny ability to remember things.  After reading a
book, she can quote passages without missing a word, and
she almost never forgets anything.  The Director will pro-
vide information that your character would remember
whenever it is necessary.  Also, your Cast Member receives
a +1 bonus to any skill roll where memorizing facts is use-
ful, such as Knowledge and Science.  Finally, any rolls
where memory plays a role gain a +1 to +3 bonus, at the
Director’s discretion.  Oh, and gambling against these
card counters extraordinaire is probably a bad idea.

PPHHYYSSIICCAALL DDIISSAABBIILLIITTYY

VVAARRIIAABBLLEE DDRRAAWWBBAACCKK

Spike: Have fun.
Angelus (bending to Spike's ear): Too bad you
can't come with, huh?  I'll be thinkin' of you.

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

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

MMIISSSSIINNGG OORR CCRRIIPPPPLLEEDD AARRMM//HHAANNDD:: The hand in question
cannot be used to grab or hold objects.  Any task requir-
ing two hands is at a disadvantage (-3 or worse) or sim-
ply impossible.  This is a 2-point Drawback.  A character
with a prosthetic hand can overcome some of these
problems, reducing the Drawback to one point in value.

MMIISSSSIINNGG OORR CCRRIIPPPPLLEEDD LLEEGG//FFOOOOTT:: Your character is
unable to walk or run normally.  With the help of crutch-
es or a cane, she can move at up to one-third normal
speed (see p. 123).  Hand-to-hand combat rolls are at a
-2 penalty.  This is a 3-point Drawback.  Modern pros-
thetics can reduce the penalties, increasing speed to up
to half-normal, and reducing combat penalties to -1.
This reduces the Drawback value to two points.

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

MMIISSSSIINNGG OORR CCRRIIPPPPLLEEDD LLEEGGSS:: Your character is unable to
walk.  Without the help of a wheelchair, the best she can do
is crawl or roll on the ground.  This is a 4-point Drawback.

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

PPSSYYCCHHIICC VVIISSIIOONNSS
11--PPOOIINNTT QQUUAALLIITTYY

Xander: Your dreams are getting wicked accurate,
Buff.  You wouldn’t happen to see me coming
across some big cash?  Or possibly knowing the
love of a woman?  In a full-body sense?

—2.19 I Only Have Eyes For You
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She who can see the future in visions or dreams.  Most
of the time, the visions are not very clear, nor do they
happen very often, and they cannot be activated on pur-
pose—they just happen.  No rolls are needed.  Directors
should make the visions or dreams ambiguous and use
images and situations from your character’s life.  The
visions should reflect her current problems and worries.
Friends and enemies may pop up in the visions, offering
advice, vague threats, or deep philosophical comments.
The Director can use the visions to drop hints about
upcoming events—the rise of some great evil, the possi-
ble arrival of an Apocalypse, a surprise visit by Crazy
Uncle Morty, and other fun stuff.

RRAANNKK
11--PPOOIINNTT//LLEEVVEELL QQUUAALLIITTYY OORR DDRRAAWWBBAACCKK

Commando #1: Containment area's been
breached.  Hostiles are loose.

Colonel McNamara: How many?
Commando #1: All of ‘em, sir.

—4.21 Primeval

Your character is is part of some other seriously hier-
archical organization.  High rank has privileges; subor-
dinates obey your character’s orders.  On the other hand,
low-ranking cogs are at a disadvantage; they get ordered
around, and disobeying is not a good career option.  The
value of the Rank feature ranges from -1 to +9, and costs
one point per level (or grants one point at the lowest
level).  Keep in mind that high Rank also entails numer-
ous duties that may restrict your character’s actions even
more than very low Rank.  The Ranks Table shows some
law enforcement, government agency, and U.S. Army
ranks.  Ranks titles in other organizations vary.

RREECCUURRRRIINNGG NNIIGGHHTTMMAARREESS

11--PPOOIINNTT DDRRAAWWBBAACCKK

Spike: I’m drowning in footwear.
(Buffy looks over at Spike, who wakes.)
Spike (sheepishly): Weird dream . . . 

—7.22 Chosen

Your character is plagued by terrifying dreams that
relive some traumatic experience, or are just frighten-
ing and disturbing.  Every night, the Director may
check to see if your character suffers from night-
mares.  They may be imposed at the Director’s discre-
tion, or may be rolled randomly (a roll of 1 on a D10
means the character experiences a nightmare that
night).  On any night when the character is afflicted
by the nightmare, she suffers -1 to all rolls the follow-
ing day as a result of exhaustion.

RREESSIISSTTAANNCCEE
11--PPOOIINNTT PPEERR LLEEVVEELL QQUUAALLIITTYY

Willow (concerned): Buffy, you're sick.
Buffy: No, I feel fine.  I mean, I'm . . . the
world's spinning a little bit, but I like it, it's
kinda like a ride.

Cordelia: Half the school's out with this flu.
It's a serious deal, Buffy.  We're all concerned
about how gross you look.

—2.18 Killed by Death

Some people are just innately better at ignoring the
bad things life (or the unliving) throws at them.  This
ability allows your character to fend off the effects of a
particular type of harm.  Each different type of
Resistance Quality must be purchased separately.  We’ve
given some examples, but feel free to devise others.   

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

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

PPAAIINN:: Each level of this Quality reduces the penalties
associated with severe wounds, and adds to Willpower
and Constitution rolls to stay conscious when severely
injured (see p. 142).

TM
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-1 Rookie cop, Private 

0 Beat cop, Corporal 

1 Agent, Sergeant

2 Detective, Sergeant First Class

3 Agent in Charge, Lieutenant

4 Bureau Chief, Captain

5 Commissioner, Major 

6 Lieutenant Colonel 

7 Colonel

8 Major General

9 General

                                                       

 



RREESSOOUURRCCEESS

22--PPOOIINNTTSS//LLEEVVEELL QQUUAALLIITTYY OORR DDRRAAWWBBAACCKK

Anya: Crap! Look at this—now I'm burdened
with a husband and several tiny pink children,
and more cash than I can reasonably manage.

Xander: That means you're winning.
Anya: Really?
Xander: Yes, cash equals good.
Anya: Ooh!  I'm so pleased.  Can I trade in the
children for more cash? 

—5.2 The Real Me

Having a big bank account helps with a lot of life’s
troubles, though not so much with fighting the super-
natural.  A character’s Resources determines how much
material wealth she has access to.  In the case of those
dependent on parents or guardians, the Resource level
applies to that older type.  Whether your character has
access to these assets at any given time is a matter for
the Director and the plotline.

DDEESSTTIITTUUTTEE ((--1100)):: Has the clothes on her back, ten dol-
lars’ worth of stuff and maybe a shopping cart.  Lucky
to scrounge a few dollars a month.

MMIISSEERRAABBLLEE ((--88)):: Personal wealth of about $100 in
property (including the clothes on her back).  May be
homeless.  Might earn $100 a month.

PPOOOORR ((--66)):: $500 in property and a place in low-
income housing.  Has an income of $500 a month
or what she gets from welfare.

HHUURRTTIINNGG ((--44)):: Personal wealth of about $1,000 in
property, and lives in a small apartment.  Income
of $1,000 a month before taxes.

BBEELLOOWW AAVVEERRAAGGEE ((--22)):: $5,000 in property
(including an old vehicle, perhaps), an apart-
ment, and pre-tax income of $1,500 a month.

OOKKAAYY ((00)):: $15,000 in property and income
of $2,500 a month before taxes.

MMIIDDDDLLEE CCLLAASSSS ((++22)):: Personal wealth of
$50,000 in property (a mortgaged house and
a new or slightly used car).  Has an income
of $5,000 a month before taxes.

WWEELLLL--OOFFFF ((++44)):: $300,000 in property and
an income of $10,000 a month before taxes.

WWEEAALLTTHHYY ((++66)):: Personal wealth of $700,000 
in property.  Has an income of $40,000 a month.

RRIICCHH ((++88)):: Personal wealth of $2,000,000 in proper-
ty.  Income of $50,000 a month.

MMUULLTTIIMMIILLLLIIOONNAAIIRREE ((++1100)):: $5 million in property and
an income of  $200,000 a month.  

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

RROOBBOOTT
55--PPOOIINNTT QQUUAALLIITTYY

Tara: Do you have any books on robots?
Giles: Oh, yes.  Dozens.  There's an enormous
amount of research we should do before—No,
I'm lying.  I haven't got squat.  I just like to
see Xander squirm.

—5.15 I Was Made to Love You
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Your character is a robot, endowed with artificial intel-
ligence by its creator.  Robots in the Buffyverse are intel-
ligent, but typically don’t have a will of their own, being
restricted by their programming.  Some robots eventual-
ly become independent operators, often with tragic
results.  Also, a disembodied demon has managed to
inhabit a robot body in the past; a human being might
find her mind or soul trapped in a robotic frame as well.
This Quality assumes the character is an independent
robot.  Notorious Robots include Moloch the demon (1.8
I Robot, You Jane), Ted the perfect boyfriend (2.11 Ted),
April the love-bot (5.15 I Was Made To Love You), and
the ever-delightful Buffybot (5.18 Intervention).  

Robots get +4 to Strength, +1 to Dexterity and +2 to
Constitution (these scores can exceed normal human lev-
els).  Figure Life Points normally, but the robot cannot
heal damage normally and must be repaired.  Anybody
with Science skill 3 or higher can fix a robot.  Each
Success Level in a Science and Intelligence Task restores
one Life Point per Constitution level of the robot; each
repair attempt takes one hour.  When a robot falls
“unconscious,” she has been deactivated.  She may recov-
er consciousness (like any other unconscious character)
on his own, or require the help of someone with the
Science or Mr. Fix-It skills (or Occultism for things like
golems), at the Director's discretion.  

The Robot Quality may also be used to cover things
like arcane clockworks, golems made from the river mud,
homunculi, or any other type of artificial being.  When
used for cyborgs, the Quality assumes that the being is
mostly mechanical and that its life support is dependent
on its artificial parts (we aren't talking Lee Majors with
just an arm, two legs, and an eyeball here).  

SSEECCRREETT
VVAARRIIAABBLLEE DDRRAAWWBBAACCKK

Ethan: Oh, and we all know that you are the
champion of innocents and all things pure and
good, Rupert.  It's quite a little act you've got
going here, old man.

Giles: It's no act.  It's who I am.
Ethan: Who you are?  The Watcher, sniveling,
tweed-clad guardian of the Slayer and her kin?  I
think not.  I know who you are, Rupert, and I
know what you're capable of.  But they don't, do
they? They have no idea where you come from.

—2.6 Halloween

There exists a dangerous and hidden fact about your
character.  This could be a secret identity or a shady
past.  The more damaging the secret if it became known,

the higher the value of the Drawback.  For example,
damage to your Cast Member’s reputation and livelihood
would be worth one point; a threat to her well-being (she
might be arrested or deported if the truth were known)
two points; life, limb, and lymph nodes three points.
Some Slayers have a Secret identity (Buffy’s concern
about hiding her powers varied over time).

SSIITTUUAATTIIOONNAALL AAWWAARREENNEESSSS
22--PPOOIINNTT QQUUAALLIITTYY

Buffy: Besides, I can just tell something's
wrong.  My spider sense is tingling.

—1.8 I Robot, You Jane

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

SSLLAAYYEERR

1166--PPOOIINNTT QQUUAALLIITTYY

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

—4.11 Doomed

You know the spiel—she is the Chosen One: fights
vampires and demons, spends nights in cemeteries, sew-
ers, and other not-so-popular spots, and so on.  Slayers
are stronger, faster, and more resilient.  They recover
from severe injuries very quickly too—keeping a Slayer
down is not easy.  They are not immortal, though.
Slayers generally lead short, violent lives—as a career
path, it’s never going to beat oceanography.  But nobody
chooses to be a Slayer; it’s something that just happens.
Slayers get the following goodies.

• +3 to Strength, Dexterity, and Constitution; +2 to
Willpower.  These bonuses can raise the Slayer’s
Attributes above the human maximum of six.  Also,
none of the Slayer’s physical Attributes can be below
four after bonuses are applied.

• Fast Reaction Time, Nerves of Steel, and five levels
of Hard to Kill (an additional five levels can be pur-
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chased on top of that).  On the down side, they get
an automatic Adversary (Demons and Vampires)
worth five points.  The duties of the Slayer count as
a 3-point Obligation Drawback.  

• +1 free level of the Getting Medieval and Kung Fu
skills (they must also spend at least one point apiece
on those skills, for a minimum beginning level of
two in each).

• Damage is regenerated at a rate of one Life Point
per Constitution level, every hour.  Slayers recover
from injuries unnaturally fast.

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

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

SSOORRCCEERRYY
55--PPOOIINNTT//LLEEVVEELL QQUUAALLIITTYY

Nigel: Magical proficiency level?
Willow: Oh, uh, high—high level.  Very high. 
One of those top levels.

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

Tara: R-r-r-registered?
—5.12 Checkpoint

Some people have the spark of magic.  They can use
the dark arts more easily than normal students of the
occult.  Your character’s Sorcery level is added to spell-
casting rolls up to level five (after that, additional levels
only help with repeat casting penalties, see p. 162).  It is
also used for other witchcraft powers, like telekinesis
and sensing the presence of magic.  Characters with
Sorcery can cast some spells faster than normal, allow-
ing them to actually use magic in the middle of a
fight—your basic witch-fu.  Don’t get cocky though;
Sorcery is no magic bullet against the unpredictability
and dangers of magic use.  Reach for the spells too
often and something potentially very nasty is going to
come your way.  You’ve been warned.  Magic and the
role this Quality plays in it are described in CChhaapptteerr
FFoouurr:: PPllaayyiinngg WWiitthh PPrriimmaall FFoorrcceess..

TTAALLEENNTTLLEESSSS
22--PPOOIINNTT DDRRAAWWBBAACCKK

Willow: A dramatic scene is the easiest way to
get through the talent show, because it doesn't
require an actual talent. 

—1.9 The Puppet Show

The Talentless individual is totally lacking in creativi-
ty and artistic talent.  Maybe she is too stolid and practi-
cal, or maybe she just doesn’t have the imagination to do
anything artistic.  This Drawback does not just affect her
ability in the arts, but also in many social skills where
flair and creativity are necessary.

Your character has a -3 penalty when trying to do any-
thing artistic.  This penalty does not affect Tasks where
other people’s art is judged; many expert critics are
Talentless.  When she does try to create something, how-
ever, the best she can hope for is a mediocre result.  In
addition to the penalty, the character can never get more
than one Success Level in artistic pursuits, regardless of
how high her skill levels or rolls are.  People with this
Drawback also make poor liars, charmers, or social but-
terflies.  The same penalty applies to such skills as
Influence—a lack of creativity affects the ability to lie
convincingly, for example.
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TTEEEENNAAGGEERR

22--PPOOIINNTT DDRRAAWWBBAACCKK

Anya: What a day.  Gimme a beer.
Bartender:  I.D.
Anya: I'm eleven hundred and twenty years old!
Just gimme a friggin' beer!

Bartender: I.D.
Anya: . . . gimme a coke. 

—3.16 Doppelgängland

Life sucks when you’re a teenager.  You feel like an
adult, and you want plenty of adult things, but you
don’t have the legal rights of an adult.  Characters
under the age of 18 get this Drawback (sure, you still
can’t drink until you’re 21, but life is hard—suck it up).
Most of the problems teenagers face are social.  Most
adults instinctively distrust and look down on them,
they have a lot of legal restrictions, and they have par-
ents or guardians bossing them around.  And then
there’s all that angst and heartbreak of their so-called
lives, but that’s a different show.

TTEELLEEPPAATTHHYY
55--PPOOIINNTT QQUUAALLIITTYY

Willow (telepathically): Xander, Anya, stop!
Xander: Great googly-moogly Willow, would you
quit doing that?

Willow (telepathically): I told you I was going
to get the lay of the land.

Xander: But not the lay of my brain.
—6.1 Bargaining - Part One

Your character can speak to the minds of others . . .
literally.  While doing this, she can also hear any
thoughts directed to her in response.  A telepath can
mentally communicate with a number of people equal to

her Willpower all at the same time.  The duration in min-
utes and range in ten-foot increments depends on the
Success Levels of a Willpower (doubled) roll.  Duration
and distance exceptions may exist for those the telepath
knows very well (as long as your Director buys into that).

If the telepath touches someone or looks into her eyes,
she can listen in on what the being is thinking.  In  this
case, the subject and telepath conduct a resisted action
using Willpower (doubled) rolls.  Success by the telepath
gains information as the Success Levels of her Attribute
roll and the Director dictate (one or two Success Levels
would sense only emotions; four or higher gets whatev-
er info the subject has).  Using eye contact for mind
probing only works in the target is less than five feet
away.  No long distance mind straining.

Successive attempts to communicate telepathically or
read someone’s mind before resting at least three hours
suffer a cumulative -2 penalty.  Thus, on the fifth
attempt, the penalty amounts to -8.

TTHHEE SSIIGGHHTT
33--PPOOIINNTT QQUUAALLIITTYY

Tara: No, no.  I mean, I don’t . . . (sighs) I don’t
think she’s . . . her.

Willow: You lost me.
Tara: Well, uh, a person’s energy has a flow, a
unity.  Buffy’s was . . . was fragmented.  It-it
grated, like something forced in where it does-
n’t belong.  Plus, she was, um, she was kind of
mean.

—4.16 Who Are You?

Your character can see magic and traces of supernat-
ural power.  She can also tell if someone is preparing to
cast a spell and see at a glance if an item is magical.  She
can even see a faintly glowing residue that indicates
magic has been used in an area during the last few hours.
If your character spends a minute or so looking closely
at someone and gains two Success Levels on a
Perception and Notice roll, she can tell if that person is
a normal human.  Three or more Success Levels reveal
a Witch or other supernatural being.

The character cannot actually see ghosts, but if
some invisible supernatural being shows up, she can
notice a faint glow of power.  She can see through illu-
sions and tell if someone is possessed.  In that case,
she needs a number of Success Levels in a Perception
and Notice roll greater than the Power Level of the
illusion or possession spell, or the Willpower of the
being using the power.
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VVAAMMPPIIRREE

1122-- OORR 1155--PPOOIINNTT QQUUAALLIITTYY

Adam: You fear death.  Being immortal, you fear
it more than those to whom it comes naturally.
Vampires are a paradox.

Vampire: Ok, we're a paradox.  That's cool.
Adam: Demon in a human body. You walk in
both worlds and belong to neither.  I can
relate.  Come.  We have a lot to talk about.

—4.16 Who Are You?

For the most part, vampires are irredeemable monsters,
unable to control their lust for blood and death.  Normal
vampires have high levels of the Mental Problems (Cruelty)
Drawback, and for the most part are not fit for human
company.  There is nothing very sexy or appealing about
a demon in human drag who considers people little more
than meals-on-legs.  So far, the TV show has revealed only
two exceptions: Angel, whose soul was restored by a
Gypsy curse, and Spike, chipped and later ensouled.  Even
they are one short step away from devolving into their
monstrous selves (Angel if he ever experiences “true
bliss,” and Spike after a short surgical procedure; souls
don’t serve as much of a hindrance to evil, as we’ve seen
lots of times with regular humans).  Playing a vampire as
a Cast Member (other than Angel or Spike) would be very
difficult.  You and the Director must agree on how or why
the vampire can control her inner demon.  Whatever the
explanation, the cost to play a “humane” vampire is 15
points.  Normal vampire characters would cost 12 points,
but unless your Director wants to have a murderous mon-
ster in the Cast, that’s not much of an option.

Vampires gain +3 to Strength, +2 to Dexterity, +2 to
Constitution, and two levels of Hard to Kill (they can
have as many as 10 levels in total); +2 bonuses to hear-
ing- and smell/taste-based Perception rolls (+4 when
involving blood); take only one-fifth damage from bul-
lets (other weapons hurt normally); recover from injuries
at the rate of one Life Point per Constitution level every
hour (fire damage regenerates at the rate of one Life
Point per Constitution level per day); and are immortal.
Vampires are vulnerable to sunlight, holy symbols, stakes
through the heart, and beheading (see pp. 191-193).

WWAATTCCHHEERR
55--PPOOIINNTT QQUUAALLIITTYY

Gwendolyn: You telegraph punches, leave blind
sides open and, uh, for a school-night slaying,
take entirely too much time.  Which one of you
is Faith?

Faith: Depends.  Who the hell are you?
Gwendolyn: Gwendolyn Post, Mrs. Your New
Watcher.

—3.7 Revelations

The Watchers are members of a secretive society that
oversees and trains Slayers and future Slayers.  Members
are trained in the basics of vampire hunting, although
they are not supposed to fight the undead directly.
Instead, the Slayers do the dirty work.  Exceptions do
occur, however.  Giles has fought at Buffy’s side many
times, for example.

Watchers get +1 level to any one physical Attribute (the
Attribute levels still cannot exceed six, however) and two
levels of the Getting Medieval skill as a result of their
training in the arts of Slaying.  They also have access to
vast amounts of memorized occult lore, which gives
them a +2 to any roll related to learning more about a
given demon, vampire, or other supernatural creature.

WWEERREEWWOOLLFF
33--PPOOIINNTT DDRRAAWWBBAACCKK OORR 66-- OORR 1122--PPOOIINNTT QQUUAALLIITTYY

Buffy: And you're sure it was a werewolf? 
Xander: Well, let's see, um, six feet tall, claws, a
big old snout in the middle of his face like a wolf.
Um, yeah, I'm sticking with my first guess.

Oz: Seems wise.
—2.15 Phases

Your character is afflicted with the curse of the were-
wolf.  Some werewolves retain some control over their
inner beasts, but for the most part this is a curse, not a
boon.  In their animal form, werewolves have +4 to
Strength, +2 to Dexterity, +2 to Constitution (adjust Life
Point totals normally), and can bite and claw victims,
inflicting (2 x Strength) points of base damage
(Slash/stab).  Werewolves are also tough creatures in
their bestial form, gaining the Natural Toughness
Quality and Armor Value 1 (see p. 141). Wolfies have very
sharp noses, enjoying the Acute Senses (Smell/Taste)
Quality whether wolfed-out or not; if the character
already has that quality, the bonuses stack together.  

A victim bitten by a werewolf has to pass a Willpower
(doubled) roll, or become cursed as well. Seeing an
enraged werewolf usually calls for a Fear Test with a -4
modifier (experienced monster hunters avoid this modi-
fier once they have encountered enough lycanthropes).

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

On the negative side, silver is a big problem for were-
wolves.  Silver weapons inflict double normal damage
(slashing and bullet weapons inflict triple damage). They
are less effective than normal metal weapons, however;
subtract three points from the base damage (before the
multiplying effect), to a minimum of one. 

SKILLS
Xander: It happens that I'm good at a lot of
things.  I help out with all kinds of . . . stuff.
I have skills and . . . stratagems . . . I'm very 
. . . (to Anya) help me out.

Anya: He's a viking in the sack. 
—4.20 The Yoko Factor

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

ences determine what skills she would be likely to have.

Skills are broken down into broad categories.  Rather
than assign a skill to different types of guns, for example,
the Gun Fu skill covers the ability to fire anything with a
trigger.  This is not realistic, but reflects the reality of TV
shows like BtVS.  It also makes character creation easier:
rather than having to look at a huge list of skills for your
character, you can look at your character sheet and decide
which of the 18 skills in the list are appropriate.  The
specifics are left to your imagination.  If your Cast Member
is an intrepid jungle explorer, her Science skill would
reflect mostly an expertise in botany and biology, and her
Knowledge skill would deal mainly with geography and
exotic cultures.  A criminal lawyer may have a Crime skill
that lets her identify and communicate with assorted
underworld types, but she may not be able to pick a lock.  

Buying Skills
To acquire skills, use the character points allocated to

the skills category as determined by the Character Type.
Skills cost one point per level for levels one through five.
After level five, each additional level costs three points.

RRAACCYY E EXXAAMMPPLLEE:: Lorna wants her character to be an
excellent driver—in fact, she could race cars for a
living!  Such expertise would require a skill of five or
higher.  Lorna decides to go for broke and give the
character a Driving skill 7.  This costs five points for
the first five levels, and six points for the other two,
for a total of 11 character points.  Lorna’s character
will be an ace driver, but she is unlikely to have very
high skills in anything else.

TM

TThhee MMeeaanniinngg ooff SSkkiillll  NNuummbbeerrss
Like most numbers in the UUnniissyysstteemm, high is

good and low is bad.  The higher a skill level, the
more proficient the character is at using that skill.
In general, a level one indicates a beginner or ama-
teur, somebody who has just learned the rudiments
of the skill.  A level two or three represents gener-
al competency—the ability to perform average
tasks with ease.  A level four or five indicates
extreme competence in the subject, the result of a
lot of study or practice.  Higher levels indicate true
mastery of the skill or craft, and the ability to per-
form the most difficult tasks with relative ease.  A
master of Kung Fu would have a skill level in the 7-
10 range, for example.

                             

 



AACCRROOBBAATTIICCSS

Xander: First of all, what was with the acrobat-
ics?  How did that happen?

Oz: Wasn't Andy Hoelich on the gymnastics
team?

Xander: That's right, he was!  Cheater! 
—3.1 Anne

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

UUSSIINNGG TTHHEE SSKKIILLLL:: Acrobatics is used with Dexterity to
perform most maneuvers, including avoiding close com-
bat attacks and gunfire.  When jumping for distance,
climbing, or swimming, use Strength along side
Acrobatics instead.

AARRTT

Oz (reading): “Dingoes Ate My Baby played
their instruments as if they had plump polish
sausages taped to their fingers . . .”

Freddy: Sorry man.
Oz (after a beat): Nah, its fair. 

—3.18 Earshot

Ever wanted to create some masterpiece for the ages,
or just have your CD go platinum? All you need is a high
enough level in Art.  All the arts are covered by this skill:
music, painting, sculpture, creative writing, and so on.
That does not mean your character knows all artistic
skills though.  When creating the character, decide
which art or arts are the character’s specialty.  Oz’s Art
skill is almost exclusively focused on his music, for
example, although his songwriting ability probably helps
him a lot with any other writing assignments.

UUSSIINNGG TTHHEE SSKKIILLLL:: There are two types of rolls that use
this skill.  First, to create art, use Intelligence and Art for
writing and painting, Dexterity and Art for dancing or
playing an instrument, or Constitution and Art for
singing.  The Success Level determines how good the
creation or performance, for things like music or dance,
is.  To judge someone else’s art, use Perception and Art.

CCOOMMPPUUTTEERRSS

Willow: Have you Googled her?
Xander: Willow!  She’s seventeen.
Willow: It’s a search engine.  Look.

—7.4 Help

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

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

CCRRIIMMEE

Xander: Aah!
Cordelia: God!
Xander: We're doing crime here!  You don't
sneak up during crime.

—3.4 Beauty and the Beasts

Sometimes your character needs to break into a suspi-
cious student’s locker, or maybe find an important clue
in someone’s pants .  .  .  pocket.  Breaking and enter-
ing, skulking around, lifting evidence—if it’s illegal, this
skill covers it, with two major exceptions: computer
hacking uses the Computers skill, and conning people the
Influence skill.  Your character doesn’t have to be a
criminal to have this skill; cops, private investigators,
and other honest but street-wise folks have it as well.  
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UUSSIINNGG TTHHEE SSKKIILLLL:: Dexterity and Crime are used for
things like moving stealthily (although Acrobatics can
replace Crime here), lifting someone’s wallet, and pick-
ing locks.  Victims resist such activities with their Brains
Score, or Perception and either Notice or Crime
(whichever is better).  Intelligence and Crime are used to
identify criminals and street contacts (as modified by
familiarity with the local criminal scene).

DDOOCCTTOORR

Joyce (voice breaking): Doctor says it's too early
to be concerned.

Buffy: Right. No concern.
Joyce: Just a shadow.

—5.8 Shadow

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

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

DDRRIIVVIINNGG

Dawn: Xander, drive faster 
Xander: I can’t.
Dawn: I could drive faster and I don’t drive.
Anya: She’s right.  You’re like a snail.  A snail
who’s driving a car very slowly!

—6.3 Afterlife

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

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

GGEETTTTIINNGG MMEEDDIIEEVVAALL

Giles: You must first become proficient with the
basic tools of combat.  And let's begin . . . with
the quarterstaff.  Which, incidentally, will, uh,
require countless hours of vigorous training.  I
speak from experience.

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

—1.7 Angel

TM

                                                   

 



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

UUSSIINNGG TTHHEE SSKKIILLLL:: Dexterity and Getting Medieval cover
most combat maneuvers.  Feints use Intelligence (or
Perception) to recognize them.  There’re a whole bunch
of kewl Combat Maneuvers that use Getting Medieval (see
pp. 129-133).

GGUUNN FFUU

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

—2.15 Phases

Guns don’t kill people; the not-so-ancient art of Gun
Fu does (oh, bullets help, too .  .  .  a lot).  This skill cov-
ers your basic things that go “bang”—shotguns, pistols,
and the like.  Still, in the Buffyverse, guns don’t come
into play very often (see p. 137).

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

IINNFFLLUUEENNCCEE

Xander: Yeah.  Let me get a double shot of, um 
. . . of information, pal.

Buffy: Three priests.  They call themselves . . . 
Xander: The Bringers.
Buffy:  Bringers, Harbingers.  They have a “no
eyes” kinda look.

Willy: Doesn't ring a bell.
Xander:  How about I ring that bell for you?
Does the threatening come now?

Buffy: Maybe you shouldn't help.
—3.10 Amends

The ability to deceive, seduce, intimidate, or manipu-
late people for kicks and giggles .  .  .  or money .  .  .
oh yeah, or a good cause.  Influence allows your char-
acter to pick up somebody at a bar, scare people into

giving up important information, or otherwise persuade
others to do what she wants.  

UUSSIINNGG TTHHEE SSKKIILLLL:: Intelligence and Influence for fooling,
scamming, or fast-talking others. Willpower and
Influence to intimidate people.  If your character is trying
to seduce somebody, for example, any Attractiveness lev-
els act as bonuses or penalties to the roll.  By the same
token, a Slayer finds it a lot easier to intimidate someone
if she lifts him over her head; the proper circumstances
add bonuses or penalties (in the one to five range).

KKNNOOWWLLEEDDGGEE

Willow: Is there anything you don’t know
everything about?

Giles: Synchronized swimming.  Complete mys-
tery to me.  Other than that, I know all.

—7.1 Lessons

All non-scientific disciplines are covered by this skill.
History, sociology, psychology, and the like are part and
parcel of this skill.  Knowledge can be useful in identi-
fying the background of vampires and other creatures.
For example, if you know a vampire was sired during the
17th century, it might be helpful to know what was going
on in the 17th century.  Knowledge can also help with
occult research, and it lets characters say cool stuff like
“This gauntlet is Late Medieval, probably from Florence;
the markings are unmistakable.”  Chicks really dig that.

UUSSIINNGG TTHHEE SSKKIILLLL:: Knowledge is used with Intelligence
for the most part.  Knowledge skill rolls often add their
Success Levels to Occultism or Influence rolls.

KKUUNNGG FFUU

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

Oz: So either you hit her or you did your wacky
mime routine for her.

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

Oz: Nobody deserves mime, Buffy.
—4.2 Living Conditions

Call it brawling, martial arts, fisticuffs, or flailing your
arms around wildly, this skill covers the art of using your
hands and other assorted body parts to hurt your fellow
man (or critter).  Kung Fu is indispensable for Slayers and
anybody who hangs around them for any amount of time.
It’s also very useful around bullies and in bar fights.
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UUSSIINNGG TTHHEE SSKKIILLLL:: Dexterity and Kung Fu for hitting some-
one or avoiding being hit—many Combat Maneuvers (see
pp. 129-133) are based on this skill.  Intelligence and Kung
Fu may be used to identify a fighting style, or to feint an
opponent.  Perception and Kung Fu counter such feints.

LLAANNGGUUAAGGEESS

Willow: Right, don't you have to speak it in 
Sumerian or something?

Giles: I do speak Sumerian.  But it's not that.
Only an experienced witch can incant it and you
have to be within striking distance of the subject.

Xander (to Buffy): See what you get for taking
French instead of Sumerian?

Buffy: What was I thinking?
—4.21 Primeval

If you want hablar español, or sound good ordering at a
French restaurant, or read the Old Church Latin edition of
the Necronomicon, you need to learn a few languages.  This
skill covers any language other than one’s native tongue.

UUSSIINNGG TTHHEE SSKKIILLLL:: This skill is different from the rest.
Each level indicates fluency in one language (player
decides which ones).  When trying to decipher some
arcane inscription, use Intelligence and Languages
(knowing more languages helps).  When trying to use a
known language that you are familiar with, but less than
fluent in, use Intelligence and Knowledge instead.

After character creation, picking up new languages is
difficult.  This skill cannot be improved unless your char-
acter spends several months studying (see p. 152 for
improving the Languages skill through experience).

MMRR.. FFIIXX--IITT
Tara: At least she didn’t do too much damage.
Xander: Are you kidding?  Double-glazed win-
dows ain’t cheap.  Also, the jamb has to be
completely rebuilt—Oh dear god, I’m the grown-
up who sees the world through my job.  I’m my
Uncle Dave the plumber.  I must be shunned.

—5.15 I Was Made to Love You

If it’s broken, this skill can fix it.  If it ain’t broken, it
can improve it (sometimes into not working at all).  If it
just ain’t, it can build it.  Mr. Fix-It covers all technical
and craft skills, from carpentry to mechanics to roadie
work.  This is what your character needs if she wants to
rebuild the engine of that mean machine she’s tricking
out, or to make sure the Dingoes Ate My Baby concert

comes through loud and clear.  Adventure-wise, it could
be used to set up elaborate and interesting traps.

UUSSIINNGG TTHHEE SSKKIILLLL:: Perception and Mr. Fix-It for spotting
a problem.  Intelligence and Mr. Fix-It to do the repairs
or construction work.  

NNOOTTIICCEE

Buffy: I guess it was instinct, like you were
talking about.

Giles: What?  I made that up!  I knew  the Bringer
was behind me because his shoes squeaked!  

—7.14 First Date

Need to get a clue?  This is the skill.  Without Notice,
your character might miss the bloody handprint on the
wall, the vampire sneaking past the window, or the oh-so-
friendly smile from Daisy in Chemistry.  

Notice measures a person’s focus and discipline in
observing her environment. This is the skill to have for
spotting a critter lying in ambush around the corner or
when you absolutely, positively need to find Waldo.

UUSSIINNGG TTHHEE SSKKIILLLL:: Perception and Notice to spot things.
Intelligence and Notice to remember something your char-
acter saw before but didn’t realize was important until now.

Notice is an active skill; it is relevant when a charac-
ter specifically focuses her attention on something.
Without the Notice skill, active sensing rolls suffer
penalties from -1 to -3.  For passive sensing (your
Director will let you know when this is applicable, such
as when resisting a Crime roll), a Perception and Notice
roll or a Perception (doubled) roll may be used, whichev-
er is more beneficial to the character.

OOCCCCUULLTTIISSMM

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

—2.21 Becoming - Part One

Forbidden knowledge, the black arts, the stuff you
only find in outlawed books or some really dark heavy
metal songs.  This is the skill of the truly arcane.  It
includes things like the basics of vampire-slaying (what
works and what doesn’t), identifying demons and their
weaknesses, researching spells and rituals, and otherwise
learning Things Man Was Not Meant to Know.  Access
to a good arcane library is a huge help (see p. 50).  Your
character needs the Occultism skill before she can
become a proficient magician.  
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If your Director is feeling munificent, she might grant
your spellcasting character a number of starting spells
equal to her Occultism skill (of the Director’s chosing,
no doubt). 

UUSSIINNGG TTHHEE SSKKIILLLL:: Intelligence and Occultism to recog-
nize or research some supernatural name.  Perception
and Occultism to identify a creature on first sight.
Occultism is also used to cast spells, with bonuses from
the character’s Sorcery Level, if any (see p. 55).  

SSCCIIEENNCCEE

Chris: You know what the key is?  If Dr. Clark
doesn't understand your experiment he gives
you higher marks so it looks like he under-
stands your experiment.  (reads Willow's entry)
“The Effects of Sub-Violet Light Spectrum
Deprivation on the Development of Fruit
Flies”? (smirks) That should do the trick.

—2.2 Some Assembly Required

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

UUSSIINNGG TTHHEE SSKKIILLLL:: Intelligence and Science for most
things, from mixing a chemical formula to inventing a
new device to repairing a broken thingamajig.
Perception and Science are used to spot science-orient-
ed clues, like identifying an unusual biochemical residue.

SSPPOORRTTSS

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

—2.2 Some Assembly Required

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

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

WWIILLDD CCAARRDD

Andrew: It’s an onion, yet it’s a flower.  I don’t
understand how such a thing is possible.

Spike: See, the genius is, you soak it in ice water
for an hour so  it holds its shape, then you deep
fry it root-side up for about five minutes.

Andrew: Masterful.
Spike: Yeah . . . if you tell anyone we had this
conversation, I’ll bite you.

—7.19 Empty Places

Let’s face it, some of you might notice that some skills
are not covered in the list above (and you’re probably
right).  To take care of that problem without resorting
to fisticuffs, we have the unsung 18th skill on the list—
the Wild Card.  This is your fill-in-the-blanks skill—it
can cover anything you want, with one caveat: The Wild
Card skill cannot be broader than pre-existing skills
(Weapons, for example, which would cover both Gun-Fu
and Getting Medieval, earns a “nice try, bozo” award).
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CHAPTER 264 CHAPTER 2

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

—4.12 A New Man

By now, you are wondering about the list of Combat
Maneuvers on your character sheet.  If not, go back and
put a few more points into the Notice skill.  These are
your character’s preferred moves.  You can find a list of
Combat Maneuvers in CChhaapptteerr TThhrreeee:: RRuulleess,, BBoorrddeerrss,, aanndd
aann EEnndd ZZoonnee (see pp. 129-133).  Head over there and pick
the ones you want (there’s no costs or limitations on
these puppies).  Combat Maneuvers have three elements.

BBOONNUUSS:: The total of your character’s appropriate
Attribute, skill, and other modifiers.  The bonus is what
you add to the attack or defense die roll.

DDAAMMAAGGEE:: The base damage of the maneuver (if it does
any damage).  Add Success Levels after rolling.  

NNOOTTEESS:: Any special effects.  A stake through the heart,
for example, does a lot more damage to vamps than to
humans (although it’s not good for humans, either).

DRAMA POINTS
Buffy: Oh, sorry.  It's just been a really weird day.
Xander: Yeah!  Buffy died, and everything!
Willow: Wow!  Harsh.
Giles: I should have known that wouldn't stop you.

—1.12 Prophecy Girl

Sometimes a character needs to succeed at something,
no matter what odds.  In a movie or TV show, the
scriptwriter just decides the character succeeds, period.
In the BtVS RPG, we simulate this with Drama Points.
When you use a Drama Point, your character gets a huge
bonus to her chances—think of it as the universe lending
a helping hand.  The impossible shot hits the target, the
charging vampire trips and falls right into the stake, the
bullet that hit your character was deflected by a lucky coin
pendant hanging from her neck .  .  .  all those things are
possible when you spend a Drama Point.  The ups and
downs of Drama Points are covered in CChhaapptteerr TThhrreeee::
RRuulleess,, BBoorrddeerrss,, aanndd aann EEnndd ZZoonnee (see pp. 145-150).

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

FINISHING TOUCHES
Lily: So how come you came up with Anne?
Buffy: It's my middle name.
Lily: Lily's from a song.  Rickie picked it.  I'm
always changing anyway.  Chantarelle was
part of my exotic phase.

Buffy: It's nice.  It's a mushroom.
Lily: It is?  That's really embarrassing.
Buffy: Um, well, i-it's an exotic mushroom, if
that's any comfort.

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

—3.1 Anne

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

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

AAPPPPEEAARRAANNCCEE:: You can go the “Police APB” route and be
content to provide height, weight, eye and hair color, and
the like, but some details make your character more mem-
orable.  A neat idea is to “cast” your character: “the part
of my character will be played by such-and-such actor (or
singer, or any public personality).”  This provides a quick
visual frame of reference.  Everybody knows what the
Austrian former bodybuilder turned into action hero looks
like, for example.  If everybody does it, the Director could
even do a little Cast List: “Starring Harvey K. as Johann
the Watcher, Christina A. as Josie the Vampire Slayer, and
a young Brad P. as Luke the Werewolf.”

OOTTHHEERR CCHHAARRAACCTTEERRIISSTTIICCSS:: Maybe your character has
some distinctive habit or mannerism—her hair is always
a bit messy and tends to fall over her eyes, or she always
looks nervous or uncomfortable around strangers.  Any
scars, tattoos, or piercings that are easily noticeable?
How does your character normally dress?  What kind of
music is in her CD collection (or even albums if you are
one of those ancient Watcher types)?

Hey, guess what? You’re set to go.  The stars of the
show have been cast, and it’s time to get the cameras
rolling and the action started.
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ARCHETYPES
Giles: We few . . . 
Giles/Spike: We happy few . . . 
Spike: We band of buggered . . . 

—5.22 The Gift

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

THE ORIGINAL CAST
After the Archetypes are presented,

the Original Cast stats appear (see pp.
90-117).  From the Buffster herself (if
you don’t know who that is, put the
book down, head on over to the
DVD section and pick up a season 
or seven; we know you’ll like it) to
Xander, the Zeppo no more.  The
characters are presented as they
were at the beginning of Season
One, or when they first appeared.
For those seeking more buff ver-
sions of our heroes, or who 
want to set their games in later
seasons, we have added exten-
sive guidelines for adjusting 
the character sheets as the 
seasons passed.
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Background on the New Slayer
II hhaadd iitt aallll ppllaannnneedd oouutt..  II wwaass ggooiinngg ttoo ggoo ttoo mmeedd sscchhooooll ttoo bbeeccoommee aa ddooccttoorr,, ssaammee aass

mmyy DDaadd..  II ddiisssseecctteedd tthhee ffrrooggss,, ssttuuddiieedd,, hhaadd nnoo lliiffee,, ssttuuddiieedd,, ttooookk aallll tthhee aaddvvaanncceedd ppllaacceemmeenntt
ccoouurrsseess,, ssttuuddiieedd ssoommee mmoorree..  IItt wwaassnn’’tt aallll tthhaatt ggrreeaatt,, bbuutt II wwaass ggooiinngg ttoo ccuurree ccaanncceerr oonnee ddaayy..
IItt wwaass mmyy JJuunniioorr yyeeaarr,, aanndd II wwaass oonn tthhee ffaasstt ttrraacckk ttoo vvaalleeddiiccttoorriiaann..  II ddiiddnn’’tt hhaavvee mmaannyy
ffrriieennddss——ookkaayy,, ttwwoo ffrriieennddss,, bbuutt II wwaass ggooiinngg ttoo ccuurree ccaanncceerr..

TThheenn tthhiiss wweeiirrddoo sshhoowweedd uupp,, ssttaarrttss ttaallkkiinngg aabboouutt tthhee CChhoosseenn OOnnee..  NNaammeellyy,, mmee..  SSoo II
sspprraayyeedd hhiimm wwiitthh MMaaccee aanndd ccaalllleedd tthhee ccooppss,, bbuutt hhee ggoott aawwaayy..  II kkiinnddaa ffeeeell bbaadd aabboouutt iitt nnooww,,
bbuutt II tthhoouugghhtt hhee wwaass ssoommee ssoorrtt ooff aabbdduuccttoorr--ccrreeeepp..  

TThhaatt nniigghhtt II mmeett mmyy ffiirrsstt vvaammppiirree..  IItt wwaass ffrreeaakkyy aanndd vviioolleenntt aanndd eennddeedd wwhheenn II rriippppeedd iittss
hheeaadd ooffff aanndd iitt ttuurrnneedd iinnttoo dduusstt..  TThhee oolldd wweeiirrddoo sshhoowweedd uupp aaggaaiinn aanndd ttoolldd mmee hhee ccoouulldd
eexxppllaaiinn eevveerryytthhiinngg..  II ddiiddnn’’tt MMaaccee hhiimm tthhaatt ttiimmee..  HHee ttoolldd mmee hhee wwaass aa WWaattcchheerr aanndd II wwaass aa
SSllaayyeerr..  

NNooww,, hhee’’ss tteeaacchhiinngg mmee aallll tthhee sseeccrreettss ooff ssllaayyiinngg aassssoorrtteedd ccrriitttteerrss..  II wwaass aallwwaayyss oonn tthhee
vveerrggee ooff ffaaiilliinngg ggyymm,, bbuutt eevveerr ssiinnccee II bbeeccaammee aa SSllaayyeerr,, II ccaann aarrmm wwrreessttllee ffoooottbbaallll ppllaayyeerrss aanndd
wwiinn..  II uusseedd ttoo nneeeedd ggllaasssseess,, aanndd nnooww mmyy vviissiioonn iiss 2200//2200 oorr bbeetttteerr,, aalltthhoouugghh II ssttiillll wweeaarr ggllaassss--
eess ttoo pprrootteecctt mmyy sseeccrreett iiddeennttiittyy .. .. .. hheeyy,, iitt wwoorrkkeedd ffoorr CCllaarrkk KKeenntt,, ddiiddnn’’tt iitt??  II ssppeenntt aa lloott ooff
ttiimmee ttrryyiinngg ttoo ccoommee uupp wwiitthh aa mmeeddiiccaall eexxppllaannaattiioonn ffoorr aallll ooff tthhiiss——tthhee vvaammppiirreess,, mmyy ssuuppeerr--
ppoowweerrss,, aanndd aallll tthhee rreesstt..  NNoo lluucckk..  II’’dd lliikkee ttoo ddoo aa vvaammppiirree aauuttooppssyy,, bbuutt yyoouu ddoonn’’tt ggeett aa lloott
oouutt ooff eexxaammiinniinngg dduusstt..  

NNooww II ddoonn’’tt kknnooww iiff II’’mm ggooiinngg ttoo lliivvee lloonngg eennoouugghh ttoo ggoo ttoo mmeedd sscchhooooll,, oorr ccuurree ccaanncceerr..
TThhee wwaayy II sseeee iitt,, vvaammppiirreess aanndd ddeemmoonnss aarree lliikkee aa ccaanncceerr oonn tthhee ppllaanneett,, aanndd II’’mm eexxcciissiinngg tthheemm..
TThhaatt mmaakkeess mmee ffeeeell aa bbiitt bbeetttteerr..  NNoott ggrreeaatt,, bbuutt bbeetttteerr..  EEvveerryy ttiimmee II ssttaakkee aa bbllooooddssuucckkeerr,, II
rreemmoovvee aannootthheerr ttuummoorr..

Quote: “Let me guess—cause of death was catastrophic exsanguination.  No wounds or
signs of violence except for two lesions next to the carotid.  I’m stunned.”

Roleplaying the New Slayer
UUnnlliikkee ssoommee ootthheerr SSllaayyeerrss,, yyoouu aarree nnoott aaffrraaiidd ttoo ddoo yyoouurr oowwnn rreesseeaarrcchh..  PPrroobblleemm iiss,,

ssoommeettiimmeess yyoouu ttrryy aa lliittttllee ttoooo hhaarrdd ttoo ffiinndd aa nnaattuurraall eexxppllaannaattiioonn ffoorr tthhee tthhiinnggss yyoouu rruunn iinnttoo..
BBeeffoorree yyoouurr ttrraannssffoorrmmaattiioonn,, yyoouu wweerree sshhyy aanndd wwiitthhddrraawwnn;; ppeeooppllee ddiiddnn’’tt ppiicckk oonn yyoouu mmuucchh,,
bbuutt tthheeyy llaarrggeellyy iiggnnoorreedd yyoouu..  SSoo yyoouu aarree uusseedd ttoo bbeeiinngg aann oouuttssiiddeerr,, aanndd bbeeiinngg aa SSllaayyeerr hhaass
nnoott hhuurrtt yyoouurr ssoocciiaall lliiffee ttoooo mmuucchh..  HHuunnttiinngg vvaammppiirreess iiss ssttaarrttiinngg ttoo hhuurrtt yyoouurr ggrraaddeess,, hhooww--
eevveerr,, aanndd yyoouurr ppaarreennttss aarree ggeettttiinngg wwoorrrriieedd..  TThheeyy tthhiinnkk iitt mmiigghhtt bbee aa bbooyy,, oorr mmaayybbee ddrruuggss..
IIff tthheeyy oonnllyy kknneeww .. .. .. 

Background on the New Slayer
II hhaadd iitt aallll ppllaannnneedd oouutt..  II wwaass ggooiinngg ttoo ggoo ttoo mmeedd sscchhooooll ttoo bbeeccoommee aa ddooccttoorr,, ssaammee aass

mmyy DDaadd..  II ddiisssseecctteedd tthhee ffrrooggss,, ssttuuddiieedd,, hhaadd nnoo lliiffee,, ssttuuddiieedd,, ttooookk aallll tthhee aaddvvaanncceedd ppllaacceemmeenntt
ccoouurrsseess,, ssttuuddiieedd ssoommee mmoorree..  IItt wwaassnn’’tt aallll tthhaatt ggrreeaatt,, bbuutt II wwaass ggooiinngg ttoo ccuurree ccaanncceerr oonnee ddaayy..
IItt wwaass mmyy JJuunniioorr yyeeaarr,, aanndd II wwaass oonn tthhee ffaasstt ttrraacckk ttoo vvaalleeddiiccttoorriiaann..  II ddiiddnn’’tt hhaavvee mmaannyy
ffrriieennddss——ookkaayy,, ttwwoo ffrriieennddss,, bbuutt II wwaass ggooiinngg ttoo ccuurree ccaanncceerr..

TThheenn tthhiiss wweeiirrddoo sshhoowweedd uupp,, ssttaarrttss ttaallkkiinngg aabboouutt tthhee CChhoosseenn OOnnee..  NNaammeellyy,, mmee..  SSoo II
sspprraayyeedd hhiimm wwiitthh MMaaccee aanndd ccaalllleedd tthhee ccooppss,, bbuutt hhee ggoott aawwaayy..  II kkiinnddaa ffeeeell bbaadd aabboouutt iitt nnooww,,
bbuutt II tthhoouugghhtt hhee wwaass ssoommee ssoorrtt ooff aabbdduuccttoorr--ccrreeeepp..  

TThhaatt nniigghhtt II mmeett mmyy ffiirrsstt vvaammppiirree..  IItt wwaass ffrreeaakkyy aanndd vviioolleenntt aanndd eennddeedd wwhheenn II rriippppeedd iittss
hheeaadd ooffff aanndd iitt ttuurrnneedd iinnttoo dduusstt..  TThhee oolldd wweeiirrddoo sshhoowweedd uupp aaggaaiinn aanndd ttoolldd mmee hhee ccoouulldd
eexxppllaaiinn eevveerryytthhiinngg..  II ddiiddnn’’tt MMaaccee hhiimm tthhaatt ttiimmee..  HHee ttoolldd mmee hhee wwaass aa WWaattcchheerr aanndd II wwaass aa
SSllaayyeerr..  

NNooww,, hhee’’ss tteeaacchhiinngg mmee aallll tthhee sseeccrreettss ooff ssllaayyiinngg aassssoorrtteedd ccrriitttteerrss..  II wwaass aallwwaayyss oonn tthhee
vveerrggee ooff ffaaiilliinngg ggyymm,, bbuutt eevveerr ssiinnccee II bbeeccaammee aa SSllaayyeerr,, II ccaann aarrmm wwrreessttllee ffoooottbbaallll ppllaayyeerrss aanndd
wwiinn..  II uusseedd ttoo nneeeedd ggllaasssseess,, aanndd nnooww mmyy vviissiioonn iiss 2200//2200 oorr bbeetttteerr,, aalltthhoouugghh II ssttiillll wweeaarr ggllaassss--
eess ttoo pprrootteecctt mmyy sseeccrreett iiddeennttiittyy .. .. .. hheeyy,, iitt wwoorrkkeedd ffoorr CCllaarrkk KKeenntt,, ddiiddnn’’tt iitt??  II ssppeenntt aa lloott ooff
ttiimmee ttrryyiinngg ttoo ccoommee uupp wwiitthh aa mmeeddiiccaall eexxppllaannaattiioonn ffoorr aallll ooff tthhiiss——tthhee vvaammppiirreess,, mmyy ssuuppeerr--
ppoowweerrss,, aanndd aallll tthhee rreesstt..  NNoo lluucckk..  II’’dd lliikkee ttoo ddoo aa vvaammppiirree aauuttooppssyy,, bbuutt yyoouu ddoonn’’tt ggeett aa lloott
oouutt ooff eexxaammiinniinngg dduusstt..  

NNooww II ddoonn’’tt kknnooww iiff II’’mm ggooiinngg ttoo lliivvee lloonngg eennoouugghh ttoo ggoo ttoo mmeedd sscchhooooll,, oorr ccuurree ccaanncceerr..
TThhee wwaayy II sseeee iitt,, vvaammppiirreess aanndd ddeemmoonnss aarree lliikkee aa ccaanncceerr oonn tthhee ppllaanneett,, aanndd II’’mm eexxcciissiinngg tthheemm..
TThhaatt mmaakkeess mmee ffeeeell aa bbiitt bbeetttteerr..  NNoott ggrreeaatt,, bbuutt bbeetttteerr..  EEvveerryy ttiimmee II ssttaakkee aa bbllooooddssuucckkeerr,, II
rreemmoovvee aannootthheerr ttuummoorr..

Quote: “Let me guess—cause of death was catastrophic exsanguination.  No wounds or
signs of violence except for two lesions next to the carotid.  I’m stunned.”

Roleplaying the New Slayer
UUnnlliikkee ssoommee ootthheerr SSllaayyeerrss,, yyoouu aarree nnoott aaffrraaiidd ttoo ddoo yyoouurr oowwnn rreesseeaarrcchh..  PPrroobblleemm iiss,,

ssoommeettiimmeess yyoouu ttrryy aa lliittttllee ttoooo hhaarrdd ttoo ffiinndd aa nnaattuurraall eexxppllaannaattiioonn ffoorr tthhee tthhiinnggss yyoouu rruunn iinnttoo..
BBeeffoorree yyoouurr ttrraannssffoorrmmaattiioonn,, yyoouu wweerree sshhyy aanndd wwiitthhddrraawwnn;; ppeeooppllee ddiiddnn’’tt ppiicckk oonn yyoouu mmuucchh,,
bbuutt tthheeyy llaarrggeellyy iiggnnoorreedd yyoouu..  SSoo yyoouu aarree uusseedd ttoo bbeeiinngg aann oouuttssiiddeerr,, aanndd bbeeiinngg aa SSllaayyeerr hhaass
nnoott hhuurrtt yyoouurr ssoocciiaall lliiffee ttoooo mmuucchh..  HHuunnttiinngg vvaammppiirreess iiss ssttaarrttiinngg ttoo hhuurrtt yyoouurr ggrraaddeess,, hhooww--
eevveerr,, aanndd yyoouurr ppaarreennttss aarree ggeettttiinngg wwoorrrriieedd..  TThheeyy tthhiinnkk iitt mmiigghhtt bbee aa bbooyy,, oorr mmaayybbee ddrruuggss..
IIff tthheeyy oonnllyy kknneeww .. .. .. 
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Background on the Former Initiative Agent
II’’vvee bbeeeenn oonn tthhee ffrroonntt lliinneess ooff tthhee sseeccrreett wwaarr aaggaaiinnsstt tthhee HHSSTT tthhrreeaatt..  TThhee IInniittiiaattiivvee

rreeccrruuiitteedd mmee jjuusstt oouutt ooff RRaannggeerr sscchhooooll..  II hhaadd bbeeeenn hhooppiinngg ttoo eenndd uupp ssoommeewwhheerree iinn SSppeecciiaall
FFoorrcceess,, bbuutt tthheeyy mmaaddee mmee aann ooffffeerr II ccoouullddnn’’tt rreeffuussee..  TThhee ffiirrsstt ttiimmee II ssaaww aa ssuubb--tteerrrreessttrriiaall
bbaarree iittss ffaannggss aatt mmee,, II kknneeww II wwaass ffiigghhttiinngg tthhee ggoooodd ffiigghhtt..  DDeemmoonnss aanndd wwoorrssee tthhiinnggss wweerree
pprroowwlliinngg tthhee EEaarrtthh,, aanndd wwee wweerree tthhee oonneess ttoo ssttoopp tthheemm..

FFoorr aa ccoouuppllee yyeeaarrss tthhiinnggss wweerree ggrreeaatt..  IItt wwaass ddaannggeerroouuss——wwee ttooookk hheeaavvyy ccaassuuaallttiieess——bbuutt
iitt wwaass wwhhaatt wwee hhaadd ssiiggnneedd uupp ffoorr,, aanndd wwee ddiiddnn’’tt ccoommppllaaiinn..  OOuurr tteeaamm wwaass oonnee ooff tthhee bbeesstt;;
mmoosstt ttiimmeess wwee hhaadd tthhee hhiigghheesstt kkiillll rraattiiooss iinn tthhee IInniittiiaattiivvee..  AAss uussuuaall,, tthhee gguuyyss wwiitthh tthhee gguunnss
wweerreenn’’tt tthhee pprroobblleemm;; tthhee rreeaarr--eecchheelloonn bbaassttaarrddss wweerree tthhee oonneess wwhhoo ssccrreewweedd uupp eevveerryytthhiinngg..
SSttaarrttiinngg wwiitthh aallll tthhee mmaadd ddooccttoorrss wwhhoo wweerree ccoonndduuccttiinngg eexxppeerriimmeennttss wwiitthh tthhee mmoonnsstteerrss..
WWhhiillee wwee wweerree bbuussyy ffiigghhttiinngg tthhee ddaammnn ccrriitttteerrss,, DDrr.. WWaallsshh wwaass mmaakkiinngg bbrraanndd--nneeww oonneess..

II wwaass oonn lleeaavvee wwhheenn tthhee ccrreeaattuurree ffrroomm RRoooomm 331144 ddeessttrrooyyeedd IInniittiiaattiivvee HHQQ..  II lloosstt aa lloott ooff
ggoooodd ffrriieennddss tthheerree..  TThheenn tthhee ggoovveerrnnmmeenntt bbuurriieedd tthhee wwhhoollee tthhiinngg aass iiff iitt nneevveerr eexxiisstteedd..  II
wwaass ggiivveenn ttwwoo ooppttiioonnss:: hhoonnoorraabbllee ddiisscchhaarrggee oorr aa ttrraannssffeerr ttoo FFoorrtt BBrraagggg..  II ttooookk tthhee ddiiss--
cchhaarrggee..  FFoorr ssoommee rreeaassoonn,, II’’dd lloosstt mmyy ffaaiitthh iinn tthhee ggoovveerrnnmmeenntt aanndd tthhee AArrmmyy..  AAllssoo,, II hhaadd
ssoommee ssccoorreess ttoo sseettttllee..

II ddoonn’’tt hhaavvee tthhee eeqquuiippmmeenntt aanndd ssuuppppoorrtt II ddiidd iinn tthhee ffoorrccee,, bbuutt II kkeepptt aa ffeeww ttooyyss wwhhiillee II
wwaass wwiitthh tthhee IInniittiiaattiivvee..  NNooww II’’mm ddooiinngg wwhhaatt wwee sshhoouulldd hhaavvee bbeeeenn ddooiinngg ffrroomm tthhee ggeett--ggoo..
LLooccaattee tthhee hhoossttiilleess..  TTeerrmmiinnaattee tthhee hhoossttiilleess..  RReeppeeaatt aass nneeeeddeedd..  II’’vvee ffoouunndd aa ffeeww ppeeooppllee wwhhoo
hhaavvee tthhee ssaammee mmiissssiioonn..  MMoosstt ooff tthheemm aarree cciivviilliiaannss,, aanndd tthheeyy wwoouullddnn’’tt hhaavvee llaasstteedd aa wweeeekk iinn
bbaassiicc ttrraaiinniinngg,, bbuutt tthheeiirr hheeaarrttss aarree iinn tthhee rriigghhtt ppllaaccee..  TThhee oonnllyy pprroobblleemm iiss,, II hhaavvee ttoo ggeett aa
cciivvvviiee jjoobb ssoooonn..  AAmmmmoo iissnn’’tt cchheeaapp,, aanndd II’’mm ddeeffiinniitteellyy iinn aa ttaarrggeett--rriicchh eennvviirroonnmmeenntt..

Quote: “Once Alpha Team is decisively engaged with the hostiles, Bravo Team will infil-
trate enemy HQ.  (Off blank looks of companions) Sorry.  The Slayer and I’ll attack the
guards, and you three will sneak into the crypt.  Better?”

Roleplaying the Former Initiative Agent 
YYoouu aarree aa mmooddeerrnn--ddaayy wwaarrrriioorr,, ttrraaiinneedd iinn tthhee llaatteesstt wweeaappoonnss aanndd ttaaccttiiccss..  SSoommeettiimmeess,,

tthhoouugghh,, gguunnss aanndd llooww--lliigghhtt ggoogggglleess aarreenn’’tt aass uusseeffuull aass aa ssiillvveerr ccrroossss aanndd yyoouurr bbaassiicc ppooiinnttyy
ssttiicckk..  YYoouu aarree uusseedd ttoo hhaavviinngg mmoorree ssuuppppoorrtt——ffuullll rraaddiioo ccoonnttaacctt,, ssnniippeerrss bbaacckkiinngg yyoouu uupp,, eevveenn
tthhee ooccccaassiioonnaall aaiirr ssttrriikkee wwhheenn yyoouu wweerree hhuunnttiinngg iinn rreemmoottee aarreeaass——bbuutt yyoouu aarree aa cciivviilliiaann nnooww,,
aanndd hhaavvee ttoo ddeeaall wwiitthh iitt..  

YYoouu aallwwaayyss ttrryy ttoo hhaavvee aa ppoossiittiivvee aattttiittuuddee——iitt bboooossttss tthhee mmoorraallee ooff tthhee ggrroouupp,, aanndd iitt hheellppss
yyoouu kkeeeepp yyoouurr ccooooll..  SSoommeettiimmeess yyoouu ttrryy ttoo iimmppoossee ssoommee sseemmbbllaannccee ooff ddiisscciipplliinnee aammoonngg tthhee
tteeaamm,, bbuutt tthhaatt nneevveerr wwoorrkkss..  YYoouurr nneeww ffrriieennddss tthhiinnkk yyoouu sshhoouulldd rreellaaxx aa lliittttllee,, bbuutt yyoouu hhaavvee
sseeeenn——aanndd ddoonnee——ttoooo mmuucchh ttoo eevveerr lleett yyoouurr gguuaarrdd ddoowwnn lliikkee tthhaatt..

Background on the Former Initiative Agent
II’’vvee bbeeeenn oonn tthhee ffrroonntt lliinneess ooff tthhee sseeccrreett wwaarr aaggaaiinnsstt tthhee HHSSTT tthhrreeaatt..  TThhee IInniittiiaattiivvee

rreeccrruuiitteedd mmee jjuusstt oouutt ooff RRaannggeerr sscchhooooll..  II hhaadd bbeeeenn hhooppiinngg ttoo eenndd uupp ssoommeewwhheerree iinn SSppeecciiaall
FFoorrcceess,, bbuutt tthheeyy mmaaddee mmee aann ooffffeerr II ccoouullddnn’’tt rreeffuussee..  TThhee ffiirrsstt ttiimmee II ssaaww aa ssuubb--tteerrrreessttrriiaall
bbaarree iittss ffaannggss aatt mmee,, II kknneeww II wwaass ffiigghhttiinngg tthhee ggoooodd ffiigghhtt..  DDeemmoonnss aanndd wwoorrssee tthhiinnggss wweerree
pprroowwlliinngg tthhee EEaarrtthh,, aanndd wwee wweerree tthhee oonneess ttoo ssttoopp tthheemm..

FFoorr aa ccoouuppllee yyeeaarrss tthhiinnggss wweerree ggrreeaatt..  IItt wwaass ddaannggeerroouuss——wwee ttooookk hheeaavvyy ccaassuuaallttiieess——bbuutt
iitt wwaass wwhhaatt wwee hhaadd ssiiggnneedd uupp ffoorr,, aanndd wwee ddiiddnn’’tt ccoommppllaaiinn..  OOuurr tteeaamm wwaass oonnee ooff tthhee bbeesstt;;
mmoosstt ttiimmeess wwee hhaadd tthhee hhiigghheesstt kkiillll rraattiiooss iinn tthhee IInniittiiaattiivvee..  AAss uussuuaall,, tthhee gguuyyss wwiitthh tthhee gguunnss
wweerreenn’’tt tthhee pprroobblleemm;; tthhee rreeaarr--eecchheelloonn bbaassttaarrddss wweerree tthhee oonneess wwhhoo ssccrreewweedd uupp eevveerryytthhiinngg..
SSttaarrttiinngg wwiitthh aallll tthhee mmaadd ddooccttoorrss wwhhoo wweerree ccoonndduuccttiinngg eexxppeerriimmeennttss wwiitthh tthhee mmoonnsstteerrss..
WWhhiillee wwee wweerree bbuussyy ffiigghhttiinngg tthhee ddaammnn ccrriitttteerrss,, DDrr.. WWaallsshh wwaass mmaakkiinngg bbrraanndd--nneeww oonneess..

II wwaass oonn lleeaavvee wwhheenn tthhee ccrreeaattuurree ffrroomm RRoooomm 331144 ddeessttrrooyyeedd IInniittiiaattiivvee HHQQ..  II lloosstt aa lloott ooff
ggoooodd ffrriieennddss tthheerree..  TThheenn tthhee ggoovveerrnnmmeenntt bbuurriieedd tthhee wwhhoollee tthhiinngg aass iiff iitt nneevveerr eexxiisstteedd..  II
wwaass ggiivveenn ttwwoo ooppttiioonnss:: hhoonnoorraabbllee ddiisscchhaarrggee oorr aa ttrraannssffeerr ttoo FFoorrtt BBrraagggg..  II ttooookk tthhee ddiiss--
cchhaarrggee..  FFoorr ssoommee rreeaassoonn,, II’’dd lloosstt mmyy ffaaiitthh iinn tthhee ggoovveerrnnmmeenntt aanndd tthhee AArrmmyy..  AAllssoo,, II hhaadd
ssoommee ssccoorreess ttoo sseettttllee..

II ddoonn’’tt hhaavvee tthhee eeqquuiippmmeenntt aanndd ssuuppppoorrtt II ddiidd iinn tthhee ffoorrccee,, bbuutt II kkeepptt aa ffeeww ttooyyss wwhhiillee II
wwaass wwiitthh tthhee IInniittiiaattiivvee..  NNooww II’’mm ddooiinngg wwhhaatt wwee sshhoouulldd hhaavvee bbeeeenn ddooiinngg ffrroomm tthhee ggeett--ggoo..
LLooccaattee tthhee hhoossttiilleess..  TTeerrmmiinnaattee tthhee hhoossttiilleess..  RReeppeeaatt aass nneeeeddeedd..  II’’vvee ffoouunndd aa ffeeww ppeeooppllee wwhhoo
hhaavvee tthhee ssaammee mmiissssiioonn..  MMoosstt ooff tthheemm aarree cciivviilliiaannss,, aanndd tthheeyy wwoouullddnn’’tt hhaavvee llaasstteedd aa wweeeekk iinn
bbaassiicc ttrraaiinniinngg,, bbuutt tthheeiirr hheeaarrttss aarree iinn tthhee rriigghhtt ppllaaccee..  TThhee oonnllyy pprroobblleemm iiss,, II hhaavvee ttoo ggeett aa
cciivvvviiee jjoobb ssoooonn..  AAmmmmoo iissnn’’tt cchheeaapp,, aanndd II’’mm ddeeffiinniitteellyy iinn aa ttaarrggeett--rriicchh eennvviirroonnmmeenntt..

Quote: “Once Alpha Team is decisively engaged with the hostiles, Bravo Team will infil-
trate enemy HQ.  (Off blank looks of companions) Sorry.  The Slayer and I’ll attack the
guards, and you three will sneak into the crypt.  Better?”

Roleplaying the Former Initiative Agent 
YYoouu aarree aa mmooddeerrnn--ddaayy wwaarrrriioorr,, ttrraaiinneedd iinn tthhee llaatteesstt wweeaappoonnss aanndd ttaaccttiiccss..  SSoommeettiimmeess,,

tthhoouugghh,, gguunnss aanndd llooww--lliigghhtt ggoogggglleess aarreenn’’tt aass uusseeffuull aass aa ssiillvveerr ccrroossss aanndd yyoouurr bbaassiicc ppooiinnttyy
ssttiicckk..  YYoouu aarree uusseedd ttoo hhaavviinngg mmoorree ssuuppppoorrtt——ffuullll rraaddiioo ccoonnttaacctt,, ssnniippeerrss bbaacckkiinngg yyoouu uupp,, eevveenn
tthhee ooccccaassiioonnaall aaiirr ssttrriikkee wwhheenn yyoouu wweerree hhuunnttiinngg iinn rreemmoottee aarreeaass——bbuutt yyoouu aarree aa cciivviilliiaann nnooww,,
aanndd hhaavvee ttoo ddeeaall wwiitthh iitt..  

YYoouu aallwwaayyss ttrryy ttoo hhaavvee aa ppoossiittiivvee aattttiittuuddee——iitt bboooossttss tthhee mmoorraallee ooff tthhee ggrroouupp,, aanndd iitt hheellppss
yyoouu kkeeeepp yyoouurr ccooooll..  SSoommeettiimmeess yyoouu ttrryy ttoo iimmppoossee ssoommee sseemmbbllaannccee ooff ddiisscciipplliinnee aammoonngg tthhee
tteeaamm,, bbuutt tthhaatt nneevveerr wwoorrkkss..  YYoouurr nneeww ffrriieennddss tthhiinnkk yyoouu sshhoouulldd rreellaaxx aa lliittttllee,, bbuutt yyoouu hhaavvee
sseeeenn——aanndd ddoonnee——ttoooo mmuucchh ttoo eevveerr lleett yyoouurr gguuaarrdd ddoowwnn lliikkee tthhaatt..
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Background on the Demon Hunter
II gguueessss yyoouu ccoouulldd ccaallll iitt tthhee ffaammiillyy bbuussiinneessss..  TThheerree wwaass tthhiiss ggrreeaatt--uunnccllee ooff mmiinnee,, nnaammee

ooff SSiidd,, wwhhoo wwaass aa ddeemmoonn hhuunntteerr uunnttiill hhee ddiissaappppeeaarreedd uunnddeerr ssuussppiicciioouuss cciirrccuummssttaanncceess..  II
ssttuummbblleedd iinnttoo hhiiss wwrriittiinnggss——aanndd tthhee bbiiggggeesstt ccoolllleeccttiioonn ooff aannttiiqquuee kknniivveess aanndd ootthheerr eexxoottiicc ccuutt--
lleerryy II’’dd eevveerr sseeeenn——wwhhiillee rruummmmaaggiinngg iinn mmyy ggrraannddppaarreennttss’’ aattttiicc..  AAtt ffiirrsstt,, II tthhoouugghhtt iitt wwaass aallll
ffiiccttiioonn,, oorr tthhee iinnssaannee rraammbblliinnggss ooff aann oolldd mmaann,, bbuutt II cchheecckkeedd oonn oonnee ooff UUnnccllee SSiidd’’ss bbuuddddiieess
iinn aa rreettiirreemmeenntt hhoommee..  TThhee oolldd gguuyy ccoouulldd bbaarreellyy ssiitt uupp,, bbuutt hhiiss mmeemmoorryy wwaass ffiinnee..  HHee ttaauugghhtt
mmee eevveerryytthhiinngg hhee ccoouulldd——ffrroomm hhooww ttoo wwiieelldd sswwoorrddss aanndd kknniivveess ttoo wwaayyss ooff iiddeennttiiffyyiinngg
ddeemmoonnss aanndd tthheeiirr wweeaakknneesssseess..  IItt wwaass aa wweeiirrdd ssuummmmeerr..

II mmeett mmyy ffiirrsstt ddeemmoonn wwhheenn II wwaass bbaacckk iinn ccoolllleeggee..  IItt wwaass aann eevviill lliittttllee tthhiinngg tthhaatt llooookkeedd
lliikkee aa ccrroossss bbeettwweeeenn aa mmoonnkkeeyy aanndd aa lliizzaarrdd..  IItt pprreeyyeedd oonn yyoouunngg cchhiillddrreenn aanndd ssttoollee ppiieecceess  ooff
tthheeiirr ssoouullss,, lleeaavviinngg tthheemm iinnccaappaabbllee ooff lloovviinngg oorr ffeeeelliinngg aannyy ppoossiittiivvee eemmoottiioonn..  II ccoorrnneerreedd iitt
iinn aa bbaacckk aalllleeyy aanndd cchhooppppeedd iitt ttoo ppiieecceess wwiitthh aa cclleeaavveerr..  GGoott aa lliittttllee ccaarrrriieedd aawwaayy tthheerree;; tthhee
ffeeaarr aanndd rraaggee ggoott ttoo mmee,, aanndd II ffoouunndd II kkeepptt hhiittttiinngg tthhee mmoonnsstteerr lloonngg aafftteerr iitt wwaass ddeeaadd..  II ssttiillll
hhaavvee tthheessee nniigghhttmmaarreess ooff mmee iinn tthhaatt aalllleeyy,, llaauugghhiinngg oorr ssccrreeaammiinngg——II ccaann nneevveerr tteellll wwhhiicchh——
wwhhiillee II kkeeeepp ccuuttttiinngg iinnttoo tthhee ssccrreeeecchhiinngg ccrreeaattuurree..  MMyy uunnccllee wwrroottee tthhaatt oonnee ooff tthhee bbiiggggeesstt
ddaannggeerrss ffaacciinngg ddeemmoonn hhuunntteerrss wwaass ggeettttiinngg ttoo lliikkee tthhee vviioolleennccee ttoooo mmuucchh..  ““IInn oouurr vvooccaattiioonn,,””
hhee ssaaiidd,, ““tthhee ggrreeaatteesstt ddaannggeerr wwee ffaaccee iiss bbeeccoommiinngg tthhee vveerryy tthhiinngg wwee ffiigghhtt..””  OOff ccoouurrssee,, hhee’’ss
pprroobbaabbllyy ddeeaadd,, ssoo wwhhaatt ddooeess hhee kknnooww??

SSoommeettiimmeess II wwoorrrryy II ssttaarrtteedd tthhiiss wwhhoollee ddeemmoonn hhuunnttiinngg ggiigg wwaayy ttoooo eeaarrllyy..  II wwaass aa JJuunniioorr
wwhheenn II mmaaddee mmyy ffiirrsstt kkiillll aanndd nnooww II jjuusstt ccaann’’tt ssttoopp..  IItt sseeeemmss lliikkee eevveerryy wweeeekk tthheerree’’ss ssoommee
nneeww mmoonnsstteerr,, ccrriitttteerr,, oorr bblloooodd--ssuucckkiinngg ffiieenndd oouutt tthheerree..  II’’vvee sseeeenn bbootthh iinnnnoocceennttss aanndd gguuiillttyy
ffaallll aanndd ssoommeettiimmeess iitt sseeeemmss lliikkee tthheerree’’ss bblloooodd eevveerryywwhheerree iinn mmyy lliiffee..  II’’dd lliikkee ttoo qquuiitt ssoommee--
ddaayy,, aanndd mmaayybbee ttrryy ttoo hhaavvee aa nnoorrmmaall lliiffee..  DDooeessnn’’tt sseeeemm ttoo bbee iinn tthhee ccaarrddss tthhoouugghh..  II ggoott
sskkiillllss aanndd aabbiilliittiieess aanndd aa jjoobb ttoo ddoo..  TThhee ggoooodd tthhiinngg iiss tthhaatt II’’mm nnoott tthhee oonnllyy oonnee ddooiinngg tthhee
hhuunnttiinngg aannyymmoorree..  SSttiillll,, mmyy nneeww ppaarrttnneerrss——mmyy nneeww ffrriieennddss——nneeeedd mmyy hheellpp..  SSoo ffoorr nnooww II
kkeeeepp mmyy bbllaaddeess sshhaarrpp,, aanndd wwaaiitt ffoorr tthhee nneexxtt hhoorrrroorr sshhooww ttoo ssttaarrtt..

Quote: “You’re one ugly freak.  When I’m done with you, you’re gonna look a lot worse.”

Roleplaying the Demon Hunter 
DDeemmoonn hhuunntteerrss aarree aa bbiitt lliikkee SSllaayyeerrss,, eexxcceepptt tthheeyy ddoonn’’tt ggeett tthhee ssuuppeerrppoowweerrss aanndd tthheeiirr

ddeeaatthh rraattee iiss mmuucchh hhiigghheerr..  YYoouu ddiiddnn’’tt rreeaalliizzee hhooww ttoouugghh ddeemmoonn hhuunnttiinngg wwoouulldd bbee,, bbuutt nnooww
yyoouu ffeeeell ccoommppeelllleedd ttoo ccoonnttiinnuuee..  SSiinnccee yyoouu kkiilllleedd yyoouurr ffiirrsstt ddeemmoonn,, yyoouurr mmoooodd hhaass bbeeccoommee
ddaarrkk aanndd bbrrooooddiinngg,, wwhhiicchh ddooeessnn’’tt mmaakkee yyoouu vveerryy ppooppuullaarr wwiitthh mmoosstt ppeeooppllee..  YYoouu ccoommee aaccrroossss
aass qquuiieett aanndd iinntteennssee,, ssoommeebbooddyy hhaauunntteedd bbyy aa ddaarrkk sseeccrreett..  TThhee oonnllyy ttiimmee yyoouu sseeeemm ttoo ccoommee
aalliivvee iiss dduurriinngg aa hhuunntt,, wwhheenn tthhee tthhrriillll ooff tthhee cchhaassee aawwaakkeennss ssoommeetthhiinngg iinnssiiddee yyoouu..  YYoouu ddoonn’’tt
lliikkee tthhee ppeerrssoonn yyoouu aarree bbeeccoommiinngg,, bbuutt yyoouu ddoonn’’tt kknnooww hhooww ttoo cchhaannggee..
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KKnnoowwlleeddggee 11
KKuunngg FFuu 55
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Background on the Martial Artist
TThhee TTeemmppllee ooff tthhee WWhhiittee CCrraannee wwaass mmyy hhoommee,, hhiiddddeenn aawwaayy ffrroomm tthhee cciittiieess aanndd cchhaaooss ooff

tthhee oouuttssiiddee wwoorrlldd..  II wwaass rraaiisseedd bbyy mmoonnkkss;; tthheeyy ttaauugghhtt mmee tthhee WWaayy ooff tthhee CCrraannee..  II aamm
aasshhaammeedd ttoo ssaayy II wwaassnn’’tt aa vveerryy ggoooodd ssttuuddeenntt..  II wwaass aallwwaayyss ggeettttiinngg iinnttoo ffiigghhttss aanndd aaccttiinngg
wwiitthhoouutt tthhiinnkkiinngg..  LLiiffee aatt tthhee tteemmppllee wwaass nnoott ffoorr mmee..  II wwaanntteedd ttoo sseeee tthhee wwoorrlldd..  TThhee mmoonnkkss
bbllaammeedd ssaatteelllliittee TTVV ffoorr mmyy rreebbeelllliioouussnneessss;; mmaayybbee tthheeyy wweerree rriigghhtt..  OOnnee ddaayy,, tthhee EEllddeerrss ooff tthhee
TTeemmppllee ttoolldd mmee mmyy ffaattee llaayy eellsseewwhheerree..  II wwaass ttoo ggoo ttoo AAmmeerriiccaa,, aass aann eexxcchhaannggee ssttuuddeenntt..

II ddiiddnn’’tt kknnooww wwhhaatt ttoo eexxppeecctt..  MMoosstt ooff wwhhaatt II kknneeww aabboouutt AAmmeerriiccaa ccaammee ffrroomm TTVV..  II wwaass
llooookkiinngg ffoorrwwaarrdd ttoo cchheeaapp IInntteerrnneett ccoonnnneeccttiioonnss,, eeaassyy wwoommeenn aanndd ssnnoowwbbooaarrddiinngg..  II wwaass wwoorr--
rriieedd aabboouutt ccrraazzeedd gguunnmmeenn,, bbiikkeerr ggaannggss aanndd rroogguuee ccooppss..  II kknneeww tthhaatt tthhee WWeesstt wwoouulldd bbee ddiiff--
ffeerreenntt ffrroomm tthhee tthhiinnggss II kknneeww aatt hhoommee..

AAtt ffiirrsstt,, iitt wweenntt wweellll..  TThhiinnggss wweerree ddiiffffeerreenntt,, bbuutt nnoott ttoooo bbaadd..  MMyy EEnngglliisshh wwaassnn’’tt aass ggoooodd
aass II tthhoouugghhtt iitt wwaass,, bbuutt II lleeaarrnneedd qquuiicckkllyy..  WWoommeenn wweerreenn’’tt aass eeaassyy aass II tthhoouugghhtt,, bbuutt nnoott eevveerryy--
bbooddyy hhaadd aa gguunn,, oorr wwaass iinntteerreesstteedd iinn cchhaassiinngg mmee wwiitthh aa ccaarr..  

NNoobbooddyy mmeennttiioonneedd tthhee ppllaaccee wwaass ffuullll ooff mmoonnsstteerrss,, hhoowweevveerr..  TThhaatt wwaass mmoosstt ssuurrpprriissiinngg..

IItt ssttaarrtteedd tthhee nniigghhtt II ssaaww aann iinnhhuummaann tthhiinngg aattttaacckkiinngg aa wwoommaann oonn tthhee ssttrreeeett..  TThhee mmoonnkkss
hhaadd ttoolldd mmee ssttoorriieess aabboouutt ddeemmoonnss aanndd gghhoossttss..  II tthhoouugghhtt tthheeyy wweerree ssttoorriieess,, uunnttiill II ssaaww tthhee
rreeaall tthhiinngg..  II rreeaacctteedd wwiitthhoouutt tthhiinnkkiinngg,, aanndd aattttaacckkeedd tthhee mmoonnsstteerr wwiitthh aallll tthhee mmaarrttiiaall aarrttss
mmoovveess II kknneeww..  

II wwaass nneeaarrllyy kkiilllleedd..  IIff tthhee SSllaayyeerr hhaaddnn’’tt aarrrriivveedd,, II wwoouulldd hhaavvee ddiieedd..  SShhee hhaadd mmoovveess lliikkee
ssoommeetthhiinngg oouutt ooff aa JJoohhnn WWoooo mmoovviiee,, eexxcceepptt tthheeyy wweerree rreeaall..  MMoosstt iimmpprreessssiivvee..

AAfftteerr tthhaatt,, bbeessiiddeess wwoorrrryyiinngg aabboouutt ffiittttiinngg iinn,, mmaakkiinngg tthhee sswwiimmmmiinngg tteeaamm,, aanndd ppaassssiinngg
mmiidd--tteerrmmss,, II ssttaarrtteedd ppaattrroolllliinngg aatt nniigghhtt wwiitthh tthhee OOrrddeerr ooff tthhee SSccoooobbyy ((II ssttiillll ddoonn’’tt kknnooww wwhhoo
iiss tthhiiss SSccoooobbyy tthheeyy ssppeeaakk ooff))..  II hhaavvee ddiissccoovveerreedd tthhaatt tthhee mmeennttaall eexxeerrcciisseess tthhee mmoonnkkss ttaauugghhtt
mmee wwiillll sshhiieelldd mmyy mmiinndd ffrroomm ssuuppeerrnnaattuurraall iinnfflluueenncceess..  AAnndd II aamm lleeaarrnniinngg aa lloott ooff nneeww ccoomm--
bbaatt mmoovveess..  II tthhiinnkk tthhee mmoonnkkss ooff tthhee WWhhiittee CCrraannee wwoouulldd bbee pprroouudd ooff mmee..

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

Roleplaying the Martial Artist
YYoouu lliikkee ttoo aacctt ffiirrsstt aanndd aasskk qquueessttiioonnss llaatteerr..  SSttuuddyyiinngg aanndd rreesseeaarrcchh aarree nnoott yyoouurr ssttrroonngg

ssuuiitt;; yyoouu’’dd rraatthheerr bbee ppllaayyiinngg ssoocccceerr oorr kkiicckkiinngg vvaammppiirree bbuutttt..  AAfftteerr aa ffaaiirrllyy ssttrriicctt cchhiillddhhoooodd,,
yyoouu wwaanntt ttoo eennjjooyy aallll tthhee ggoooodd tthhiinnggss yyoouu mmiisssseedd oouutt oonn,, aalltthhoouugghh yyoouu aarree ssttiillll bboouunndd bbyy tthhee
TTeemmppllee’’ss ssttrriicctt ccooddee ooff hhoonnoorr..  DDeessppiittee yyoouurr bbeesstt eeffffoorrttss,, yyoouu hhaavvee aa llooww rreessiissttaannccee ttoo aaddvveerr--
ttiissiinngg,, aanndd ttrryy ttoooo hhaarrdd ttoo bbee ttrreennddyy..  

IInn aaddddiittiioonn ttoo mmaarrttiiaall aarrttss ttrraaiinniinngg,, tthhee tteemmppllee mmoonnkkss ttaauugghhtt yyoouu hhooww ttoo uussee mmeeddiittaattiioonn
tteecchhnniiqquueess ttoo rreessiisstt mmiinndd ccoonnttrrooll..  VVaammppiirriicc oorr ddeemmoonniicc ppoowweerrss tthhaatt aaffffeecctt tthhee mmiinndd hhaavvee aa
mmuucchh hhaarrddeerr ttiimmee aaffffeeccttiinngg yyoouu..  IIff yyoouu wwoouulldd oonnllyy uussee yyoouurr mmiinndd mmoorree oofftteenn,, yyoouu’’dd bbee ffiinnee..

Background on the Martial Artist
TThhee TTeemmppllee ooff tthhee WWhhiittee CCrraannee wwaass mmyy hhoommee,, hhiiddddeenn aawwaayy ffrroomm tthhee cciittiieess aanndd cchhaaooss ooff

tthhee oouuttssiiddee wwoorrlldd..  II wwaass rraaiisseedd bbyy mmoonnkkss;; tthheeyy ttaauugghhtt mmee tthhee WWaayy ooff tthhee CCrraannee..  II aamm
aasshhaammeedd ttoo ssaayy II wwaassnn’’tt aa vveerryy ggoooodd ssttuuddeenntt..  II wwaass aallwwaayyss ggeettttiinngg iinnttoo ffiigghhttss aanndd aaccttiinngg
wwiitthhoouutt tthhiinnkkiinngg..  LLiiffee aatt tthhee tteemmppllee wwaass nnoott ffoorr mmee..  II wwaanntteedd ttoo sseeee tthhee wwoorrlldd..  TThhee mmoonnkkss
bbllaammeedd ssaatteelllliittee TTVV ffoorr mmyy rreebbeelllliioouussnneessss;; mmaayybbee tthheeyy wweerree rriigghhtt..  OOnnee ddaayy,, tthhee EEllddeerrss ooff tthhee
TTeemmppllee ttoolldd mmee mmyy ffaattee llaayy eellsseewwhheerree..  II wwaass ttoo ggoo ttoo AAmmeerriiccaa,, aass aann eexxcchhaannggee ssttuuddeenntt..

II ddiiddnn’’tt kknnooww wwhhaatt ttoo eexxppeecctt..  MMoosstt ooff wwhhaatt II kknneeww aabboouutt AAmmeerriiccaa ccaammee ffrroomm TTVV..  II wwaass
llooookkiinngg ffoorrwwaarrdd ttoo cchheeaapp IInntteerrnneett ccoonnnneeccttiioonnss,, eeaassyy wwoommeenn aanndd ssnnoowwbbooaarrddiinngg..  II wwaass wwoorr--
rriieedd aabboouutt ccrraazzeedd gguunnmmeenn,, bbiikkeerr ggaannggss aanndd rroogguuee ccooppss..  II kknneeww tthhaatt tthhee WWeesstt wwoouulldd bbee ddiiff--
ffeerreenntt ffrroomm tthhee tthhiinnggss II kknneeww aatt hhoommee..

AAtt ffiirrsstt,, iitt wweenntt wweellll..  TThhiinnggss wweerree ddiiffffeerreenntt,, bbuutt nnoott ttoooo bbaadd..  MMyy EEnngglliisshh wwaassnn’’tt aass ggoooodd
aass II tthhoouugghhtt iitt wwaass,, bbuutt II lleeaarrnneedd qquuiicckkllyy..  WWoommeenn wweerreenn’’tt aass eeaassyy aass II tthhoouugghhtt,, bbuutt nnoott eevveerryy--
bbooddyy hhaadd aa gguunn,, oorr wwaass iinntteerreesstteedd iinn cchhaassiinngg mmee wwiitthh aa ccaarr..  

NNoobbooddyy mmeennttiioonneedd tthhee ppllaaccee wwaass ffuullll ooff mmoonnsstteerrss,, hhoowweevveerr..  TThhaatt wwaass mmoosstt ssuurrpprriissiinngg..

IItt ssttaarrtteedd tthhee nniigghhtt II ssaaww aann iinnhhuummaann tthhiinngg aattttaacckkiinngg aa wwoommaann oonn tthhee ssttrreeeett..  TThhee mmoonnkkss
hhaadd ttoolldd mmee ssttoorriieess aabboouutt ddeemmoonnss aanndd gghhoossttss..  II tthhoouugghhtt tthheeyy wweerree ssttoorriieess,, uunnttiill II ssaaww tthhee
rreeaall tthhiinngg..  II rreeaacctteedd wwiitthhoouutt tthhiinnkkiinngg,, aanndd aattttaacckkeedd tthhee mmoonnsstteerr wwiitthh aallll tthhee mmaarrttiiaall aarrttss
mmoovveess II kknneeww..  

II wwaass nneeaarrllyy kkiilllleedd..  IIff tthhee SSllaayyeerr hhaaddnn’’tt aarrrriivveedd,, II wwoouulldd hhaavvee ddiieedd..  SShhee hhaadd mmoovveess lliikkee
ssoommeetthhiinngg oouutt ooff aa JJoohhnn WWoooo mmoovviiee,, eexxcceepptt tthheeyy wweerree rreeaall..  MMoosstt iimmpprreessssiivvee..

AAfftteerr tthhaatt,, bbeessiiddeess wwoorrrryyiinngg aabboouutt ffiittttiinngg iinn,, mmaakkiinngg tthhee sswwiimmmmiinngg tteeaamm,, aanndd ppaassssiinngg
mmiidd--tteerrmmss,, II ssttaarrtteedd ppaattrroolllliinngg aatt nniigghhtt wwiitthh tthhee OOrrddeerr ooff tthhee SSccoooobbyy ((II ssttiillll ddoonn’’tt kknnooww wwhhoo
iiss tthhiiss SSccoooobbyy tthheeyy ssppeeaakk ooff))..  II hhaavvee ddiissccoovveerreedd tthhaatt tthhee mmeennttaall eexxeerrcciisseess tthhee mmoonnkkss ttaauugghhtt
mmee wwiillll sshhiieelldd mmyy mmiinndd ffrroomm ssuuppeerrnnaattuurraall iinnfflluueenncceess..  AAnndd II aamm lleeaarrnniinngg aa lloott ooff nneeww ccoomm--
bbaatt mmoovveess..  II tthhiinnkk tthhee mmoonnkkss ooff tthhee WWhhiittee CCrraannee wwoouulldd bbee pprroouudd ooff mmee..

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

Roleplaying the Martial Artist
YYoouu lliikkee ttoo aacctt ffiirrsstt aanndd aasskk qquueessttiioonnss llaatteerr..  SSttuuddyyiinngg aanndd rreesseeaarrcchh aarree nnoott yyoouurr ssttrroonngg

ssuuiitt;; yyoouu’’dd rraatthheerr bbee ppllaayyiinngg ssoocccceerr oorr kkiicckkiinngg vvaammppiirree bbuutttt..  AAfftteerr aa ffaaiirrllyy ssttrriicctt cchhiillddhhoooodd,,
yyoouu wwaanntt ttoo eennjjooyy aallll tthhee ggoooodd tthhiinnggss yyoouu mmiisssseedd oouutt oonn,, aalltthhoouugghh yyoouu aarree ssttiillll bboouunndd bbyy tthhee
TTeemmppllee’’ss ssttrriicctt ccooddee ooff hhoonnoorr..  DDeessppiittee yyoouurr bbeesstt eeffffoorrttss,, yyoouu hhaavvee aa llooww rreessiissttaannccee ttoo aaddvveerr--
ttiissiinngg,, aanndd ttrryy ttoooo hhaarrdd ttoo bbee ttrreennddyy..  

IInn aaddddiittiioonn ttoo mmaarrttiiaall aarrttss ttrraaiinniinngg,, tthhee tteemmppllee mmoonnkkss ttaauugghhtt yyoouu hhooww ttoo uussee mmeeddiittaattiioonn
tteecchhnniiqquueess ttoo rreessiisstt mmiinndd ccoonnttrrooll..  VVaammppiirriicc oorr ddeemmoonniicc ppoowweerrss tthhaatt aaffffeecctt tthhee mmiinndd hhaavvee aa
mmuucchh hhaarrddeerr ttiimmee aaffffeeccttiinngg yyoouu..  IIff yyoouu wwoouulldd oonnllyy uussee yyoouurr mmiinndd mmoorree oofftteenn,, yyoouu’’dd bbee ffiinnee..
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Background on the Watcher
II rreemmeemmbbeerr mmyy iinndduuccttiioonn ttoo tthhee CCoouunncciill lliikkee iitt wwaass yyeesstteerrddaayy..  TThhee sseeccrreett hhaannddsshhaakkeess,,

tthhee kknnoowwiinngg ssmmiilleess——ggrreeeettiinngg aa ffaannggeedd mmoonnssttrroossiittyy cchhaaiinneedd iinn aa dduunnggeeoonn iinn SSccoottllaanndd.. IItt wwaass
ssccaarryy,, tthhrriilllliinngg,, cchhaalllleennggiinngg aanndd ssccaarryy ((ddiidd II mmeennttiioonn tthhaatt??)).. AAtt tthhaatt mmoommeenntt,, II wwaass pprroouudd ooff
mmyy ssttuuddiieess aanndd ttrraaiinniinngg,, ggrraatteeffuull ffoorr tthhee ooppppoorrttuunniittyy tthhee CCoouunncciill hhaadd pprreesseenntteedd mmee,, aanndd II
kknneeww mmoorree tthhaann eevveerr bbeeffoorree tthhaatt II wwaass bboorrnn ttoo rriidd tthhee wwoorrlldd ooff tthhee mmoonnssttrroossiittiieess..

NNaattuurraallllyy,, mmyy ffiirrsstt qquueessttiioonn aafftteerr tthhee iinndduuccttiioonn wwaass ““W Weellll?? WWhheenn ddoo wwee eexxtteerrmmiinnaattee tthhee
bbllooooddyy bblliigghhtteerrss??”” CClleeaarrllyy tthhaatt wwaass tthhee wwrroonngg ttaacckk ttoo ttaakkee.. AAlltthhoouugghh II kknneeww aass mmuucchh ffrroomm
mmyy ttrraaiinniinngg,, tthhee CCoouunncciill ttooookk ppaaiinnss ttoo rreemmiinndd mmee tthhaatt’’ss nnoott wwhhaatt wwee ddoo.. WWee’’rree tthhee bbllooooddyy
WWaattcchheerrss——wwee oobbsseerrvvee,, wwee sseerrvvee,, aanndd wwee wwaaiitt.. TThhee ssttaarrkk ttrruutthh iiss tthhaatt wwee hhaavvee yyoouunngg ggiirrllss
ttoo ddoo aallll tthhee ffiigghhttiinngg ffoorr uuss.. SSttuucckk iinn mmyy ccrraaww.. DDiidd dduurriinngg ttrraaiinniinngg,, ddiidd aafftteerr iinndduuccttiioonn,, ssttiillll
ddooeess nnooww.. NNoo mmaatttteerr,, II ccoouullddnn’’tt wwaallkk aawwaayy,, nnoott aafftteerr wwhhaatt II’’dd sseeeenn..

II ccoouullddnn’’tt kkeeeepp ssiilleenntt,, eeiitthheerr.. II ccoommppllaaiinneedd.. II ssppookkee uupp aatt mmeeeettiinnggss.. II eevveenn ddrraafftteedd aa sseevveenn--
ppooiinntt mmeemmoorraanndduumm ddeemmaannddiinngg wwee ttaakkee ddiirreecctt aaccttiioonn,, aanndd oouuttlliinniinngg tthhee mmeeaannss aanndd mmeetthhooddss
ooff ddooiinngg ssoo.. TThheerree’’ss oonnee SSllaayyeerr,, aafftteerr aallll.. SShhee ccaannnnoott ddoo iitt aalloonnee.. WWaattcchheerrss aarree nnoott aass ssttrroonngg
oorr aabbllee,, bbuutt wwee aarree,, oorr aatt lleeaasstt ccaann bbee,, aa lleeggiioonn..

II eexxppeecctteedd ttoo bbee ssaacckkeedd ffoorr mmyy bbeehhaavviioouurr——sshhoowwnn tthhee ddoooorr oorr sseenntt ssoommeewwhheerree nniiccee aanndd
ddiissttaanntt.. TThhee FFaallkkllaannddss ppeerrhhaappss.. IInnsstteeaadd,, II ggoott ppaacckkeedd ooffff ttoo AAmmeerriiccaa ttoo wwoorrkk wwiitthh tthhee nneeww
SSllaayyeerr.. AAtt tthhee ttiimmee,, II ccoouullddnn’’tt tteellll iiff iitt wwaass aa rreewwaarrdd oorr aa ppuunniisshhmmeenntt..

TToo tteellll tthhee ttrruutthh,, aafftteerr mmeeeettiinngg tthhee SSllaayyeerr,, II ssttiillll ddoonn’’tt kknnooww.. II ssttaarrtteedd ggiivviinngg hheerr tthhee ssttaann--
ddaarrdd ssppeeeecchh——aallll mmyysstteerriioouuss aanndd oommiinnoouuss——aanndd sshhee sspprraayyeedd mmee wwiitthh tteeaarr ggaass.. SShhee’’ss ddeeffiinniitteellyy
nnoott tthhee mmeeeekk aanndd rreessppeeccttffuull ttyyppee.. SSttiillll,, nneeiitthheerr aamm II.. PPeerrhhaappss tthhee CCoouunncciill eexxppeecctteedd tthhee eexxppee--
rriieennccee wwoouulldd tteeaacchh mmee aa lleessssoonn..

WWee’’llll jjuusstt sseeee aabboouutt tthhaatt..

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

Roleplaying the Watcer
YYoouunnggeerr tthhaann GGiilleess,, yyoouu aarree nneeww ttoo bbeeiinngg aa SSllaayyeerr’’ss WWaattcchheerr.. YYoouu aarree sstteeeeppeedd iinn WWaattcchheerr

ttrraaddiittiioonnss,, bbuutt aallssoo aa rreebbeell wwiitthhiinn tthhee CCoouunncciill.. YYoouu wwaanntt ttoo ttaakkee aann aaccttiivvee ppaarrtt iinn tthhee hhuunntt
ffoorr tthhee ssuuppeerrnnaattuurraall iinnsstteeaadd ooff bbeeiinngg aa mmeerree oobbsseerrvveerr.. WWhhiillee ccoommmmiitttteedd ttoo tteeaacchhiinngg aanndd
gguuiiddiinngg tthhee SSllaayyeerr,, yyoouu aarree aallssoo aa lloott mmoorree lliikkeellyy tthhaann ootthheerr WWaattcchheerrss ttoo ggoo aalloonngg oonn ppaattrroollss..

GGiivveenn yyoouurr ttaakkee oonn tthhee wwaarr aaggaaiinnsstt tthhee ssuuppeerrnnaattuurraall ((aallll oouuttlliinneedd iinn yyoouurr mmeemmoorraanndduumm)),,
yyoouu aarree aaggggrreessssiivvee aanndd ddeeddiiccaatteedd.. YYoouu tthhiinnkk nnootthhiinngg ooff ppaattrroolllliinngg wwiitthh yyoouurr SSllaayyeerr,, aanndd uussiinngg
aallll wwhhoo jjooiinn yyoouurr bbaattttlleess ttoo tthheeiirr uuttmmoosstt ((aanndd ppeerrhhaappss bbeeyyoonndd)) ccaappaacciittyy.. NNoo ddoouubbtt tthhaatt’’ss ggooiinngg
ttoo ggeett yyoouu aanndd tthheemm iinn ttrroouubbllee ssoommeeddaayy..

Background on the Watcher
II rreemmeemmbbeerr mmyy iinndduuccttiioonn ttoo tthhee CCoouunncciill lliikkee iitt wwaass yyeesstteerrddaayy..  TThhee sseeccrreett hhaannddsshhaakkeess,,

tthhee kknnoowwiinngg ssmmiilleess——ggrreeeettiinngg aa ffaannggeedd mmoonnssttrroossiittyy cchhaaiinneedd iinn aa dduunnggeeoonn iinn SSccoottllaanndd.. IItt wwaass
ssccaarryy,, tthhrriilllliinngg,, cchhaalllleennggiinngg aanndd ssccaarryy ((ddiidd II mmeennttiioonn tthhaatt??)).. AAtt tthhaatt mmoommeenntt,, II wwaass pprroouudd ooff
mmyy ssttuuddiieess aanndd ttrraaiinniinngg,, ggrraatteeffuull ffoorr tthhee ooppppoorrttuunniittyy tthhee CCoouunncciill hhaadd pprreesseenntteedd mmee,, aanndd II
kknneeww mmoorree tthhaann eevveerr bbeeffoorree tthhaatt II wwaass bboorrnn ttoo rriidd tthhee wwoorrlldd ooff tthhee mmoonnssttrroossiittiieess..

NNaattuurraallllyy,, mmyy ffiirrsstt qquueessttiioonn aafftteerr tthhee iinndduuccttiioonn wwaass ““WWeellll?? WWhheenn ddoo wwee eexxtteerrmmiinnaattee tthhee
bbllooooddyy bblliigghhtteerrss??”” CClleeaarrllyy tthhaatt wwaass tthhee wwrroonngg ttaacckk ttoo ttaakkee.. AAlltthhoouugghh II kknneeww aass mmuucchh ffrroomm
mmyy ttrraaiinniinngg,, tthhee CCoouunncciill ttooookk ppaaiinnss ttoo rreemmiinndd mmee tthhaatt’’ss nnoott wwhhaatt wwee ddoo.. WWee’’rree tthhee bbllooooddyy
WWaattcchheerrss——wwee oobbsseerrvvee,, wwee sseerrvvee,, aanndd wwee wwaaiitt.. TThhee ssttaarrkk ttrruutthh iiss tthhaatt wwee hhaavvee yyoouunngg ggiirrllss
ttoo ddoo aallll tthhee ffiigghhttiinngg ffoorr uuss.. SSttuucckk iinn mmyy ccrraaww.. DDiidd dduurriinngg ttrraaiinniinngg,, ddiidd aafftteerr iinndduuccttiioonn,, ssttiillll
ddooeess nnooww.. NNoo mmaatttteerr,, II ccoouullddnn’’tt wwaallkk aawwaayy,, nnoott aafftteerr wwhhaatt II’’dd sseeeenn..

II ccoouullddnn’’tt kkeeeepp ssiilleenntt,, eeiitthheerr.. II ccoommppllaaiinneedd.. II ssppookkee uupp aatt mmeeeettiinnggss.. II eevveenn ddrraafftteedd aa sseevveenn--
ppooiinntt mmeemmoorraanndduumm ddeemmaannddiinngg wwee ttaakkee ddiirreecctt aaccttiioonn,, aanndd oouuttlliinniinngg tthhee mmeeaannss aanndd mmeetthhooddss
ooff ddooiinngg ssoo.. TThheerree’’ss oonnee SSllaayyeerr,, aafftteerr aallll.. SShhee ccaannnnoott ddoo iitt aalloonnee.. WWaattcchheerrss aarree nnoott aass ssttrroonngg
oorr aabbllee,, bbuutt wwee aarree,, oorr aatt lleeaasstt ccaann bbee,, aa lleeggiioonn..

II eexxppeecctteedd ttoo bbee ssaacckkeedd ffoorr mmyy bbeehhaavviioouurr——sshhoowwnn tthhee ddoooorr oorr sseenntt ssoommeewwhheerree nniiccee aanndd
ddiissttaanntt.. TThhee FFaallkkllaannddss ppeerrhhaappss.. IInnsstteeaadd,, II ggoott ppaacckkeedd ooffff ttoo AAmmeerriiccaa ttoo wwoorrkk wwiitthh tthhee nneeww
SSllaayyeerr.. AAtt tthhee ttiimmee,, II ccoouullddnn’’tt tteellll iiff iitt wwaass aa rreewwaarrdd oorr aa ppuunniisshhmmeenntt..

TToo tteellll tthhee ttrruutthh,, aafftteerr mmeeeettiinngg tthhee SSllaayyeerr,, II ssttiillll ddoonn’’tt kknnooww.. II ssttaarrtteedd ggiivviinngg hheerr tthhee ssttaann--
ddaarrdd ssppeeeecchh——aallll mmyysstteerriioouuss aanndd oommiinnoouuss——aanndd sshhee sspprraayyeedd mmee wwiitthh tteeaarr ggaass.. SShhee’’ss ddeeffiinniitteellyy
nnoott tthhee mmeeeekk aanndd rreessppeeccttffuull ttyyppee.. SSttiillll,, nneeiitthheerr aamm II.. PPeerrhhaappss tthhee CCoouunncciill eexxppeecctteedd tthhee eexxppee--
rriieennccee wwoouulldd tteeaacchh mmee aa lleessssoonn..

WWee’’llll jjuusstt sseeee aabboouutt tthhaatt..

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

Roleplaying the Watcer
YYoouunnggeerr tthhaann GGiilleess,, yyoouu aarree nneeww ttoo bbeeiinngg aa SSllaayyeerr’’ss WWaattcchheerr.. YYoouu aarree sstteeeeppeedd iinn WWaattcchheerr

ttrraaddiittiioonnss,, bbuutt aallssoo aa rreebbeell wwiitthhiinn tthhee CCoouunncciill.. YYoouu wwaanntt ttoo ttaakkee aann aaccttiivvee ppaarrtt iinn tthhee hhuunntt
ffoorr tthhee ssuuppeerrnnaattuurraall iinnsstteeaadd ooff bbeeiinngg aa mmeerree oobbsseerrvveerr.. WWhhiillee ccoommmmiitttteedd ttoo tteeaacchhiinngg aanndd
gguuiiddiinngg tthhee SSllaayyeerr,, yyoouu aarree aallssoo aa lloott mmoorree lliikkeellyy tthhaann ootthheerr WWaattcchheerrss ttoo ggoo aalloonngg oonn ppaattrroollss..

GGiivveenn yyoouurr ttaakkee oonn tthhee wwaarr aaggaaiinnsstt tthhee ssuuppeerrnnaattuurraall ((aallll oouuttlliinneedd iinn yyoouurr mmeemmoorraanndduumm)),,
yyoouu aarree aaggggrreessssiivvee aanndd ddeeddiiccaatteedd.. YYoouu tthhiinnkk nnootthhiinngg ooff ppaattrroolllliinngg wwiitthh yyoouurr SSllaayyeerr,, aanndd uussiinngg
aallll wwhhoo jjooiinn yyoouurr bbaattttlleess ttoo tthheeiirr uuttmmoosstt ((aanndd ppeerrhhaappss bbeeyyoonndd)) ccaappaacciittyy.. NNoo ddoouubbtt tthhaatt’’ss ggooiinngg
ttoo ggeett yyoouu aanndd tthheemm iinn ttrroouubbllee ssoommeeddaayy..
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Background on the Psychic
EEvveerryytthhiinngg wwaass ffiinnee uunnttiill tthheeyy tthhrreeww aa bbuucckkeett ooff bblloooodd aatt mmee oonn pprroomm nniigghhtt ..  ..  ..  jjuusstt

kkiiddddiinngg,, II’’mm nnoott tthhaatt kkiinndd ooff ppssyycchhiicc..  OOnn aa ggoooodd ddaayy,, II ccaann lleevviittaattee aa ppuuppppyy ((tthhee ppuuppppiieess
hhaattee iitt wwhheenn yyoouu ddoo iitt,, tthhoouugghh))..  II ccaann aallssoo sseeee tthhee ffuuttuurree,, kkiinndd ooff——nnootthhiinngg ggoooodd lliikkee nneexxtt
wweeeekk’’ss lloottttoo nnuummbbeerrss;; mmoorree lliikkee wwhhoo’’ss ggooiinngg ttoo ggeett kkiilllleedd ttoommoorrrrooww,, ddeemmoonnss bbeeiinngg bboorrnn,,
tthhaatt kkiinndd ooff ssttuuffff..  II wwoonnddeerr wwhhyy II ddoonn’’tt ddrreessss uupp lliikkee MMaarriillyynn MMaannssoonn,, wweeaarr ttwwoo ppoouunnddss’’
wwoorrtthh ooff mmaakkeeuupp aanndd ddoo tthhaatt ppiieerrcciinngg tthhiinngg..  TThheenn aaggaaiinn,, II sseeee ttoooo mmuucchh ddaarrkknneessss iinn mmyy
vviissiioonnss;; nnoo nneeeedd ttoo ccaarrrryy iitt aarroouunndd tthhee rreesstt ooff tthhee ttiimmee..

II kknnooww wwhhaatt yyoouu’’rree tthhiinnkkiinngg— —jjuusstt aann eexxpprreessssiioonn;; II ccaann’’tt rreeaadd mmiinnddss,, oorr II’’dd ooppeenn mmyy oowwnn
PPssyycchhiicc PPaallss NNeettwwoorrkk..  YYoouu’’rree tthhiinnkkiinngg,, hhooww ccoommee II llooookk ssoo nnoorrmmaall??  IItt’’ss ccaalllleedd aaccttiinngg..
WWhheenn II ffeeeell lliikkee ssccrreeaammiinngg mmyy hheeaadd ooffff,, II ssmmiillee sswweeeettllyy,, aanndd ppuusshh aallll tthhee bbaadd ffeeeelliinnggss ddeeeepp
iinnssiiddee mmee wwhheerree tthheeyy ccaann’’tt ggeett oouutt..  TTrryyiinngg ttoo pprreevveenntt tthhee hhoorrrriibbllee tthhiinnggss iinn mmyy vviissiioonnss hheellppss,,
ttoooo..  WWhheenneevveerr II ssaavvee ssoommeebbooddyy II ssaaww ddyyiinngg iinn aa vviissiioonn,, iitt’’ss aass iiff II’’mm ggiivviinngg FFaattee tthhee ffiinnggeerr..
TThhaatt’’llll tteeaacchh iitt ttoo ssccrreeww wwiitthh mmyy hheeaadd..  

MMyy ffiirrsstt vviissiioonn ccaammee oonn mmyy ttwweellfftthh bbiirrtthhddaayy..  II ddrreeaammtt tthhaatt SSaarraahh,, mmyy bbeesstt ffrriieenndd,, ggoott rruunn
oovveerr bbyy aa sscchhooooll bbuuss..  II wwookkee uupp ccrryyiinngg,, bbuutt tthhoouugghhtt iitt wwaass jjuusstt aa ddrreeaamm..  UUnnttiill iitt hhaappppeenneedd
ffoorr rreeaall..  SSaarraahh ddiieedd,, jjuusstt tthhee wwaayy II ssaaww iitt..

II ddiiddnn’’tt ffrreeaakk oouutt..  II hhaadd aann ooffffiicciiaall,, oohh--mmyy--GGoodd mmeennttaall bbrreeaakkddoowwnn,, ccoommpplleettee wwiitthh aammbbuu--
llaannccee aanndd ppaarraammeeddiiccss ccaarrttiinngg mmee oouutt ooff tthhee hhoouussee..  II ssppeenntt mmoosstt ooff tthhee nneexxtt yyeeaarr oonn mmeedd--
iiccaattiioonn——nnoo vviissiioonnss,, bbuutt II wwaass aass lliivveellyy aass aa bboowwll ooff bbooiilleedd bbrrooccccoollii..  WWhheenn II wwaass ffiinnaallllyy ooffff
tthhee mmeeddss,, II ssttaarrtteedd hhaavviinngg tthhee vviissiioonnss aaggaaiinn..  II aallssoo ddiissccoovveerreedd II ccoouulldd mmoovvee tthhiinnggss aarroouunndd
wwiitthh mmyy mmiinndd..  MMyy ffiirrsstt eeppiissooddee hhaadd ttaauugghhtt mmee aa vvaalluuaabbllee lleessssoonn——iiff yyoouu lleett ppeeooppllee kknnooww
ssoommeetthhiinngg iiss wwrroonngg,, yyoouu’’llll eenndd uupp ssttrraappppeedd ttoo aa gguurrnneeyy oonn yyoouurr wwaayy ttoo aa hhoossppiittaall..  SSoo II kkeepptt
mmyy mmoouutthh sshhuutt..

TThhee vviissiioonnss ggoott ccrraazziieerr aanndd ccrraazziieerr..  IInnsstteeaadd ooff aacccciiddeennttss,, II ssaaww ccrreeaattuurreess aattttaacckkiinngg ppeeoo--
ppllee aanndd ssuucckkiinngg tthheeiirr bblloooodd..  II ccoouullddnn’’tt jjuusstt ssiitt tthheerree..  II kknneeww ssoommeetthhiinngg bbaadd wwaass hhaappppeenniinngg
aanndd tthhaatt II hhaadd ttoo ddoo ssoommeetthhiinngg,, aannyytthhiinngg..  TTrriieedd nnoott ttoo tthhiinnkk ttoooo mmuucchh aabboouutt wwhhaatt wwoouulldd
hhaappppeenn oonnccee II ffoouunndd tthhee mmoonnsstteerrss .. .. .. ccoouullddnn’’tt hheellpp bbuutt tthhiinnkk tthhaatt II’’dd pprroobbaabbllyy jjuusstt bbee aannootthh--
eerr vviiccttiimm..  FFoorrttuunnaatteellyy,, wwhheenn II ddiidd wwoorrkk uupp tthhee gguuttss ttoo aaccttuuaallllyy cchheecckk oouutt mmyy vviissiioonnss,, II mmeett
ootthheerr ppeeooppllee wwhhoo kknneeww ssoommeetthhiinngg wweeiirrdd wwaass ggooiinngg oonn..  SSoommee ooff tthheemm wweerree wweeiirrddeerr tthhaann
mmee..  II ffeelltt rriigghhtt aatt hhoommee..

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

Roleplaying the Psychic
DDeeeepp ddoowwnn,, tthhee vviissiioonnss aanndd ppoowweerr ssccaarree yyoouu..  YYoouu kknnooww yyoouu aarree ddiiffffeerreenntt aanndd yyoouu oofftteenn

ffeeeell vveerryy aalloonnee..  DDeeeeppeerr ddoowwnn,, yyoouu kknnooww yyoouu hhaavvee aa ggrreeaatt ddeeaall ooff mmyyssttiiccaall ppootteennttiiaall..  SSoo ffaarr,,
iitt hhaass oonnllyy mmaanniiffeesstteedd iittsseellff iinn tthhee ffoorrmm ooff tteelleekkiinneessiiss aanndd ppssyycchhiicc vviissiioonnss,, bbuutt iiff yyoouu aappppllyy
yyoouurrsseellff,, yyoouu ccoouulldd bbeeccoommee aa ppoowweerrffuull ppssyycchhiicc..  YYoouu aarree bbeeggiinnnniinngg ttoo ffeeeell tthhaatt yyoouurr ggiiffttss aarree
nnoott jjuusstt aa rraannddoomm fflluukkee .. .. .. tthhaatt yyoouu aaccttuuaallllyy hhaavvee aa ddeessttiinnyy,, aanndd oonnee tthhaatt ccoouulldd bbee ffoorr ggoooodd..
FFoorr tthhee ttiimmee bbeeiinngg,, yyoouu aarree ttoooo bbuussyy ddeeaalliinngg wwiitthh tthhee vviissiioonnss aanndd tthhee eexxiisstteennccee ooff vvaammppiirreess
ttoo mmaakkee aannyy lloonngg rraannggee ppllaannss oorr eennggaaggee iinn aannyy mmyyssttiiccaall rreesseeaarrcchh oorr ttrraaiinniinngg..  PPeerrhhaappss yyoouurr
nneeww ffrriieennddss ccaann hheellpp iinn tthhaatt aarreeaa..

Background on the Psychic
EEvveerryytthhiinngg wwaass ffiinnee uunnttiill tthheeyy tthhrreeww aa bbuucckkeett ooff bblloooodd aatt mmee oonn pprroomm nniigghhtt ..  ..  ..  jjuusstt

kkiiddddiinngg,, II’’mm nnoott tthhaatt kkiinndd ooff ppssyycchhiicc..  OOnn aa ggoooodd ddaayy,, II ccaann lleevviittaattee aa ppuuppppyy ((tthhee ppuuppppiieess
hhaattee iitt wwhheenn yyoouu ddoo iitt,, tthhoouugghh))..  II ccaann aallssoo sseeee tthhee ffuuttuurree,, kkiinndd ooff——nnootthhiinngg ggoooodd lliikkee nneexxtt
wweeeekk’’ss lloottttoo nnuummbbeerrss;; mmoorree lliikkee wwhhoo’’ss ggooiinngg ttoo ggeett kkiilllleedd ttoommoorrrrooww,, ddeemmoonnss bbeeiinngg bboorrnn,,
tthhaatt kkiinndd ooff ssttuuffff..  II wwoonnddeerr wwhhyy II ddoonn’’tt ddrreessss uupp lliikkee MMaarriillyynn MMaannssoonn,, wweeaarr ttwwoo ppoouunnddss’’
wwoorrtthh ooff mmaakkeeuupp aanndd ddoo tthhaatt ppiieerrcciinngg tthhiinngg..  TThheenn aaggaaiinn,, II sseeee ttoooo mmuucchh ddaarrkknneessss iinn mmyy
vviissiioonnss;; nnoo nneeeedd ttoo ccaarrrryy iitt aarroouunndd tthhee rreesstt ooff tthhee ttiimmee..

II kknnooww wwhhaatt yyoouu’’rree tthhiinnkkiinngg——jjuusstt aann eexxpprreessssiioonn;; II ccaann’’tt rreeaadd mmiinnddss,, oorr II’’dd ooppeenn mmyy oowwnn
PPssyycchhiicc PPaallss NNeettwwoorrkk..  YYoouu’’rree tthhiinnkkiinngg,, hhooww ccoommee II llooookk ssoo nnoorrmmaall??  IItt’’ss ccaalllleedd aaccttiinngg..
WWhheenn II ffeeeell lliikkee ssccrreeaammiinngg mmyy hheeaadd ooffff,, II ssmmiillee sswweeeettllyy,, aanndd ppuusshh aallll tthhee bbaadd ffeeeelliinnggss ddeeeepp
iinnssiiddee mmee wwhheerree tthheeyy ccaann’’tt ggeett oouutt..  TTrryyiinngg ttoo pprreevveenntt tthhee hhoorrrriibbllee tthhiinnggss iinn mmyy vviissiioonnss hheellppss,,
ttoooo..  WWhheenneevveerr II ssaavvee ssoommeebbooddyy II ssaaww ddyyiinngg iinn aa vviissiioonn,, iitt’’ss aass iiff II’’mm ggiivviinngg FFaattee tthhee ffiinnggeerr..
TThhaatt’’llll tteeaacchh iitt ttoo ssccrreeww wwiitthh mmyy hheeaadd..  

MMyy ffiirrsstt vviissiioonn ccaammee oonn mmyy ttwweellfftthh bbiirrtthhddaayy..  II ddrreeaammtt tthhaatt SSaarraahh,, mmyy bbeesstt ffrriieenndd,, ggoott rruunn
oovveerr bbyy aa sscchhooooll bbuuss..  II wwookkee uupp ccrryyiinngg,, bbuutt tthhoouugghhtt iitt wwaass jjuusstt aa ddrreeaamm..  UUnnttiill iitt hhaappppeenneedd
ffoorr rreeaall..  SSaarraahh ddiieedd,, jjuusstt tthhee wwaayy II ssaaww iitt..

II ddiiddnn’’tt ffrreeaakk oouutt..  II hhaadd aann ooffffiicciiaall,, oohh--mmyy--GGoodd mmeennttaall bbrreeaakkddoowwnn,, ccoommpplleettee wwiitthh aammbbuu--
llaannccee aanndd ppaarraammeeddiiccss ccaarrttiinngg mmee oouutt ooff tthhee hhoouussee..  II ssppeenntt mmoosstt ooff tthhee nneexxtt yyeeaarr oonn mmeedd--
iiccaattiioonn——nnoo vviissiioonnss,, bbuutt II wwaass aass lliivveellyy aass aa bboowwll ooff bbooiilleedd bbrrooccccoollii..  WWhheenn II wwaass ffiinnaallllyy ooffff
tthhee mmeeddss,, II ssttaarrtteedd hhaavviinngg tthhee vviissiioonnss aaggaaiinn..  II aallssoo ddiissccoovveerreedd II ccoouulldd mmoovvee tthhiinnggss aarroouunndd
wwiitthh mmyy mmiinndd..  MMyy ffiirrsstt eeppiissooddee hhaadd ttaauugghhtt mmee aa vvaalluuaabbllee lleessssoonn——iiff yyoouu lleett ppeeooppllee kknnooww
ssoommeetthhiinngg iiss wwrroonngg,, yyoouu’’llll eenndd uupp ssttrraappppeedd ttoo aa gguurrnneeyy oonn yyoouurr wwaayy ttoo aa hhoossppiittaall..  SSoo II kkeepptt
mmyy mmoouutthh sshhuutt..

TThhee vviissiioonnss ggoott ccrraazziieerr aanndd ccrraazziieerr..  IInnsstteeaadd ooff aacccciiddeennttss,, II ssaaww ccrreeaattuurreess aattttaacckkiinngg ppeeoo--
ppllee aanndd ssuucckkiinngg tthheeiirr bblloooodd..  II ccoouullddnn’’tt jjuusstt ssiitt tthheerree..  II kknneeww ssoommeetthhiinngg bbaadd wwaass hhaappppeenniinngg
aanndd tthhaatt II hhaadd ttoo ddoo ssoommeetthhiinngg,, aannyytthhiinngg..  TTrriieedd nnoott ttoo tthhiinnkk ttoooo mmuucchh aabboouutt wwhhaatt wwoouulldd
hhaappppeenn oonnccee II ffoouunndd tthhee mmoonnsstteerrss .. .. .. ccoouullddnn’’tt hheellpp bbuutt tthhiinnkk tthhaatt II’’dd pprroobbaabbllyy jjuusstt bbee aannootthh--
eerr vviiccttiimm..  FFoorrttuunnaatteellyy,, wwhheenn II ddiidd wwoorrkk uupp tthhee gguuttss ttoo aaccttuuaallllyy cchheecckk oouutt mmyy vviissiioonnss,, II mmeett
ootthheerr ppeeooppllee wwhhoo kknneeww ssoommeetthhiinngg wweeiirrdd wwaass ggooiinngg oonn..  SSoommee ooff tthheemm wweerree wweeiirrddeerr tthhaann
mmee..  II ffeelltt rriigghhtt aatt hhoommee..

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

Roleplaying the Psychic
DDeeeepp ddoowwnn,, tthhee vviissiioonnss aanndd ppoowweerr ssccaarree yyoouu..  YYoouu kknnooww yyoouu aarree ddiiffffeerreenntt aanndd yyoouu oofftteenn

ffeeeell vveerryy aalloonnee..  DDeeeeppeerr ddoowwnn,, yyoouu kknnooww yyoouu hhaavvee aa ggrreeaatt ddeeaall ooff mmyyssttiiccaall ppootteennttiiaall..  SSoo ffaarr,,
iitt hhaass oonnllyy mmaanniiffeesstteedd iittsseellff iinn tthhee ffoorrmm ooff tteelleekkiinneessiiss aanndd ppssyycchhiicc vviissiioonnss,, bbuutt iiff yyoouu aappppllyy
yyoouurrsseellff,, yyoouu ccoouulldd bbeeccoommee aa ppoowweerrffuull ppssyycchhiicc..  YYoouu aarree bbeeggiinnnniinngg ttoo ffeeeell tthhaatt yyoouurr ggiiffttss aarree
nnoott jjuusstt aa rraannddoomm fflluukkee .. .. .. tthhaatt yyoouu aaccttuuaallllyy hhaavvee aa ddeessttiinnyy,, aanndd oonnee tthhaatt ccoouulldd bbee ffoorr ggoooodd..
FFoorr tthhee ttiimmee bbeeiinngg,, yyoouu aarree ttoooo bbuussyy ddeeaalliinngg wwiitthh tthhee vviissiioonnss aanndd tthhee eexxiisstteennccee ooff vvaammppiirreess
ttoo mmaakkee aannyy lloonngg rraannggee ppllaannss oorr eennggaaggee iinn aannyy mmyyssttiiccaall rreesseeaarrcchh oorr ttrraaiinniinngg..  PPeerrhhaappss yyoouurr
nneeww ffrriieennddss ccaann hheellpp iinn tthhaatt aarreeaa..
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Background on the Scooby Gang Member
YYuupp,, tthhaatt’’ss rriigghhtt..  II’’mm aann ooffffiicciiaall SSllaayyeerreettttee..  II’’vvee ggoott nnoo sscchhttiicckk oorr ssppeecciiaall ppoowweerrss..  II’’mm

aa cchhaallkk oouuttlliinnee wwaaiittiinngg ttoo hhaappppeenn..  AAnndd yyoouu kknnooww wwhhaatt??  II’’vvee ssaavveedd aa bbuunncchh ooff lliivveess,, iinncclluudd--
iinngg tthhee SSllaayyeerr’’ss..  SSoommeettiimmeess,, yyoouu ddoonn’’tt nneeeedd ssuuppeerr ppoowweerrss..  TThheenn aaggaaiinn,, ssoommeettiimmeess——lliikkee
wwhheenn aa vvaammppiirree iiss ppoouunnddiinngg yyoouurr ffaaccee aaggaaiinnsstt tthhee ccuurrbb——yyoouu ddoo..  TThhee ttrriicckk iiss aavvooiiddiinngg tthhee
ccuurrbb--iinn--yyoouurr--ffaaccee ssiittuuaattiioonnss..

HHooww ddoo yyoouu bbeeccoommee aa SSccoooobbyy,, yyoouu aasskk??  IItt’’ss wwhhoo yyoouu kknnooww rreeaallllyy..  YYoouu ddaattee tthhee wwrroonngg
ppeerrssoonn,, aanndd nneexxtt tthhiinngg yyoouu kknnooww yyoouu’’rree ssppeennddiinngg SSaattuurrddaayy nniigghhtt oonn aa ssttaakkeeoouutt——iinn eevveerryy
sseennssee ooff tthhee wwoorrdd..  OOrr yyoouu ccaann ssttuummbbllee oonnttoo tthhee HHoorrrriibbllee TTrruutthh oonn yyoouurr oowwnn..  IInn SSuunnnnyyddaallee,,
yyoouu ccaann’’tt sswwiinngg aa ddeeaadd ccaatt wwiitthhoouutt hhiittttiinngg ssoommee ssoorrtt ooff ssuuppeerrnnaattuurraall mmoonnsstteerr..  IInn mmyy ccaassee,,
iitt wwaass aa lliittttllee ffrroomm ccoolluummnn AA,, aanndd aa lliittttllee ffrroomm ccoolluummnn BB..  II wwaassnn’’tt ssoo mmuucchh ddaattiinngg aass ssttaallkk--
iinngg oonnee ooff tthhee SSllaayyeerr’’ss ccrreeww——nnoott rreeaallllyy ssttaallkkiinngg,, ssoorrtt ooff ffoolllloowwiinngg hhiimm aarroouunndd hhooppiinngg hhee’’dd
nnoottiiccee mmee ..  ..  ..  ookkaayy,, tteecchhnniiccaallllyy,, iitt wwaass ssttaallkkiinngg..  OOuutt ooff nnoowwhheerree,, gguuyyss iinn mmoollddyy ccllootthhiinngg
ssttaarrtt aattttaacckkiinngg hhiimm,, aanndd aallll ooff aa ssuuddddeenn II’’mm iinn tthhee mmiiddddllee ooff aa kkuunngg--ffuu mmoovviiee wwrriitttteenn aanndd
ddiirreecctteedd bbyy WWeess CCrraavveenn..  II ddiiddnn’’tt ddoo ttoooo bbaaddllyy,, tthhoouugghh..  II hhiitt aa vvaammppiirree ffrroomm bbeehhiinndd wwiitthh aa
ggaarrbbaaggee ccaann,, aanndd II kkeepptt iitt bbuussyy bbyy ffllaaiilliinngg aarroouunndd iinn iittss ffaaccee uunnttiill tthhee SSllaayyeerr dduusstteedd iitt..  TThhee
rreesstt,, aass tthheeyy ssaayy,, iiss hhiissttoorryy..  PPaanniicc--ffiilllleedd,, aaddrreennaalliinnee--cchhaarrggeedd,, bboonnee--bbrruuiissiinngg hhiissttoorryy..

SSoo vvaammppiirreess eexxiisstt,, aanndd ddeemmoonnss,, aanndd wwiittcchheess,, aallll tthhee ssttuuffff II tthhoouugghhtt wwaass lliimmiitteedd ttoo llaattee
nniigghhtt TTVV..  IItt ttooookk mmee ssoommee ttiimmee ttoo ggeett uusseedd ttoo tthhee nnoottiioonn——ttwwoo hhoouurrss ttoo bbee eexxaacctt,, oonnee ooff
tthheemm iinn aa ddeeaadd ffaaiinntt——bbuutt nnooww II’’mm ookkaayy wwiitthh iitt..  TThhee ffaaiinnttiinngg eeppiissooddeess aarree mmoossttllyy ggoonnee,, aatt
lleeaasstt..  II’’mm ggeettttiinngg pplleennttyy ooff oouuttddoooorr eexxeerrcciissee——ssuurree,, iitt’’ss aatt nniigghhtt,, aanndd wwee ffaavvoorr sseewweerrss aanndd
hhaauunntteedd hhoouusseess iinnsstteeaadd ooff ttrraacckk ffiieellddss,, bbuutt iitt bbeeaattss ssiittttiinngg iinn ffrroonntt ooff tthhee bboooobb ttuubbee——aanndd II’’mm
lleeaarrnniinngg aallll kkiinnddss ooff ssttuuffff,, lliikkee tthhee mmaattiinngg hhaabbiittss ooff tthhee DDrraa’’hhaakk ddeemmoonn ((II jjuusstt lloovvee ssaayyiinngg
DDrraa’’hhaakk))..  IItt’’ss ssoommee lliiffee..  II ssttiillll hhaavveenn’’tt ggootttteenn aannyywwhheerree wwiitthh tthhee ccuuttiiee II wwaass kkiinnddaa ssttaallkkiinngg,,
bbuutt II hhaavveenn’’tt ggiivveenn uupp hhooppee..  WWee hhaavvee aa lloott mmoorree iinn ccoommmmoonn nnooww..

Quote: “Okay.  Here’s the plan.  I’ll jump around and distract the vampire, and while I’m
desperately cringing from his claws, you stake him from behind.  I know it’s not great,
but it plays to my strengths.”

Roleplaying the Scooby Gang Member
WWiitthhoouutt ssuuppeerr--ssttrreennggtthh oorr mmaaggiicc,, yyoouu hhaavvee ttoo uussee yyoouurr wwiittss aanndd lluucckk ttoo ssuurrvviivvee..  YYoouu aarree

bbeesstt ssuuiitteedd ttoo tthhee iinnvveessttiiggaattiioonn ssiiddee ooff ssllaayyiinngg,, bbuutt yyoouu aarree lleeaarrnniinngg hhooww ttoo uussee aaxxeess aanndd
ssttaakkeess aaggaaiinnsstt tthhee ccrreeaattuurreess ooff tthhee nniigghhtt..  YYoouurr bbiiggggeesstt wweeaakknneessss iiss yyoouurr lloovvee ffoorr oonnee ooff tthhee
ootthheerr SSllaayyeerreetttteess,, aa lloovvee tthhaatt sseeeemmss ddoooommeedd ffrroomm tthhee ssttaarrtt..  SSppeennddiinngg ttiimmee wwiitthh ppeeooppllee iinn
lliiffee--tthhrreeaatteenniinngg ssiittuuaattiioonnss ccaann mmoovvee tthheemm cclloosseerr ttooggeetthheerr,, tthhoouugghh,, ssoo yyoouu mmiigghhtt hhaavvee aa
cchhaannccee aafftteerr aallll..

HHeeyy,, iitt’’ss aa ffeeeebbllee aanndd ddeessppeerraattee ssttrraatteeggyy ffoorr yyoouurr lloovvee lliiffee,, bbuutt yyoouu aarree wwoorrkkiinngg tthhrroouugghh
tthhee wwhhoollee ffeeeebbllee tthhiinngg,, aanndd tthheessee aarree ddeessppeerraattee ttiimmeess..  AAtt lleeaasstt,, tthhaatt wwhhaatt eevveerryyoonnee’’ss tteelllliinngg
yyoouu aanndd ffrroomm wwhhaatt yyoouu’’vvee sseeeenn,, tthheeyy hhaavvee aa ppooiinntt..

Background on the Scooby Gang Member
YYuupp,, tthhaatt’’ss rriigghhtt..  II’’mm aann ooffffiicciiaall SSllaayyeerreettttee..  II’’vvee ggoott nnoo sscchhttiicckk oorr ssppeecciiaall ppoowweerrss..  II’’mm

aa cchhaallkk oouuttlliinnee wwaaiittiinngg ttoo hhaappppeenn..  AAnndd yyoouu kknnooww wwhhaatt??  II’’vvee ssaavveedd aa bbuunncchh ooff lliivveess,, iinncclluudd--
iinngg tthhee SSllaayyeerr’’ss..  SSoommeettiimmeess,, yyoouu ddoonn’’tt nneeeedd ssuuppeerr ppoowweerrss..  TThheenn aaggaaiinn,, ssoommeettiimmeess——lliikkee
wwhheenn aa vvaammppiirree iiss ppoouunnddiinngg yyoouurr ffaaccee aaggaaiinnsstt tthhee ccuurrbb——yyoouu ddoo..  TThhee ttrriicckk iiss aavvooiiddiinngg tthhee
ccuurrbb--iinn--yyoouurr--ffaaccee ssiittuuaattiioonnss..

HHooww ddoo yyoouu bbeeccoommee aa SSccoooobbyy,, yyoouu aasskk??  IItt’’ss wwhhoo yyoouu kknnooww rreeaallllyy..  YYoouu ddaattee tthhee wwrroonngg
ppeerrssoonn,, aanndd nneexxtt tthhiinngg yyoouu kknnooww yyoouu’’rree ssppeennddiinngg SSaattuurrddaayy nniigghhtt oonn aa ssttaakkeeoouutt——iinn eevveerryy
sseennssee ooff tthhee wwoorrdd..  OOrr yyoouu ccaann ssttuummbbllee oonnttoo tthhee HHoorrrriibbllee TTrruutthh oonn yyoouurr oowwnn..  IInn SSuunnnnyyddaallee,,
yyoouu ccaann’’tt sswwiinngg aa ddeeaadd ccaatt wwiitthhoouutt hhiittttiinngg ssoommee ssoorrtt ooff ssuuppeerrnnaattuurraall mmoonnsstteerr..  IInn mmyy ccaassee,,
iitt wwaass aa lliittttllee ffrroomm ccoolluummnn AA,, aanndd aa lliittttllee ffrroomm ccoolluummnn BB..  II wwaassnn’’tt ssoo mmuucchh ddaattiinngg aass ssttaallkk--
iinngg oonnee ooff tthhee SSllaayyeerr’’ss ccrreeww——nnoott rreeaallllyy ssttaallkkiinngg,, ssoorrtt ooff ffoolllloowwiinngg hhiimm aarroouunndd hhooppiinngg hhee’’dd
nnoottiiccee mmee ..  ..  ..  ookkaayy,, tteecchhnniiccaallllyy,, iitt wwaass ssttaallkkiinngg..  OOuutt ooff nnoowwhheerree,, gguuyyss iinn mmoollddyy ccllootthhiinngg
ssttaarrtt aattttaacckkiinngg hhiimm,, aanndd aallll ooff aa ssuuddddeenn II’’mm iinn tthhee mmiiddddllee ooff aa kkuunngg--ffuu mmoovviiee wwrriitttteenn aanndd
ddiirreecctteedd bbyy WWeess CCrraavveenn..  II ddiiddnn’’tt ddoo ttoooo bbaaddllyy,, tthhoouugghh..  II hhiitt aa vvaammppiirree ffrroomm bbeehhiinndd wwiitthh aa
ggaarrbbaaggee ccaann,, aanndd II kkeepptt iitt bbuussyy bbyy ffllaaiilliinngg aarroouunndd iinn iittss ffaaccee uunnttiill tthhee SSllaayyeerr dduusstteedd iitt..  TThhee
rreesstt,, aass tthheeyy ssaayy,, iiss hhiissttoorryy..  PPaanniicc--ffiilllleedd,, aaddrreennaalliinnee--cchhaarrggeedd,, bboonnee--bbrruuiissiinngg hhiissttoorryy..

SSoo vvaammppiirreess eexxiisstt,, aanndd ddeemmoonnss,, aanndd wwiittcchheess,, aallll tthhee ssttuuffff II tthhoouugghhtt wwaass lliimmiitteedd ttoo llaattee
nniigghhtt TTVV..  IItt ttooookk mmee ssoommee ttiimmee ttoo ggeett uusseedd ttoo tthhee nnoottiioonn——ttwwoo hhoouurrss ttoo bbee eexxaacctt,, oonnee ooff
tthheemm iinn aa ddeeaadd ffaaiinntt——bbuutt nnooww II’’mm ookkaayy wwiitthh iitt..  TThhee ffaaiinnttiinngg eeppiissooddeess aarree mmoossttllyy ggoonnee,, aatt
lleeaasstt..  II’’mm ggeettttiinngg pplleennttyy ooff oouuttddoooorr eexxeerrcciissee——ssuurree,, iitt’’ss aatt nniigghhtt,, aanndd wwee ffaavvoorr sseewweerrss aanndd
hhaauunntteedd hhoouusseess iinnsstteeaadd ooff ttrraacckk ffiieellddss,, bbuutt iitt bbeeaattss ssiittttiinngg iinn ffrroonntt ooff tthhee bboooobb ttuubbee——aanndd II’’mm
lleeaarrnniinngg aallll kkiinnddss ooff ssttuuffff,, lliikkee tthhee mmaattiinngg hhaabbiittss ooff tthhee DDrraa’’hhaakk ddeemmoonn ((II jjuusstt lloovvee ssaayyiinngg
DDrraa’’hhaakk))..  IItt’’ss ssoommee lliiffee..  II ssttiillll hhaavveenn’’tt ggootttteenn aannyywwhheerree wwiitthh tthhee ccuuttiiee II wwaass kkiinnddaa ssttaallkkiinngg,,
bbuutt II hhaavveenn’’tt ggiivveenn uupp hhooppee..  WWee hhaavvee aa lloott mmoorree iinn ccoommmmoonn nnooww..

Quote: “Okay.  Here’s the plan.  I’ll jump around and distract the vampire, and while I’m
desperately cringing from his claws, you stake him from behind.  I know it’s not great,
but it plays to my strengths.”

Roleplaying the Scooby Gang Member
WWiitthhoouutt ssuuppeerr--ssttrreennggtthh oorr mmaaggiicc,, yyoouu hhaavvee ttoo uussee yyoouurr wwiittss aanndd lluucckk ttoo ssuurrvviivvee..  YYoouu aarree

bbeesstt ssuuiitteedd ttoo tthhee iinnvveessttiiggaattiioonn ssiiddee ooff ssllaayyiinngg,, bbuutt yyoouu aarree lleeaarrnniinngg hhooww ttoo uussee aaxxeess aanndd
ssttaakkeess aaggaaiinnsstt tthhee ccrreeaattuurreess ooff tthhee nniigghhtt..  YYoouurr bbiiggggeesstt wweeaakknneessss iiss yyoouurr lloovvee ffoorr oonnee ooff tthhee
ootthheerr SSllaayyeerreetttteess,, aa lloovvee tthhaatt sseeeemmss ddoooommeedd ffrroomm tthhee ssttaarrtt..  SSppeennddiinngg ttiimmee wwiitthh ppeeooppllee iinn
lliiffee--tthhrreeaatteenniinngg ssiittuuaattiioonnss ccaann mmoovvee tthheemm cclloosseerr ttooggeetthheerr,, tthhoouugghh,, ssoo yyoouu mmiigghhtt hhaavvee aa
cchhaannccee aafftteerr aallll..

HHeeyy,, iitt’’ss aa ffeeeebbllee aanndd ddeessppeerraattee ssttrraatteeggyy ffoorr yyoouurr lloovvee lliiffee,, bbuutt yyoouu aarree wwoorrkkiinngg tthhrroouugghh
tthhee wwhhoollee ffeeeebbllee tthhiinngg,, aanndd tthheessee aarree ddeessppeerraattee ttiimmeess..  AAtt lleeaasstt,, tthhaatt wwhhaatt eevveerryyoonnee’’ss tteelllliinngg
yyoouu aanndd ffrroomm wwhhaatt yyoouu’’vvee sseeeenn,, tthheeyy hhaavvee aa ppooiinntt..
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Background on the Football Player
II’’mm ggoooodd aatt ssttoommppiinngg ppeeooppllee..  TThhaatt’’ss tthhee sskkiillll tthhaatt ggoott mmee aa ffoooottbbaallll sscchhoollaarrsshhiipp aanndd,,

mmaayybbee,, aa pprroo ccaarreeeerr..  WWhheenn II hheeaarrdd aabboouutt bbllooooddssuucckkeerrss pprroowwlliinngg tthhee ccaammppuuss,, II ggoott ppiisssseedd
ooffff..  DDeeaadd ccrriitttteerrss rruunnnniinngg aarroouunndd kkiilllliinngg ppeeooppllee ..  ..  ..  tthhaatt’’ss jjuusstt wwrroonngg..  H Heellll,, iitt’’ss uunn--
AAmmeerriiccaann..  SSoo II ffiigguurreedd oonn ddooiinngg ssoommee ooffff--ffiieelldd ssttoommppiinngg..  

WWee ccoouullddnn’’tt tteellll tthhee ccooppss..  II’’dd hheeaarrdd aabboouutt tthhaatt FFooxx sshhooww wwiitthh tthhee FFBBII aaggeennttss ((nneevveerr
wwaattcchheedd iitt,, ggoott bbeetttteerr tthhiinnggss ttoo ddoo wwiitthh mmyy wweeeekkeennddss)),, ssoo II kknneeww tthhee ggoovveerrnnmmeenntt wwaass hhiidd--
iinngg aallll eevviiddeennccee ooff bbllooooddssuucckkeerrss..  SSoo mmee aanndd ssoommee bbuuddddiieess ggoott ttooggeetthheerr,, ddoowwnneedd aa ffeeww bbrreewwss
ttoo ggeett uuss iinn tthhee rriigghhtt mmoooodd,, aanndd wwee wweenntt llooookkiinngg ffoorr vvaammppss..  WWee ffoouunndd ‘‘eemm..  PPrroobblleemm wwaass,,
wwee wweerreenn’’tt rreeaaddyy ffoorr ‘‘eemm..  II wweenntt aafftteerr aa ppeenncciill--nneecckkeedd lliittttllee gguuyy,, aanndd hhee ttoosssseedd mmee aarroouunndd
lliikkee aa bbaagg ooff ddiirrttyy llaauunnddrryy..  II mmuusstt hhaavvee ssaaiilleedd aa ggoooodd tteenn yyaarrddss bbeeffoorree II hhiitt tthhee ggrroouunndd..
MMeeaannwwhhiillee,, tthhee ootthheerr vvaammppss wweenntt tthhrroouugghh mmyy bbuuddddiieess lliikkee aa cchhaaiinnssaaww tthhrroouugghh bbuutttteerr..  TThhiiss
wwaassnn’’tt nnoo ggaammee——nnoo rreeffss ssttooppppiinngg tthhee ppllaayy,, nnoo uunnnneecceessssaarryy rroouugghhnneessss ppeennaallttiieess,, nnoo ttiimmee
oouuttss..  II bbaarreellyy eessccaappeedd wwiitthh mmyy lliiffee..  

HHeeyy,, II’’mm nnoo dduummbb jjoocckk..  II kknneeww II nneeeeddeedd aa nneeww ggaammee ppllaann..  II hheeaarrdd ooff aa ggaanngg oonn ccaamm--
ppuuss  TThheeyy wweerree aa bbuunncchh ooff ggeeeekkss aanndd ffrreeaakkss,, bbuutt tthheeyy kknneeww aabboouutt vvaammppiirree hhuunnttiinngg..  II’’mm
wwoorrkkiinngg wwiitthh tthheemm nnooww..  FFiirrsstt tthhiinngg wwee ddiidd wwaass ppuutt ddoowwnn mmyy ffoorrmmeerr bbuuddddiieess,, wwhhoo hhaadd bbeeeenn
ttuurrnneedd iinnttoo vvaammppiirreess——hhaallff ooff tthhee ddeeffeennssiivvee ffrroonntt lliinnee aanndd aa cchhuunnkk ooff tthhee sseeccoonnddaarryy ttuurrnneedd
iinnttoo dduusstt..  TThhiiss sseeaassoonn’’ss ggoonnnnaa ssuucckk..  TThhaatt wwaass ttoouugghh,, bbuutt iitt hhaadd ttoo bbee ddoonnee..  TThheenn wwee ffoouunndd
tthhee bbllooooddssuucckkeerrss tthhaatt ddiidd tthhee ddeeeedd,, aanndd dduusstteedd ‘‘eemm ttoooo..  

II’’mm nnoott ttoooo ggoooodd wwiitthh tthhee ssttaakkeess,, bbuutt II ccaann ttaacckkllee tthhee vvaammppss aanndd hhoolldd ‘‘eemm ddoowwnn uunnttiill
ssoommeebbooddyy eellssee ppookkeess ‘‘eemm..  SSoommee ooff tthhee bbllooooddssuucckkeerrss aarree ttoooo ssttrroonngg ffoorr mmee..  II’’mm ssttiillll ggeett--
ttiinngg uusseedd ttoo ffiigghhttiinngg hhuunnddrreedd--aanndd--ttwweennttyy ppoouunndd ccrriitttteerrss tthhaatt ccaann bbeenncchh pprreessss ssmmaallll ccaarrss..  II
gguueessss bblloooodd iiss bbeetttteerr tthhaann pprrootteeiinn sshhaakkeess oorr eevveenn sstteerrooiiddss..  

II’’mm nnoott ppllaannnniinngg oonn ddooiinngg tthhiiss aallll mmyy lliiffee,, bbyy tthhee wwaayy..  TThhiiss iiss wwhhaatt II ddoo oouuttssiiddee ooff ggaammeess
aanndd pprraaccttiiccee..  SSoommee ppeeooppllee wwoorrkk oonn ppaappeerrss aanndd eexxaammss——II hheellpp ssaavvee tthhee wwoorrlldd oonn nniigghhttss aanndd
ssoommee wweeeekkeennddss..

Quote: “All right, are we ready?  Let’s go do some damage!”

Roleplaying the Football Player
YYoouurr lliiffee hhaass ttaakkeenn aann uunneexxppeecctteedd ttuurrnn..  YYoouu wweenntt ffrroomm wwoorrrryyiinngg aabboouutt wwiinnnniinngg ggaammeess

aanndd iimmpprreessssiinngg ttaalleenntt ssccoouuttss ttoo lluurrkkiinngg aarroouunndd ggrraavveeyyaarrddss llooookkiinngg ffoorr tthhee uunnddeeaadd..  YYoouu’’rree
uusseedd ttoo bbeeiinngg tthhee hheerroo aanndd bbaasskkiinngg iinn tthhee ssppoottlliigghhtt,, aanndd yyoouu’’rree nnoott hhaappppyy aabboouutt hhaavviinngg ttoo
ppllaayy sseeccoonndd ffiiddddllee ttoo tthhee SSllaayyeerr aanndd ootthheerr hheerrooiicc ttyyppeess..  TToo ccoommppeennssaattee,, yyoouu ttrryy aa lliittttllee bbiitt
ttoooo hhaarrdd,, aanndd eenndd uupp bbiittiinngg ooffff mmoorree tthhaann yyoouu ccaann cchheeww..  YYoouu aallssoo ttrryy ttoo hheellpp ppssyycchh ppeeooppllee
uupp,, bbuutt yyoouurr ppoossiittiivvee aattttiittuuddee ccaann ggeett ddoowwnnrriigghhtt aannnnooyyiinngg ssoommeettiimmeess..  FFiinnaallllyy,, yyoouu hhaavvee bbeeeenn
aa bbuullllyy ffoorr mmuucchh ooff yyoouurr lliiffee,, aanndd wwoorrkkiinngg ssiiddee bbyy ssiiddee wwiitthh tthhee ppeeooppllee yyoouu ppiicckkeedd oonn iiss pprroovv--
iinngg ttoo bbee aa ttaadd ddiiffffiiccuulltt..

Background on the Football Player
II’’mm ggoooodd aatt ssttoommppiinngg ppeeooppllee..  TThhaatt’’ss tthhee sskkiillll tthhaatt ggoott mmee aa ffoooottbbaallll sscchhoollaarrsshhiipp aanndd,,

mmaayybbee,, aa pprroo ccaarreeeerr..  WWhheenn II hheeaarrdd aabboouutt bbllooooddssuucckkeerrss pprroowwlliinngg tthhee ccaammppuuss,, II ggoott ppiisssseedd
ooffff..  DDeeaadd ccrriitttteerrss rruunnnniinngg aarroouunndd kkiilllliinngg ppeeooppllee ..  ..  ..  tthhaatt’’ss jjuusstt wwrroonngg..  HHeellll,, iitt’’ss uunn--
AAmmeerriiccaann..  SSoo II ffiigguurreedd oonn ddooiinngg ssoommee ooffff--ffiieelldd ssttoommppiinngg..  

WWee ccoouullddnn’’tt tteellll tthhee ccooppss..  II’’dd hheeaarrdd aabboouutt tthhaatt FFooxx sshhooww wwiitthh tthhee FFBBII aaggeennttss ((nneevveerr
wwaattcchheedd iitt,, ggoott bbeetttteerr tthhiinnggss ttoo ddoo wwiitthh mmyy wweeeekkeennddss)),, ssoo II kknneeww tthhee ggoovveerrnnmmeenntt wwaass hhiidd--
iinngg aallll eevviiddeennccee ooff bbllooooddssuucckkeerrss..  SSoo mmee aanndd ssoommee bbuuddddiieess ggoott ttooggeetthheerr,, ddoowwnneedd aa ffeeww bbrreewwss
ttoo ggeett uuss iinn tthhee rriigghhtt mmoooodd,, aanndd wwee wweenntt llooookkiinngg ffoorr vvaammppss..  WWee ffoouunndd ‘‘eemm..  PPrroobblleemm wwaass,,
wwee wweerreenn’’tt rreeaaddyy ffoorr ‘‘eemm..  II wweenntt aafftteerr aa ppeenncciill--nneecckkeedd lliittttllee gguuyy,, aanndd hhee ttoosssseedd mmee aarroouunndd
lliikkee aa bbaagg ooff ddiirrttyy llaauunnddrryy..  II mmuusstt hhaavvee ssaaiilleedd aa ggoooodd tteenn yyaarrddss bbeeffoorree II hhiitt tthhee ggrroouunndd..
MMeeaannwwhhiillee,, tthhee ootthheerr vvaammppss wweenntt tthhrroouugghh mmyy bbuuddddiieess lliikkee aa cchhaaiinnssaaww tthhrroouugghh bbuutttteerr..  TThhiiss
wwaassnn’’tt nnoo ggaammee——nnoo rreeffss ssttooppppiinngg tthhee ppllaayy,, nnoo uunnnneecceessssaarryy rroouugghhnneessss ppeennaallttiieess,, nnoo ttiimmee
oouuttss..  II bbaarreellyy eessccaappeedd wwiitthh mmyy lliiffee..  

HHeeyy,, II’’mm nnoo dduummbb jjoocckk..  II kknneeww II nneeeeddeedd aa nneeww ggaammee ppllaann..  II hheeaarrdd ooff aa ggaanngg oonn ccaamm--
ppuuss  TThheeyy wweerree aa bbuunncchh ooff ggeeeekkss aanndd ffrreeaakkss,, bbuutt tthheeyy kknneeww aabboouutt vvaammppiirree hhuunnttiinngg..  II’’mm
wwoorrkkiinngg wwiitthh tthheemm nnooww..  FFiirrsstt tthhiinngg wwee ddiidd wwaass ppuutt ddoowwnn mmyy ffoorrmmeerr bbuuddddiieess,, wwhhoo hhaadd bbeeeenn
ttuurrnneedd iinnttoo vvaammppiirreess——hhaallff ooff tthhee ddeeffeennssiivvee ffrroonntt lliinnee aanndd aa cchhuunnkk ooff tthhee sseeccoonnddaarryy ttuurrnneedd
iinnttoo dduusstt..  TThhiiss sseeaassoonn’’ss ggoonnnnaa ssuucckk..  TThhaatt wwaass ttoouugghh,, bbuutt iitt hhaadd ttoo bbee ddoonnee..  TThheenn wwee ffoouunndd
tthhee bbllooooddssuucckkeerrss tthhaatt ddiidd tthhee ddeeeedd,, aanndd dduusstteedd ‘‘eemm ttoooo..  

II’’mm nnoott ttoooo ggoooodd wwiitthh tthhee ssttaakkeess,, bbuutt II ccaann ttaacckkllee tthhee vvaammppss aanndd hhoolldd ‘‘eemm ddoowwnn uunnttiill
ssoommeebbooddyy eellssee ppookkeess ‘‘eemm..  SSoommee ooff tthhee bbllooooddssuucckkeerrss aarree ttoooo ssttrroonngg ffoorr mmee..  II’’mm ssttiillll ggeett--
ttiinngg uusseedd ttoo ffiigghhttiinngg hhuunnddrreedd--aanndd--ttwweennttyy ppoouunndd ccrriitttteerrss tthhaatt ccaann bbeenncchh pprreessss ssmmaallll ccaarrss..  II
gguueessss bblloooodd iiss bbeetttteerr tthhaann pprrootteeiinn sshhaakkeess oorr eevveenn sstteerrooiiddss..  

II’’mm nnoott ppllaannnniinngg oonn ddooiinngg tthhiiss aallll mmyy lliiffee,, bbyy tthhee wwaayy..  TThhiiss iiss wwhhaatt II ddoo oouuttssiiddee ooff ggaammeess
aanndd pprraaccttiiccee..  SSoommee ppeeooppllee wwoorrkk oonn ppaappeerrss aanndd eexxaammss——II hheellpp ssaavvee tthhee wwoorrlldd oonn nniigghhttss aanndd
ssoommee wweeeekkeennddss..

Quote: “All right, are we ready?  Let’s go do some damage!”

Roleplaying the Football Player
YYoouurr lliiffee hhaass ttaakkeenn aann uunneexxppeecctteedd ttuurrnn..  YYoouu wweenntt ffrroomm wwoorrrryyiinngg aabboouutt wwiinnnniinngg ggaammeess

aanndd iimmpprreessssiinngg ttaalleenntt ssccoouuttss ttoo lluurrkkiinngg aarroouunndd ggrraavveeyyaarrddss llooookkiinngg ffoorr tthhee uunnddeeaadd..  YYoouu’’rree
uusseedd ttoo bbeeiinngg tthhee hheerroo aanndd bbaasskkiinngg iinn tthhee ssppoottlliigghhtt,, aanndd yyoouu’’rree nnoott hhaappppyy aabboouutt hhaavviinngg ttoo
ppllaayy sseeccoonndd ffiiddddllee ttoo tthhee SSllaayyeerr aanndd ootthheerr hheerrooiicc ttyyppeess..  TToo ccoommppeennssaattee,, yyoouu ttrryy aa lliittttllee bbiitt
ttoooo hhaarrdd,, aanndd eenndd uupp bbiittiinngg ooffff mmoorree tthhaann yyoouu ccaann cchheeww..  YYoouu aallssoo ttrryy ttoo hheellpp ppssyycchh ppeeooppllee
uupp,, bbuutt yyoouurr ppoossiittiivvee aattttiittuuddee ccaann ggeett ddoowwnnrriigghhtt aannnnooyyiinngg ssoommeettiimmeess..  FFiinnaallllyy,, yyoouu hhaavvee bbeeeenn
aa bbuullllyy ffoorr mmuucchh ooff yyoouurr lliiffee,, aanndd wwoorrkkiinngg ssiiddee bbyy ssiiddee wwiitthh tthhee ppeeooppllee yyoouu ppiicckkeedd oonn iiss pprroovv--
iinngg ttoo bbee aa ttaadd ddiiffffiiccuulltt..
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Background on the Hacker
EEvveerr hheeaarrdd aabboouutt tthhee gguuyy wwhhoo bbrrookkee iinnttoo tthhee IIRRSS ssiittee aanndd ttrraannssllaatteedd aallll tthheeiirr tteexxtt ffiilleess

iinnttoo KKlliinnggoonn??  YYoouu bbeett..  TThhaatt wwaass mmee..  TThhee NNSSAA iiss ssttiillll ttrryyiinngg ttoo ffiigguurree oouutt wwhhoo ddiidd iitt..

CCoommppuutteerrss aarree mmyy ffrriieennddss..  II ccaann ggeett iinnttoo aannyy ddaattaabbaassee,, aannyyttiimmee..  W Whhiicchh iiss hhooww II ffiigguurreedd
ssoommeetthhiinngg mmaajjoorr wwaass ggooiinngg oonn iinn SSuunnnnyyddaallee..  II bbrrookkee iinnttoo tthhee H Haallll ooff RReeccoorrddss,, aanndd ffoouunndd
tthhee mmuurrddeerr rraattee iinn tthhiiss lliittttllee ttoowwnn iiss hhiigghheerr tthhaann mmoosstt ppllaacceess tthhiiss ssiiddee ooff aa wwaarr zzoonnee..  TThhee
pprrooppoorrttiioonn ooff mmiissssiinngg ppeerrssoonnss iiss eevveenn hhiigghheerr..  II ddiidd aa lliittttllee mmoorree ddiiggggiinngg,, aanndd ddiissccoovveerreedd oonnee
ggiirrll sseeeemmeedd ttoo bbee aarroouunndd aallll kkiinnddss ooff mmuurrddeerrss,, ggaanngg bbaattttlleess,, aanndd ootthheerr ssttrraannggee eevveennttss..  

II tthhoouugghhtt II wwaass bbeeiinngg ccaarreeffuull,, bbuutt ssoommeebbooddyy ddiissccoovveerreedd II wwaass ssnnooooppiinngg aarroouunndd..  OOnnee
nniigghhtt,, ttwwoo ppaallee gguuyyss kknnoocckkeedd aatt mmyy ddoooorr aanndd aasskkeedd iiff tthheeyy ccoouulldd ccoommee iinn..  II ttoolldd tthheemm II ggaavvee
aatt tthhee ooffffiiccee,, aanndd tthheeiirr ffaacceess ggrreeww ffaannggss aanndd ggoott aallll wwrriinnkklleedd uupp..  TThheeyy ddiiddnn’’tt sseeeemm ttoo bbee
aabbllee ttoo ccoommee iinn,, bbuutt tthheeyy ccuutt tthhee pphhoonnee lliinneess aanndd ssuurrrroouunnddeedd mmyy ppllaaccee..  GGoooodd tthhiinngg II wweenntt
wwiitthh aa wwiirreelleessss mmooddeemm aass ssoooonn aass mmyy bbuuddddyy aatt RRaaddiioo SShhaacckk ccoouulldd ssccoorree mmee oonnee..  II ddiiddnn’’tt
tthhiinnkk tthhee ppoolliiccee wwoouulldd hheellpp,, ssoo II ttrriieedd ggeettttiinngg iinn ttoouucchh wwiitthh tthhee mmyysstteerryy cchhiicckk..  SShhee ddiiddnn’’tt
hhaavvee aann ee--mmaaiill aaddddrreessss,, bbuutt oonnee ooff hheerr ffrriieennddss ddiidd,, aanndd tthhaatt’’ss hhooww II mmeett tthhee SSllaayyeerr..  WWhheenn II
ssaaww hheerr dduusstt ooffff tthhee vvaammppiirreess,, II ssaaiidd ttoo mmyysseellff,, ““MMaann,, tthhoossee aarree ggrreeaatt FFXX..””  WWhheenn II rreeaalliizzeedd
iitt wwaassnn’’tt FFXX,, II tthhrreeww uupp..  

NNooww aallll mmyy hhaacckkiinngg iiss ddoonnee ffoorr aa ggoooodd ccaauussee..  II hheellpp ttrraacckk ddoowwnn ddeemmoonnss aanndd vvaammppiirreess
iinnsstteeaadd ooff ppllaayyiinngg ttaagg wwiitthh tthhee FFBBII..  SSoommeettiimmeess II eenndd uupp ddooiinngg ssoommee ffiieellddwwoorrkk,, wwhhiicchh rreeaall--
llyy iissnn’’tt mmyy ssttrroonngg ssuuiitt,, bbuutt II gguueessss yyoouu ccaann’’tt ddoo eevveerryytthhiinngg ffrroomm aa ddeesskkttoopp,, oorr eevveenn aa llaappttoopp..
II’’vvee ggootttteenn ggoooodd aatt bbyyppaassssiinngg eelleeccttrroonniicc sseeccuurriittyy ssyysstteemmss,, ttoooo,, aanndd II ccaann bbee pprreettttyy ssnneeaakkyy
ffrroomm aallll tthhee nniigghhttss II rruummmmaaggeedd tthhrroouugghh tthhee ggaarrbbaaggee ooff ccoorrppoorraattee eexxeeccuuttiivveess ttoo ffiinndd tthheeiirr
ppaasssswwoorrddss..  

BBuutt wwhhaatt II’’mm rreeaallllyy ggeettttiinngg iinnttoo iiss tteecchhnnoo--mmaaggiicc..  AAfftteerr sseeeeiinngg mmaaggiicc iinn aaccttiioonn,, iitt ggoott mmee
tthhiinnkkiinngg aabboouutt bbrriinnggiinngg tthhee ddaarrkk aarrttss iinnttoo tthhee 2211sstt cceennttuurryy..  IIff II ccaann ffiigguurree aa wwaayy ttoo rruunn ssppeellll--
lliikkee pprrooggrraammss,, II ccoouulldd bbee tthhee ffiirrsstt ccyybbeerr--wwiizzaarrdd..  ““MMaaggiicc”” iiss aa rreeaallllyy oouuttddaatteedd wwoorrdd,, ttoooo——
hhooww aabboouutt ““RReeaalliittyy HHaacckkiinngg””??  SSoo ffaarr,, tthhee bbeesstt II’’vvee bbeeeenn aabbllee ttoo ddoo iiss ttoo llooaadd aa bbuunncchh ooff
ssppeellllss oonn aann ee--bbooookk,, ssoo II ddoonn’’tt hhaavvee ttoo lluugg aarroouunndd ffiiffttyy ppoouunnddss ooff oolldd mmoollddyy bbooookkss..  GGiivvee mmee
ttiimmee,, tthhoouugghh..  

Quote: “Unix and unicorn horn, Apache and ambrosia, Geoforce and geomancy.  Yep, I
got it all and I got it good!”

Roleplaying the Hacker
YYoouu aarree tthhee ttyyppiiccaall ccyybbeerr--ppuunnkk——yyoouurr bbeeddrroooomm iiss cclluutttteerreedd wwiitthh CCDD ccaasseess,, SSttaarr TTrreekk

mmeemmoorraabbiilliiaa,, aanndd ccoommppuutteerr ccoommppoonneennttss..  YYoouu bbuuiilltt yyoouurr oowwnn wwoorrkkssttaattiioonn ffrroomm ssccrraattcchh,, aanndd
aarree ffaarr mmoorree ccoommffoorrttaabbllee wwrriittiinngg aa CC++++ oorr JJaavvaa aapppp tthhaann aasskkiinngg ssoommeeoonnee oouutt oonn aa ddaattee..
AAfftteerr yyoouurr bbrruusshh wwiitthh tthhee ssuuppeerrnnaattuurraall,, yyoouu’’vvee bbeeccoommee oobbsseesssseedd wwiitthh ccoommbbiinniinngg mmaaggiicc aanndd
tteecchhnnoollooggyy ttoo ccrreeaattee aa ggrreeaatteerr wwhhoollee..  YYoouurr iinniittiiaall aatttteemmppttss hhaavveenn’’tt wwoorrkkeedd vveerryy wweellll,, aanndd
yyoouu’’vvee bbeeeenn wwaarrnneedd tthhaatt mmiixxiinngg tthhee ooccccuulltt aanndd ccoommppuutteerrss ccaann hhaavvee uunneexxppeecctteedd ccoonnssee--
qquueenncceess..  YYoouu’’vvee hheeaarrdd ttaalleess ooff oonnee ddeemmoonn wwhhoo ggoott ccoonnvveerrtteedd iinnttoo ssooffttwwaarree,, aanndd tthhee ddaamm--
aaggee iitt iinnfflliicctteedd..  TThhaatt wwaass pprroobbaabbllyy ddoonnee bbyy aa cchhuummpp tthhoouugghh..  YYoouu kknnooww yyoouu aarree bbeetttteerr..
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aaggee iitt iinnfflliicctteedd..  TThhaatt wwaass pprroobbaabbllyy ddoonnee bbyy aa cchhuummpp tthhoouugghh..  YYoouu kknnooww yyoouu aarree bbeetttteerr..
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Background on the Beginner Witch
MMyy ggrraannddmmootthheerr wwaass aa wwiittcchh aanndd tthhee ttaalleenntt mmuusstt hhaavvee sskkiippppeedd aa ggeenneerraattiioonn..  PPrroobbaabbllyy

jjuusstt aass wweellll,, bbeeccaauussee ggrraannddmmaa ddiiddnn’’tt hhaavvee aa hhaappppyy lliiffee——sshhee eennddeedd uupp iinn aann iinnssaannee aassyylluumm..
BBeetttteerr tthhaann bbeeiinngg bbuurrnneedd aatt tthhee ssttaakkee,, II gguueessss..  II ddiiddnn’’tt eevveenn kknnooww sshhee wwaass aalliivvee..  AAss ffaarr aass
II kknneeww,, mmyy ggrraannddmmootthheerr hhaadd ddiieedd aa lloonngg ttiimmee aaggoo..  SSoo II wwaass rreeaallllyy ssuurrpprriisseedd oonn mmyy ffiifftteeeenntthh
bbiirrtthhddaayy,, wwhheenn II ggoott aa lleetttteerr ffrroomm hheerr tteelllliinngg mmee wwhheerree sshhee hhaadd bbuurriieedd hheerr BBooookk ooff
SShhaaddoowwss——hheerr ccoolllleeccttiioonn ooff ssppeellllss aanndd rriittuuaallss..  SShhee hhaadd sseennsseedd mmyy ppootteennttiiaall,, eevveenn ffrroomm tthhee
lloooonnyy--bbiinn,, aanndd ddeecciiddeedd iitt wwaass ttiimmee ttoo bbeeggiinn mmyy eedduuccaattiioonn..

SSeevveerraall lleetttteerrss ffoolllloowweedd..  IItt wwaass tthhee bbeesstt ccoorrrreessppoonnddeennccee ccoouurrssee eevveerr..  AAtt ffiirrsstt,, II ffoolllloowweedd
hheerr iinnssttrruuccttiioonnss aass aa llaarrkk——II wwaass bboorreedd,, aanndd iitt wwaass kkiinndd ooff ffuunn pprreetteennddiinngg ttoo hhaavvee mmaaggiiccaall
ppoowweerrss..  IImmaaggiinnee mmyy ssuurrpprriissee wwhheenn tthhee ssppeellllss ssttaarrtteedd wwoorrkkiinngg..  SSoooonn,, II ccoouulldd lleevviittaattee oobbjjeeccttss,,
ccaallll ssppiirriittss ttoo mmee,, aanndd ddoo aallll kkiinnddss ooff nneeaatt ssttuuffff..  II wwaass vveerryy ccaarreeffuull aafftteerr tthhee ffiirrsstt ssppeellll wwoorrkkeedd..
TThhee lleetttteerrss hhaadd bbeeeenn vveerryy ssppeecciiffiicc aabboouutt tthhee ddaannggeerrss ooff uussiinngg mmaaggiicc ccaassuuaallllyy..  BBuutt tthheenn ccaammee
tthhee ddaattee wwiitthh JJiimmmmyy..

JJiimmmmyy sseeeemmeedd lliikkee aa nniiccee bbooyy..  JJiimmmmyy ssttooppppeedd bbeeiinngg nniiccee wwhheenn II wwaass iinn hhiiss ccaarr,, aanndd tthheenn
hhee wwoouullddnn’’tt ttaakkee ““nnoo”” ffoorr aann aannsswweerr..  HHee ssllaappppeedd mmee aarroouunndd,, bbuutt II mmaannaaggeedd ttoo ggeett aawwaayy..
WWhheenn II ggoott hhoommee,, II ooppeenneedd mmyy BBooookk ooff SShhaaddoowwss aanndd ccaalllleedd ffoorrtthh aa ssppiirriitt ooff vveennggeeaannccee..  II
ddiiddnn’’tt wwaanntt ttoo kkiillll JJiimmmmyy,, jjuusstt ggiivvee hhiimm aa ggoooodd ssccaarree..  TThhee ssppeellll wwoorrkkeedd ttoooo wweellll,, tthhoouugghh..
TThhee ssppiirriitt nnoott oonnllyy aavveennggeedd mmee,, bbuutt sseett tthhee eennttiirree ttoowwnn ttoo sseettttlliinngg ssccoorreess,, rreeaall oorr iimmaaggiinneedd..
II mmaannaaggeedd ttoo ddeessttrrooyy iitt——wwiitthh aa lloott ooff hheellpp ffrroomm tthhee SSllaayyeerr——bbuutt bbyy tthhaatt ttiimmee ffoouurr ppeeooppllee
wweerree ddeeaadd,, iinncclluuddiinngg JJiimmmmyy..

OOnnee ooff tthhee pprriimmaarryy tthhiinnggss mmyy ggrraannddmmaa ttaauugghhtt mmee wwaass tthhaatt wwhhaatteevveerr II ddiidd,, ggoooodd oorr eevviill,,
wwoouulldd rreettuurrnn ttoo mmee tthhrreeeeffoolldd..  SShhee ddiiddnn’’tt ggeett vveerryy ssppeecciiffiicc bbuutt hheerr wwaarrnniinnggss wweerree ssuurree ddiirree
eennoouugghh..  II’’mm nnoott cceerrttaaiinn wwhhaatt tthhrreeeeffoolldd ooff ddeeaatthh iiss,, mmuucchh lleessss tthhrreeeeffoolldd ooff ffoouurr ddeeaatthhss,, bbuutt
iitt ssuurree ddooeessnn’’tt ssoouunndd ttoooo ggoooodd..  BBeeiinngg mmoossttllyy rreessppoonnssiibbllee ffoorr tthhee ddeeaatthhss ooff JJiimmmmyy aanndd tthhrreeee
ootthheerrss hhaassnn’’tt ddoonnee aannyytthhiinngg ttoo hheellpp mmyy ppeeaaccee ooff mmiinndd,, II’’mm tteelllliinngg yyoouu..  

WWhhiillee II wwaaiitt ffoorr tthhee bbaadd ssttuuffff,, tthhoouugghhtt,, II ppllaann ttoo ddoo wwhhaatt II ccaann ttoo mmaakkee aammeennddss ffoorr tthhee
ddaammaaggee II’’vvee ddoonnee..  II wwiillll uussee wwhhaatt II kknnooww ttoo hheellpp ppeeooppllee aass bbeesstt II ccaann..  GGrraannddmmaa ssaaiidd tthhaatt
mmaaggiicc wwaass aa ttooooll,, lliikkee aannyy ootthheerr,, aanndd ccoouulldd bbee uusseedd ffoorr ggoooodd oorr eevviill..  II’’llll ttrryy mmyy bbeesstt..  II ddoonn’’tt
kknnooww iiff tthhaatt wwiillll bbee eennoouugghh ttoo ppaayy ffoorr mmyy mmiissttaakkeess,, bbuutt iitt’’ss aa ssttaarrtt..

Quote: “Hecate, Diana, Minerva, lend me your power! As I will it, so mote it be!”

Roleplaying the Beginner Witch
YYoouu hhaavvee tthhee ppootteennttiiaall ttoo bbeeccoommee aann eexxttrreemmeellyy ppoowweerrffuull wwiittcchh,, aanndd tthhaatt’’ss nnoott nneecceessssaarr--

iillyy aa ggoooodd tthhiinngg..  SSeevveerraall ppeeooppllee ddiieedd aafftteerr oonnee mmiissuussee ooff yyoouurr ppoowweerrss,, aanndd nnooww yyoouu oonnllyy
uussee mmaaggiicc wwhheenn aabbssoolluutteellyy nneecceessssaarryy..  WWhheenn nnoott uussiinngg mmaaggiicc,, oorr ffeeeelliinngg gguuiillttyy oorr wwoorrrriieedd
aabboouutt iitt,, yyoouu aarree ffaaiirrllyy nnoorrmmaall——yyoouu hhaavvee yyoouurr nneeuurroottiicc ttiimmeess aanndd yyoouurr hhaappppyy ttiimmeess..
WWhheenneevveerr yyoouu aarree ddeeaalliinngg wwiitthh SSllaayyeerr--rreellaatteedd bbuussiinneessss,, yyoouu bbeeccoommee MMiissss DDrriivveenn——aallll bbuussii--
nneessss,, nnoo jjookkeess oorr wwiisseeccrraacckkss..
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jjuusstt aass wweellll,, bbeeccaauussee ggrraannddmmaa ddiiddnn’’tt hhaavvee aa hhaappppyy lliiffee——sshhee eennddeedd uupp iinn aann iinnssaannee aassyylluumm..
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Quote: “Hecate, Diana, Minerva, lend me your power! As I will it, so mote it be!”

Roleplaying the Beginner Witch
YYoouu hhaavvee tthhee ppootteennttiiaall ttoo bbeeccoommee aann eexxttrreemmeellyy ppoowweerrffuull wwiittcchh,, aanndd tthhaatt’’ss nnoott nneecceessssaarr--

iillyy aa ggoooodd tthhiinngg..  SSeevveerraall ppeeooppllee ddiieedd aafftteerr oonnee mmiissuussee ooff yyoouurr ppoowweerrss,, aanndd nnooww yyoouu oonnllyy
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WWhheenneevveerr yyoouu aarree ddeeaalliinngg wwiitthh SSllaayyeerr--rreellaatteedd bbuussiinneessss,, yyoouu bbeeccoommee MMiissss DDrriivveenn——aallll bbuussii--
nneessss,, nnoo jjookkeess oorr wwiisseeccrraacckkss..
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Background on the Former Vampire Groupie
TThhee aannggsstt ddrreeww mmee ttoo tthheemm lliikkee aa mmootthh ttoowwaarrdd aa ffllaammee..  II hhaatteedd mmyy lliiffee,, mmyy ppaarreennttss,,

sscchhooooll——wwhheenn II ffoouunndd tthhee SSuunnsseett CClluubb,, II ffeelltt nneeww aanndd ddiiffffeerreenntt..  II wwaass ccooooll!!   WWee wwoouulldd ddrreessss
uupp iinn ppeerriioodd ccllootthhiinngg aanndd qquuoottee AAnnnnee RRiiccee ttoo eeaacchh ootthheerr..  WWee wweerree wwiicckkeedd,, hhiipp aanndd oohh--ssoo--
ttrraaggiicc..  TThhee sseexxuuaall tteennssiioonn rraann hhiigghh bbuutt iitt wwaass ppeerrffeeccttllyy ssaaffee..  WWee hhaadd ootthheerr pprriioorriittiieess..   AAtt
ffiirrsstt,, iitt wwaass jjuusstt ffuunn aanndd ggaammeess;; wwee wweerree ppllaayyiinngg pprreetteenndd..  WWhheenn II ppuutt oonn tthhee eexxttrraa llaayyeerr ooff
mmaakkeeuupp aanndd tthhee bbllaacckk lliippssttiicckk,, II ffoorrggoott mmyy pprroobblleemmss,, aanndd II ccoouulldd ddrreeaamm II wwaass aann eetteerrnnaall,, sseenn--
ssuuoouuss hhuunntteerr ooff tthhee nniigghhtt..  AAtt tthhee SSuunnsseett CClluubb,, wwee wweerreenn’’tt bboorreedd oorr ttrroouubblleedd kkiiddss,, wwee wweerree tthhee
wwoorrsshhiippppeerrss ooff tthhee LLoonneellyy OOnneess——oouurr eevveerr--ssoo--pprreetteennttiioouuss nniicckknnaammee ffoorr vvaammppiirreess..  OOhh .. .. .. aanndd
mmyy ppaarreennttss tthhoouugghhtt II wwaass ccrraazzyy,, wwhhiicchh wwaass aa nniiccee bboonnuuss..

TThheenn ccaammee tthhee nniigghhtt wwhheenn wwee mmeett rreeaall vvaammppiirreess..  TThheeyy wweerreenn’’tt sseexxyy oorr mmyysstteerriioouuss..  TThheeyy
wweerree mmuurrddeerroouuss mmoonnsstteerrss..  WWoorrssee,, wwee wweerree ssoolldd oouutt bbyy oonnee ooff oouurr oowwnn..  HHee wwaass ggooiinngg ttoo
lleett tthhee ddeemmoonnss ddeevvoouurr uuss ffoorr hhiiss oowwnn ggaaiinn..  HHooww’’ss tthhaatt ffoorr ttrraaggiicc!!

AAnnyywwaayy,, tthhaannkkss ttoo tthhee SSllaayyeerr wwee ssuurrvviivveedd tthhee eexxppeerriieennccee,, bbuutt aallll mmyy iilllluussiioonnss wweerree sshhaatt--
tteerreedd..  II mmiigghhtt hhaavvee hhaatteedd mmyy lliiffee,, bbuutt II ssuurree aass HHeellll ddiiddnn’’tt wwaanntt ttoo eenndd uupp lliikkee oonnee ooff tthhoossee
tthhiinnggss..  LLoonneellyy OOnneess,, mmyy ffaasshhiioonnaabbllee bbuutttt——tthheeyy wweerree ddeemmoonnss wweeaarriinngg hhuummaann ccoossttuummeess..  II
mmaaddee iitt oouutt ooff tthhee cclluubb wwiitthh mmyy lliiffee,, bbuutt lliittttllee ooff mmyy ffoorrmmeerr hhooppeess aanndd ddrreeaammss..  AAnndd II wwaass
aannggrryy..  II wwaanntteedd ttoo mmaakkee tthhoossee mmoonnsstteerrss ppaayy..  

SSoo mmaayybbee iitt’’ss mmyy wwaayy ttoo ccoommppeennssaattee ffoorr tthhee lloossss ooff mmyy ffaannttaassiieess,, oorr mmaayybbee II jjuusstt nneeeedd
ttoo ddoo ssttuuppiidd ccrraapp ffoorr nnoo ggoooodd rreeaassoonn..  II eennrroolllleedd iinn sseellff--ddeeffeennssee ccllaasssseess tthhaatt ssuummmmeerr,, aanndd II
dduusstteedd ooffff mmyy aarrcchheerryy sseett..  II uusseedd ttoo bbee aa ggoooodd eennoouugghh bbooww sshhoott tthhaatt mmyy ppaarreennttss hhaadd ssttaarrtt--
eedd ttaallkkiinngg aabboouutt OOllyymmppiicc ttrryyoouuttss..  ‘‘CCoouurrssee,, tthhaatt wwaass bbeeffoorree II wweenntt iinnttoo mmyy ““ddaarrkk aanndd mmooooddyy””
pphhaassee..  II pprraaccttiicceedd aanndd pprraaccttiicceedd,, aanndd ggoott ddaammnn ggoooodd..  II aallssoo rree--rreeaadd aallll mmyy bbooookkss oonn tthhee
uunnddeeaadd,, nnoott ttoo iimmiittaattee tthheemm tthhiiss ttiimmee,, bbuutt ttoo ffiigguurree oouutt tthheeiirr wweeaakknneesssseess..

WWeellll,, II ggoott iinn ttrroouubbllee aaggaaiinn..  II tthhoouugghhtt II wwaass aallll ttoouugghh aanndd SSiiggoouurrnneeyy--lliikkee,, bbuutt tthhiiss wwaass
nnoo mmoovviiee,, oorr aatt lleeaasstt,, II wwaassnn’’tt tthhee ssttaarrrriinngg iinnggéénnuuee..  II ssnnuucckk oouutt ooff mmyy hhoouussee ffoorr aa ffeeww nniigghhttss
bbeeffoorree II ssppootttteedd mmyy ffiirrsstt vvaammpp..  II sshhoott iitt wwiitthh mmyy bbooww,, bbuutt mmiisssseedd iittss hheeaarrtt..  MMyy sseellff--ddeeffeennssee
ccllaasssseess ddiiddnn’’tt hheellpp mmee aaggaaiinnsstt aa tthhiinngg tthhaatt’’ss ttwwiiccee aass ssttrroonngg aass aa nnoorrmmaall hhuummaann..  II aallmmoosstt
eennddeedd uupp aass aa ssnnaacckk,, bbuutt lluucckkiillyy tthhee SSllaayyeerr wwaass aarroouunndd,, aanndd sshhee ssaavveedd mmyy bbuutttt aa sseeccoonndd ttiimmee..
II tteellll yyoouu,, iitt wwaass ggeettttiinngg ddoowwnnrriigghhtt eemmbbaarrrraassssiinngg..

SSttiillll,, II’’mm nnoott ggiivviinngg uupp..  II rreeaalliizzee II ccaann’’tt ddoo iitt aalloonnee,, bbuutt II’’mm nnoott qquuiittttiinngg..  II ggoott ffrriieennddss
nnooww,, ttrruuee ffrriieennddss wwhhoo ppuutt tthheeiirr lliivveess oonn tthhee lliinnee ttoo ffiigghhtt tthhee ggoooodd ffiigghhtt..  II mmaayy hhaavvee bbeeeenn aa
ppaatthheettiicc vvaammppiirree ggrroouuppiiee,, bbuutt II’’mm ggooiinngg ttoo bbee aa wwiicckkeedd vvaammppiirree kkiilllleerr!!

Quote: “Aim for the heart and make sure you hit it.  Believe me, I know what missing is
like and its trés mal for life, limb and the wardrobe.”

Roleplaying the Former Vampire Groupie
YYoouu ssttiillll ffaavvoorr tthhee ggootthh llooookk,, bbuutt hhaavvee rreejjeecctteedd tthhee wwhhoollee vvaammppiirree lliiffeessttyyllee..  YYoouurr eexxppee--

rriieenncceess hhaavvee lleefftt yyoouu wwiitthh aa vveerryy ccyynniiccaall oouuttllooookk,, aanndd yyoouu aarree ssuussppiicciioouuss ooff eevveerryyoonnee aanndd
eevveerryytthhiinngg..  AAtt tthhee ssaammee ttiimmee,, yyoouu kknnooww yyoouu hhaavvee ttoo ttrruusstt yyoouurr ffeellllooww vvaammppiirree hhuunntteerrss..
YYoouu’’vvee cchhoosseenn aa ttoouugghh ppaatthh,, bbuutt yyoouu aarree ggooiinngg ttoo ssttiicckk ttoo iitt..

Background on the Former Vampire Groupie
TThhee aannggsstt ddrreeww mmee ttoo tthheemm lliikkee aa mmootthh ttoowwaarrdd aa ffllaammee..  II hhaatteedd mmyy lliiffee,, mmyy ppaarreennttss,,

sscchhooooll——wwhheenn II ffoouunndd tthhee SSuunnsseett CClluubb,, II ffeelltt nneeww aanndd ddiiffffeerreenntt..  II wwaass ccooooll!!   WWee wwoouulldd ddrreessss
uupp iinn ppeerriioodd ccllootthhiinngg aanndd qquuoottee AAnnnnee RRiiccee ttoo eeaacchh ootthheerr..  WWee wweerree wwiicckkeedd,, hhiipp aanndd oohh--ssoo--
ttrraaggiicc..  TThhee sseexxuuaall tteennssiioonn rraann hhiigghh bbuutt iitt wwaass ppeerrffeeccttllyy ssaaffee..  WWee hhaadd ootthheerr pprriioorriittiieess..   AAtt
ffiirrsstt,, iitt wwaass jjuusstt ffuunn aanndd ggaammeess;; wwee wweerree ppllaayyiinngg pprreetteenndd..  WWhheenn II ppuutt oonn tthhee eexxttrraa llaayyeerr ooff
mmaakkeeuupp aanndd tthhee bbllaacckk lliippssttiicckk,, II ffoorrggoott mmyy pprroobblleemmss,, aanndd II ccoouulldd ddrreeaamm II wwaass aann eetteerrnnaall,, sseenn--
ssuuoouuss hhuunntteerr ooff tthhee nniigghhtt..  AAtt tthhee SSuunnsseett CClluubb,, wwee wweerreenn’’tt bboorreedd oorr ttrroouubblleedd kkiiddss,, wwee wweerree tthhee
wwoorrsshhiippppeerrss ooff tthhee LLoonneellyy OOnneess——oouurr eevveerr--ssoo--pprreetteennttiioouuss nniicckknnaammee ffoorr vvaammppiirreess..  OOhh .. .. .. aanndd
mmyy ppaarreennttss tthhoouugghhtt II wwaass ccrraazzyy,, wwhhiicchh wwaass aa nniiccee bboonnuuss..

TThheenn ccaammee tthhee nniigghhtt wwhheenn wwee mmeett rreeaall vvaammppiirreess..  TThheeyy wweerreenn’’tt sseexxyy oorr mmyysstteerriioouuss..  TThheeyy
wweerree mmuurrddeerroouuss mmoonnsstteerrss..  WWoorrssee,, wwee wweerree ssoolldd oouutt bbyy oonnee ooff oouurr oowwnn..  HHee wwaass ggooiinngg ttoo
lleett tthhee ddeemmoonnss ddeevvoouurr uuss ffoorr hhiiss oowwnn ggaaiinn..  HHooww’’ss tthhaatt ffoorr ttrraaggiicc!!

AAnnyywwaayy,, tthhaannkkss ttoo tthhee SSllaayyeerr wwee ssuurrvviivveedd tthhee eexxppeerriieennccee,, bbuutt aallll mmyy iilllluussiioonnss wweerree sshhaatt--
tteerreedd..  II mmiigghhtt hhaavvee hhaatteedd mmyy lliiffee,, bbuutt II ssuurree aass HHeellll ddiiddnn’’tt wwaanntt ttoo eenndd uupp lliikkee oonnee ooff tthhoossee
tthhiinnggss..  LLoonneellyy OOnneess,, mmyy ffaasshhiioonnaabbllee bbuutttt——tthheeyy wweerree ddeemmoonnss wweeaarriinngg hhuummaann ccoossttuummeess..  II
mmaaddee iitt oouutt ooff tthhee cclluubb wwiitthh mmyy lliiffee,, bbuutt lliittttllee ooff mmyy ffoorrmmeerr hhooppeess aanndd ddrreeaammss..  AAnndd II wwaass
aannggrryy..  II wwaanntteedd ttoo mmaakkee tthhoossee mmoonnsstteerrss ppaayy..  

SSoo mmaayybbee iitt’’ss mmyy wwaayy ttoo ccoommppeennssaattee ffoorr tthhee lloossss ooff mmyy ffaannttaassiieess,, oorr mmaayybbee II jjuusstt nneeeedd
ttoo ddoo ssttuuppiidd ccrraapp ffoorr nnoo ggoooodd rreeaassoonn..  II eennrroolllleedd iinn sseellff--ddeeffeennssee ccllaasssseess tthhaatt ssuummmmeerr,, aanndd II
dduusstteedd ooffff mmyy aarrcchheerryy sseett..  II uusseedd ttoo bbee aa ggoooodd eennoouugghh bbooww sshhoott tthhaatt mmyy ppaarreennttss hhaadd ssttaarrtt--
eedd ttaallkkiinngg aabboouutt OOllyymmppiicc ttrryyoouuttss..  ‘‘CCoouurrssee,, tthhaatt wwaass bbeeffoorree II wweenntt iinnttoo mmyy ““ddaarrkk aanndd mmooooddyy””
pphhaassee..  II pprraaccttiicceedd aanndd pprraaccttiicceedd,, aanndd ggoott ddaammnn ggoooodd..  II aallssoo rree--rreeaadd aallll mmyy bbooookkss oonn tthhee
uunnddeeaadd,, nnoott ttoo iimmiittaattee tthheemm tthhiiss ttiimmee,, bbuutt ttoo ffiigguurree oouutt tthheeiirr wweeaakknneesssseess..

WWeellll,, II ggoott iinn ttrroouubbllee aaggaaiinn..  II tthhoouugghhtt II wwaass aallll ttoouugghh aanndd SSiiggoouurrnneeyy--lliikkee,, bbuutt tthhiiss wwaass
nnoo mmoovviiee,, oorr aatt lleeaasstt,, II wwaassnn’’tt tthhee ssttaarrrriinngg iinnggéénnuuee..  II ssnnuucckk oouutt ooff mmyy hhoouussee ffoorr aa ffeeww nniigghhttss
bbeeffoorree II ssppootttteedd mmyy ffiirrsstt vvaammpp..  II sshhoott iitt wwiitthh mmyy bbooww,, bbuutt mmiisssseedd iittss hheeaarrtt..  MMyy sseellff--ddeeffeennssee
ccllaasssseess ddiiddnn’’tt hheellpp mmee aaggaaiinnsstt aa tthhiinngg tthhaatt’’ss ttwwiiccee aass ssttrroonngg aass aa nnoorrmmaall hhuummaann..  II aallmmoosstt
eennddeedd uupp aass aa ssnnaacckk,, bbuutt lluucckkiillyy tthhee SSllaayyeerr wwaass aarroouunndd,, aanndd sshhee ssaavveedd mmyy bbuutttt aa sseeccoonndd ttiimmee..
II tteellll yyoouu,, iitt wwaass ggeettttiinngg ddoowwnnrriigghhtt eemmbbaarrrraassssiinngg..

SSttiillll,, II’’mm nnoott ggiivviinngg uupp..  II rreeaalliizzee II ccaann’’tt ddoo iitt aalloonnee,, bbuutt II’’mm nnoott qquuiittttiinngg..  II ggoott ffrriieennddss
nnooww,, ttrruuee ffrriieennddss wwhhoo ppuutt tthheeiirr lliivveess oonn tthhee lliinnee ttoo ffiigghhtt tthhee ggoooodd ffiigghhtt..  II mmaayy hhaavvee bbeeeenn aa
ppaatthheettiicc vvaammppiirree ggrroouuppiiee,, bbuutt II’’mm ggooiinngg ttoo bbee aa wwiicckkeedd vvaammppiirree kkiilllleerr!!

Quote: “Aim for the heart and make sure you hit it.  Believe me, I know what missing is
like and its trés mal for life, limb and the wardrobe.”

Roleplaying the Former Vampire Groupie
YYoouu ssttiillll ffaavvoorr tthhee ggootthh llooookk,, bbuutt hhaavvee rreejjeecctteedd tthhee wwhhoollee vvaammppiirree lliiffeessttyyllee..  YYoouurr eexxppee--

rriieenncceess hhaavvee lleefftt yyoouu wwiitthh aa vveerryy ccyynniiccaall oouuttllooookk,, aanndd yyoouu aarree ssuussppiicciioouuss ooff eevveerryyoonnee aanndd
eevveerryytthhiinngg..  AAtt tthhee ssaammee ttiimmee,, yyoouu kknnooww yyoouu hhaavvee ttoo ttrruusstt yyoouurr ffeellllooww vvaammppiirree hhuunntteerrss..
YYoouu’’vvee cchhoosseenn aa ttoouugghh ppaatthh,, bbuutt yyoouu aarree ggooiinngg ttoo ssttiicckk ttoo iitt..
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Background on the Amateur Hunter
MMyy oolldd ttoowwnn,, SSaannttaa RRoojjaa,, wwaass ffuullll ooff vvaammppiirreess,, aanndd wwhheenn II ffiirrsstt ssaaww oonnee,, II ddaammnn nneeaarr wweett

mmyysseellff..  YYoouu ggoott ttoouugghh iinn mmyy nneeiigghhbboorrhhoooodd tthhoouugghh,, oorr yyoouurr lliiffee wwaassnn’’tt wwoorrtthh lliivviinngg..  SSoo,, mmee
aanndd mmyy ffrriieennddss ggoott ttooggeetthheerr,, mmaaddee aa ppllaann,, aanndd ttooookk ccaarree ooff tthheemm..  NNoott ttoooo bbaadd ffoorr aa bbuunncchh
ooff tteenntthh--ggrraaddeerrss..  WWee ddiiddnn’’tt nneeeedd nnoo oolldd bbooookkss ooff mmaaggiicc,, nnoo ssuuppeerr--ppoowweerrss,, nnoonnee ooff tthhaatt ssttuuffff..
AAllll tthhee sseeccrreettss ooff vvaammppiirree ssllaayyiinngg aarree oouutt iinn tthhee ooppeenn:: ssttaakkeess,, ccrroosssseess,, ssuunnlliigghhtt,, hhoollyy wwaatteerr,,
rreemmoovviinngg tthheeiirr hheeaaddss ..  ..  ..  iitt’’ss aallll tthheerree iinn tthhee ccoommiiccss aanndd mmoovviieess..  WWee nneevveerr ppaaiidd mmuucchh
aatttteennttiioonn bbeeffoorree,, bbuutt hheeyy,, iiff tthhee vvaammppss aarree rreeaall,, wwee ffiigguurreedd tthhaatt tthhee ssttoorriieess aabboouutt kkiilllliinngg tthheemm
wweerree pprroobbaabbllyy oonn ttaarrggeett..  LLuucckkyy ffoorr uuss,, tthheeyy wweerree..  

SSoo wwee aarrmmeedd oouurrsseellvveess,, ggoott iinnttoo ssoommee hhuunnttiinngg ccllootthheess,, aanndd wweenntt aafftteerr tthheemm eeaarrllyy oonnee
ssuunnnnyy mmoorrnniinngg..  WWee ssuurrpprriisseedd tthheemm ((tthheeyy ddiiddnn’’tt eexxppeecctt aa bbuunncchh ooff kkiiddss ttoo ccoommee tthhrroouugghh tthhee
rrooooff))..  AAnndd wwee wwoonn..  WWeellll,, mmoossttllyy wwee wwoonn..  JJoossee wwoouunndd uupp iinn aa ccoommaa aanndd GGaabbrriieell ssppeenntt tthhrreeee
wweeeekkss iinn tthhee hhoossppiittaall..  WWee bbllaammeedd iitt oonn aa rriivvaall ggaanngg aanndd hhaadd ttoo ggoo tthhrroouugghh aa bbuunncchh ooff llaammee
ccoouunnsseelliinngg..  BBuutt tthhee vvaammppss .. .. .. tthheeyy aallll ggoott ttooaasstteedd..  WWee kkeepptt aatt iitt dduurriinngg JJuunniioorr yyeeaarr..  TThhrreeee
ootthheerr rraaiiddss,, nnoo ccaassuuaallttiieess tthhoossee ttiimmeess..  WWee ffiigguurreedd wwee wweerree pprreettttyy hhoott ssttuuffff..

SSoo iinn mmyy SSeenniioorr yyeeaarr,, tthhee ffaammiillyy ddeecciiddeess ttoo mmoovvee ttoo SSuunnnnyyddaallee..  II ddiidd aa lliittttllee rreesseeaarrcchh,,
aanndd ddiissccoovveerreedd SSuunnnnyyddaallee iiss tthhee oonnllyy ssmmaallll ttoowwnn wwiitthh aa hhiigghheerr mmuurrddeerr rraattee tthhaann SSaannttaa RRoojjaa..
AAnnootthheerr vvaammppiirree nneesstt,, II rreeaalliizzeedd,, aanndd II ggoott rreeaaddyy ffoorr ttrroouubbllee..  MMyy hhuunntteerr ffrriieennddss wweerreenn’’tt bbyy
mmyy ssiiddee,, bbuutt II hhaadd tthhee wweeaappoonnss,, II hhaadd tthhee ttrraaiinniinngg,, II hhaadd tthhee rriigghhtt ‘‘ttuuddee..

II wwaass rriigghhtt aabboouutt SSuunnnnyyddaallee..  MMoorree vvaammppiirreess ppeerr ssqquuaarree mmiillee tthhaann SSaannttaa RRoojjaa,, aanndd tthheeyy
aarree ttoouugghh..  II mmaaddee mmyy ffiirrsstt kkiillll aa wweeeekk aafftteerr II ggoott tthheerree,, bbuutt II ggoott tthhee lliivviinngg ccrraapp ppoouunnddeedd
oouutt ooff mmee..  AAtt ffiirrsstt II tthhoouugghhtt II wwaass oouutt ooff pprraaccttiiccee..  SSeeccoonndd ttiimmee oouutt,, II ggeett tthhrroowwnn tthhrroouugghh
aa ppllaattee ggllaassss wwiinnddooww..  TThhaatt hhuurrtt..  OOnnllyy rreeaassoonn II ddiiddnn’’tt ggeett vvaammppeedd wwaass tthhee ttwwoo ccrroosssseess ttaatt--
ttooooeedd oonn tthhee ssiiddeess ooff mmyy nneecckk..  II ggoott aawwaayy,, bbuutt ssoo ddiidd tthhee ffrreeaakkiinn’’ vvaammppiirree..  TThhiinnggss wweerreenn’’tt
wwoorrkkiinngg tthhee wwaayy tthheeyy wweerree ssuuppppoosseedd ttoo..  FFiinnaallllyy,, II rreeaalliizzeedd wwhhaatt wwaass wwrroonngg..  HHuunnttiinngg iiss aa
ggrroouupp aaccttiivviittyy..  II nneeeeddeedd aa nneeww tteeaamm..  

TTooookk mmee aa ccoouuppllee ooff wweeeekkss,, bbuutt II ddiissccoovveerreedd tthhee llooccaall hhuunntteerrss ((II kknneeww tthheerree hhaadd ttoo bbee
ssoommee ssoommeewwhheerree))..  TThheeyy wweerree lleedd bbyy tthhiiss cchhiicckk,, ccaallllss hheerrsseellff tthhee SSllaayyeerr..  SSoo II ttooookk oovveerr hheerr
ggaanngg..  WWeellll,, kkiinnddaa ttooookk oovveerr..  TThheeyy wweerreenn’’tt tthhaatt iimmpprreesssseedd bbyy mmyy ccrreeddeennttiiaallss..  II tteellll tthheemm,,
““II’’vvee ddoonnee eeiigghhtt vvaammppiirreess”” ((aanndd II wwaass eexxaaggggeerraattiinngg,, iitt wwaass mmoorree lliikkee ttwwoo aanndd ssiixx aassssiissttss,, bbuutt
II ffiigguurreedd aa lliittttllee eexxaaggggeerraattiioonn ggooeess aa lloonngg wwaayy))..  AAnndd tthheeyy llooookk aatt mmee lliikkee II’’mm ssoommee bbuusshh
lleeaagguuee kkiidd ttrryyiinngg ttoo ppllaayy iinn tthhee mmaajjoorrss..  WWhheenn tthheeyy ttoolldd mmee hhooww mmaannyy vvaammppss tthheeyy hhaadd kkiilllleedd,,
II tthhoouugghhtt tthheeyy wweerree ffuullll ooff BBSS..  NNooww II’’mm nnoott ssoo ssuurree..  TThheeyy aarree pprreettttyy ggoooodd,, nnoott tthhaatt II’’mm
ggooiinngg ttoo aaddmmiitt iitt ttoo tthheemm..  GGoott aa rreepp ttoo mmaaiinnttaaiinn..  SSoo II hhaavveenn’’tt ttaakkeenn oovveerr tthhee ggaanngg yyeett..  GGiivvee
mmee ttiimmee,, tthhoouugghh..  OOnnee ccooooll tthhiinngg aabboouutt tthhiiss ggaanngg,, iitt’’ss ffuullll ooff cchhiicckkss..  II mmiigghhtt eevveenn ssccoorree wwiitthh
oonnee ooff tthheemm..

Quote: “All right, bloodsuckers! We’re gonna terminate every last freaking one of you!”

Roleplaying the Amateur Hunter
YYoouu aarree tthhee oonnllyy oonnee iinn yyoouurr sscchhooooll wwhhoo lliikkeess ttoo ddrreessss lliikkee aa mmiilliittiiaa rreejjeecctt,, ccoommpplleettee wwiitthh

ffaattiigguuee ppaannttss aanndd ccoommbbaatt bboooottss..  AAss ffaarr aass yyoouu aarree ccoonncceerrnneedd,, yyoouu lleeaarrnneedd eevveerryytthhiinngg yyoouu
nneeeeddeedd ttoo kknnooww aabboouutt vvaammppiirreess ffrroomm ccoommiicc bbooookkss..  YYoouu ddiiddnn’’tt hhaavvee ttoooo mmaannyy ffrriieennddss iinn
SSaannttaa RRoojjaa ((aanndd tthheeyy wweerree aass wweeiirrdd aass yyoouu)) aanndd yyoouu kknnooww iiff yyoouu hhaaddnn’’tt jjooiinneedd tthhee SSllaayyeerr’’ss
ggaanngg,, yyoouu’’dd bbee pprreettttyy lloonneellyy hheerree..

Background on the Amateur Hunter
MMyy oolldd ttoowwnn,, SSaannttaa RRoojjaa,, wwaass ffuullll ooff vvaammppiirreess,, aanndd wwhheenn II ffiirrsstt ssaaww oonnee,, II ddaammnn nneeaarr wweett

mmyysseellff..  YYoouu ggoott ttoouugghh iinn mmyy nneeiigghhbboorrhhoooodd tthhoouugghh,, oorr yyoouurr lliiffee wwaassnn’’tt wwoorrtthh lliivviinngg..  SSoo,, mmee
aanndd mmyy ffrriieennddss ggoott ttooggeetthheerr,, mmaaddee aa ppllaann,, aanndd ttooookk ccaarree ooff tthheemm..  NNoott ttoooo bbaadd ffoorr aa bbuunncchh
ooff tteenntthh--ggrraaddeerrss..  WWee ddiiddnn’’tt nneeeedd nnoo oolldd bbooookkss ooff mmaaggiicc,, nnoo ssuuppeerr--ppoowweerrss,, nnoonnee ooff tthhaatt ssttuuffff..
AAllll tthhee sseeccrreettss ooff vvaammppiirree ssllaayyiinngg aarree oouutt iinn tthhee ooppeenn:: ssttaakkeess,, ccrroosssseess,, ssuunnlliigghhtt,, hhoollyy wwaatteerr,,
rreemmoovviinngg tthheeiirr hheeaaddss ..  ..  ..  iitt’’ss aallll tthheerree iinn tthhee ccoommiiccss aanndd mmoovviieess..  WWee nneevveerr ppaaiidd mmuucchh
aatttteennttiioonn bbeeffoorree,, bbuutt hheeyy,, iiff tthhee vvaammppss aarree rreeaall,, wwee ffiigguurreedd tthhaatt tthhee ssttoorriieess aabboouutt kkiilllliinngg tthheemm
wweerree pprroobbaabbllyy oonn ttaarrggeett..  LLuucckkyy ffoorr uuss,, tthheeyy wweerree..  

SSoo wwee aarrmmeedd oouurrsseellvveess,, ggoott iinnttoo ssoommee hhuunnttiinngg ccllootthheess,, aanndd wweenntt aafftteerr tthheemm eeaarrllyy oonnee
ssuunnnnyy mmoorrnniinngg..  WWee ssuurrpprriisseedd tthheemm ((tthheeyy ddiiddnn’’tt eexxppeecctt aa bbuunncchh ooff kkiiddss ttoo ccoommee tthhrroouugghh tthhee
rrooooff))..  AAnndd wwee wwoonn..  WWeellll,, mmoossttllyy wwee wwoonn..  JJoossee wwoouunndd uupp iinn aa ccoommaa aanndd GGaabbrriieell ssppeenntt tthhrreeee
wweeeekkss iinn tthhee hhoossppiittaall..  WWee bbllaammeedd iitt oonn aa rriivvaall ggaanngg aanndd hhaadd ttoo ggoo tthhrroouugghh aa bbuunncchh ooff llaammee
ccoouunnsseelliinngg..  BBuutt tthhee vvaammppss .. .. .. tthheeyy aallll ggoott ttooaasstteedd..  WWee kkeepptt aatt iitt dduurriinngg JJuunniioorr yyeeaarr..  TThhrreeee
ootthheerr rraaiiddss,, nnoo ccaassuuaallttiieess tthhoossee ttiimmeess..  WWee ffiigguurreedd wwee wweerree pprreettttyy hhoott ssttuuffff..

SSoo iinn mmyy SSeenniioorr yyeeaarr,, tthhee ffaammiillyy ddeecciiddeess ttoo mmoovvee ttoo SSuunnnnyyddaallee..  II ddiidd aa lliittttllee rreesseeaarrcchh,,
aanndd ddiissccoovveerreedd SSuunnnnyyddaallee iiss tthhee oonnllyy ssmmaallll ttoowwnn wwiitthh aa hhiigghheerr mmuurrddeerr rraattee tthhaann SSaannttaa RRoojjaa..
AAnnootthheerr vvaammppiirree nneesstt,, II rreeaalliizzeedd,, aanndd II ggoott rreeaaddyy ffoorr ttrroouubbllee..  MMyy hhuunntteerr ffrriieennddss wweerreenn’’tt bbyy
mmyy ssiiddee,, bbuutt II hhaadd tthhee wweeaappoonnss,, II hhaadd tthhee ttrraaiinniinngg,, II hhaadd tthhee rriigghhtt ‘‘ttuuddee..

II wwaass rriigghhtt aabboouutt SSuunnnnyyddaallee..  MMoorree vvaammppiirreess ppeerr ssqquuaarree mmiillee tthhaann SSaannttaa RRoojjaa,, aanndd tthheeyy
aarree ttoouugghh..  II mmaaddee mmyy ffiirrsstt kkiillll aa wweeeekk aafftteerr II ggoott tthheerree,, bbuutt II ggoott tthhee lliivviinngg ccrraapp ppoouunnddeedd
oouutt ooff mmee..  AAtt ffiirrsstt II tthhoouugghhtt II wwaass oouutt ooff pprraaccttiiccee..  SSeeccoonndd ttiimmee oouutt,, II ggeett tthhrroowwnn tthhrroouugghh
aa ppllaattee ggllaassss wwiinnddooww..  TThhaatt hhuurrtt..  OOnnllyy rreeaassoonn II ddiiddnn’’tt ggeett vvaammppeedd wwaass tthhee ttwwoo ccrroosssseess ttaatt--
ttooooeedd oonn tthhee ssiiddeess ooff mmyy nneecckk..  II ggoott aawwaayy,, bbuutt ssoo ddiidd tthhee ffrreeaakkiinn’’ vvaammppiirree..  TThhiinnggss wweerreenn’’tt
wwoorrkkiinngg tthhee wwaayy tthheeyy wweerree ssuuppppoosseedd ttoo..  FFiinnaallllyy,, II rreeaalliizzeedd wwhhaatt wwaass wwrroonngg..  HHuunnttiinngg iiss aa
ggrroouupp aaccttiivviittyy..  II nneeeeddeedd aa nneeww tteeaamm..  

TTooookk mmee aa ccoouuppllee ooff wweeeekkss,, bbuutt II ddiissccoovveerreedd tthhee llooccaall hhuunntteerrss ((II kknneeww tthheerree hhaadd ttoo bbee
ssoommee ssoommeewwhheerree))..  TThheeyy wweerree lleedd bbyy tthhiiss cchhiicckk,, ccaallllss hheerrsseellff tthhee SSllaayyeerr..  SSoo II ttooookk oovveerr hheerr
ggaanngg..  WWeellll,, kkiinnddaa ttooookk oovveerr..  TThheeyy wweerreenn’’tt tthhaatt iimmpprreesssseedd bbyy mmyy ccrreeddeennttiiaallss..  II tteellll tthheemm,,
““II’’vvee ddoonnee eeiigghhtt vvaammppiirreess”” ((aanndd II wwaass eexxaaggggeerraattiinngg,, iitt wwaass mmoorree lliikkee ttwwoo aanndd ssiixx aassssiissttss,, bbuutt
II ffiigguurreedd aa lliittttllee eexxaaggggeerraattiioonn ggooeess aa lloonngg wwaayy))..  AAnndd tthheeyy llooookk aatt mmee lliikkee II’’mm ssoommee bbuusshh
lleeaagguuee kkiidd ttrryyiinngg ttoo ppllaayy iinn tthhee mmaajjoorrss..  WWhheenn tthheeyy ttoolldd mmee hhooww mmaannyy vvaammppss tthheeyy hhaadd kkiilllleedd,,
II tthhoouugghhtt tthheeyy wweerree ffuullll ooff BBSS..  NNooww II’’mm nnoott ssoo ssuurree..  TThheeyy aarree pprreettttyy ggoooodd,, nnoott tthhaatt II’’mm
ggooiinngg ttoo aaddmmiitt iitt ttoo tthheemm..  GGoott aa rreepp ttoo mmaaiinnttaaiinn..  SSoo II hhaavveenn’’tt ttaakkeenn oovveerr tthhee ggaanngg yyeett..  GGiivvee
mmee ttiimmee,, tthhoouugghh..  OOnnee ccooooll tthhiinngg aabboouutt tthhiiss ggaanngg,, iitt’’ss ffuullll ooff cchhiicckkss..  II mmiigghhtt eevveenn ssccoorree wwiitthh
oonnee ooff tthheemm..

Quote: “All right, bloodsuckers! We’re gonna terminate every last freaking one of you!”

Roleplaying the Amateur Hunter
YYoouu aarree tthhee oonnllyy oonnee iinn yyoouurr sscchhooooll wwhhoo lliikkeess ttoo ddrreessss lliikkee aa mmiilliittiiaa rreejjeecctt,, ccoommpplleettee wwiitthh

ffaattiigguuee ppaannttss aanndd ccoommbbaatt bboooottss..  AAss ffaarr aass yyoouu aarree ccoonncceerrnneedd,, yyoouu lleeaarrnneedd eevveerryytthhiinngg yyoouu
nneeeeddeedd ttoo kknnooww aabboouutt vvaammppiirreess ffrroomm ccoommiicc bbooookkss..  YYoouu ddiiddnn’’tt hhaavvee ttoooo mmaannyy ffrriieennddss iinn
SSaannttaa RRoojjaa ((aanndd tthheeyy wweerree aass wweeiirrdd aass yyoouu)) aanndd yyoouu kknnooww iiff yyoouu hhaaddnn’’tt jjooiinneedd tthhee SSllaayyeerr’’ss
ggaanngg,, yyoouu’’dd bbee pprreettttyy lloonneellyy hheerree..

                        

 



ATTRIBUTES
STRENGTH INTELLIGENCE
DEXTERITY PERCEPTION
CONSTITUTION WILLPOWER

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

(FASHION), (SKATING)

QUALITIES

SKILLS
DRAWBACKS

COMBAT MANEUVERS
BASEMANEUVER BONUS DAMAGE NOTES
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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

69

10

6
6
5

5
0
1
3
2
0
2
0
3

3
5
0
1
5
2
1
3
4

Dodge 11 — Defense action
Punch 11 12 Bash
Stake 8 12 Slash/stab

(Through the Heart) 5 12 x5 vs vamps
Sword 8 24 Slash/stab

3
4
3

Buffy Anne Summers
The Chosen One (Hero)

Attractiveness +3

Contacts (Watchers) 3

Hard to Kill 5

Psychic Visions

Fast Reaction Time

Nerves of Steel

Slayer

Adversary (Lots) 5

Honorable (Serious)

Obligation (Major—
Chosen One)

Obligation (Major—
Watchers)

Secret (Being the Slayer) 3

Teenager

INITIATIVE (D10 + DEX)

PERCEPTION (D10 +PER+NOTICE)

USEFUL INFORMATION
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Buffy
Season One Character Sheet

The character sheet provided can be used for Buffy
during any flashbacks or prior appearances (can you say,
motion picture?).  Removing the Slayer Quality (and its
benefits leaves her at pre-Chosen One status).

AAddjjuussttmmeennttss

1.7 Angel: Giles and Buffy train with a crossbow, rais-
ing her Getting Medieval skill to three.  1.9 The Puppet
Show: Buffy reveals her non-existent acting skills.  She
also mentions a mild fear of dummies, but those things
spook everybody (no phobia exists).  1.12 Prophecy Girl:
Buffy is killed and resurrected.  This grants her greater
feeling for her slayer powers.  Increase Strength to eight,
but only for the remainder of her battle with the Master.
When she defeats the Master, and her fear of him, she
gains a permanent increase in Willpower (to four).
While her commitment to her role and the Watchers
varies throughout this episode, ultimately she accepts her
fate and retains both Obligation Drawbacks.

Season Two Character Sheet
In Season Two, Buffy is stronger and meaner for hav-

ing fought darkness on a more full time basis.  New stats
include Strength 7, Constitution 6, Willpower 4,
Acrobatics 6, Getting Medieval 4, Kung Fu 6, and
Occultism 3.  Her Hard to Kill levels rise to six (new Life
Points 80).  The forces of darkness have taken more
notice, increasing Adversary to six.  She has less time to
read teen magazines, and her Fashion skill drops to three
(her skating remains the same).  Her relationship with
Angel gains ground, adding the Love Drawback.

AAddjjuussttmmeennttss 

2.1 When She Was Bad: Buffy is a bit of a bitch to
everyone as she deals with he aftermath of her fight with
the Master.  This Emotional Problems (Loner) bout 
doesn’t last long, though.  2.3 School Hard: The Director
reminds Buffy’s player that the Secret (Being the Slayer)
Drawback is not for nothing.  2.13 Surprise: Buffy spends
the night with Angel and triggers Angelus.  Her Love
Drawback is upgraded to Tragic.  When she discovers
the details of Angel’s condition she resolves to destroy
him and gains the self-imposed Obligation (Major—
Destroy Angelus).  This all affects her psyche in very pro-
found ways.  When Angelus kills Jenny Calender in 2.17
Passion, Buffy’s ambivalence is removed.  Obligation
(Destroy Angelus) rises to Total.  2.18 Killed by Death:
Buffy becomes very ill.  Reduce all her physical

Attributes to one and drop her Fast Reaction Time
Quality.  She gains a limited supernatural ability to see
the Der Kindestod (its affect on other supernatural enti-
ties is unknown).  2.19 I Only Have Eyes For You: Buffy
is possessed by the ghost of a student called James.  Her
physical powers and abilities remain intact even though
she acts as if she were someone else.  2.22 Becoming -
Part Two: Buffy is forced to tell her mother about being
the Chosen One.  Joyce accepts this as best she can, and
Buffy’s Secret (Being the Slayer) drops to two.  Buffy
resolves her Obligation (Destroy Angelus) Drawback by
doing just that, but loses a great deal of commitment to
her destiny and the Watchers (both Obligations to zero). 

Season Three Character Sheet
Buffy continues to improve.  Her stats now include

Strength 8, Dexterity 7, Constitution 7, Willpower 4, Life
Points 85, Acrobatics 7, Getting Medieval 5, Kung Fu 7,
and Occultism 3.  Hard to Kill rises to seven (Life Points
91).  Her Adversary Drawback rises to seven, and her Wild
Card (Fashion) skill drops to two.  Her relationship with
Angel is squarely in Tragic Love territory.  As she begins
the season in L.A. as a runaway, she holds the Secret
(True Identity) 1 Drawback and zero levels of Obligation.

AAddjjuussttmmeennttss 

3.1 Anne: Buffy returns to Sunnydale and loses the
Secret (True Identity) drawback.  Her Obligations rise
back to three.  3.4 Beauty and the Beasts: Buffy discov-
ers Angel.  She chains him in the mansion for his own
good and secretly starts to take care of him.  This
becomes a Secret (Hiding Angel) 2 Drawback.  3.5
Homecoming: Buffy’s mild obsession to become home-
coming queen (and beat Cordelia) improves her
Influence skill to level four.    3.7 Revelations: Angel is
discovered by the rest of the Slayerettes, negating
Buffy’s Secret (Hiding Angel) Drawback.  3.11
Gingerbread: Buffy must face her most dangerous oppo-
nent yet when Joyce and the rest of the parents fall under
the influence of Hansel and Gretel.  Buffy’s Adversary
Drawback rises to nine for the episode.   3.12 Helpless:
Over the course of a few weeks, Giles prepares Buffy for
Cruciamentam.  During this time, her physical Attributes
decrease to four and she loses the Fast Reaction Time
Quality.  When Buffy discovers what the Watchers had
planned for her, she loses faith and her Obligation (The
Watchers) Drawback drops to zero.  3.14 Bad Girls: Faith
and Buffy hit the town.  Faith kills the deputy mayor and
Buffy reluctantly agrees to keep the secret.  Buffy gains
the Secret (Faith’s Murder) 2 Drawback, which lasts until
3.15 Consequences when Faith’s actions are revealed.
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3.22 Graduation - Part Two: Angel leaves Buffy and goes
to L.A.  This frees neither of them from the Tragic Love
Drawback.  That one’s a keeper.  In the end, Buffy
renews her commitment to her destiny and her
Obligation (The Chosen One) rises to Total.

Season Four Character Sheet
At this point, Buffy is an established veteran of the

supernatural wars.  Her stats now include Strength 8,
Dexterity 8, Constitution 8, Willpower 4, Acrobatics 7,
Getting Medieval 6, Influence 4, Kung Fu 8, and
Occultism 4.  Hard to Kill increases to eight (Life Points
98).  Her Adversary Drawback remains seven, but her
Wild Card (Fashion) skill stays at two (while the Slayer,
she’s still a Valley Girl).  She holds the Tragic Love
Drawback, and her experiences with men leave her with
an Emotional Problem (Fear of Commitment) Drawback.
Finally, she still distrusts the Watchers and her only com-
mitment is to being the Chosen One (Total).

AAddjjuussttmmeennttss 

Moving to college shakes Buffy’s confidence.  4.1 The
Freshman: Her Acrobatics, Kung Fu, and Getting
Medieval skills drop to three each.  Luckily, kicking
Sunday around at the end returns her to normal.  4.2
Living Conditions: The stress of living with a demon and
its soul leaching takes its toll on Buffy.  She gains the
Drawback Mental Problems (Mild Cruelty) until her soul
is returned.  4.3 The Harsh Light of Day: A bad experi-
ence with Parker Abrams leaves Buffy with the
Emotional Problems (Depression) Drawback.  4.5 Beer
Bad: Buffy drinks too much Black Frost beer.  Her
Intelligence is reduced to one and she goes on a ram-
page—pretty much like any other drunken teenager real-
ly.  Beating up Parker makes her feel better, removing
the Emotional Problems (Depression) Drawback.  4.9
Something Blue: When Willow’s spell goes wrong, Buffy
takes up with Spike!  This disappears when the spell is
broken, but boy, talk about foreshadowing.  4.11
Doomed: Riley and Buffy get over their work issues and
finally start dating properly.  As events play out, this just
confirms Buffy’s Tragic Love Drawback.  4.13 The ‘I’ in
Team: Buffy joins forces with the Initiative and gains
Contacts (Initiative) 3.  Maggie Walsh’s attempt to kill
her rather sours the fun and the Quality goes away.  4.15
This Year’s Girl: The newly awakened Faith swaps bod-
ies with Buffy.  Since Buffy was in better condition (no
coma for her), the change lowers her physical Attributes
by a point (to seven) while trapped in Faith’s body.   4.21
Primeval: The final battle against Adam and the Initiative

occurs.  Buffy fights Adam with the merged power and
energy of her friends coursing through her.  As for
stats—hey, “whatever is needed” seems just about right.
As a consequence of the powerful merger magic, the
First Slayer tests Buffy and her friends in 4.22 Restless.
Buffy passes the test, gaining Willpower 5 in the process.

Season Five Character Sheet
Buffy is a true champion now.  Her stats now include

Strength 8, Dexterity 9, Constitution 8, Willpower 5,
Acrobatics 8, Getting Medieval 7, Influence 4, Kung Fu
8, and Occultism 4.  Her Hard to Kill Quality reaches
nine (Life Points 101).  Her Adversary Drawback grows
to eight, and her Wild Card (Fashion) skill remains at
two.  She still has Emotional Problems (Fear of
Commitment), and Obligation (Total—The Chosen
One).  She loses the Teenager Drawback.

AAddjjuussttmmeennttss 

5.1 Buffy vs. Dracula: We meet Dawn, adding the
Drawback Dependent (Dawn) 2.  5.10 Into the Woods:
Riley’s secret addiction to vamps is revealed to Buffy.
She takes it badly and the two of them split.  The Tragic
Love Drawback kicks her in the teeth (again) as she
watches Riley’s helicopter fly away.  5.12 Checkpoint:
The Watchers and Buffy test each other.  They both fail.
Her Watcher Obligation remains zero.  5.14 Crush:
Spike’s behavior leaves Buffy in no doubt of his power-
ful crush on her.  5.15 I Was Made to Love You: Buffy
finds her mother dead at home.  This is a shattering
experience but Buffy soldiers on bravely.  She gains the
Obligation (Major—Head of the Family) Drawback.  She
also discovers that her financial picture is pretty grim,
gaining Resources (Hurting) Drawback.  Sometime after
the death of her mother, Buffy comes to believe that they
cannot win against Glory.  She hides her feelings from
the others, but her Willpower drops to three.  5.20
Spiral: At the end of the fight against the Knights of
Byzantium and Glory, Dawn is captured.  Buffy loses the
rest of her Willpower and sinks into a waking coma.
5.21 The Weight of the World: Willow enters Buffy’s
dreams to bring her back.  With renewed hope, Buffy
comes out of her trance with her Willpower restored to
four.  5.22 The Gift: In the final fight against Glory, Buffy
realizes she must sacrifice herself to save Dawn and the
world from oblivion.  She jumps from the tower, closing
the portal that would tear reality apart.  
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Season Six Character Sheet
Buffy returns from the dead in Season Six (again).

Her stats now include Strength 8, Dexterity 9,
Constitution 8, Willpower 4, Acrobatics 9, Getting
Medieval 8, Influence 4, Kung Fu 9, and Occultism 4.
Her Life Points remain at 101, her Adversary Drawback
at eight, and her Wild Card (Fashion) at two.  She holds
the Tragic Love, the Emotional Problems (Fear of
Commitment), the Obligation (Total—The Chosen One),
and the Resources (Hurting) Drawbacks.  Her Secret
(Being the Slayer) Drawback is nearly gone, dropping to
one.  She has not possessed the Teenager Drawback for
quite some time.

AAddjjuussttmmeennttss

6.2 Bargaining - Part Two: Buffy digs her way out of
her coffin and wanders Sunnydale deeply traumatized.
Her Intelligence is reduced to zero as she runs on
instinct and uses no skills except in combat.  She remains
this way until gradually healed in 6.3 After Life, but her
experiences leave her with the Misfit and Emotional
Problems (Loner) Drawbacks.  Spike’s help in nursing
Buffy back to health softens her to his advances, and his
disconnection with the group makes her more comfort-
able with him than her friends.  6.4 Flooded: Buffy’s
financial troubles continue to deteriorate as her
Resources Drawback decreases to Poor.  6.7 Once More,
With Feeling: Buffy finally tells her friends what’s been
bothering her.  She loses the Misfit Drawback.  She also
kisses Spike (oh my!).  6.8 Tabula Rosa: Buffy begins an
affair with Spike in a doomed effort “to feel something.”
She gains the Secret (Dating Spike) 1 Drawback.  6.11
Gone: Buffy is turned invisible by the Nerd Herd.  She
keeps that status, losing one point of Constitution every
two hours, until Willow reverses the effect at the end of
the episode.  6.12 Doublemeat Palace: Desperate for
funds, Buffy takes a job.  Her Resources Drawback is
alleviated to Below Average.  6.15 As You Were: Riley’s
return digs up old feelings for Buffy.  She decides to
control of her life again, admits her relationship with
Spike, and dumps him, losing the Secret (Dating Spike).
6.17 Normal Again: We learn the truth—Buffy is just a
normal girl living a fantasy life.  Then again, aren’t we
all just characters in a roleplaying game?  6.22 Grave:
Trapped in a pit, Buffy and Dawn work out their sibling
rivalry.  Buffy’s Obligation (Head of Family) drops to
Important, and she finally removes the Emotional
Problems (Loner) Drawback.

Season Seven Character Sheet
Her stats now include Strength 9, Dexterity 10,

Constitution 9, Willpower 4, Acrobatics 10, Getting
Medieval 8, Influence 4, Kung Fu 10, and Occultism 4.
Her Life Points are 109.  Her Adversary Drawback rises
to nine, and her Wild Card (Fashion) skill remains two.
She holds the Tragic Love, the Emotional Problems
(Fear of Commitment), the Obligation (Total—The
Chosen One), and the Resources (Hurting) Drawbacks.
Her Secret (Being the Slayer) Drawback is one, and the
Teenager Drawback is long gone.

AAddjjuussttmmeennttss

7.1 Lessons: Principal Wood of the new Sunnydale
High School offers Buffy a councilor job.  Her
Resources rise to Middle Class.  As Buffy gets more
involved in her new job, her Influence skill improves to
five.  She also has to use a computer much more,
increasing that skill to two.  7.7 Conversations with Dead
People: Buffy’s conversation with the vampire Holden
Webster clears her head a bit.  She drops an Emotional
Problems (Fear of Commitment) Drawback that had been
gradually fading.  7.9 Never Leave Me: The destruction
of the Watchers Council affects neither Buffy’s Total
Slayer commitment, nor her (lack of) commitment to
them.  The First various attempts to mess with the
gang’s heads seems to put Buffy off her game a bit.  Her
stats are dropped by two each when she first battles the
Turok-han.  She decides to begin lessons again though,
and when she fights the ubervamp again in 7.11
Showtime, she kicks its ass.  7.15 Get it Done: Buffy
receives part of her legacy from the previous Slayer, a
shadow play box.  Buffy meets the “Shadow Men”
responsible for creating the slayer line, but refuses their
offer of immense power (she’s pretty darn potent as it
is).  7.20 Touched: Spike and Buffy find solace in each
other.  This is not yet love as nothing is forgotten, but
they do bond in new ways.  7.22 Chosen: Buffy and the
gang not only defeat the First and an army of Turok-
han, but activate Slayers world-wide.  Buffy is freed of
her Obligation (The Chosen One).  

Willow
Season One Character Sheet

As shown by her character sheet, Season One Willow
possesses no magical abilities.  Her Love Drawback
relates to Xander at this time.  While fluent only in
American English, Willow can make Knowledge rolls to
speak or understand French or Spanish.
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Willow Rosenberg
Brainy White Hat
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Nerd

Good Luck 2

Adversary (Assorted) 4
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(Fear of Rejection)

Honorable (Minimal)

Love
Minority (Jew)
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Willow’s various activities during Season One increase
her Computers to four and her Knowledge to three.

Season Two Character Sheet
Other than Computers 4 and Knowledge 3, Willow’s

character sheet shows no changes.

AAddjjuussttmmeennttss

2.6 Halloween: Willow gains confidence and loses her
Fear of Rejection Drawback.  After hacking a lot of data-
bases during 2.9 What’s My Line? - Part One, Willow’s
Computers skill rises to five.  2.11 Ted: Willow keeps
what’s left of the ‘bot to study.  By Season Five, this
work allows her to perform superscience repairs of var-
ious ‘bots.  Her relationship with Buffy increases her
Adversary Drawback by two points from 2.14 Innocence
to 2.22 Becoming - Part Two.  2.15 Phases: She falls for
Oz shifting her Love Drawback.  She displays Acrobatics 
2 when escaping wolfy Oz.  2.17 Passion: Willow casts
her first spell and takes over Mrs. Calendar’s computer
class.  Access to Jenny’s database grants her the Occult
Library (Good) Quality.  2.19 I Only Have Eyes For You:
Willow’s hours of research allow her to exorcise a pol-
tergeist.  Her Occultism skill rises to two.  2.20 Go Fish:
Willow shows interest in leading interrogatories.  Her
Influence skill rises to two.  Willow’s confidence takes a
huge leap when she re-ensouls Angel in 2.22 Becoming -
Part Two.  Her Willpower increases to four.  Her inborn
magical abilities are revealed—she gains her first level of
the Sorcery Quality.  She is also is seriously wounded but
survives, giving her one level of the Hard to Kill Quality.  

Season Three Character Sheet
Willow’s work with Buffy and the gang, and a sum-

mer doing the Slayer’s job brings her greater abilities.
Her character sheet now shows Willpower 4, Acrobatics
2, Computers 5, Getting Medieval 1, Influence 2,
Knowledge 3, and Occultism 3.  She also possesses the
Hard to Kill 1 (Life Points 29), Occult Library (Good),
and Sorcery 2 Qualities.  She is burdened with an
Adversary Drawback 4.  Her Misfit Drawback is lifted, as
she’s now dating a musician. 

AAddjjuussttmmeennttss

3.2 Dead Man’s Party: Willow gets her first point in
Kung Fu for surviving the “party.”  3.4 Beauty and the
Beasts: She sneaks around the local morgue displaying a
Crime 1 skill.  3.5 Homecoming: She begins to flirt with
Xander and gets the Secret 1 Drawback for hiding it from
everyone.  3.8 Lovers Walk: Her secret relationship with

Xander comes to light and the Secret Drawback disap-
pears.  3.16 Doppelgängland: Willow outsmarts the vam-
pires, showing Influence 3.  3.17 Enemies: Willow proves
more knowledgeable about the Ascension than two
Watchers; her Occultism is now four.  She also suffers
from Adversary 5, as she is a potential target for the
Mayor and his team.  3.22 Graduation Day - Part Two:
Her Getting Medieval rises to 2 after the fight with Mayor
Giant Snake. 

Season Four Character Sheet
Willow has really come into her own after nearly three

years at Buffy’s side.  Her ability changes include
Willpower 4, Acrobatics 2, Computers 5, Crime 1, Getting
Medieval 2, Influence 3, Knowledge 4, Kung Fu 1,
Occultism 4, and Science 4.  Her new look and attitude
in college adds Attractiveness +2 to her Hard to Kill 1
(Life Points 26), Occult Library (Good), and Sorcery 3
Qualities.  She is burdened with only Adversary 3 as the
Mayor has been vanquished.  Her Misfit and Teenager
Drawbacks are gone.  

AAddjjuussttmmeennttss

4.4 Fear, Itself: Willow’s reveals a tendency toward
over-confidence.  She gains a Mental Problems (Mild
Recklessness) Drawback which blinds her to any advice
concerning her own limits.  She also reveals an under-
standing of the basics of Gaelic in this episode.  4.6 Wild
at Heart: Willow’s relationship with Oz dissolves.  She
gains both the Tragic Love and Emotional Problems
(Depression) Drawbacks.  4.9 Something Blue: Willow
shows once more how gifted she is—her Sorcery
increases to four.  Her experience with D’Hoffryn offsets
her Depression Drawback.  4.12 A New Man: Willow
begins to see Tara regularly.  She keeps this secret and
gains a Secret 1 Drawback.  4.14 Goodbye Iowa: Willow
and Tara experiment with tougher magics.  Her
Occultism rises to five.  4.16 Who Are You?: Her crush
on Tara turns to love.  Her Minority Drawback adds new
aspects—her sexual orientation and her Wicca inclina-
tion.  Given subsequent events, Willow’s Tragic Love
Drawback remains.  4.19 New Moon Rising: Willow’s
Secret Drawback disappears as her relationship with
Willow becomes public.  4.21 Primeval: Willow displays
Crime 2 when sneaking into the Initiative HQ.  4.22
Restless: She paints an old poem in Greek on Tara’s
back.  That adds ancient Greek to the languages she can
roll under Knowledge.  Another year of school and
research increases her Knowledge to five.
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Season Five Character Sheet
Willow is now a veteran White Hat with powerful

magic abilities.  Her character sheet reveals Willpower 4,
Acrobatics 3, Computers 5, Crime 2, Getting Medieval 2,
Influence 3, Knowledge 5, Kung Fu 1, Languages 2
(adding French and Spanish fluencies), Occultism 5, and
Science 5.  She holds Attractiveness +2, Hard to Kill 1
(Life Points 29), Occult Library (Impressive), and
Sorcery 4 Qualities.  She is burdened with Adversary 3,
Mild Recklessness, and Minority (Gay Jewish Wicca).
Misfit and Teenager are gone.  

AAddjjuussttmmeennttss

5.12 Checkpoint: Willow’s Adversary Drawback is
raised by two due to her encounters with the Knights of
Byzantium.  5.17 Forever: Her Adversary Drawback is
raised to six when Glory takes notice.  After a couple
years studying the ‘bots, her Science increases to five.
She displays extraordinary programming and repair abil-
ities in 5.18 Intervention.   5.19 Tough Love: Willow’s
Tragic Love Drawback is reinforced and she gains a
Dependent in the brain-damaged Tara as a result of the
events.  She begins to lean even more heavily on magic;
her Sorcery rises to six, but she gains an Addiction
(Magic) Drawback worth one point.  5.22 The Gift:
Willow’s time working to reverse the essences of Glory
and Tara reveal Willpower 5 and Occultism 6.  This is
also the first time we see Willow using Telepathy.  Her
love is returned to her, removing the Dependent
Drawbacks.  Finally, her Adversary Drawback falls to
four with Glory’s defeat.

Season Six Character Sheet
Willow vast potency with magic will soon bring trag-

ic results.  Her character sheet includes Willpower 5,
Acrobatics 3, Computers 5, Crime 2, Getting Medieval 2,
Influence 3, Knowledge 5, Kung Fu 1, Languages 2
(adding French and Spanish fluencies), and Occultism 6.
Her work with the Buffybot shows her Science at six,
and her superscience capabilities even greater than
before.  She holds the Attractiveness +2, Hard to Kill 1
(Life Points 29), and Occult Library (Impressive)
Qualities.  Her Sorcery 7 seems to bring Telepathy abil-
ities with it.  She suffers from Mild Recklessness and
Minority (Gay Jewish Wicca).  She maintains a Secret 2
Drawback as she struggles to keep demonkind from
knowing that Buffy is dead, and Adversary 5 reflects her
front line status in slayage.  Willow shows Mental
Problems (Severe Obsession—Bring back Buffy) and
Covetous (Serious Ambition) as she seeks to master the
magics needed to raise Buffy.  This also brings her

Addiction (Magic) to two.  She and Tara have moved in
with Dawn but their finances are no better than
Resources (Below Average).  Her Misfit and Teenager
Drawbacks are long gone.  

AAddjjuussttmmeennttss

6.1 Bargaining - Part One and Two: The Slayer’s death
becomes public knowledge and Willow loses that Secret.
She kills a lamb during the resurrection spell and drops
her Honorable Drawback.  She gains Sorcery 7 and
Resistance (Pain) 1 for making it through the painful
process, and loses her Obsession with Buffy’s return.  6.8
Tabula Rasa: Willow displays a worsening Magic
Addiction (bumps up to three) and loses Tara’s trust.
Tragic Love all over again.  6.10 Wrecked: Willow meets
Rack and increases her magical Addiction to four.  After
putting Dawn’s life in grave danger, her Covetous (Serious
Ambition) toward magic is lifted.  6.11 Gone to 6.14 Older
And Far Away: Willow resists numerous temptations to
use magic and displays Willpower 6.  6.18 Entropy:
Willow and Tara are together again.  6.20 Villains:
Willow becomes Darth Rosenberg and undergoes great
changes.  Her Sorcery 9 reflects her new lack of inhibi-
tions, and this rises to 13 when she drains the most pow-
erful tomes of the Magic Shop (which also gives her
Occultism 7).  She takes on the Mental Problems
(Deranged Cruelty) and (Deranged Obsession—Revenge)
Drawbacks.  6.21 Two to Go: Willow gets four levels of
Sorcery (to 17) after draining Rack and magically boosts
herself (Strength 8, Dexterity 9, and Constitution 10) when
fighting the Slayer (she also uses Occultism as her fight-
ing skill).  6.22 Grave: Willow drains Giles’ coven-boosted
power and her Sorcery becomes 30.  She is essentially an
unstoppable force.  Unable to break Xander’s love for her,
she collapses, losing her boosted Sorcery, as well as her
cruelty and obsession.  Darth Rosenberg is gone.

Season Seven Character Sheet
Willow is a far cry from her meek Season One self.

Her character sheet includes Willpower 6, Acrobatics 3,
Computers 5, Crime 2, Getting Medieval 2, Influence 3,
Knowledge 5, Kung Fu 1, Languages 2 (adding French
and Spanish fluencies), and Science 6.  She holds the
Attractiveness +2, Hard to Kill 1 (Life Points 29), Occult
Library (Impressive), Resistance (Pain) 1, Sorcery 7, and
Telepathy Qualities.  She suffers from Minority (Gay
Jewish Wicca), and Tragic Love.  Her Misfit and
Teenager Drawbacks no longer exist.  

Her time with Giles and the coven in England leave her
with Occultism 7, but her actions the previous season
saddle her with guilt that manifests as Emotional
Problems (Insecurity).  Her Addiction (Magic) is gone
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but could reassert itself at anytime.  Her Adversary
Drawback is a mere one since she’s been out of slaying
for a while.

AAddjjuussttmmeennttss

7.3 Same Time, Same Place: Willow realizes her
friends have forgiven her.  Her Emotional Problem
(Insecurity) is phased out.  The First becomes an overt
enemy of Willow in 7.7 Conversations with Dead People.
Her Adversary Drawback rises to four.  7.11 Showtime:
Willow uses her arts again but keeps from being over-
come.  7.13 The Killer in Me: Kennedy breaks through to
Willow.  Whether this spells the end of her Tragic Love
Drawback is an open question.  7.22 Chosen: Willow
casts her powerful mojo through the mystical Scythe and
gains one more level in Sorcery (without affecting her
addiction).  As the First remains and could come back
with a vengeance, her Adversary remains at four.  

Xander
Season One Character Sheet

While stronger than Willow, Season One Xander is far
less intelligent.  He too has no combat skills when he
meets Buffy.  At this time, his Love Drawback represents
his serious crush on Buffy (he literally falls head over
heals the first time he sees her).  

Adjustments 
1.2 The Harvest: After Jesse’s death, Xander develops

a hatred for vampires of any kind.  While not an
Emotional Problem, he retains this trait throughout the
series.  From 1.4 Teacher’s Pet on, Xander possesses the
Tragic Love Drawback depicting his tendency to fall for
the wrong people (almost exclusively non-human types).

Season Two Character Sheet
Other than swapping his Love Drawback for a Tragic

Love one, Xander’s sheet remains unchanged.

AAddjjuussttmmeennttss

2.1 When She Was Bad: Xander gets severely injured by
a bunch of vampires but survives, showing the Good Luck
4 and Hard to Kill 2 Qualities.  After pulling some punch-
es against Vampires in 2.3 School Hard, and bashing some
Frat guys in 2.4 Reptile Boy, Xander’s Acrobatics rises to
three and his Kung Fu to one.  2.6 Halloween: Xander
gains a military mind frame. As a result, he holds five lev-
els in both the Gun Fu and Wild Card (Military Knowledge)
skills.  2.9 What’s My Line? - Part One: Xander breaks
into the Summers’ house revealing a Crime 1 skill.  2.10

What’s My Line? - Part Two: He starts regular utility clos-
et visits with Cordelia.  This has no affect on his Tragic
Love trait (she’s not right for him), but it creates a Secret
1 Drawback as they try to keep it to themselves.  2.13
Surprise: After a year of occult research, Xander gets his
first point in the Occultism skill.  2.14 Innocence: His rela-
tionship with Cordelia is revealed and his Secret Drawback
is lost. He gains Adversary 2 because of Angelus.  2.15
Phases: Xander stakes his first vamp (intentionally, at
least).  This reveals some practice and Getting Medieval 2.
2.18 Killed by Death: Xander shows some more sneaking
skills; his Crime increases to two.  2.20 Go Fish: Xander
gains a temporary Constitution 4 and Sports 3 thanks to
the weird science chemicals.  This fades quickly.  2.22
Becoming - Part Two: Xander shows Hard to Kill 3 and
Kung Fu 2 during his battle against vampires in the
library. The banishment of Angelus removes the
Adversary Drawback.  

Season Three Character Sheet
Xander has now started on the road to Scooby compe-

tence.  His character sheet displays Acrobatics 3, Crime 2,
Getting Medieval 2, Kung Fu 2, Occultism 1, Good Luck 4,
Hard to Kill 3 (Life Points 39), and Tragic Love.  A grad-
ual fading of knowledge drops his Gun Fu and Wild Card
(Military Knowledge) to four.  He seems to have mastered
computer basics from Willow and gains Computers 1.  He
gains Dexterity 3 and Adversary 3 as a result of taking
over the Slayer’s job during the summer.  

AAddjjuussttmmeennttss

3.2 Dead Man’s Party: Xander looks much more confi-
dent and outgoing (probably because of what he’s been
through over the past few months).  He gains Kung Fu
3 for making it through the party.  3.5 Homecoming: He
begins to flirt with Willow and gets the Secret 1
Drawback for hiding it.  3.7 Revelations: Xander displays
a keener Notice 3 when spotting Angel around the man-
sion.  3.8 Lovers Walk: His secret relationship with
Willow comes to light; his Secret is removed.  He also
gains Hard to Kill 4 from being thrashed around so
much.  3.10 Amends: Xander persuasion skills are shown
at Willy’s.  He gains Influence 2.   Though we don’t see
him drive before 3.13 The Zeppo, we must assume that
he got his permit and at least Driving 1 at some point
before that.  3.13 The Zeppo: Standing on his own
removes Xander's Emotional Problems (Insecurity)
Drawback.  3.16 Doppelgängland: Xander dusts a vam-
pire with a sharp move.  Increase his Getting Medieval to
three.  3.17 Enemies: With Faith on the warpath,
Xander’s Adversary Drawback rises to four.  By graduat-
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ing, Xander gains Knowledge 2.  Yep, no matter how
hard you try, some learning seeps in.  

Season Four Character Sheet
Xander is well on his way to becoming a man.  His

character sheet shows Dexterity 3, Acrobatics 3,
Computers 1, Crime 2, Driving 1, Getting Medieval 3,
Influence 2, Knowledge 2, Kung Fu 3, Notice 3,
Occultism 1, Hard to Kill 4 (Life Points 42), and Tragic
Love.  More memory fading lowers his Gun Fu and Wild
Card (Military Knowledge) to three.  A busted car, rent
due at his parents, and no regular employment leaves
him with Resources (Poor).  Some time away from slay-
ing leaves him with Adversary 1.  Finally, he is no longer
a Teenager or emotionally insecure.

AAddjjuussttmmeennttss

4.5 Beer Bad: Xander starts the first of many jobs.  His
Resources Drawback shifts to the Hurting.  4.8 Pangs:
Xander proves to be pretty resilient, fighting on despite
various illnesses.  His Constitution rises to four.  4.9
Something Blue: Xander shows maturing Strength.  It
increases to three, while his Getting Medieval and Kung
Fu rise to four.  4.15 This Year’s Girl: He learns how to
use the Taser rifle from the Initiative and gains one per-
manent level in Gun Fu.  4.20 The Yoko Factor: Spike’s
attempt to mess things up among the good guys brings
back the Emotional Problem (Insecurity) and for now, it
sticks.  4.21 Primeval: Sneaking into the Initiative HQ
shows Crime 3.

Season Five Character Sheet
Xander has become a real contributor to the team.

His character sheet shows Strength 3, Dexterity 3,
Constitution 4, Acrobatics 3, Computers 1, Crime 3,
Driving 2, Getting Medieval 4, Influence 2, Knowledge 2,
Kung Fu 4, Notice 3, Occultism 1, Hard to Kill 4 (Life
Points 50), and Tragic Love.  His Gun Fu and Wild Card
(Military Knowledge) skills fall to two (one permanent in
Gun Fu).  His regular employment gives him Mr. Fix-It 3
and Resources (Below Average).  With the defeat of
Adam and closing of the Initiative, his Adversary is only
one.  He is a Teenager no more.

AAddjjuussttmmeennttss

5.1 Buffy vs. Dracula: After being Dracula’s servant,
Xander gets sick and tired of being the victim.  His res-
olutions remove the Misfit Drawback.  5.3 The
Replacement: Xander’s re-merger shows his alpha side
ascendant.  He gains Attractiveness +2 and Good Luck 5;
his Emotional Problems (Insecurity) is removed.  His
promotion removes the Resources Drawback.  Given

what we learn later, his relationship with Anya does
nothing to his Tragic Love Drawback.  5.11 Triangle:
Xander shows bravery against Olaf’s torture.  He reveals
a Resistance (Pain) 1 Quality and Hard to Kill 5.  5.12
Checkpoint: His Adversary rises to three as he becomes
a target of the Knights of Byzantium.  This increases to
five when he is sought by Glory’s minions in 5.17
Forever.  5.22 The Gift: Xander need no longer protect
the key so his Adversary drops back to one.  

Season Six Character Sheet
Xander is fairly establishment now.  His character

sheet shows Strength 3, Dexterity 3, Constitution 4,
Acrobatics 3, Computers 1, Crime 3, Driving 2, Getting
Medieval 4, Influence 2, Knowledge 2, Kung Fu 4, Notice
3, Occultism 1, Adversary 1, Good Luck 5, Hard to Kill 5
(Life Points 53), Resistance (Pain) 1, and Tragic Love.
His Gun Fu and Wild Card (Military Knowledge) skills fall
to one (one permanent in Gun Fu).  His employment
gives him Mr. Fix-It 4 and Resources (Average).  He has
lost the Teenager and Misfit tags.  His attempt to keep
the Slayer’s death secret during the summer results in the
Secret 2 Drawback.

AAddjjuussttmmeennttss

6.1 Bargaining - Part One: Xander’s Secret Drawback
disappears as the Slayer’s death becomes known.  6.2
Bargaining - Part Two: He shows reluctance to tell his
friends he’s engaged with Anya.  This reveals Emotional
Problem (Fear of Commitment) that will have tragic con-
sequences in 6.16 Hell’s Bells.  6.14 Older and Far Away:
Xander employment is going well.  His Mr. Fix-It rises to
five, his Influence to three, his Driving to three, and his
Resources to Middle Class.  Given the quality of his birth-
day present to Buffy, we can assume he’s lost the
Talentless Drawback.  After leaving Anya at the alter,
Xander guilt manifests as Emotional Problems
(Insecurity).  6.19 Seeing Red: Things get a little better
for Xander and his Insecurity Drawback is removed.
6.22 Grave: Xander saves the world.  His bravery displays
Willpower 4. 

Season Seven Character Sheet 
Xander is now a capable professional.  His character

sheet includes Strength 3, Dexterity 3, Constitution 4,
Willpower 4, Acrobatics 3, Computers 1, Crime 3,
Driving 3, Getting Medieval 4, Gun Fu 2, Influence 3,
Knowledge 3, Kung Fu 4, Mr. Fix-It 5, Notice 3,
Occultism 1, Adversary 1, Good Luck 5, Hard to Kill 5
(Life Points 53), Resistance (Pain) 1, and Tragic Love.
Teenager and Misfit no longer apply to him.  
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7.9 Never Leave Me: Xander does the good cop/bad cop
routine with Anya in questioning Andrew.  His Influence
is now four.  7.12 Potential: It seems the cheering-up talk
Xander gives to Dawn has been heard by the First, as Caleb
ironically refers to it later when he maims Xander in the
vineyard.  Xander’s Adversary rises to five.  7.14 First Date:
Xander demonstrates resilience when his “date” slashes
him to pour out his blood.  His Resistance (Pain) Quality
becomes two.  7.18 Dirty Girls: Xander’s loses his left eye.
He gets the Impaired Sense (Vision) Drawback.  7.22
Chosen: Xander fights as hard as he can to protect both
Dawn’s life and his own against the Bringers.  His Getting
Medieval and Kung Fu increase to five.  

Giles
Season One Character Sheet

This character sheet can also be used for any Giles
adventures before coming to Sunnydale.  A slightly lower
Occultism would be the only necessary change for games
set in his experimental university days (the source of his
Secret Drawback).

AAddjjuussttmmeennttss

1.1 Welcome to the Hellmouth: Giles meets Buffy, his
Slayer, and his Obligation rises to Major.  Giles claims to
speak five languages during Season One: English,
Summerian, Latin, Greek, and Japanese.  He also has
rudimentary knowledge of Mandarin and Cantonese and
can use his Knowledge skill when puzzling out those lan-
guages.  Giles logs many hours researching during the
first season.  By the end of 1.12 Prophecy Girl, his
Occultism is five.  He also displays Strength 3 and
improves his Getting Medieval to five when the
Hellmouth was opened. 

Season Two Character Sheet
After a year on the front line, Giles’ sheet now includes

Strength 3 (Life Points 45), Getting Medieval 5, and
Occultism 5.

AAddjjuussttmmeennttss 

2.8 The Dark Age: Giles’ shady past becomes known to
the gang and his Secret is lost.  He suffers from
Recurring Nightmares during this episode.  By the end,
his Kung Fu increases to four.  2.10 What’s My Line? -
Part One: Giles's constant research has increased his
Knowledge to six.  2.15 Phases: Giles displays his tran-
quilizer rifle in the library, confirming his Gun Fu 1
(probably picked up during his wilder university days).

2.17 Passion: Angelus kills Ms. Calendar but, in general,
Giles’ loves are not so common or harmful to qualify him
for the Love or Tragic Love traits.  2.19 I Only Have Eyes
for You: Giles suffers from the Mental Problems (Mild
Delusions) Drawback when he believes Jenny is haunting
the school.  By the end of this episode, he realizes she is
truly gone.  2.22 Becoming - Part Two: Giles withstands
Angel’s torture and increases his Constitution to three.

Season Three Character Sheet 
Giles has been through the ringer at this point.  His

character sheet shows the additions of Strength 3,
Constitution 3 (Life Points 49), Getting Medieval 5, Gun
Fu 1, Knowledge 6, Kung Fu 4, and Occultism 5.
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3.1 Anne: Giles reveals Mental Problems (Severe
Obsession—find Buffy) that dissipates when she returns.
3.2 Dead Man's Party: Giles shows loyalty and some dark-
ness, intimidating Snyder into letting Buffy return to
school.  Increase his Influence to four.  3.6 Band Candy:
Giles get in contact with his darker, younger self—his
Kung Fu is five for the episode.  He and Joyce get
“close.”  3.11 Gingerbread: Giles recites a long incantation
in German.  It’s not clear that this raises his Languages
to five, or just allows him to decipher German with a
Knowledge roll.  3.12 Helpless: Giles is fired from the
Watchers Council.  His Contacts (Supernatural) drops to
two (he still knows people and they remain as influential,
they just aren’t overly interested in helping anymore).
His Obligation (Major) Drawback shifts from the
Watchers to his Slayer.  3.21 Graduation Day - Part One:
Giles learns from Anya what a True Demon is.  This caps
off another year of intense occult research and his
Occultism is now six. 

Season Four Character Sheet
Giles is well settled into his role as Buffy’s Watcher

(although not as an official part of the Council) and sur-
rogate father.  He displays Strength 3, Constitution 3
(Life Points 49), Getting Medieval 5, Gun Fu 1, Influence
4, Knowledge 6, Kung Fu 4, and Occultism 6.  His
Obligation is Slayer—Major, and his Contacts
(Supernatural) is two.

AAddjjuussttmmeennttss

4.2 Living Conditions: It's clear that Giles has begun to
exercise—probably all that away time from the library.
He has raised his Dexterity to four.  4.4 Fear, Itself: He
has picked up a good deal of Gaelic language, raising
that skill to five.  4.7 The Initiative: Giles show that he
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2
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5
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3
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7
5
5
2
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8
3
1
0

Dodge 6 — Defense action
Kick 5 6 Bash
Punch 6 4 Bash
Sword 7 8 Slash/stab
Stake 7 4 Slash/stab

(Through the Heart) 4 4 x5 vs vamps
Crossbow 7 16 Slash/stab 

(Through the Heart) 4 16 x5 vs vamps

5
2
4

Rupert Giles
Watcher White Hat

Attractiveness +1
Hard to Kill 5

Occult Library 5
Watcher

Contacts
(Supernatural) 5

Resources (Mid Class)
Photographic Memory

Adversary (Assorted) 5
Honorable (Serious)

Impaired Senses
(Vision)

Mental Problems (Mild Cruelty) 
Obligation 

(Important—Watcher)
Secret
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knows how to handle a gun.  Raise his Gun Fu to two.
4.12 A New Man, Giles becomes a Fyarl (see Monster
Smackdown, p. 40).  Thankfully, he gets better.

Season Five Character Sheet
Giles remains a rock stabilizing the young adults.  His

character sheet shows Strength 3, Dexterity 4,
Constitution 3 (Life Points 49), Getting Medieval 5, Gun
Fu 2, Influence 4, Knowledge 6, Kung Fu 4, Languages
5, and Occultism 6.  His Obligation is Slayer—Major and
his Resources are Average.  After a year repairing links
severed by his dismissal from the Watchers, his Contacts
(Supernatural) is now three.

AAddjjuussttmmeennttss

5.1 Buffy vs. Dracula: Willow points out that Giles has
been Mr. Project all summer.  Let’s reward him with
Knowledge 7.  5.2 Real Me: Giles has bought a new car.
Together with the long unemployment, this drops his
Resources to Average.  In the same episode, he buys the
Magic Box, which will increase his fortune over time.
5.12 Checkpoint: Giles is reinstated as a Watcher with
retroactive payment.  Together with income from the
Magic Box, Giles regains Resources (Middle Class). He
also regains his Obligation (Watcher—Major) and his
Contacts (Supernatural) rises to five.  5.15 I Was Made to
Love You: Giles threatens Spike very convincingly; his
Influence is now five.

Season Six Character Sheet
Giles showed more dark side at the end of Season Five.

He will soon be departing from the Slayer’s life.  His
character sheet shows Strength 3, Dexterity 4,
Constitution 3 (Life Points 49), Getting Medieval 5, Gun
Fu 2, Influence 5, Knowledge 6, Kung Fu 4, Languages
5, and Occultism 6.  He also has Obligation (Slayer—
Major) and Contacts (Supernatural) 5.  

AAddjjuussttmmeennttss

6.1 Bargaining - Part One: Giles has been patrolling
since Buffy died and has improved his Kung Fu to five.
He has the Secret (Slayer is dead) Drawback, but that
soon disappears.  6.8 Tabula Rasa: Giles leaves Sunnydale
to stay with a British coven.  He decision ways heavily on
him.  6.21 Two to Go: Willow goes Darth Rosenberg and
Giles returns.  He is boosted with power from the coven
Sorcery 13.  Willow drains that power and Giles returns
to his pre-Sorcery state.

Season Seven Character Sheet
Giles takes Willow to England to learn to control her

magic.  He returns when the potentials start gathering.
Events with the First rattle him severely and he shock-
ingly joins the decision to force Buffy out (abandoning
both his Watcher and surrogate-father roles).  Other than
Kung Fu 5, his character sheet remains as in Season Six. 

AAddjjuussttmmeennttss

7.8 Sleeper: Giles is attacked by one of the Harbingers,
but easily fends it off. His Kung Fu is now six.  7.10
Bring on the Night: We learn that Giles has broken into
the Watchers Council HQ, stealing some of their files.
His Crime is now four.  He no longer displays any
Obligation to the Watchers (especially since they are
destroyed in this episode).  His Contacts drop only to
four as he has established his own network by this time.
7.22 Chosen: Giles fights bravely against the Turok-
han—his Getting Medieval rises to six.

Spike
Season Two Character Sheet

The sheet presented here represents Spike upon his
arrival in Sunnydale in Season Two.  The Vampire
Quality is 13 points and fully caffeinated.  His Languages
are a bit unclear but we know he speaks Fyarl (the oth-
ers are probably Latin, reflecting his classic upbringing,
and another demon language; we know they aren’t
Chinese, German, or Italian).  His character sheet can be
used for earlier adventures, but his combat abilities
should be pared back the earlier in his career he is
played.  Before and just after being turned, William pos-
sessed little if any combat skills.  Those wishing to play
William should probably start from scratch, imposing
relatively low physical Attributes, little Art skill, and the
Misfit Drawback at the very least.

AAddjjuussttmmeennttss

2.3 School Hard: Spike arrives to Sunnydale, slays the
Annointed One, and assumes control.  His Contacts
(Supernatural) rises to three (which he uses to call in the
Order of Taraka six episodes later).  2.10 What's My Line?
- Part Two: Spike is badly hurt, forcing him into a wheel
chair.  He gains the Physical Disability (Crippled Legs)
Drawback.  2.16 Bewitched, Bothered & Bewildered:
Spike’s Love Drawback devolves to Tragic as Angelus
undermines his relationship with Drusilla.  It doesn’t get
any better when Spike falls for Buffy later.  2.19 I Only
Have Eyes for You: Spike can walk again, losing the
Physical Disability Drawback, but he remains in his wheel
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Bite 15 24 Must grapple first, 
no defense action

Dodge 14 — Defense action
Grapple 15 — Resisted by dodge
Kick 12 18 Bash
Punch 13 16 Bash
Spin Kick 11 20 Bash
Sweep Kick 12 8 Bash; target prone
Sword 12 32 Slash/stab

3
3
3

Spike (William the Bloody, Blondie Bear)
Love’s Chewtoy

Age 2 Attractiveness +3
Contacts (Supernatural) 2

Fast Reaction Time
Good Luck 3

Hard to Kill 8
Nerves of Steel

Situational Awareness
Vampire

Adversary (Several) 3
Covetous (Serious

Lechery)

Love
Mental Problems
(Severe Cruelty)
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chair, plotting.  2.22 Becoming - Part Two: He and
Drusilla leave town.  By this time, battling equal or supe-
rior foes for some time has increased his Acrobatics to
seven, his Getting Medieval to 5, and his Kung Fu to six.  

Season Three Character Sheet 
Spike is absent from Sunnydale for the most part in

Season Three.  Wherever he roams, he now sports
Acrobatics 7, Getting Medieval 5, Kung Fu 6, Contacts
(Supernatural) 3, and Tragic Love.  He’s also still a bad
guy Vampire (13 points).

AAddjjuussttmmeennttss

3.8 Lovers Walk: Spike briefly visits Sunnydale where
his Tragic Love reaches new highs . . . at least to this
point in his unlife. 

Season Four Character Sheet
We’ll assume that Spike had few adventures away from

Sunnydale and thus his character sheet remains
unchanged from Season Three, except for an uptick in
Kung Fu to seven.  Your Spike mileage may vary.

AAddjjuussttmmeennttss

4.3 The Harsh Light of Day: Spike returns to Sunnydale
in the search for Gem of Amarra, and shows off his high-
er Kung Fu.  He moves on to L.A. (and the other
Slayerverse show/RPG Angel).  4.6 Wild at Heart: Spike
returns to Sunnydale to wreak some havoc, but is instead
captured by the Initiative and gets a chip implanted in his
head.  His Vampire Quality increases to the 15-point,
decaffeinated variety.  4.7 The Initiative: Spike escapes,
showing off increased Acrobatics 8.  Slowly he begins to
develop the Emotional Problems (Depression) Drawback.
4.11 Doomed: Spike's mental health reaches rock bottom.
As soon as he realizes that he can hurt demons, he quick-
ly turns it around and loses Emotional Problems
(Depression).  4.12 A New Man: Spike manages to get away
from the Initiative cars chasing him in the Giles-mobile.
This mighty effort reveals Driving 5.  4.15 Goodbye Iowa:
Spike has gathered the enmity of the demon world.  His
Adversary Drawback goes to four.  4.21 Primeval: Spikes
hard fighting increases his Kung Fu to eight.

Season Five Character Sheet 
Spike is now in a shadowy place between good and

evil.  His Vampire instincts are curbed.  After a summer
fighting demons, his sheet now displays Acrobatics 8,
Driving 5, Getting Medieval 6, Kung Fu 8, Adversary 4,
Contacts (Supernatural) 3, and Tragic Love.  

AAddjjuussttmmeennttss

5.3 The Replacement: His Tragic Love Drawback
comes creeping back, this time directed at Buffy.  From
denying it in the beginning, Spike slowly begins to fight
for her affection.  5.18 Intervention: Spike is tortured by
Glory and gains Willpower 4 and Resistance (Pain) 2.

Season Six Character Sheet
Other than Willpower 4, Resistance (Pain) 2 and a

Secret (Slayer is dead), Spike’s character sheet from
Season Five remains unchanged.  This season will
explore his Tragic Love Drawback in excruciating detail. 

AAddjjuussttmmeennttss

6.2 Bargaining - Part Two: Spike loses his Secret
Drawback.  6.9 Smashed: Spike's Tragic Love toward
Buffy is in full bloom.  His Adversary remains relatively
high but he still can find a place at demon kitten poker
games.  6.15 As You Were: Buffy breaks up with Spike.
More Tragic Love.  6.19 Seeing Red: Tragic Love and
Severe Cruelty drive Spike to try raping Buffy.  6.22
Grave: Spike has completed his trials and regained his
soul.  He now holds Resistance (Pain) 3.

Season Seven Character Sheet 
An ensouled Spike wields Willpower 4, Acrobatics 8,

Driving 5, Getting Medieval 6, Kung Fu 8, Adversary 4,
Contacts (Supernatural) 3, Resistance (Pain) 3, and
Tragic Love.  

AAddjjuussttmmeennttss

7.1 Lessons: Spike is living in the school basement,
hunted by the First.  Mental Problems (Severe Delusions)
are his constant companion.  7.6 Him: Spike moves out
of the school basement and then loses it.  As he recov-
ers, his Cruelty drops to Mild and he gains Honorable
(Minimal).  Until 7.7 Conversations with Dead People,
Spike is, unknowingly, controlled by the First to begin
making new vampires.  7.10 Bring on the Night: Spike is
tortured by the First's minions, increasing his Resistance
(Pain) to four.  7.13 The Killer in Me: Spike’s chip is
removed.  Only his soul and his stronger Willpower
keeps his Vampire Quality in check now.  7.17 Lies My
Parents Told Me: Spike manages to overcome the First's
control, gaining Willpower 5.  7.22 Chosen: Spike
destroys a large amount of the First Evil's army and clos-
es the Hellmouth with an ancient talisman.  The price is
consumption by light and fire.  As with his crippled legs
however . . . he gets better (on another network).
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Anya
Season Three Character Sheet

Anya appears for the first time in 3.9 The Wish as a
Vengeance Demon.  In that aspect, add +3 to Strength,
+2 to Dexterity and Constitution, +1 to Willpower, and
three levels of Hard to Kill.  She is immortal, can tele-
port at will, and regenerates five Life Points per Turn.
She is obsessed with a certain form of vengeance and
can sense the suffering of those receptive to her “servic-
es” up to five miles away.  Finally, she wields the awe-
some power of the Wish, making her other powers seem
trivial.  The character sheet presented here is for Anya
after her amulet is broken in and she becomes a “nor-
mal” teenager.  She seems to have Average Resources
but her source of wealth remains a mystery.

AAddjjuussttmmeennttss 

3.16 Doppelgängland: Anya tried to use Willow’s mag-
ical ability to regain her amulet.  This brings her closer
to the gang, but teaches her little more than how royal-
ly screwed she is as a mortal.  Finding human life diffi-
cult, Anya decides to try and avoid one more humiliation
by getting Xander to take her to the prom in Graduation
Day - Part One.

Season Four Character Sheet
Anya’s sheet has not changed from Season Three.

During Season Four, she gains the Love Drawback
directed Xander’s way.  Unfortunately, she refuses to
admit she’s in love, just as Xander seems oblivious to
their budding feelings.  Anya gradually insinuates herself
into the group, but she still doesn’t understand why the
gang fights the darkness instead of running away.

AAddjjuussttmmeennttss 

4.4 Fear Itself: By wearing a huge pink bunny suit,
Anya reveals her fear of rabbits to the gang.  4.8 Pangs:
Xander is taken very ill and Anya joins the fight against
the Chumash spirits.  This is the first time she plays a
more active role in the group, and she reveals a Kung Fu
3 skill.  4.13 The ‘I’ in Team: Willow and Xander teach
Anya poker.  The experience helps her know how humans
lie convincingly, increasing her Influence to three.

Season Five Character Sheet
Having the sense to stay out of most of the really dan-

gerous adventures, Anya’s statistics don’t change much.
Her character sheet shows Influence 3 and Kung Fu 3.
Growth and human contact has removed the Teenager

and Misfit Drawback, and her Cruelty has dropped to
Mild.  She’s still just as blunt as ever.  

AAddjjuussttmmeennttss

5.2 Real Me: During a fight with vamps, Anya suffers
a dislocated shoulder, which will not heal until 5.4 Out
of Mind.  Until then her Dexterity and Constitution are
both reduced to two.  The incident reminds her that she
will die in around 50 years, which is very soon for a
being over 1,000 years old.  5.3 The Replacement:
Xander and Anya moving in together.  5.5 No Place Like
Home: Anya takes a job at the Magic Box.  Her
Resources don’t rise but at least they have source now.
Anya gains Knowledge 4, mostly representing her grow-
ing understanding of economics (and the game of Life).
5.22 The Gift: As the fight against Glory reaches a climax,
Xander proposes to Anya.  She accepts, but will have to
wait an annoying amount of time before Xander allows
her to tell anyone of their engagement.  All part of the
big set-up for tragedy. 

Season Six Character Sheet
Once again, Anya has managed to stay mostly out of

trouble.  Her experiences with the gang raise her
Perception to three (always watching out for danger)
and drop her Cruelty Drawback entirely as she loses her
mean streak.  Otherwise, her character sheet shows
Influence 3 and Kung Fu 3, and the absence of Teenager
and Misfit.  

AAddjjuussttmmeennttss

6.6 All the Way: Xander finally announces his and
Anya’s engagement to the gang.  Anya gains a Mental
Problems (Severe Obsession—planning wedding) until
6.16 Hell’s Bells.  6.8 Tabula Rosa: Giles departs for
England, leaving Anya in charge of the Magic Box.  Her
Resources rise to Middle Class.  6.12 Doublemeat Palace:
Anya gets a visit from her old friend Halfrek, revealing
a previously unknown connection to her old life as a
demon.  Call this Contacts (Supernatural) 2.  6.16 Hell’s
Bells: Anya’s wedding day arrives.  It is a total disaster
when Xander leaves her at the altar believing he will only
hurt her in the future by marrying her.  Anya’s reaction
is understandably severe, and her Love Drawback
becomes Tragic.  She also acquires a Mental Problems
(Severe Obsession—get revenge on Xander).  At the end
of the episode, she accepts D’Hoffryn’s offer to make her
a Vengeance Demon again (adjust stats as detailed in
Season Three Character Sheet).  Still, she does not regain
the Mental Problems (Severe Cruelty) Drawback which
would have made things easier psychologically.  She does
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Dodge 6 — Defense action
Punch 5 4 Bash
Stake 6 4 Slash/stab

(Through the Heart) 3 4 x5 to vamps

3
2
4

Anya Christina Emmanuella Jenkins (Anyanka/Aud)

Ex-Vengeance Demon (White Hat)

Age 3
Attractiveness +3

Contacts
(Supernatural) 3
Hard to Kill 5

Covetous (Mild Greed) 
Mental Problems (Mild

Phobia—Rabbits) 
Misfit

Mental Problems
(Severe Cruelty) 

Secret (Ex-demon) 3
Teenager
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acquire the Secret (Vengeance Demon) 3 because she
keeps up the pretense of being human.  6.18 Entropy:
Anya returns to Sunnydale.  Finding herself alone with
Spike, who is also an emotional wreck after breaking up
with Buffy, the two of they burn out their issues on a
nearby table.  The event is witnessed by Xander, Willow,
and Buffy via the Nerd Herd’s camera network.  Seeing
the pain she has caused Xander, Anya feels the score is
a little more even, reducing her Mental Problems
(Obsession—get revenge on Xander) to Mild.  6.21 Two
to Go: Anya reveals that she is a Vengeance Demon, los-
ing the Secret Drawback.  

Season 7 Character Sheet
Anya is still a full Vengeance Demon at the start of this

season.  However, she lacks the cruelty drawback that
allows her to do her job properly.  She has Strength 5,
Dexterity 5, Constitution 5, Willpower 5, Influence 3,
Kung Fu 3, and eight levels of Hard to Kill.  She is
immortal, can teleport, and regenerates five Life Points
per Turn.  She wields the Wish power, but poorly due to
insufficient cruelty.  That lowers her reputation among
demons and her Contacts (Supernatural) drops to one.
She has not been a Teenager or Misfit in a long time.  

AAddjjuussttmmeennttss 

7.2 Beneath You: Anya’s demonic power allows her
to see that Spike has a soul.  She also tells the group
her teleport power has been reduced by D’Hoffryn and
she is unable to do it at will.  7.5 Selfless: The stress of
having to do dark things in the name of vengeance
finally gets to Anya.  Her mind snaps gaining her the
Emotional Problems (Loner) Drawback.  When Buffy
attempt to destroy her, she shows them her full power,
but eventually begs D’Hoffryn to make her human
again.  He decides to grant her wish, destroying Anya’s
friend Halfrek to seal the deal.  Anya’s demonic pow-
ers vanish.  Her sheet goes back to Strength 2,
Dexterity 3, Constitution 3, Hard to Kill 5.  She does
retain her Willpower 5.  Her Kung Fu is now four after
going toe to toe with Buffy.  7.6 Him: Giles and Anya
visit Beljoxa’s Eye, revealing some mending of her
Contacts (Supernatural).  7.16 Storyteller: Xander and
Anya have a heart-to-heart talk about their relationship.
They think they are getting back together, but in fact
they lay their relationship to rest at last.  Anya loses the
Mental Problems (Obsession—get revenge on Xander)
as she forgives and makes peace with him.  7.22
Chosen: In the final fight against the First, Anya aban-
dons her usual sidelines status and joins the fight.  She
falls, fighting valiantly.

Oz
Season Two Character Sheet

The character sheet here is Oz when we meet him in
Season Two, before he becomes a werewolf.  From his
first appearance in 2.4 Inca Mummy Girl to his departure
in Season Four, he’s smitten with Willow.

Oz is one year ahead of Buffy, Willow, and Xander
until Season Three, when he repeats a grade.  Although
he didn’t appear on the show then, he could be used as
a Cast Member in Season One, or even the year before
Buffy arrives.  In Season One, Oz’s Computers should be
three and Science is two.  Before Buffy showed up in the
‘Dale, his Art and Mr. Fix-It skills should both be two.

AAddjjuussttmmeennttss

2.13 Surprise: Oz discovers that vampires do really
exist.  He handles it pretty well . . . Oz becomes a
Werewolf (3-point version) somewhere between 2.14
Innocence and 2.15 Phases after he gets bitten by his
cousin Jordy.  After that point, he and Willow are pret-
ty much an item.

Season Three Character Sheet
During the summer between Season Two and Three,

Oz becomes a full-time member of the gang and regu-
larly hunts with Willow and Xander.  Aside from the
most obvious—the 3-point Werewolf Drawback—his
character sheet changes include Getting Medieval 1, Kung
Fu 1, and Occultism 1.  Lots of practice with the Dingos,
perhaps the reason he didn’t graduate or go to summer
school, raises his Art to four.   He loses the Teenager
Drawback but gains Adversary 2 for his vamp hunting. 

AAddjjuussttmmeennttss

3.2 Dead Man’s Party: Oz survives the melee, gaining
Getting Medieval 2 for his efforts.  3.4 Beauty and the
Beasts: Oz seems to get stronger and wilder in wolf
mode.  He gains Wild Card (Wolf Fu) 1.  This skill is
added to his Dexterity and Kung Fu when he attacks as
a werewolf.  3.8 Lovers Walk: Oz’s Love Drawback turns
Tragic when he sees Willow and Xander kissing in the
factory.  3.11 Gingerbread: Oz’s rescue attempt reveals
Acrobatics 4, except at the very end.  3.19 Choices: Oz
cements Occultism 2 with his work researching the
Ascension.  3.22 Graduation Day - Part Two: Oz shows
proficiency with the bow, raising his Getting Medieval to
three.  His awareness during the battle displays Notice 4.
By graduating, Oz puts a year of school and music prac-
tice behind him, gaining Art 5, Knowledge 3, and Mr.
Fix-It 4 (all that messing with sound equipment).
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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

30

20

2
3
3

3
3
4
1
1
3
0
0
1

2
0
0
3
3
0
3
1
5

Dodge 6 — Defense action
Grapple 5 — Resisted by Dodge
Kick 2 6 Bash
Punch 3 4 Bash
Stake 3 4 Slash/stab

(Through the Heart) 0 4 x5 vs vamps

4
2
3

Daniel Osbourne/Oz
White Hat

Artist
Good Luck 2

Nerves of Steel

Honorable (Minimal)
Love

Teenager
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Season Four Character Sheet
Oz continues to help Buffy and the Slayerettes over

the summer.  His character sheet now shows Adversary
2, Tragic Love, Werewolf (3-point), Acrobatics 4, Art 5,
Getting Medieval 3, Knowledge 3, Kung Fu 1, Mr. Fix-It
4, Notice 4, Occultism 2, and Wild Card (Wolf Fu) 1.  He
is no longer a Teenager. 

AAddjjuussttmmeennttss

4.1 The Freshman: Oz looks more buff.  His Strength
is now three.  He loses his Adversary Drawback since
he’s known by no vampires on campus.  4.4 Wild at
Heart: Oz gains Wild Card (Wolf Fu) 2 for fighting
against Veruca (and killing her).  He becomes afraid of
his actions even when not wolfed-out, gaining the Mental
Problems (Delusion) and an Obsession (Control the
beast) Drawbacks.  This leads him to leave Sunnydale,
breaking Willow’s heart.  4.19 New Moon Rising: Oz
returns to Sunny D with a 2-point Werewolf Drawback
(control over transformation but not the wolf form).  He
also gained Willpower 4 during his pilgrimage; his
Mental Problems and Obsession Drawbacks are done.
Tragic Love remains in full force, however, as Willow
chooses Tara over him.  Oz leaves and is not seen again.

Tara
Season Four Character Sheet

When we meet Tara, she is convinced she possesses a
nasty secret—she’s a demon.  As a result, she tricks
Willow in 4.12 A New Man when they perform a ritual to
locate demons.  Tara sabotages the spell in order to
avoid being pointed out by it.  Despite her convictions,
it’s all a lie created by her family.  Even though false, the
secret could have deadly consequences if others find out
and believe it as fervently as Tara does.

Tara has no Languages skill but she can puzzle
through some Latin using her Knowledge skill instead.

AAddjjuussttmmeennttss

4.11 Hush: Tara’s little chase with the Gentlemen increas-
es her Acrobatics to two.  4.13 The ‘I’ In Team: Tara’s
deep feelings for Willow grant her the Love Drawback.  

Season Five Character Sheet
Tara magic activities with Willow have raised her

Occultism to four, and her Sorcery to four.  A year in
college has given her Knowledge 4.  Her relationship
with Willow has exchanged the Misfit Drawback for the

Love Drawback.  Her new bearing allows her natural
beauty—Attractiveness +1—to show.

AAddjjuussttmmeennttss

5.6 Family: Tara’s secret is exposed, and she is freed
from her family’s lies and threats.  Her Secret is
dropped.  5.19 Tough Love: Tara resists Glory’s torture
and reveals Willpower 4.  Unfortunately, she also gets
brainsucked by the goddess which gives her Mental
Problems (Deranged Insanity) (she can no longer take
care of herself).  5.22 The Gift, Tara recovers and her
Insanity is removed.

Season Six Character Sheet
Another year of magic leaves Tara with Willpower 4,

Knowledge 4, Occultism 5, and Sorcery 4.  A year of
good-fight efforts rewards her with Getting Medieval 2, but
gives her Adversary 2.  The Emotional Problems, Misfit,
and Secret Drawbacks are gone, and she has gained
Attractiveness +1 and the Love Drawback.  Tara picks up a
new Secret (Slayer is dead) 1 Drawback and being cut off
from her family drops her Resources to Below Average.

AAddjjuussttmmeennttss

6.1 Bargaining - Part One: The Slayer is no longer
dead and Tara’s Secret is removed.  6.2 Bargaining -
Part Two: Tara kills an Hellion with one axe blow,
revealing Strength 2 (and a liberal use of Drama Points).
6.7 Once More With Feeling: Tara is more assertive and
more lovely.  Her Attractiveness rises to +2.  She also dis-
covers that Willow has played with her memories.  6.8
Tabula Rasa: Willow’s lies and betrayal deeply hurt Tara
and she breaks off the relationship.  The Love Drawback
turns Tragic.  6.13 Dead Things: Tara learns about Buffy
and Spike’s relationship, but tells no one.  She gains the
Secret 1 Drawback.  6.14 Older And Far Away: Tara
reveals Willpower 5 for standing in front of Anya and
forcing tough love on Willow.  6.18 Entropy: Buffy’s
relations with Spike are no longer a secret and that
Drawback expires.  6.19 Seeing Red, Tara dies from
something as mundane as a gun shot.  Her spirit will live
on forever.

Angel
Season One Character Sheet

Angel is a man of mystery for most of Season One.
He shows up to give Buffy dire warnings of the evil in
Sunnydale, but rarely sticks around to help out.  Angel
has many, many enemies but his Adversary Drawback is
muted due to a long period of inactivity.

                                 



ATTRIBUTES
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CONSTITUTION WILLPOWER

INITIATIVE (D10 + DEX)

PERCEPTION (D10 +PER+NOTICE)
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CRIME
DOCTOR
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GUN FU
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MR. FIX-IT
NOTICE
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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

22

20

1
2
2

1
0
1
0
1
0
0
0
0

3
0
0
0
3
3
1
0
4

Dodge 3 — Defense action
Magic 10 Varies By spell
Stake 2 2 Slash/stab
(Through the Heart) –1 2 x5 vs vamps

Telekinesis 6 • Bash or Slash/stab

• 2 x Success Levels

4
3
3

Tara Maclay
Witchy White Hat

Attractiveness +1
Empathy

Nerd

Occult Library (Good)
Sorcery 3 
The Sight

Emotional Problems
(Insecurity)

Honorable (Serious)

Minority (Gay Wicca) 
Misfit 

Secret (Demon) 2 
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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

86

10

7
6
6

6
2
0
4
2
2
6
0
6

5
7
3
2
5
3
1
0
5

Dodge 13 — Defense action
Punch 13 14 Bash
Stake 12 14 Slash/stab

(Through the Heart) 9 14 x5 vs vamps
Sword 12 28 Slash/stab

3
4
5

Angel (Liam, Angelus)
Vampire with a Soul 

Age 3
Attractiveness +3

Fast Reaction Time
Hard to Kill 8

Natural Toughness
Nerves of Steel

Situational Awareness
Vampire

Adversary (Lots) 5
Honorable (Serious)

Love (Tragic) 
Secret (Vampire) 2
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If playing Angel before Season One, he adds the
Emotional Problems (Depression) for much of his time
since he was cursed.  Before that, he was one of the
worst vampires known, Angelus, and is completely
unsuitable as a Cast Member.

AAddjjuussttmmeennttss 

Angel baring his fangs at Buffy in 1.7 Angel pretty
much blows his Secret (Being a vampire) Drawback.
Darla’s death at the end of the same episode reinforces a
Tragic Love Drawback that will only get deeper as time
goes on.  From this point, the Master becomes an
Adversary raising that Drawback to seven.

Season Two Character Sheet
Now that Angel has taken a more active interest in

fighting the forces of evil, he shows Dexterity 7,
Acrobatics 7, Getting Medieval 7, and Kung Fu 8.  His
vampire Secret is gone, and his Adversary drops to six
with the death of the Master.

AAddjjuussttmmeennttss

2.2 Some Assembly Required: Angel reveals his true
age to be 241.  When Angel houses the spirit of Eyghon
briefly in 2.8 The Dark Age, we learn that having a
demon inside you can be useful at times.  2.13 Surprise:
Angel becomes Angelus after he and Buffy sleep togeth-
er.  While he doesn’t let on immediately, the change is
complete and almost instantaneous.  He replaces the
Honorable Quality with the Mental Problems (Deranged
Cruelty) and (Deranged Obsession—Hurting Buffy)
Drawbacks.  His lack of inhibitions allows his full
Strength 8 and Kung Fu 8 skill to show through.  2.17
Passion: Angelus kills Jenny Calendar and makes a bitter
enemy of Rupert Giles.  Increase his Adversary Drawback
to eight for a short time.  By the time of 2.21 Becoming
- Part One, Angelus has spent so much time researching
the ritual to awaken Acathla that his Occultism skill rises
to four.  2.22 Becoming - Part Two: Angelus’ reign of
terror ends when Willow uses a spell to replace his soul.
While he loses all the changes wrought by the arrival of
Angelus, it means little as he is stabbed moments later
and cast into a hell dimension.  Just goes to show that
Tragic Love is a killer.

Season Three Character Sheet
Were he not lost in a hell dimension and reduced to a

feral nature, Angel’s character sheet would show Dexterity
7, Acrobatics 7, Getting Medieval 7, Kung Fu 8, and
Occultism 4.  His vampire Secret is gone and his
Adversary Drawback is six.

AAddjjuussttmmeennttss 

Buffy’s love for Angel brings him back from hell at the
end of 3.3 Faith, Hope & Trick.  He is little more than
an animal—his Attribute changes are Strength 5,
Dexterity 4, Constitution 3, Intelligence 0.  He is also
unable to use any skills apart from Acrobatics and Kung
Fu.  While his instincts are little more than that of a hun-
gry vampire, he still recognizes Buffy and responds to
her, beginning the road to recovery.  3.4 Beauty and the
Beasts: Buffy’s care of Angel helps him recover to
Strength 6, Dexterity 5, Constitution 4, and Intelligence
1.  3.5 Homecoming: Angel recovers to Strength 7,
Dexterity 6, Constitution 5, and Intelligence 2.  3.7
Revelations: Angel’s Intelligence is three and his physical
Attributes are back to normal.  He passes the time doing
Tai-Chi with Buffy.  3.10 Amend: Angel is driven to
attempt suicide by the First, gaining Emotional Problems
(Depression) before Buffy saves him.  3.15 Consequences:
Angel captures Faith.  While no breakthrough occurs, he
decides he will not give up on her.  He gains the
Obligation (Minimal—Redeem Faith) Drawback, though
he won’t be able to finish that job until he leaves
Sunnydale.  3.22 Graduation - Part Two: Angel leaves
Buffy.  The separation does not free either of them from
the Tragic Love Drawback.  With those two, that one’s
a keeper.

Cordelia
Season One Character Sheet

While Cordelia is technically a teenager, she ignores,
charms, or buys her way around any of the usual problems
teenagers face, so that Drawback does not appear on her
character sheet.  Her Covetous Drawbacks are fairly
severe, but her influence allows her to avoid committing
crimes.  Noticing a pattern here?  Cordelia’s Emotional
Dependency Drawback refers to her cultivation of a posse
of Cordettes; she is certainly not a clingy type.

AAddjjuussttmmeennttss

1.11 Out of Mind, Out of Sight: Cordelia is attacked by
Marcie the invisible girl.  This first supernatural experi-
ence raises her Occultism to one.   1.12 Prophecy Girl:
When vamps attack the school, Cordelia is forced to get
involved (or see her car destroyed).  Her encounter
involves running away raising her Acrobatics to four.

Season Two Character Sheet
Cordelia’s experiences with the gang have worked

changes on her.  She shows Dexterity 4, Acrobatics 4,
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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
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+3 +1

SUCCESS
LEVELS

ROLL
TOTAL DESCRIPTION

39

20

2
3
3

3
1
0
0
0
1
0
0
4

1
0
0
0
3
0
0
5
5

Dodge 6 — Defense action
Punch 3 4 Bash
Stake 3 4 Slash/stab

(Through the Heart) 0 4 x5 vs vamps

3
3
3

Cordelia Chase
Queen C White Hat 

Attractiveness +4
Hard to Kill 3

Jock (Cheerleader) 
Resources (Wealthy) 

Covetous (Serious Ambition) 
Covetous (Serious
Conspicuousness) 

Covetous (Serious Greed) 

Emotional Problems
(Emotional Dependency)

Mental Problems 

(Mild Recklessness)



Getting Medieval 1, Kung Fu 1, and Occultism 2.  She
developed some non-social enemies, gaining Adversary 1.
Fortunately, she’s got a better sense of perspective,
dropping her Covetous Drawbacks to Mild.

AAddjjuussttmmeennttss

2.2 Some Assembly Required and 2.5 Reptile Boy: The
supernatural comes after Cordy again.  By this time, she
gains the Familiarity bonus for her Fear Tests against
most demons and vamps.  2.9 What’s My Line? - Part
One: Cordelia is trapped with Xander in Buffy’s basement.
Fighting a Tarakan assassin gets them so exited, they start
making out.  That could be blamed on the stress, but they
wind up doing it again and again.  Cordelia is ashamed at
getting it on with such a no hoper (and liking it) and gains
the Secret (Messing around with Xander) Drawback,
worth two points (as Xander is such a social burden).  2.14
Innocence: Willow catches Xander and Cordelia making
out and the Secret disappears.  Cordelia winds up with the
Misfit Drawback, reflecting her new social hindrances.
2.16 Bewitched, Bothered & Bewildered: Cordelia decides
to break up with Xander to get her social life back.  His
love spell backfires in a big way, but in the end, Cordelia
realizes a few home truths about her friends and how
Xander feels.  Making up with Xander and disregarding
the social consequences drops her Misfit and Emotional
Dependency Drawbacks.  2.20 Go Fish: Cordelia demon-
strates artistic skills, increasing her Art to two.  She also
sees Xander in a pair of Speedos, which makes her feel a
lot better about dating him.

Season Three Character Sheet
Another year of supernatural battle toughens Cordelia a

bit more.  Her character sheet now reads Strength 3,
Dexterity 4, Acrobatics 4, Art 2, Getting Medieval 2, and
Occultism 3.  Also, ferrying the Slayerettes around
increases her Driving to two.  She now holds Adversary 2.

AAddjjuussttmmeennttss 

3.5 Homecoming: To her surprise, Cordelia finds her-
self fighting demons and vampires with Buffy.  Her
Kung Fu skill rises to two.  3.8 Lover’s Walk: Cordelia
gains the Love Drawback by finally accepting her rela-
tionship with Xander.  So it hurts all the more when she
sees Xander kissing Willow.  3.8 The Wish: Cordelia
makes a rather ill-advised request when talking to a
Vengeance Demon.  Later, that same demon begins dat-
ing her ex, but that’s Sunnydale for you.  3.14 Bad Girls:
When Cordelia meets Wesley, she flirts with him merci-
lessly.  This is destined to fizzle with a kiss.  Sometime
before 3.19 Choices, Cordelia’s father loses the family
fortune and she is forced to go to work.  She manages

to hide this rather well, gaining the Secret (Poor) 1
Drawback.  Her Resources are now Below Average.  2.20
The Prom: Cordelia’s secret is nearly blown when
Xander visits her at work.  He keeps her secret and buys
her the dress she has been saving up for.  Their rela-
tionship settles and old hurts are forgiven.  Like many
other students Cordelia fights the Mayor at the climax of
3.22 Graduation - Part Two.  She shows Getting Medieval
3 and Kung Fu 2.  Then she heads off to L.A., a glam-
orous life in show biz, and Angel Investigations (see
Angel Corebook).

Dawn
Season Five Character Sheet

Dawn’s character sheet represents the typical bratty little
sister to Buffy.  She and everyone else is unaware that she’s
a mystical construct created to hide a dimensional key.

AAddjjuussttmmeennttss

5.6 Family: Dawn show some spunk and bashes a
Queller demon.  Her Getting Medieval skills increase to
two.  5.9 Listening to Fear: Dawn gets her first magic
book.  She studies closely and her Occultism rises to two.
5.13 Blood Ties: Dawn learns that she is the Key and
gains the Emotional Problems (Depression) Drawback.
Buffy helps her through it, but Dawn’s Keyness will
affect everyone by the end of the season.  5.16 The Body:
Dawn’s efforts in art class grant her Art 1.  More impor-
tantly, the death of her mother reinforces her Emotional
Problems (Depression).  5.17 Forever: Dawn actually per-
forms a ritual, which together with her previous studies,
raise her Occultism to three.  Dawn also steals egg from
a demon, revealing Acrobatics 3.  5.19 Tough Love:
Dawn reveals her Mental Problems (Mild Cleptomania)
Drawback.  5.20 Spiral: Dawn gives Spike first aid, show-
ing Doctor 1.  5.22 The Gift: Dawn’s battles have raised
her Kung Fu to two.  By the end, her Emotional
Problems (Depression) disappears as Glory no longer
hunts her.  On the other hand, she has now lost both her
mother and her sister.    

Season Six Character Sheet
Dawn adventures have given her Acrobatics 3, Art 1,

Doctor 1, Getting Medieval 2, Kung Fu 2, and Occultism
3.  Her participation in covering up Buffy’s death gives
her the Secret (Slayer is dead) Drawback.

AAddjjuussttmmeennttss

6.1 Bargaining – Part One: The Slayer is reborn and
Dawn’s Secret is lost.  6.4 Flooded: Dawn finds informa-
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SUCCESS
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ROLL
TOTAL DESCRIPTION

41

20

1
3
3

2
0
2
1
0
0
1
0
2

2
1
0
0
3
1
2
0
0

Dodge 5 — Defense action
Punch 4 2 Bash
Stake 4 2 Slash/stab

(Through the Heart) 1 2 x5 vs vamps

4
2
3

Dawn Summers 
Next Generation White Hat 

Attractiveness +2
Good Luck 6

Hard to Kill 5

Adversary (Incidental) 2
Emotional Problems
(Fear of Rejection)

Mental Problems (Mild
Recklessness)

Teenager
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tion about M’Fashnik demon, not as much through
research as pure observation.  Raise her Perception to
three.  6.6 All the Way: Dawn's tendency to buy things
without paying for them has increased her Mental
Problems (Cleptomania) to Severe.  Her Crime rises to
two due to her stealing and sneaking out of the house.
6.14 Older and Far Away: Dawn’s cleptomancy is discov-
ered, but it isn't until 6.18 Entropy that she loses the
Drawback.  This mental turnaround leads Dawn to take
a more active role in her studies increasing both
Computers and Knowledge to three.  Dawn helps in the
occult research and by 6.17 Normal Again, her Occultism
is four.  6.22 Grave: Dawn fights side by side with Buffy
and shows that she can handle herself.  Her Acrobatics
rises to four and her Getting Medieval to three. 

Season Seven Character Sheet
Dawn has now reached full Scooby status.  She shows

Perception 3, Acrobatics 4, Art 1, Computers 3, Crime 2,
Doctor 1, Getting Medieval 3, Knowledge 3, Kung Fu 2,
and Occultism 4.  

AAddjjuussttmmeennttss

7.1 Lessons: Dawn has been training with Buffy; her
Strength rises to two, Acrobatics to five, Getting
Medieval to four, and Kung Fu to three.  She is also more
mature, losing the Recklessness Drawback.  7.3 Same
Time, Same Place: Dawn displays her Computers and
Occultism abilities by finding the website Demons,
Demons, Demons.  7.7 Conversations with Dead People:
Dawn performs another spell.  Together with her earlier
experience, this raises her Occultism to five.  During the
year of research, Dawn picks up Languages 2 and knows
both ancient Summerian (7.15 Get It Done) and Turkish
(7.20 Touched).  7.21 End of Days, Dawn shows that she
knows how to drive.  Give her Driving 1.

Faith
Season Three Character Sheet

This character sheet shows Faith when she arrives in
Sunnydale.  Despite her devil-may-care attitude, she is
running from Kakistos and the death of her Watcher.

AAddjjuussttmmeennttss

3.7 Revelations: Faith takes on Angel (before she knew
Buffy was taking care of him) and Buffy (as she tries to
separate Faith and Angel).  This all raises her Kung Fu
to eight.  3.13 The Zeppo: Faith helps the gang avoid
apocalypse, raising her Getting Medieval to six.  3.14 Bad
Girls: Faith kills the deputy mayor and refuses to take

responsibility for it.  3.15 Consequences: Faith joins
forces with the slick and soon-to-be demonic Mayor
Richard Wilkins.  She does not tell the gang, gaining the
Secret (Evil) 3 Drawback.  3.17 Enemies: Faith’s evil is
revealed and her Secret is dropped.  3.19 Choices: Faith
has given herself completely to the dark side.  Her new
viciousness raises her Strength to eight, her Dexterity to
nine, and her Acrobatics to seven.  3.21 Graduation Day
- Part One: Faith falls into a coma after losing her show-
down with Buffy.

Season Four Character Sheet 
Faith remains in a coma for much of Season Four and

little on her character sheet has any meaning.

AAddjjuussttmmeennttss

4.15 This Year's Girl: Faith wakes up from her coma.
She receives a magic gizmo, courtesy of the dead Mayor,
and manages to switch body with Buffy.  4.16 Who Are
You?: Faith in Buffy’s body experiences friendship and
admiration, and even sleeps with Riley.  This begins to
tear down her Emotional Problems (Fear of Rejection).
Faith is forced back into her own body by the end of the
episode.  She flees Sunnydale.

Season Seven Character Sheet
Much transpires in Faith’s life between the time she

leaves Sunnydale in Season Four and returns in Season
Seven.  A series of adventures in L.A. both against and
with Angel leaves her with Strength 8, Dexterity 9,
Acrobatics 9, Crime 5, Getting Medieval 6, Gun Fu 2,
Kung Fu 9, and Notice 5.  She takes responsibility for
her actions and voluntarily serves time in jail.  Her
Emotional Problems (Fear of Rejection) is overcome, her
Mental Problems (Cruelty) and (Recklessness) decrease to
Mild, and she gains Mental Problems (Severe
Obsession—Atonement).  Faith has become a true hero.

AAddjjuussttmmeennttss

7.18 Dirty Girls: Faith arrives in Sunnydale with
Willow.  7.20 Touched: Faith takes command after the
potential Slayers cut lose from Buffy.  It's a new experi-
ence for her, but allows her to increase her Influence to
five.  7.22 Chosen: Wood manages to get Faith to over-
come her fears about getting close to someone.  She
loses the drawback Emotional Problems (Fear of
Commitment).  

                                



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
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USEFUL INFORMATION
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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

87

10

7
8
7

6
0
0
4
1
2
5
1
4

2
7
0
2
3
2
0
0
0

Big Knife 13 21 Slash/stab
Dodge 15 — Defense action
Jump Kick 12 24 Bash; Acrobatics + 

Dexterity roll first
Kick 14 16 Bash
Punch 15 14 Bash
Spin Kick 13 18 Bash
Stake 13 14 Slash/stab

(Through the Heart) 10 14 x5 vs vamps

3
3
4

Faith
Troubled Hero

Attractiveness +3
Fast Reaction Time

Hard to Kill 7

Nerves of Steel 
Slayer

Adversary (Assorted) 5
Covetous (Serious Lechery)

Emotional Problems 
(Fear of Commitment)

Emotional Problems 
(Fear of Rejection)

Mental Problems (Severe Cruelty)
Mental Problems (Severe

Recklessness)
Obligation 

(Major—The Chosen One)
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Rules, always with the rules.

Roleplaying is a bit like playing a board game and a
bit like acting in a movie, but without the board or

the script.  Players sit around a table or in a den as they
do for a game, and speak the lines for the Cast Members
as they might in a movie.  You, the Director, set the
scene and control the Guest Stars and Adversaries.  Dice
determine what the results of a given action are.  All
simple and clear, right?  Great, let’s play.  

Ah, you think there’s a bit more to it than that.
You’re right.  Let’s talk more.

Running a Game
Giles: The good-guys are stalwart and true.  The 
bad-guys are easily distinguished by their pointy horns or black hats and we always defeat them and
save the day.  Nobody ever dies . . . and everybody lives happily ever after.

Buffy: Liar. 
—2.7 Lie To Me

As we noted in the first chapter, come game time each player needs a character sheet for her Cast Member, a writ-
ing implement, some scrap paper and a ten-sided die (or they can share a die, if they feel sharing-like).  You Director
types should have any notes you’ve made on the current Episode, this corebook, and other information you think you
might need handy.  The rest is done mainly by talking—describing the scene or what the characters are doing or act-
ing out the Cast’s dialog.

CHAPTER 3
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Xander: People can't do anything they
want.  Society has rules, and borders,
and an end zone.

—4.22 Restless
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Your job as Director is to describe the situation.  For
example, you might tell the players “It’s a beautiful
morning in Sunnydale.  Too beautiful to be going to
school, and yet that’s where you are.  First period is
about to start.  As you head off to your respective class-
rooms, someone starts screaming in horror.  What do
you do?”  This is where the Cast Members get busy.  The
players describe what they are doing and speak for their
characters.  One might say “Uh-oh.  Something wicked
this way comes.  I head over to see what’s going on.”
Another could respond “I rush to my locker and grab my
Official Slaying Kit . . . just in case.”

Most of the time, when a player wants her Cast Member
to do something, it gets done—talking, walking, walking
and chewing gum, leaping up in class and screaming
“spiders!” (embarrassing, but not difficult to do).
Sometimes however, the outcome of an action is in
doubt.  Just because a Cast Member wants to stake a vam-
pire for example, does not mean the vampire is going to
get staked.  That’s where the dice and the numbers on
the character sheet come in.  

The Basics
Xander: You don't hide! You're bait! Go act baity.
Cordelia: What's the plan?
Xander: The vampire attacks you.
Cordelia: And then what?
Xander: The vampire kills you.  We watch.  We
rejoice.

—3.1 Anne

In the UUnniissyysstteemm, a die is rolled when a character is
trying to do something important, and when there’s
some chance of things going wrong (see To Roll or Not
to Roll, p. 122).  You tell the players when to roll and
what character sheet numbers to add to the roll.  The die
roll represents luck and chance; the character sheet num-
bers are the skills and natural abilities of the Cast
Member.  The better those skills are, the more likely that
the character will succeed.  An sharpshooter will hit the
target more often than someone who closes her eyes and
flinches when a gun goes off.  Sometimes, luck allows
the untrained to succeed, and the expert to fail—that’s
where the die rolling comes in.  

DD1100:: A ten-sided die.  Higher is better.

AATTTTRRIIBBUUTTEE:: The character’s natural abilities.  Use the
Cast Member’s Strength to see if she can lift a bag of
cement over her head or Dexterity to pick someone’s
pocket.  In some situations (lifting something for exam-
ple), only Attributes are used.  Usually in those cases, roll
and add the character’s Attribute doubled (e.g., if the
Cast Member has Dexterity 3, add six to Dexterity-based
rolls).  In certain cases . . . say, when footing is treach-
erous or positioning awkward, no skill is used and the
Attribute is not doubled.  Those are pretty rare circum-
stances though.  Also, sometimes two different Attributes
(no doubling) are used instead of an Attribute and skill.
As the Director, this is ultimately your call.

SSKKIILLLL:: The character’s learned abilities.  Use Kung Fu
to punch someone, or Crime to pick someone’s pocket.
Always use an Attribute alongside a skill.

The player announces what her character intends to do.
You tell her what Skill and Attribute to add to the roll.  The
player rolls the dice and adds the Attribute/Skill combo to
the result.  If the total, after all modifiers, is n niinnee or high-
er, the character has succeeded.  Otherwise, failure-city.  

Success Levels
Anya: Slap my hand now! 
Giles: Beg your pardon?
Anya: In celebration.
Giles: Oh . . . (slaps her hand) Yes.
Anya: Ow!

—4.19 New Moon Rising

In some situations, you Director folk need to know
more than whether the character has succeeded at some-
thing—you need how well she succeeded.  When that’s
the case, check the result against the Success Level Chart
on the next page (it’s also on the character sheet—handy,
no?).  The greater the number of Success Levels, the
better the character did.  Some difficult tasks require
more than one Success Level.

EEXXAAMMPPLLEE:: Season One Giles is doing research
(color me stunned) on the latest demonic arrival in
Sunnydale.  To see if he can identify the critter,
Giles’ player rolls a D10 and adds Giles’ Intelligence
(5) and Occultism (8).  The die roll is a two; the
total result is 15.  Fifteen is greater than nine, so
Giles is successful.  Some critters are harder to
identify than others, however.  If the monster is
particularly unusual, you as the Director might
want to check the Success Levels of the roll.

Rules, Borders,
and an End Zone
Rules, Borders,
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Looking at the Success Levels Table, Giles’ player
sees that 15 equals four Success Levels, a Very
Good result.  You decide that four Success Levels
are more than enough.  “After looking for half an
hour or so, you find an ink drawing of the monster
in the Codex Infernalis,” you might say.  “It’s a
D’imangi, known to collect the skulls of their vic-
tims.  Its tough skin is highly resistant to normal
weapons, but it is vulnerable to silver.”

EEXXAAMMPPLLEE MMEE AAGGAAIINN:: Season Three Buffy is trapped
under a car that an inconsiderate demon dropped on
her.  To see if she can lift it enough to slide out,
Buffy’s player rolls a D10 and adds her Strength (8).
If Buffy was trying to lift something under normal
circumstances, her player would have a bonus equal
to double her Strength (16), but you rule that Buffy
does not have a lot of leverage, so the player only
adds Buffy’s Strength once.  The die roll is a two,
for a total of 10.  That is one Success Level—only
adequate, not quite good enough to lift the car right
away, you decide.  “Buffy, you manage to shift the
car a little, but you’re still trapped.  If you keep
pushing, you could be free next turn.”

Resisted Actions
Willow: Poor Buffy.  Your life resists all things
average.

—4.14 Goodbye Iowa

Sometimes, an action is resisted.  This usually happens
when the character is trying to do something someone
else would rather didn’t happen.  If a character is trying
to grab some hair from a potential witch’s hairbrush, there

CHAPTER 3

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

LLiiffee aanndd tthhee MMeeaanniinngg ooff
SSuucccceessss LLeevveellss

So what’s the deal with Success Levels?  How
important are they to the game?  What do all those
numbers mean, and why should you care?

Most of the time, Success Levels don’t matter much.
For most things, a result of nine or greater means the
Cast Member has succeeded at whatever task was
being attempted.  Sometimes however, just doing
something is not as important as doing it well, and
that’s where Success Levels come in.  Let us elaborate.

CCRREEAATTIIVVEE SSTTUUFFFF:: A music performance, writing a
great novel or telling a good lie—how well the
character did it is going to be pretty important.
One Success Level is pretty mediocre; she didn’t do
anything wrong, but it didn’t look too good.  No
rotten tomatoes get thrown, but she gets quite a
few yawns.  If the audience was already hostile or
suspicious, whatever was being attempted is not
going to work.  Two Success Levels is decent—she
pulls it off (whatever it is) without a hitch and
looked competent doing so.  Three Success Levels
is a good job—this is where people get real
applause and cheers.  High fives all around.  Four
Success Levels gets standing ovations, favorable
reviews from most critics, maybe even a record
contract.  At five and above, she is on fire (in a
good way); everything worked perfectly and almost
everybody loves what she did.

HHUURRTTIINNGG AANNDD HHEEAALLIINNGG YYOOUURR FFEELLLLOOWW MMAANN:: When the
character attacks someone, how well she struck
influences how much she hurt the target.  Add the
Success Levels of the attack roll to the base damage
of the attack.  On the flip side, for uses of the Doctor
Skill, each Success Level heals one point of damage.

LLEENNGGTTHHYY TTAASSKKSS:: Things that take some time (like
breaking down a door or lifting something really
heavy) may require the Cast Member to get a high
number of Success Levels, usually in the 5+ range.
Characters can accumulate Success Levels by trying
over and over.  For example, you might decide that
breaking down a sturdy door requires eight
Success Levels.  A strong Cast Member could roll
well enough to get all eight Success Levels in one
or two tries (Buffy, for instance), while a wimpier
character (Xander—“Hey, can we go with ‘less
robust’ here?”) would take several tries (at one to
two Success Levels a pop, it might take four to six
rolls before the door breaks).
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is a chance that the girl will notice, for example.  Also,
close combat is a biggie on the Resisted Action front.

Resisted Actions involve two or more characters.  Both
make their rolls as above.  If one succeeds (gets a total of
nine or above) and the other doesn’t . . . well, that’s pretty
easy.  If both succeed, the one with the higher total wins.  If
both fail, nobody accomplishes anything.  If you still need a
comparison, the lower roll fails more.  In case of a tie, the
defender (if there is a defender) wins; otherwise it is just a
tie.  Guest Stars and Adversary characters typically use a
fixed value (no roll) for their action (the Muscle, Combat or
Brains Score, see p. 133); the Cast Member needs to beat
those Scores to succeed at the Resisted Action.  If defend-
ing, the Cast Member needs to beat or tie those Scores.

EEXXAAMMPPLLEE--VVIILLLLEE:: Giles and Wesley are playing darts
at the local pub.  They each roll and add their
Dexterity and Sports Skill.  Giles gets a seven total;
Wesley gets a nine.  Wesley wins.  If the younger
Watcher had gotten an eight total, both would have
failed.  That’s some sad dart-playing.  Still, we can’t
assume that both missed the board on every dart.
Since Wesley got the higher of the feeble rolls, at
least one of his darts hit the board and he wins the
game.  The competition can be broken down into
several actions (down to a roll for every single
throw), or reduced to one roll each for the entire
competition.  This would depend on how important
this particular game of darts is (see To Roll or Not
to Roll, p. 122).

GGOO AAGGAAIINN:: Angelus is swinging a sword at Buffy.
Buffy is trying to be somewhere else at the time.
One player (or you as Director) rolls and adds
Angelus’ Dexterity and Getting Medieval Skill.  Total
is 20.  The other player rolls and adds Buffy’s
Dexterity and Acrobatics Skill.  That total is 18.  No
Dodge for the Buffster.  Angelus hits her.  If Buffy
had rolled a 20 or better (because she is the defend-
er), she would have dodged out of the way.

WWEE’’RREE SSTTIILLLL AATT IITT:: Xander is trying to sneak past
Principal Snyder.  Xander’s player rolls and adds his
Dexterity and Acrobatics skill (he could use Crime
too . . . but he’s not as good at that).  He needs to
beat Snyder’s Brains Score (13).  He gets a 15 total
and scoots on by.  If Xander’s total had been 13, he
would have been caught (a tie goes to Snyder, who
is in effect “defending” against Xander).  

Roll Modifiers
Buffy: And what are we if not women up to a
challenge?

Willow: Exactly.  I mean, did we not put the 
“grr” in “girl”?

—4.2 Living Conditions

In addition to skill and Attribute levels, other factors
may add bonuses or penalties to the roll.  Easy tasks gain
bonuses, while difficult and complex ones incur penalties.
The astute among you will notice that modifiers are com-
parable to Success Levels (see p. 119).  Negative modifiers
make it harder to reach the Success Level needed; posi-
tive ones make it easier.  But modifiers allow finer adjust-
ments (a +1 bonus affects a roll but does not amount to a
full Success Level change).  Also, positive modifiers could
transform a roll into a success in a way that Success Level
decreases can’t (i.e., once you lower the required Success
Levels to one, you can’t go any lower).  

The Base Modifiers Table gives some guidelines.  In
addition to those modifiers, Drama Points can add
bonuses to rolls (see p. 145).  

Novice Directors should go light on the modifier
action; after you have a few games in your backpack, feel
free to add them as needed to make things more chal-
lenging.  In the case of positive modifiers, think careful-
ly about whether a roll is needed or not, bringing us
neatly to our next subject . . . 

Rules, Borders,
and an End Zone
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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
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To Roll or Not to Roll
Die rolls are best only when the situation has some dra-

matic value and where the outcome is in doubt.  Keeping
rolls to a minimum allows players to get involved in the
story.  Generally, if the action is routine or not important,
rolling shouldn’t be involved.  Also, some things should
be so ridiculously easy that making rolls is a waste of
time—no need for Perception and Notice rolls to spot a
twelve-foot tall demon running down Main Street, for
example.  Some basic pointers follow.

GGOOOODD TTIIMMEESS TTOO RROOLLLL:: Shooting a crossbow bolt at a
charging vampire; searching a murder scene for clues;
climbing a chain-link fence with three rabid dogs or hell
hounds—or rabid hell hounds—in pursuit.

BBAADD TTIIMMEESS TTOO RROOLLLL:: Parallel parking; shooting a
crossbow bolt at a paper target (unless wagering is
involved); searching Dawn’s bedroom for a missing
sock (whether dirty or not); climbing a chain-link fence
with plenty of time and no pressing circumstances.

Not every situation is going to be as clear-cut as those
described above, but in general, you should try to keep
the action flowing.  The less time the players spend
rolling dice, the more time they can spend getting into
their characters and thinking up all those delightful
Quotable Quotes (see p. 149).

Using Attributes and Skills
Xander: Are you kidding?  I put the “semper” in
semper fi.  I might not be able to assemble an
M-16 blindfolded like I used to or pass
weapons drill from the mobile infantry . . .
(Giles grabs the pistol and immediately accom-
plishes what Xander has been trying to do for
10 minutes.) Might as well face it.  Right now,
I don't have the technical skills to join the
Swiss Army.  And all those guys ask you to do
is uncork a couple of sassy cabernets.

—4.7 The Initiative

As we said, when rolling is called for, you Director dudes
decide what skills and Attributes the player adds to her roll.
The skill descriptions in CChhaapptteerr TTwwoo:: SSoommee AAsssseemmbbllyy
RReeqquuiirreedd provide some guidelines.  Here we give you a few
more words of wisdom directed at Attributes.

SSTTRREENNGGTTHH:: Strength affects how much damage the Cast
Member inflicts in hand-to-hand combat, which is very
important in the Buffyverse.  Beyond that, Strength is
used when brute force is key.  Lifting a heavy object
would use Strength (doubled), or Strength and Sports if
the character has some weightlifting background.

Strength is also used when trying to tackle someone to
the ground (use it with Kung Fu or Sports) or when
breaking free from someone’s grip (using Strength (dou-
bled) or Strength and Kung Fu, whichever is better).

DDEEXXTTEERRIITTYY:: Most physical actions use Dexterity.
Dexterity includes both general agility and nimbleness
(for use with Acrobatics and Kung Fu) and fine coordi-
nation (for things like Crime).  

CCOONNSSTTIITTUUTTIIOONN:: The least-used Attribute in terms of
rolls, Constitution comes in handy when the character
needs to resist fatigue, injury and disease.  For most of
those rolls, add the character’s Constitution (doubled).
Some Sports rolls (marathon running, for example) use
Constitution instead of Dexterity.  Constitution also con-
trols things like singing ability (use Constitution and
Artist to sing, for example).  

IINNTTEELLLLIIGGEENNCCEE:: Used in any roll where a character’s
memory and intellectual ability are important.  It helps in
such things as deciphering some ancient mystical text
(Intelligence and Occultism) or outsmarting an enemy in
a brawl (Intelligence and Kung Fu).  Sometimes it is hard
to decide whether to use Intelligence or Perception in a
roll.  Rule of thumb: if memory or thinking ability is the
most important element, use Intelligence instead.  

PPEERRCCEEPPTTIIOONN:: If the roll requires the character to spot
something, Perception is the Attribute to use.  It measures
how aware the Cast Member is of her surroundings.
Perception is most commonly used with Notice, but almost
every skill can be used with Perception.  To wit (trés legal-
like, non?), Perception and Kung Fu can be used to detect
some weakness in an opponent’s fighting style.

WWIILLLLPPOOWWEERR:: Willpower is mostly used defensively, but
it can also apply to a number of skill rolls.  Trying to
intimidate others or avoid being intimidated, would use
Willpower and Influence, for example.  When casting
spells, Willpower is the key Attribute (Willpower and
Occultism to perform a ritual).

Ability Scores 
Riley: You're really strong.  Like, Spiderman strong.
Buffy: Yeah.  But I don't stick to stuff.  But,
yeah.

—4.12 A New Man

To keep die rolling to the bare minimum, the basic
rules apply only to Cast Members and (if you so choose)
important Guest Stars and Adversaries.  Rather than roll
for every vampire, demon and high school principal that
you plotmasters (much more James Bond than Director,
eh?) throw in the path of our heroes, the Guest Stars’

CHAPTER 3
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and Adversaries’ Attribute and skill levels are condensed
into Ability Scores.  The scores are the “roll totals” of
those characters.  Whenever Cast Members need to fight
or outwit these characters, they need to beat the Ability
Score number.  No dice for them!

Ability Scores are generated by taking the character’s
Attribute and skill averages and adding six to the total.  Most
Ability Scores will be in the 9-14 range, but powerful mon-
sters and skilled Guest Stars may have much higher levels.

There are three Ability Scores: Muscle, Combat and
Brains.

MMUUSSCCLLEE:: This score is used for contests of strength—
things like tackles, breaking free from grapples and holds,
strangulation and similar brute force situations.  Cast
Members need to tie or beat the Muscle Score number
with their rolls.  Muscle is double the Strength level of the
character plus six.  Some creatures have bonuses for extra
limbs (‘specially tentacles and other creepy stuff).

CCOOMMBBAATT:: This is the number used for attacks and
defenses.  Add the character’s Dexterity level, the average
of her combat-oriented skill levels, and six.  This score
determines the Success Levels of an attack; add those
Success Levels to the base damage of the attack.  So, if
Vamp X’s Combat Score is 17, she has five attack Success
Levels; she adds five to the damage of any attack that
connects.  Nasty critter.

BBRRAAIINNSS:: This score applies to all mental and perception
abilities of the character or creature.  It is used to spot
enemies, resist attempts to control or deceive the char-
acter, use any magical or supernatural ability, or figure
out the Slayer’s quips.  It typically uses the average of the
character’s mental Attributes (Intelligence, Perception,
and Willpower) and the average of any appropriate skills,
plus six.

PPAARR EEXXAAMMPPLLEE:: You cast a typical vampire foe with
Strength 5, Dexterity 4, Constitution 4, Perception 2,
Intelligence 2, and Willpower 2.  The Muscle Score
is an impressive 16 (Strength (doubled) plus six).
Combat is a 12—you decide the vamp’s effective skill
in combat is two, plus four for Dexterity and the
base of six.  For Brains, the total is a 10—the aver-
age of the critter’s mental Attributes is two, with an
average skill level of two.  If the vampire tries to
grapple somebody, she uses the Combat Score + 2
(see Maneuvers Table, p. 131).  The Cast Member
would have to tie or beat that 14 with her roll and
modifiers.  To punch somebody, Combat is used;
avoiding the unpleasantness that is the vamp’s
grime-encrusted claws requires a defense roll total
of 12 or higher.  If our heroes try to sneak past the
vamp though, their totals need only be 11 or higher
(they have to beat the Brains Score of 10).

For more information on Ability Scores, see the
Villains, Henchmen and Innocent Bystanders section in
CChhaapptteerr SSeevveenn:: EEppiissooddeess,, SSeeaassoonnss aanndd DDrraammaa (p. 227).

Movement 
Xander: Well, it was dark! And the thing went
through the window so quick, and I was a . . .
little shocked when I saw it, and . . . 

Cordelia: Go ahead.  Say it.  You ran like a woman.
Xander: Hey, if you saw this thing, you'd run
like a woman, too.

—2.20 Go Fish

The BtVS RPG is meant to be played fast and loose,
with a focus on story and fun.  For the most part, pre-
cise movement actions are not going to be needed.

Rules, Borders,
and an End Zone
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The Quick Sheet

NNaammee:: Joyce Summers
MMoottiivvaattiioonn:: Be a good person and mother
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 2, Con 1, Int 3, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 10, Brains 13
LLiiffee PPooiinnttss:: 22
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: —

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Axe 20 20 Slash/stab; 

uses Heroic Feat (1Drama Point); two-handed
Dodge 10 — Defense action
Punch 10 5 Bash

MMaanneeuuvveerrss:: A list of the most com-
mon maneuvers the creature uses,
including scores, damages (factoring in
“default” Success Levels from the attack
score, but no other modifiers), and
notes.  Weak or low-ranking characters
only have a couple of maneuvers; while
Big Bads may have several.  For those
who want to use dice for Guest Stars
and Adversaries rather than relying on
their pre-calculated scores, simply sub-
tract six from the scores given, and set
that result as the modifier to a roll.
Note that damage totals will have to be
re-calculated in this case as the Success
Levels of the roll (not the set score) will
affect the final damage.

AAttttrriibbuutteess:: Your basic Strength, Dexterity, Constitution, Intelligence, Perception and Willpower. 

AAbbiilliittyy SSccoorreess:: The Muscle, Combat and Brains numbers the players
need to beat with their rolls in order to do something to the joker in

question (or avoid having something done to them). 

MMoottiivvaattiioonn:: What makes the character or critter
tick?  We’re talking high concept rather than detail
here.  A word or two that describes the character’s
goals is usually enough. Most monsters are single-
issue creatures (“Blood!” “Kill humans!” “Save the
whales!” “Phone Home!”).  Teenage boys are simi-
lar (sex is usually the major concern).

Every Guest Star or Adversary in this book has its
game stats in Quick Sheet form. Just to make sure you
know the drill when you get to those babies, here’s a

quick rundown of what each entry means.

NNaammee:: Well, duh. 

CCrriitttteerr TTyyppee:: The basic species—Human,
Vampire, Demon, Primal and so on. 

LLiiffee PPooiinnttss:: How much damage the character or
critter can take before slowing down or dying.

DDrraammaa PPooiinnttss:: Good, bad, and neutral folks may have 
a few Drama Points.  That means even a lowly vampire

or teenager can land a punch or two.

SSppeecciiaall AAbbiilliittiieess:: Any unique or unusual powers get listed here. 

                                                                                           



Simply let the characters get where they want to be and
move the action along.

Every so often, you may decide that how far a charac-
ter can move in any given Turn (see p. 127) is important.
In those cases, add that character’s Dexterity and
Constitution together.  This result is how many yards the
character may move in a second (times five for a Turn).
Doubling the sum of Dexterity and Constitution shows
how many miles per hour that character can run.  

CChhaasseess:: Movement concerns may also arise during a
chase scene.  First, you must decide how much of a lead
the chasee has on the chaser.  We suggest granting +1
per Turn of head start.  Then have the two racers per-
form a Dexterity (doubled), or Dexterity and Sports
Resisted Action.  The winner gains +1 per Turn.  So if
the lead sprinter started with a three Turn head start
(+3) and the chaser won the first Resisted Action, the
lead would be down to +2.  Once the lead is eliminated
(brought down to 0), the chasee is caught; if it grows to
+5, the chasee gets away.

LLeeaappiinngg:: Wire work, anyone?  If you need to know
how high or far a character can jump, refer to the Jump
Table.  With a good running start, double those dis-
tances.  A Dexterity and Acrobatics roll (or the Combat
Score) increases the character’s jumping distance by
either one yard (in length) or one foot (in height) per
Success Level. 

CClliimmbbiinngg:: This is accomplished with a Dexterity and
Acrobatics roll (or the Combat Score) with modifiers
depending on the condition of the surface to be scaled.
No modifiers are necessary if good hand-holds are avail-
able (climbing up a pipe bolted to the wall); -6 is applied
when the wall is rain-soaked marble blocks.  Some sur-
faces, like wet glass, just aren’t climbable.  If you need
to know how far a character travels in one Turn, mul-
tiply the Success Levels of the roll or Score by one yard.

Working Together
Buffy (about the Scythe): Find out whatever you
can:  Who made it?  Why and when?  Does it
have a name?  And, I dunno, a credit report?
Find out fast.

Giles: We’ll start work immediately.
Willow: Don’t worry Buff.  We’ll find out
everything there is to know.

—7.21 End of Days

When two or more characters gang together to get
something done, it’s usually a good thing.  They can
fact-check each other, engage in entertaining repartee,
and generally share the load.  But it ain’t all happiness
and comradery all the time.  There are times when a
weak link can be a big problem.

If the task is long-term or low-tension, such as
research or construction, all the participants roll and add
their Success Levels together.  This is used when each
member of the gang has her own work space and com-
munication is easy.  If anyone fails, she adds no benefit
but also causes no penalty.  All that help should make the
task go quicker.

It’s not so simple when time is short (say the
Hellmouth is opening in a couple hours), distractions
abound (say flying fatality), or when coordination needs
to be precise (say casting a spell).  In those cases, one
person (usually the one with the best chance or in the
best position) takes the lead.  The others roll separately
and contribute a +1 bonus per Success Level to the
leader’s roll.  The leader adds up all the bonuses and
applies them to her roll before determining Success
Levels.  Messing up can be a real downer; any helper’s
failure subtracts two from the leader’s final result.

Hitting the Books: Research
Xander: Great, so far we know jack about squat. 
Let’s go from there.

—7.15 Get It Done

Sometimes the Cast Members can’t kick a monster's
butt until they know what it is, what its vulnerabilities
are, and even where its butt is.  Research, investigation,
and computer hacking are an important part of any
Series.  Most of this dull stuff is done “off-camera”
though.  The show rarely (okay never) spends valuable
screen time showing Willow hacking into the FBI
records, Dawn strolling along the stacks in the Magic
Box, or Giles performing a slow-mo page-turning

TM

JJuummpp TTaabbllee
SSttrreennggtthh   HHiigghh JJuummpp   LLoonngg JJuummpp

1-2 1 foot 2 yards

3 2 feet 3 yards

4-5 4 feet 5 yards

6 5 feet 6 yards

7-8 7 feet 8 yards

9-10 10 feet 10 yards

+1 +2 feet +1 yard
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sequence through the Time-Life series.  And neither
should your group.  Have the characters roll, figure out
how long it’s going to take them, allow them a couple of
opportunities to come up with witty lines while doing
their research and then give them whatever information
(if any) they’ve gleaned.

To research a monster’s identity or find a new spell,
use Intelligence and Occultism.  The Occult Library
Quality (see p. 50) is invaluable here—let’s face it, you’re
not going to discover the hidden vulnerability of a
Cytorrakkian demon in the Encyclopedia Britannica (but
you could find it in the pages of Eden Studios Presents,
Vol. 1), no matter how long you spend reading it.  If the
characters don’t have the right books, the research is an
automatic failure.  You do not have to tell them that
though.  Failure is part of drama, after all.  Then you
could be kind and allow the Cast Members to figure out
the name of the book or books they need to get the
desired information.  Oddly enough, securing them
requests a bit of a mini-quest with ample opportunities
for slayage and sarcasm.

Hacking works pretty much the same way, except
with Intelligence and Computers . . . oh . . . and with-
out the books.  Some databases are harder to break into
than others, but in the Buffyverse little ol’ Willow rou-

tinely hacks into all kinds of sensitive information, so
don’t penalize the characters too much.  Just like
research, hacking happens off-camera most of the time;
don’t waste time with complex cyberpunk flow-charts
(unless that’s what you and your group are into, who
are we to judge?).

Other types of research and investigation may use
Knowledge or Crime instead of the skills noted above.
Then there’s good old-fashioned legwork—asking ques-
tions, following people around, beating up Willy and so
on.  Those can be roleplayed, especially if the investiga-
tor is likely to get herself in trouble.  

Fear and Loathing: 
Getting the Wiggins
Riley: That might be toxic.  Don't touch it.
Xander: Oh, yeah, touching it was my first
impulse.  Luckily, I've moved on to my second,
which involves dry heaving and running like hell.

—5.9 Listening to Fear

Life in the Buffyverse can be downright scary . . . and
that’s on a good day.  Whether a character discovers that
her date is a flesh-eating insect or sees a vampire digging
itself out of its grave, she is likely to wig once in a while.
Most of the time, this should be roleplayed rather than
determined by rolls—if the characters encounter a
corpse, they can react to it as they will.  During potential
combat situations though, the fainthearted may freeze for
a crucial moment, or worse.

When the big hairy scary happens, the characters have
to make a Willpower (doubled) roll (Qualities like Nerves
of Steel or Fast Reaction Time help).  This is called a
Fear Test.  Feel free to add modifiers to taste.  We’ve
provided a handy chart with suggestions.

If the result of the roll is nine or higher, the character
may be afraid or apprehensive, but she can act normally.
If the result is eight or less, she wigs out.  Use the Panic
Table for inspiration.

For the most part, Fear Tests and their repercussions
are reserved for special, climactic situations (where the
modifiers are plentiful) and Supporting Cast Members
(with weaker wills).  You’ll find Willpower high enough
among most Cast Members that little pants-wetting
occurs.  That’s all part of the hero thing; we don’t want
the gang breaking and running at the drop of a demon
tusk.  For those looking for more “horror,” use
Willpower (not doubled) or double the penalties.

CHAPTER 3
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COMBAT
Buffy: I wasn’t gonna use violence.  I don’t
always use violence, do I?

Xander: The important thing is, you believe that.
—2.4 Inca Mummy Girl

Slaying requires fighting—most vampires won’t go
quietly into the night.  Combat in the UUnniissyysstteemm uses the
same rules described above, but with a few extra fea-
tures.  Combat does not have to dominate a Buffy game,
but it just wouldn’t be proper to have an Episode without
at least a dose of butt-kicking action.  

When combat starts, you as Director need to help
choreograph the action.  Sometimes it’s easy (the gang is
fighting one big nasty demon) but other times we’re talk-
ing Initiative containment area breach (running melee
involving the Slayer, her friends, commandos and dozens
of vampires and demons).  The rules presented in this
chapter are meant to help keep things flowing; the action
should be fast and furious, just like in the show.

Breaking It Down: Turns,
Initiative, and Actions
Xander: Just give it time, Ahn.  This is hard for
all of us.  Just . . . be patient

Anya: I WAS being patient, but it took too long.
—6.1 Bargaining

To make things go a bit easier when the rough stuff
starts, the action is divided into segments, known as
Turns.  A game Turn represents a short bit of time—five
seconds or so—during which characters can attack and
defend.  During a Turn, a normal character can attack
once and defend against one attack without penalties.
Experienced or fast characters can make more than one
attack during a Turn (see p. 134).

Each turn has three phases: Intentions (where the play-
ers say what their Cast Members intend to do), Initiative
(determining who goes first—not to be confused with
the organization of the same name), and Actions (where
the fight is resolved and damage, if any, is meted out).  A
fight usually lasts more than one Turn, unless the char-
acters are really on the ball.  

Rules, Borders,
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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.

PPaanniicc TTaabbllee
RRoollll  RReessuulltt EEffffeecctt

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 are at -2.  After each Turn (or handful of
seconds), a new Fear Test can be rolled (reduce any penalties by one with each suc-
cessive 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.
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IINNTTEENNTTIIOONNSS:: At the beginning of the Turn, ask the play-
ers whose characters are involved for intentions—what
the characters want to do.  Intentions can include such
things as “I call on the forces of Hecate to let me see
things as they truly are,” “I scream like a little girl and
try to run away,” or “I launch a spin kick followed by two
fast punches.”  Decide if the action being attempted is
feasible, or if it will take more than one Turn to com-
plete.  If there is a problem with the intention, and it’s
something the character would know, warn the player.
Otherwise, the intention stands.  

IINNIITTIIAATTIIVVEE:: At the beginning of a fight, you determine
who attacks first.  Common sense is the first determinant
of Initiative.  What are the circumstances of the fight?
If it’s an ambush, for example, the ambushers go first.  If
a Slayer is attacking a gun-toting goon, and is too far
away to grab it, the gunman gets to shoot first.
Unleashing a mental or supernatural power goes before
a kick, and so on.  Generally, mental actions (spells and
similar supernatural powers) go first, followed by ranged
weapons (guns, crossbows, cruise missiles) and finally by

good old punches, kicks, baseball bats and “full copper
re-pipes.” 

If the situation is less clear-cut (a White Hat chances
upon a vampire, for example), the character with the high-
est Dexterity (modified by Fast Reaction Time) goes first.
If both sides have the same Dexterity (and they both have
or lack Fast Reaction Time), each side rolls a die.  The
higher roll wins; a tie means both characters act at the
same time (really painful if they were punching each other
in the face).  During subsequent Turns, determine
Initiative in the same manner, or award it to the charac-
ter who has momentum (whoever managed to connect a
punch without being hit back, for example).

AACCTTIIOONN:: Whoever wins Initiative attacks first (assuming
the Intention involved an attack).  The target may be able
to defend against the attack.  Attacks are resolved using
the basic game mechanic (see p. 119)—the player rolls a
D10 and adds the Attribute and skill involved, plus or
minus any modifiers.  The defender does likewise, and the
higher (or equal if defending) roll gets their way.  If the
defender has no defense action available, or decides to

CHAPTER 3
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Something isn’t right if a typical combat goes like
this: 

“What do you do?” 

“I punch the vampire.” 

“Roll and tell me what you get.” 

(Rolls) 

“Sixteen—no, seventeen.  Five Success Levels.”  

“Okay, you hit him.  Add five to your base damage.”

“Er, that’s 15 points.” 

“The vampire is punching you back now.  Roll
and tell me what you get.”  

Ugh.  Double ugh.

Description, description, description.  If you don’t
create a picture of the action in the minds of the
players, action sequences are going to get boring
and repetitive.  Players should help, too.  They
should try to describe their characters’ actions.  The
best way to encourage that is to be descriptive and
to reward players who go beyond the rules to help
create that Buffy-esque feeling we know and love.

Try to visualize the action.  Vampires and other
monsters have a lot of options.  They might try to
punch their victims (“The vampire’s fist is on a col-
lision course with your head.  What do you do?”), or
grapple them (“Growling like Xander’s stomach

before dinner, the vamp tries to bull-rush you”), or
use some improvised weapon (“This vamp’s got a
baseball bat and he wants to hit your head out of the
park”).  If the player describes some interesting
maneuver (“I duck under the swing and try to redi-
rect the bat so the vampire hits himself in the face”),
let her attempt it without penalty, or even give her
some bonuses (usually a +1 or +2, or maybe the
Success Level of the previous Combat Maneuver or
defense roll).  For really heroic stuff (“I somersault
and walk all over the guy’s face, all Matrix-y like”),
Drama Points may have to come into play, though.

Describing the effects of the characters’ actions
also helps the players feel they are kicking butt
rather than beating the stuffing out of numbers on
a piece of paper.  “The look on the vampire’s face
is major league surprise—just before she explodes in
a cloud of dust.”  “The punch spins the vampire like
a top.  She knocks over a park bench and lands in a
heap.”  “For a second, it looks like nothing hap-
pened.  Then the demon’s head rolls off her shoul-
ders.  That’s gotta hurt.”

Finally, if you have to choose between rules and
fun, go for the fun.  Be flexible—no rules system is
going to cover all the bases and if your gut feeling
tells you that it’s better to ignore or modify the rules
for dramatic purposes, your gut is probably right.

KKeeeeppiinngg IItt LLiivveellyy
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reserve her actions for offense or movement, she defends
with a roll result of zero.  In effect, the blow lands unless
the attacker’s roll is nine or lower (in which everyone
stands around looking silly).  When fighting Guest Stars
or Adversaries, attacks have to beat (defenses beat or tie)
the target’s Combat Score to be successful.  

If an attack hits, damage is determined based on the
attack’s base damage, the Success Levels of the attack
roll, the defender’s armor, and any damage type modi-
fiers.  This is also when players (and you Directors) can
spend Drama Points to get an edge during the fight (see
p. 145).

After the first attacker is done, the second gets to go
(no shocker there), and so on.  

Combat Maneuvers
Xander: You don't know how to kill this thing.
Buffy: I thought I might try violence.
Xander: Solid call. 

—2.18 Killed by Death

When the time for talk is over, and the time for sense-
less violence begins, a nice repertoire of action moves
can be a real face-saver.  Punches and kicks are all right,
but spicing them up with flying jump kicks, feints, and
the ever-so-important stake through the heart is where
the Slayers are separated from the girly-girls.  The
Combat Maneuver area on the character sheet gives play-
ers a place for all the information on the diverse ways in
which their Cast Members can inflict pain and suffering
on the forces of evil.  The most common ways to do unto
others before others do unto you are described in detail
over the next several pages. The appropriate roll modi-
fiers and the base damage inflicted is also listed (damage
is discussed more on p. 137).  Everything is also gathered
in a nice neat reference table in the Appendix (see p.
264).  Handy or what?

To make things quicker, Attributes, skills, and modi-
fiers should be summarized in the Maneuvers section of
the character sheet or Quick Sheet.  These areas should

have the character’s favorite moves already pre-figured.
Note that any character may list any maneuver on her
sheet; there’re no requirements or limits.  Still, don’t go
nuts here; it makes little sense to list most or all maneu-
vers, regardless of whether the character has the skills or
equipment to perform them.  

AAIIMMIINNGG:: Sometimes it pays to take careful aim—if the
character misses the vampire’s heart with a crossbow
shot, she may not get a second chance.  Aiming delays the
shot action until near the end of a Turn.  The player adds
Perception and the appropriate skill (Gun Fu for guns,
Getting Medieval for archaic ranged weapons) to the roll
or just uses the Brains Score.  The shot action roll gets a
bonus equal to the Success Levels of the Aiming roll.

BBOOWW SSHHOOTT:: The Robin Hood maneuver.  A character
can fire a bow as fast as she can draw and shoot; multi-
ple shots use the multiple actions penalties (see p. 134).
A Bow Shot uses a Dexterity and Getting Medieval - 2 roll,
or Combat Score - 2, and its base damage is (4 x
Strength) points (Slash/stab type; to a maximum of 20).
Modifiers due to range are applicable (see p. 136).

BBRREEAAKK N NEECCKK:: Before this maneuver may be attempted,
the character must succeed at a Grapple (see p. 131).
After that, the attacker rolls and adds Strength and
Kung Fu, or just uses the Muscle Score.  The defender
rolls and adds Strength and Constitution.  If the attack-
er’s roll is higher, the base damage is (4 x Strength)
points (Bash type).  If the total damage reduces the
defender to -10 Life Points, she must pass a Survival
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IInniittiiaattiivvee RRoollllss
If your group absolutely, positively needs some-

thing more random for their Initiative rolls, have
each player involved in a combat roll a D10 and add
her character’s Dexterity (plus any Fast Reaction
Time bonuses) to the total.  The character with the
highest total goes first, and so on.
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Test (see p. 142) with an added penalty equal to the Success Levels of the Break Neck attack (in addition to any
normal Survival Test modifiers; this is due to the very sensitive nature of the neck for us normal human types).  If
she fails, you get that telltale crunching sound with fatal results.  If the defender is a vampire and the successful
attack reduces it to -10 Life Points, she has to pass a Survival Test (but no special modifiers are applied; undead
aren’t so sensitive—in any sense of the word).  On the vamp’s failure, her head is ripped off and she is dusted—
gruesome but pretty impressive.

CCAATTCCHH WWEEAAPPOONN:: Isn’t it super cool when Buffy just snatches sharp stuff out of the air?
Don’t try it at home—it’s only for trained professionals.  This maneuver uses a Dexterity
and Kung Fu - 5 roll, or the Combat Score - 5.  If the catcher’s roll is not greater or
equal to the thrower’s roll, the weapon attack does an additional +5 base damage (noth-
ing like jumping into the flight path of an object built for harm).  On the other hand, 
if the catcher’s roll works, she has a weapon all ready to go.
And remember, reusing helps save the Earth.  

Angelus: That's everything, huh?  No
weapons, no friends.  No hope.  Take all
that away and what's left?

Buffy (catching blade): Me. 
—2.22 Becoming - Part Two

CCHHOOKKEE:: Before this maneuver may be
attempted, the character must succeed at a
Grapple (see p. 131).  After that, the attacker
rolls and adds her Strength and Kung Fu, or
just uses her Muscle Score.  The defender
rolls and adds her Strength and Constitution
(or again uses the Muscle Score).  If the
attack result is higher, the base damage is
(Strength - 1) points (Bash type).
Furthermore, the defender cannot
breathe (see Suffocation, p. 143).  She is 
at -2 to all actions—being choked to
death can be quite distracting.

CCRROOSSSSBBOOWW SSHHOOTT:: Crossbows are easier to 
use than bows, but they take longer to reload.
It takes one Turn to reload a crossbow (very hard 
to do when a vampire is charging).  Crossbow shots
use a Dexterity and Getting Medieval roll, or the
Combat Score, and do 16 points of base damage
(Slash/stab type).  Modifiers due to range are applica-
ble (see p. 136).

DDEECCAAPPIITTAATTIIOONN:: Your basic samurai killing slash; it needs
a sword, axe, or similar big slashing weapon.
Decapitation uses a Dexterity and Getting Medieval - 5
roll, or the Combat Score - 5, but damage is multiplied
by five (after Success Level bonuses are added and armor
effects subtracted; damage type is not applied; weapon
damage is listed on p. 266).  If the damage is enough to
bring the victim to -10 Life Points or less, a Survival Test
is in order (see p. 142).  If that fails, the head comes off,
and the rating of the show goes up to TV-M.  Flashy
way to dust vampires (see p. 192).
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DDIISSAARRMM:: Great for those times when a character needs
to borrow someone’s knife and its current owner isn’t in
the mood to share . . . or only wants to let her have it
pointy-end first.  Disarm uses a Resisted Action with a
Dexterity and Getting Medieval - 2 roll, or Dexterity and
Kung Fu - 3 roll, or the Combat Score - 2 against the tar-
get’s Parry action.

Buffy (grinning): Broke your arm.
Adam (unconcerned): Got another.

—4.21 Primeval

DDOODDGGEE:: This is where the hero ducks, somersaults or
leaps out of the way of an attack.  Dodging hand-to-hand
attacks can be done once per Turn without penalty; dodg-
ing missile attacks (bullets, ninja stars, harpoons) suffers
a -2 penalty on top of any other modifiers.  Use a roll and
add Dexterity and the highest appropriate skill
(Acrobatics, Getting Medieval, or Kung Fu), or just use
the Combat Score.

FFEEIINNTT:: The art of faking out the adversary and smack-
ing her from an unexpected direction.  A Feint counts as
a Resisted Action.  It uses an Intelligence and Kung Fu or
Getting Medieval roll, or the Brains Score, and is resisted
by the target’s roll adding Perception and either of those
skills, or just the Brains Score.  If the attacker wins, she
can add the Success Levels of the Feint roll to her next
attack action roll against the same opponent.

GGRRAAPPPPLLEE:: Sometimes a character wants to grab someone
and shake ‘em until her teeth rattle in her head.  She has
to grapple them first, though.  Grabbing people is fairly
easy; use a Dexterity and Kung Fu + 2 roll, or the Combat
Score + 2.  The victim resists with a Dodge maneuver.
Vampires and other goon types often try to grab their vic-
tims either to capture them or set them up for some neck-
ing action.  The attacker has to decide what part of the
body to grab: limbs, the whole body, or the neck.  When
Grappled, the target is at -2 to actions that involve the
grappled limb, or -1 to all actions if grappled around the
body.  If both arms are grappled by two attackers, the vic-
tim is at -4 to most rolls, and cannot Dodge.  A neck grap-
ple doesn’t impair the target, but sets him up for either the
Break Neck or Choke action.  The victim can try to break
free with a Strength (doubled) roll, or the Muscle Score
versus another Grapple maneuver.

Buffy: I may not sleep in the nude and wrestle 
alligators . . . 

Faith: Well maybe it's time you started. 
—3.3 Faith, Hope & Trick

GGRROOIINN SSHHOOTT:: Hitting below the belt may be frowned
upon by the old-school pugilists, but they’ve been dead

like forever, so who cares what they think?  The attack
employs another attack maneuver, with a -3 penalty to
the roll or score.  Damage is normal, but a male victim
must gain at least one Success Level with a Willpower
(doubled) roll (or the Brains Score) minus double the
Success Levels of the attack.  If not, he is knocked down
and unable to do anything for the Turn.  Females aren’t
completely unscathed either, but the Willpower roll (or
Brains Score) suffers only a -1 penalty.  Every Turn after
the first, the character can make a new roll with a cumu-
lative +1 bonus to recover.  

The groin shot can be used with several different
maneuvers.  Kicks are the most common, but a punch, a
weapon attack (nobody wants a baseball bat impacting
there), and even a head butt (you do what you gotta do
sometimes, eh?) may be used.  

DDEEFFIINNIITTEELLYY EEXXAAMMPPLLEE TTIIMMEE:: Willow gets really riled
and kicks a brand-new vamp (see p. 193) where it
counts.  Will winds up with an attack roll of 17 (pret-
ty sweet), or five Success Levels.  She does her nor-
mal four base points of Bash damage, plus five for
the Success Levels, but that’s not all folks.  The
vamp compares his Brains Score (9) unfavorably
with double Will’s Success Levels (10).  Things are
not looking good for the bloodsucker.

GGUUNNSSHHOOTT:: Your basic assault with a deadly weapon.
Point towards enemy, pull trigger.  Big boom ensues.
Use a Dexterity and Gun Fu roll, or the Combat Score.
Base damage varies depending on the gun used (see p.
266), but all benefit from Bullet type damage (see p.
138).  Modifiers due to range are applicable (see p. 136).

HHEEAADD BBUUTTTT:: Sometimes, a character has to use the old
noggin in ways not recommended by the Surgeon
General.  Head butts are very effective if the target is
grappled or very close, because it’s hard to dodge out of
the way.  If the Head Butt misses, though, the attacker
hits the target with the wrong part of the head, and she
takes the damage instead of the victim.  Head Butts use
a Dexterity + Kung Fu - 2 roll, or the Combat Score - 2,
and do (2 x Strength) base points of damage (Bash type).

Buffy: Let me answer that question with a head
butt.

—4.1 The Freshman

JJUUMMPP KKIICCKK:: To impress friends and smite foes, few
things beat a Jump Kick.  It’s not easy to do, but when
done right, it puts the kick back into “butt-kicking.”
Jump Kicks require two rolls, but count as a single
action.  The first is a Dexterity and Acrobatics roll, or use
the Combat Score, to get airborne; the second is a
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Dexterity + Kung Fu - 3 roll, or Combat Score - 3.  The
kick does 3 x (Strength + 1) base points of damage (Bash
type), and gains an additional damage bonus equal to the
Success Levels of the Dexterity and Acrobatics roll or
Combat Score.  Of course, if either of the rolls miss, the
Jump Kick becomes a Jump Stumble (the Cast Member
falls down and loses untold style points).  A Jump Kick is
the only attack action the character can attempt on that
Turn (no multi-actions with this puppy).

KKIICCKK:: The plain vanilla kick is a simple yet effective
way to put a hurting on someone.  If a kick is parried,
the target has a golden chance to try and grapple the leg,
though.  The Kick uses a Dexterity and Kung Fu - 1 roll,
or the Combat Score - 1, but football and soccer players
can replace Kung Fu with Sports if they like.  Ditto for
ballet dancers (use Art instead of Sport).  Base damage is
2 x (Strength + 1) points (Bash type).

KKNNOOCCKKOOUUTT:: Sometimes a character wants to take some-
body out without inflicting permanent damage.  Any
Bash attack (punches, kicks, baseball bats, and so on) can
be turned into a Knockout attack, using a Dexterity and
Kung Fu - 2 roll, or Dexterity and Getting Medieval - 2
roll, or the Combat Score - 2.  The total damage of the
attack is halved, but the victim has to make a
Constitution (doubled) roll (or use the Muscle Score) with
a penalty equal to the Success Levels of the Knockout
roll, or she goes down for the count.  Recovery from a
knockout is in your fiendish Director-y hands; the victim
may recover in a few turns, or wake up an hour later . .
. possibly in captivity.

Giles: Oh, good show, Giles.  At least you didn't
get knocked out for a change. 

—5.1 Buffy vs. Dracula

MMEELLEEEE WWEEAAPPOONN:: This covers swinging swords and
axes, stabbing, and other close combat actions that
involve sticking foreign objects into other people, or
smashing said objects onto them.  It uses a Dexterity
and Getting Medieval roll, or the Combat Score.
Baseball or hockey players can substitute Sports to
swing stick-like weapons (fencers and archery enthusi-
asts use Getting Medieval, though).  Since weapons do
different types and amounts of damage (see p. 266),
each weapon should have its own listing in the Combat
Maneuver area of the character sheet.

PPAARRRRYY:: Your basic blocking move, used to deflect close
combat attacks.  Weapons may only be parried by
weapons; a hand-to-hand attack may be parried by a
weapon and that’s going to cause normal damage for
that weapon to the bonehead who rushed in unarmed.  A
Parry uses a Dexterity and Kung Fu roll, or a Dexterity
and Getting Medieval roll, or the Combat Score.  Thrown
weapons can be parried at a -2 penalty.  Arrows and
crossbow bolts are parried at a -6 penalty.  No charac-
ter can parry bullets unless she arrived in Sunnydale on
a transparent plane from some Amazon island.

PPUUNNCCHH:: Closed fist, traveling quickly towards the target.
Uses a Dexterity and Kung Fu roll, or the Combat Score,
and does 2 x Strength points of damage (Bash type).
‘Nuff said.

Buffy: I'm going to have to punch you aren't I?
Willy: Just once and it don't have to hurt, just
make it look good. 

(Buffy cocks her arm)
Willy: Ohhh.  Oww.
Buffy: Not yet.  I haven't touched you.

—4.14 Goodbye Iowa

SSLLAAMM--TTAACCKKLLEE:: The All-American football maneuver
that can stop touchdowns or bring down fleeing vam-
pires.  Tackles use Strength and Sports rolls, or Muscle
Scores, and can be Dodged but not Parried.  On a suc-
cessful hit, the target takes 2 x Strength base points of
damage (Bash type) and, if she fails to resist with a
Strength (not doubled) roll or the Muscle Score divided
by two, she goes down hard.  At the end of a successful
tackle, the attacker can grapple the victim’s legs or torso
without rolling.  Tackling is the only attack that can be
attempted on that Turn (no multi-actions here either,
nice try).

SSPPIINN KKIICCKK:: This is a spinning or roundhouse kick, hard-
er to execute but delivering a great deal more damage.
When a character really wants to leave a mark, the Spin
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Kick is the maneuver of choice.  This move has the same
potential problems as the regular Kick (see p. 132).  It
uses a Dexterity and Kung Fu - 2 roll, or the Combat
Score -2, and does 2 x (Strength + 2) points of base dam-
age (Bash type).

SSTTAAKKEE:: Poking someone with a sharp pointy thing is
going to hurt no matter who it is.  Still, if it’s not a
vamp, and it’s not in the heart, it’s no different than
using a knife.  Stake poking uses a Dexterity and Getting
Medieval roll, or the Combat Score, and does 2 x
Strength points of base damage (Slash/stab type).

Buffy: Why don't I put a stake through her heart?
Giles: She's not a vampire.
Buffy: You'd be surprised how many things
that'll kill.

—3.9 The Wish

SSWWEEEEPP KKIICCKK:: Just the thing to slow down a charging
demon, the Sweep Kick does little damage but sends foes
to the ground by kicking their feet out from under them.
This special kick uses a Dexterity and Kung Fu - 1 roll, or
the Combat Score - 1.  If it hits, the defender takes Strength
points of base damage (Bash type).  Further, the defender
must resist with a Dexterity and Acrobatics roll, or the
Combat Score to keep her feet.  If not, she falls down.  

TTAAKKEEDDOOWWNN:: This includes judo throws, wrestling
moves, trips and similar methods of making an enemy
kiss the ground.  The Takedown uses a Strength and
Kung Fu roll, or the Muscle Score.  If the target fails to
Parry or Dodge, she hits the mat and takes Strength
points of base (Bash type).  Otherwise, the defender takes
no damage and the Takedown fails.  

TTHHRROOUUGGHH TTHHEE HHEEAARRTT:: A classic, and for good reason—
nothing says “Slayer” better than the traditional wood
piercing the cold heart of the undead.  This attack has no
effect on some creatures, but most things, including peo-
ple, find it hard to survive after a sharp piece of wood
gets stuck in or near the old ticker.  Attacking the heart
uses the appropriate Combat Maneuver with a -3 penalty,
or the Combat Score - 3.  Damage to non-vamps is
quadrupled (after applying the base damage, Success
Levels, armor; this multiplier replaces the damage type
modifier).  It’s even worse for vamps (times five dam-
age), but you have to stick them just right (see pp. 191).
Through the Heart is used principally with bows, cross-
bows, stakes, and thrown stakes but other implements
can and will be used.

TTHHRROOWW WWEEAAPPOONN:: The art of taking a properly balanced
weapon and throwing it at a target.  The range of this
attack is two yards plus two yards per Strength level.
Throw Weapon uses a Dexterity and Getting Medieval - 1
roll, or the Combat Score - 1, and the base damage varies
by the weapon tossed (see p. 266).

TTOOSSSS:: Your basic “pick up victim, then hurl victim
across the room just to prove how badass you are”
move.  The defender must be grappled first (see p. 131)
and the attacker must have a minimum Strength 4.
Then, the attacker uses a Strength (doubled) - 4 roll,
or the Muscle Score - 4, and the defender resists using
a Strength (not doubled) roll or the Muscle Score divid-
ed by two.  If the attack succeeds, it does Strength
points of base damage (Bash type).  Also, the defender
is tossed one yard for each Success Level in the roll,
and is knocked down automatically.  If the attack fails,
the defender remains Grappled, but takes no damage
and doesn’t go anywhere.  Oh, and the attacker looks
pretty silly.

Buffy (cautiously to April): Hi . . . Listen . . .
maybe you and I should talk.  Because, throw-
ing Spike through a window, that's . . . well,
that's good. But in general—

—5.15 I Was Made to Love You

WWRREESSTTLLIINNGG HHOOLLDD:: This is a half-nelson, full-nelson, or
pretzel twist, in which the character immobilizes the
enemy, usually by grabbing her from behind and twist-
ing one or both arms.  This requires a successful Grapple
(see p. 131), and then a Strength and Kung Fu -2 roll (or
the Muscle Score -2).  The defender resists with a
Strength or Dexterity (whichever is better) and Kung Fu
roll, or the best of her Combat or Muscle Scores.  If the
attacker wins, the defender is at -1 to all actions for
every Success Level in the attack until she breaks free or
the attacker lets her go.  Otherwise, the defender
remains grappled.
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Combat Complications 
Tara: Face-punching, I'm not so good with the
whole . . . (imitates throwing punches)

Willow: Swimming?
Tara: Violence.

—4.15 This Year’s Girl

In the Buffyverse, fights don’t happen in neat boxing
rings and the rules are less Marquis of Queensbury and
more Marquis de Sade.  There’s no such thing as a fair
fight with the undead.  Below are some complications
that can add spice to Slaying activities.

AATTTTAACCKKIINNGG FFRROOMM BBEEHHIINNDD:: Psst, a word of advice—if you
have to stab somebody, stab her in the back—otherwise it
ruins the surprise.  A distracted opponent (like a vamp
busy strangling a Slayerette) cannot defend against attacks
from behind.  Targets with Situational Awareness are the
exception; they can defend, but at a -2 penalty.  At your
discretion, other would-be victims may get a Perception
and Notice roll before they are bushwhacked; in that case,
they can defend with a -2 penalty.

FFUULLLL D DEEFFEENNSSEE:: Sometimes, fighting is not the best option.
Going fully defensive allows the character to defend
against two attacks at no penalty (and against others if
extra actions are available), and gives her a +3 bonus to all
defense actions (dodges and parries, for the most part).
No attacks are allowed on the Turn the character goes into
Full Defense mode.  This is a good idea for White Hats and
Guest Stars (particularly those with Combat Scores below
nine) who want to keep their enemies busy until help
arrives.  Asking for one’s mommy doesn’t provide any
bonuses, but might make the character feel better.

FFUULLLL O OFFFFEENNSSEE:: Here the character attacks recklessly,
without worrying about defense.  Best reserved for sur-
prise attacks or suicide troops.  It’s also good when sever-
al attackers are going after one target.  The character gets
a +2 bonus on all attacks in that Turn, but cannot defend

against any attacks.  Note that for those most feeble of
Guest Stars and Adversaries (Combat Score 8 or lower), the
only way to have any chance of success when attacking is
to go Full Offense, or use a Drama Point.

KKNNOOCCKKDDOOWWNNSS AANNDD FFIIGGHHTTIINNGG WWHHIILLEE LLYYIINNGG DDOOWWNN:: Getting
knocked on one’s bottom is a bad thing.  When a char-
acter is knocked down, she cannot attack for the remain-
der of the Turn, and defenses are at a -4 penalty.  After
that, all actions (both offensive and defensive) suffer the
-4 penalty until the character stands.  Getting up takes
one Turn.  Doing it with that oh-so-cool flip and snap
thing requires two Success Levels on a Dexterity and
Acrobatics roll.  A number of Combat Maneuvers result
in a knockdown.  Also, any blow that inflicts more than
triple the victim’s Strength in damage (before accounting
for Slash/stab or Bullet modifiers) may result in a knock-
down, at your discretion (only do it if it seems dramati-
cally appropriate).

Buffy: Nothing like gettin’ your ass kicked to
. . . make your ass hurt.

—5.6 Family

IINNVVIISSIIBBIILLIITTYY:: Not being able to see somebody cuts way
down on accuracy.  On the plus side, invisible people
aren’t encountered that often.  On the minus side, they
do exist in the Buffyverse; just ask Marcie.  

Ranged attacks on invisible targets hit by pure chance.
Make a roll; if the result is a ten, roll again.  If that result
is a nine or ten, the attack hits (like we said, pretty slim
chance).  Attribute and skill modifiers are irrelevant.
The same rule applies for close combat attacks when the
invisible target attempts to avoid combat.

When the no-see-em engages in close combat, the
opponent can concentrate for a Turn and make a
Perception and Notice roll (or the Brains Score) with a -
2 penalty.  Success allows an attack to be launched or a
defense to be employed (not both) against the invisible
person but any such action suffers a -4 penalty.  Once
the attack or defense is done, another Turn of concen-
tration is necessary to strike or defend again.

The Perception roll may be dispensed with if some
other means is used to pinpoint the invisible character.
Steam, smoke, or other airbourne substance can mark
the  see-thru person, as would a sheet draped over her or
a bag of flour poured on her.  Penalties to hit marked
invisible folks are only -2.

MMUULLTTIIPPLLEE AACCTTIIOONNSS:: Characters can attack once and
defend once a Turn at no penalty.  Fast and furious
fighters however, can do more.  Those with Dexterity 5
or greater gain extra actions per Turn according to the
Additional Actions Table.
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The extra actions may be taken as attacks or defenses.  As it
is difficult to do more than two things at once (or walk and
chew gum for some of us), additional actions suffer cumula-
tive penalties of -2.  The player only rolls once—successive
attacks or defenses each reduce the total by two.  If the tar-
get defends against any of those attacks, all attacks cease.  

EEXXAAMMPPLLEE MMEE,, BBAABBYY:: Jamie, a Slayer with Dexterity 7, 
finds herself in an alley with three vamps.  She’s in a 
hurry so she decides to attack each vamp in one 
Turn.  That’s fine, her high Dexterity allows her two 
additional actions in one Turn, which she decides to 
take as attacks.  Still, the second and third suffer 
penalties.  She rolls and adds her Dexterity and Kung 
Fu; the result is 20.  That’s over the first vamp’s Combat 
Score of 18, so he gets hit.  Jamie’s second attack uses the
same result (20) but subtracts two and becomes an 18.  That ties
the second vamp’s Combat Score (18 as well), so the blow does-
n’t land (ties go to the defender).  Jamie cannot taker her third
attack as the second vamp defended successfully against her.
Now Jamie has a problem.  She has one defense action and two
uninjured vamps in her face.  They both swing at her.  One she
counters with a Parry roll of 19.  The other strikes unhindered;
his Combat Score (18 +1 for his ally) is greater than the mini-
mum success total (9), so he automatically connects.  Yipe!

MMUULLTTIIPPLLEE OOPPPPOONNEENNTTSS:: Numbers count.  When two or more
attackers gang up against a single target, their actions gain a +1
bonus for each attacker, to a maximum of +4 (more than four
attackers just get in each other’s way).  So, if two vamps attack
a Slayer, they each get a +2 to their Combat Score.  Again, if the
defender doesn’t have enough actions to defend against all
attacks, some attacks are resisted with a zero defense roll.  Here
is another way for below-nine Combat Score characters to have a
chance of hitting their opponent—attack in numbers.

SSLLAAYYAAGGEE IINN BBOONNDDAAGGEE:: Sometimes, the bad guys don’t just want to kill.
Sometimes they want to tie a character up.  When tied up, chained, or oth-
erwise restrained, fighting is a lot more difficult.  If the character’s legs
are free, she can kick at no penalty.  If she can move (i.e., isn’t bound to
a stake or chained to a wall), she can also head butt.  If her arms are tied
in front of her, she can punch at a -2 penalty.  Getting free uses Dexterity
and Acrobatics, with penalties from -1 (the bad guys were never in the
Boy Scouts) to -6 (a few miles of rope used, or police handcuffs).
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Guns, Crossbows, and 
Other Missiles
Buffy: Cool!  Crossbow!  Huh.  Check out these
babies.  Hmm.  Goodbye stakes, hello flying
fatality.

—1.7 Angel 
Why resort to fisticuffs when enemies can be dis-

patched via long distance?  While guns are not used very
often in the Buffyverse (see Gun Control sidebar), they
are a fact of life.  

Generally speaking, missile combat works just like reg-
ular combat.  Attackers make their rolls or use their
Combat Score, and the target tries to defend (usually by
dodging).  Dodging gunshots and the like is difficult,
though; a dodge against missiles suffers a -2 penalty on
top of any others that are applicable (the character is busy
ducking for cover).  If there is no available cover, the mis-
sile weapon dodge penalty increases to -4.

RRAANNGGEE P PEENNAALLTTIIEESS:: To keep things simple (this ain’t the
Black Hawk Down RPG, y’know), assume no penalty at
Short Range, a -1 penalty to shots at Medium Range, and
a -3 penalty to shots at Long Range.  Short range is
under five yards for pistols and 20 yards for rifles.
Medium range is under 20 yards for pistols and under 100
yards for rifles.  Long range is up to 50 yards for pistols
and up to 300 yards for rifles.

MMUULLTTIIPPLLEE SSHHOOTTSS:: If shooting doesn’t work at first,
shoot them again and again.  Most guns can fire more
than once in a five-second period (in fact, most hand-
guns can be emptied in five seconds).  Roll and add
Dexterity and Gun Fu; each additional shot uses the same
roll, but suffers a cumulative -1 penalty.  Bows use the
Multiple Actions rules (see p. 134).  Crossbows and other
single-shot weapons must be reloaded after each shot.

AAUUTTOOMMAATTIICC FFIIRREE:: Automatic weapons (assault rifles and
machine guns) can fire a constant stream of bullets until
the gun runs dry or the barrel overheats.  Trained sol-
diers fire bursts—controlled gunfire that sends three or
more bullets downrange.  For any autofire, make one
attack roll; each Success Level in the roll allows one bul-
let to hit the target (up to the number of bullets fired).
The base damage for each bullet is modified by armor,
and then added together before applying the Bullet type
modifier.  Success Levels do not affect the damage cal-
culation.  Still, lots of bullets leads to lots of death.

GGUUNN CCAAPPAACCIITTYY:: Typically, handguns are either revolvers
(with five to six shots in the cylinder) or semi-automatics
(with seven to 15 shots in the magazine).  Hunting rifles
and shotguns have one to five shots.  Assault rifles and
sub-machine guns have 20-30 shots in a magazine.  
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MMuullttiippllee AAccttiioonnss PPeennaallttiieess
The basic multiple action rules limit characters

to a certain number of actions based on Dexterity.
This is done for simplicity’s sake; in truth, a char-
acter should be able to act as many times as she
wants in a turn.  At the risk of some additional
complexity, some of you may decide to handle mul-
tiple actions differently.

CCuummuullaattiivvee aanndd UUnniivveerrssaall PPeennaallttiieess::  Each addi-
tional action declared in the Intentions phase of
combat adds -2 to all actions that phase.  That
means if a character declares four attacks or four
defenses in a Turn, each action suffers a -6 penalty
(the first attack or defense has no penalty; each one
after that incurs a -2).  This allows characters to act
as much as they want, at the expense of degrading
all their actions.

OOffff BBaallaannccee PPeennaallttiieess:: Under this optional rule,
each extra action taken in one Turn imposes a base
-2 penalty to all actions in the next Turn.  So, a
character who takes three additional actions in one
Turn suffers a -6 to all actions in the next.  Again,
the limit on actions is removed, but the frenzy of
activity makes the character highly ineffective and
vulnerable thereafter.

IInntteerrrruuppttiioonn:: Another possibility is to have the
player roll for each of her character’s attacks and
defenses, but if an attack is blocked, initiative
switches over to the opponent.  That combatant
then gets to use her actions until a defense is used
successfully.  The original attacker then resumes
her actions (if any).  In a one-on-many fight, the
same sequence applies, but initiative varies among
more than two people.
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Damage: 
How Much Does It Hurt?
Buffy: Oh, puffy Xander.  I'm sorry, I got—I
guess I got carried away.  Are you okay?

Xander: I'm alive.  I can tell 'cause of the pain.
Buffy: Do you want to sit down?
Xander: I'm not that bendy.  I could lean. 

—5.15 I Was Made to Love You

Land enough punches and kicks on somebody, and
something is going to break.  Slaying is a dangerous job,
and the Cast Members should expect their share of lumps,
cuts and bruises.  The occasional visit to the emergency
room or even, for extreme cases, the morgue is not out
of the question (although usually the Cast visits the
morgue as investigators rather than as paying customers).

When an attack hits a defender, subtract the total dam-
age inflicted from the defender’s Life Points.  Once her
Life Point pool is depleted, the character is at risk of los-
ing consciousness or dying.  Armor can protect the
defender from some harm (see p. 141).  

Players should probably write down their characters’
Life Points on a piece of scrap paper, and subtract from
it rather than erase and scribble on the character sheet
(neatness counts, and besides those eraser crumbs are so
.  .  .  skeevy).  

Damage—Go Figure
Spike: Should you be checking on Dawn? 
Clocked the niblet pretty fierce.

—7.17 Lies My Parents Told Me

Each attack action has a base damage number or a
formula.  If it is a number, the base damage is fixed, an
inherent characteristic of the weapon—a .45 pistol does
the same base damage for everybody (it’s very demo-
cratic that way).  Formulas usually depend on the
Strength of the attacker—a punch from a 400-pound
demon is going to hurt more than a punch from either
Mary Kate or Ashley.  Do the calculations once, and
write the base damage of the attack on the Combat
Maneuver List portion of the character sheet.

During play, the actual damage inflicted is equal to the
base damage, plus one per Success Level of the attack
roll, minus any Armor Value possessed by the defender,
multiplied by any damage type or other modifier (see
below).  That’s a bit complicated, but once you play
through a few combats, it will become much easier.  The
character sheet has the Success Level Table right by the
Combat Maneuver area, so a quick glance provides that
information.  Quick Sheets have the Success Levels of
the Combat Score worked into their damage entries.
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Guns are rarely used in the BtVS TV show.  Still,
many players may opt for the “Rambo Option” when
fighting the supernatural, and festoon themselves in
military hardware.  This is likely to be more trouble
than it’s worth, though.  

First of all, guns are loud.  Your typical cemetery
fight, using hands, feet and assorted medieval cutlery,
does not make enough noise to be noticed by the
neighbors (especially in Sunnydale, where people
quickly learn not to be too curious).  Guns can be
heard several blocks away, and a running gun battle
soon results in 911 calls and the attention of the
authorities.  Unless the Cast Members want to engage
in open warfare with local and state SWAT teams,
gun use is a no-no.  Even the Initiative does not use
guns extensively, especially in American cities, where
the danger of collateral damage is so high.

Second, guns leave a trail.  Bullets and guns can be
traced to their crimes (and even to crimes that the
current user wasn’t aware of) through ballistic foren-

sics.  Those using guns wind up with detectable
residue on their hands and clothes.  Next thing you
know assorted law enforcement agents are knocking
on the door (or more likely, knocking down the
door).  Slayers and other supernatural hunters don’t
want to attract too much attention, because they are
much more likely to end up behind bars than they are
to convince the authorities that they are fighting the
good fight.  Guns can be acquired illegally, but that
means the characters will be dealing with criminals
of assorted types.  Not something conducive to long-
term profits or health.

Finally, guns aren’t very effective against vam-
pires.  Bullets hurt vampires, but they take a mini-
mal amount of damage from them (see p. 191).  It
takes several shots to knock down your typical
bloodsucker, which brings us back to the “guns are
loud” bit—one shot might be ignored, but five or six
are going to be noticed.  When it comes to slaying
the undead, the old ways work best.

GGuunn CCoonnttrrooll
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EEXXAAMMPPLLEE AAWWAAYY:: Season One Xander has Strength 2.
The Kick base damage formula is (2 x (Strength +
1)); enter two into the formula, and voila! Xander’s
Kick inflicts a base damage of six points.  After an
attack roll, he also gets to add the Success Level to
this base damage.  So if Xander gets two Success
Levels on a kick attack, he adds two to his base six,
for a total damage result of eight Life Points.

EEXXAAMMPPLLEE TTWWIICCEE:: Season One Xander uses a knife in
the next combat.  Knife base damage is (2 x Strength),
or four for Xander.  After an attack roll with two
Success Levels, the damage becomes six.  Further, a
knife is a Slash/stab weapon (see next), so the final
damage is doubled to 12 Life Points.

EEXXAAMMPPLLEE TTHHRRIICCEE:: Season One Xander is now loose
with a pistol.  The gun has a base damage of 12 (no
formula this time).  Xander’s two Success Level
attack raises that to a 14.  His target is wearing a
bulletproof vest, though, which subtracts 10 from
the damage, leaving a mere four.  Bullet damage—
the kind imposed by the gun—is doubled after
armor (see below).  So, the final damage result is
eight Life Points.

Types of Damage 
Darla: So many body parts, so few bullets.  Let's
begin with the kneecaps.  No fun dancing
without them.

—1.7 Angel

There are four types of damage: Bash, Slash/stab,
Bullet, and Fire.    

BBAASSHH DDAAMMAAGGEE:: This covers any attack by a blunt object
(fists, two-by-fours, falling safes, and so on).  Bash
attacks reduce Life Points normally.  It is the only type
of attack that can be used to knock out a victim (knives
and bullets tend to knock people dead).  Armor (natural
or worn) and the Natural Toughness Quality protect
against Bash damage.  

SSLLAASSHH//SSTTAABB DDAAMMAAGGEE:: Pointy or sharp objects cause blood
loss, puncture vital organs, and do other gross and gory
stuff.  Double this damage against most creatures, after
subtracting for armor or similar protection (if any).
Weapons with sharp edges can be used to cut off limbs or
heads; if a limb is attacked and the damage is enough to
reduce the victim to zero Life Points, the limb has been
severed (see also the Decapitation Maneuver, pp. 130).
Slash/stab damage modifiers are not used with attacks
Through the Heart (see p. 133) or monster bite attacks; in
that case the Through the Heart or Bite multiplier replaces
the Slash/stab damage multiplier.

EEXXAAMMPPLLEE TTHHIISS:: Faith stabs a Watcher and inflicts 26
points of damage.  Since the Watcher has no pro-
tection, this is doubled, for 52 points of damage,
which likely is going to do it for the poor chap.  If
the Watcher had been wearing a thick tweed jacket
(Armor Value 2), two of the 26 points would have
been subtracted, reducing the initial damage to 24,
doubled to 48—better, but still not real healthy.

BBUULLLLEETT DDAAMMAAGGEE:: Bullets do nasty things to people.
They mostly work like Slash/stab attacks, doubling
against normal humans after armor is subtracted.  Some
critters (vampires especially) take very little damage
from bullets, however.  Bulletproof vests are very good
against Bullet damage, but not so good against
Slash/stab attacks.

FFIIRREE DDAAMMAAGGEE:: Burns are really bad.  Fire can scar hor-
ribly, and Fire damage heals more slowly than normal.  A
person on fire takes three points of damage every Turn
until somebody puts her out.  If more than 20 points of
Fire damage are inflicted on a character, some scarring
occurs (assuming the victim lives).  Fire damage also
heals at half the normal rate; the player should keep track
of fire damage separately.  On the plus side, fire can kill
vampires, if they burn long enough.
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TTHHEE SSIIMMPPLLEE OOPPTTIIOONN:: If you and your players want to
keep things simple, have all damage work the same way
as Bash attacks—no doubling effect, no healing modi-
fiers and so on.  This option is not very realistic, even in
the Buffyverse (when Buffy wields a knife or axe, you
know that things are about to get serious), but it is eas-
ier to remember.

Weapon Descriptions
Razor: Big axe you got there.
Xander: The better to cut you down to size. 

—6.1 Bargaining

The following weapons may be used during the game.
Their base damage codes are gathered in a convenient
and spill-proof container in the Appendix (see p. 266).

AAXXEE:: Used by fire departments and medieval knights,
although for different purposes.  Long-handled axes can
be wielded two-handed (add +1 to the effective Strength
of the character).  Does base damage of 5 x Strength
points (Slash/stab type).  This drops to 4 x Strength
points of base damage when the axe is thrown.

BBAASSEEBBAALLLL B BAATT:: Basic sporting goods, used in a non-
sporting way.  Typically used two-handed (add +1 to the
effective Strength of the character). Does 4 x Strength
points of base damage (Bash type).

Giles: It is a bit of a puzzle.  I haven’t actually
ever heard of someone being attacked by a base-
ball bat.

Xander: Maybe it’s a vampire bat. (off their
looks) I’m alone on that one, huh?

—1.11 Out of Mind, Out of Sight

BBAATTOONN:: This covers any small stick—a police baton, a
belaying pin, or half of a busted pool cue.  Good for
smacking people around and making ‘em respect author-
ity.  Base damage is 3 x Strength points (Bash type).

BBOOWW:: Neat old-fangled weapon for killing people at
various ranges.  The maximum effective Strength when
using a bow is five.  That means if the user’s Strength is
greater than five, the base damage tops out at 20.
Otherwise, a bow does 4 x Strength points of base dam-
age (Slash/stab type).

CCRROOSSSSBBOOWW:: See bow.  Not as fast, but easier to use and
way cool-looking.  Base damage is a fixed 16 points
(Slash/stab type).  Even cooler folks sport a little cross-
bow with a pistol grip.  That model does 10 points of
base damage (Slash/stab type).  Either type needs reload-
ing after each shot.  

KKNNIIFFEE:: Switchblades or easily concealed knives, used by
thugs and lowlifes.  Base damage is 2 x Strength points
(Slash/stab type).  This drops to 2 x (Strength - 1) points
when the knife is thrown.  A smaller version is called a
pigsticker.  Kinda cute actually, s’long as the handle isn’t
sticking out of your body.  Does 2 x (Strength - 1) points of
damage (Slash/stab type).  This drops to (Strength - 1)
points when the pigsticker is thrown.  The Big Knife is
your typical ohmygodthatsabig knife (known as a short
sword in other times).  Does 3 x Strength points of base
damage (Slash/stab type).

Willow: We need that knife.  There’s something
there.

Buffy: Dawn, search his stuff.  Find the knife.
Andrew: It’s not in my stuff.  It’s in the kitchen.
In the cutlery drawer.  You didn’t have any
steak knives.

Xander: You put your murder weapon in with our
stuff?

Andrew: I washed it.
—7.16 Storyteller

PPIISSTTOOLL:: Your typical handgun, this covers most police
issue weapons (.38s, 9mm, and so on).  Revolvers are stuck
at six shots per gun; pistols can have as many as 17 rounds
in a magazine.  Base damage is 12 points (Bullet type).  A
popgun is a small-caliber, easily concealed gun, used by
cheap criminals, little old ladies who want protection
and other wimpy gun-owners.  Does base 9 points of
Bullet damage and generally has 10 bullets.  On the flip
side, a Big Pistol is a .357 Magnum, a .45 Colt, and other
“makes big holes in people”-type weapon.  Most of these
guns have less than 10 shots in their magazines (revolvers
have six shots).  Base damage is 15 points (Bullet type).
Moving to the ridiculous, a Big Ass Pistol is the kind of
gun that shoots through buildings.  Just the thing to put
the Dirty in your Harry.  Includes .44 Magnums, Eagle
.50 cals, and other massive hand cannons.  Often a sign
of insecurity: give wearers a hug and tell ‘em it’s not the
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size that matters but how you use it—but don’t be surprised if you get shot.  Big Ass Pistols tend to have a low bul-
let capacity (under 10 shots).  Does 18 points of base damage (Bullet type).

Angel (calmly): Put that gun down. 
Riley: It's pretty much all I got left, so I'm thinking not.  He

attacked four of my men, Buffy.  I think he's up to his
old tricks.

—4.20 The Yoko Factor

QQUUAARRTTEERRSSTTAAFFFF:: Basically a long stick, very nifty for
attack and defense.  A pool cue can double as a quar-
terstaff, and the narrow end makes a decent stake sub-
stitute (use Stake damage for the “sharp” end).  Used
with both hands (damage bonus already factored in).

Base damage is 3 x (Strength + 1) points (Bash type).

Giles: . . . Now, you show me good, steady progress
with the quarterstaff, and in due course we'll dis-
cuss the crossbow. Put on your pads.
Buffy (laughs): I'm not gonna need pads to fight
you.
Giles: Well, we'll see about that.  En garde!
(Buffy trashes him.)

Giles (stunned): Good. Let's move on to the cross-
bow.

—1.7 Angel

RRIIFFLLEE:: Your basic deer-hunting rifle, typically .30-06 or .308
caliber.  These weapons usually are either single-shot or have
5-10 rounds in a magazine.  Does 20 points of base damage
(Bullet type).  Standard issue military weapon, usually with a
20- to 30-round magazine.  Illegal in most places, except for
the military and SWAT teams.  Can fire bursts.  Base damage
is 16 points (Bullet type).

SSHHOOTTGGUUNN:: Ssshhh, we’re huntin’ scwewy wabbits . . . and
blowing them into little pieces.  Sawed off versions

suffer a -2 when rolling, but are easier to con-
ceal.  Does base 20 points of Bullet dam-

age and has two bullets.  

SSPPEEAARR:: Pointy thing at the
end of long stick.  Fairly

common in ancient times; very rare nowadays.
Used two-handed (damage bonus already fac-
tored in).  Base damage is 3 x (Strength + 1)
points (Slash/stab type).  This drops to 3 x
Strength points when the spear is thrown.

SSTTAAKKEE:: Usually wood.  Usually homemade.  Often
improvised.  Don’t leave home with it.  Does base
2 x Strength Slash/stab damage.  This drops to 2 x

(Strength - 1) points when the stake is thrown.
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SSUUBBMMAACCHHIINNEE GGUUNN::  Basically a pistol that shoots a bunch
of bullets very fast.  Nice to have in your corner when
the going gets nasty.  Can fire bursts, and has 30 bullets.
Base damage is 12 points (Bullet type).  

Mr. Trick: Why do they always gotta be using
swords?  It's called an Uzi, ya chump!  Could
have saved your ass right about now.

—3.14 Bad Girls

SSWWOORRDD:: Rapiers, broadswords and other large pieces of
cutlery.  This also covers katanas and other fancy weapons.
Some of these weapons can be used two-handed; in that
case, add +1 to the effective Strength of the wielder.  They
all do base 4 x Strength points of Slash/stab damage.  The
sword’s daddy is called a Big Ass Sword (a Greatsword if
you want to get technical).  This heavy metal must be used
two-handed (the +1 to Strength is already built-in).  Base
damage is 5 x (Strength + 1) points (Slash/stab type). 

TTAASSEERR R RIIFFLLEE:: Used by the Initiative, this weapon fires an
electrical charge that does little damage but knocks out
most targets, even vampires.  When hit, the victim takes
some damage from the charge, and must make a
Constitution (doubled) roll (or use the Muscle Score) at a
penalty of five plus the Success Levels of the attack.  On
a failure, the victim is knocked out.  Even if the target
manages to stay conscious, the shock gives her a -2 penal-
ty to all actions (including resisting another shock) for the
next four Turns.  Multiple shots have cumulative penalties.
Base damage is 5 points (Bash type).

Xander: So, here it is.  The latest in state-of-the-
art combat technology.  I gotta say, it doesn't
look that complicated.

Buffy: So can you repair it?
Xander: Sure.  As soon as I get my master's degree
in advanced starship technology.

—4.15 This Year’s Girl

TTRRAANNQQUUIILLIIZZEERR GGUUNN:: Great for bringing down animals
without hurting them.  Also good for dealing with were-
wolf friends and for taking specimens for the Initiative
scientists to play with.  A typical dose of tranquilizer is a
narcotic poison with a Strength 6 (see p. 143).  Each
Success Level in the poison roll reduces the victim’s
Strength by one level.  If reduced to 0, the target falls
unconscious for one hour.  Reduce this unconsciousness
time by 10 minutes per Constitution level (minimum of 10
minutes).  Vampires and some supernatural beings recov-
er much faster.

Armor
Jenny: Oh, God, I am so sorry!
Giles: I think I'm alright.
Jenny: No, you're just in shock.
Giles: No, no, really, I, uh, I don't think it went
in too deep.  The . . . advantages of layers of
tweed.  Better than Kevlar.

—2.11 Ted

Armor is not very common in the Buffyverse, but cau-
tious demon hunters may decide to avail themselves of it,
and the occasional demon or secret society uses archaic
armor.  Armor works by absorbing or deflecting some of
the force of an attack, keeping sharp stuff away from the
character’s vitals and cushioning against impacts.  Armor
has, not surprisingly, an Armor Value, a number that sub-
tracts damage from an attack.  

Armor has its disadvantages too: it can be cumbersome
and it can attract unwanted attention.  Even in
Sunnydale, walking around in a full knight’s suit of
armor is going to make heads turn.  Not to mention, it’s
illegal.  In addition to the armor described below, some
creatures may have natural armor in the form of scaly
skin or bony plates.
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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

* Giles, strangely enough, owns one of each.
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Bad Stuff: Injury
Ethan: Sweet child.  Now, this may sting a little
just at first.  But don't worry, that'll go away
once the searing pain kicks in.

—2.8 The Dark Age

If a Cast Member is hurt enough, bad things start to
happen.  Characters reduced to 10 Life Points or below
are severely injured, and find it hard to continue fight-
ing; any combat roll suffers a -2 penalty.  If reduced
below five Life Points, this penalty goes up to -4.  

CCOONNSSCCIIOOUUSSNNEESSSS TTEESSTTSS:: When reduced to zero Life
Points or below, unconsciousness or incapacitation
(i.e., the character is conscious, but can only lie there
and work very hard on breathing) is likely.  The player
must make a roll modified by both Willpower and
Constitution, with a penalty of -1 for each of the char-
acter’s negative Life Points.  So, a character at -4 Life
Points (she has taken enough damage to reduce her Life
Points to zero, and four more points on top of that) has
a -4 penalty to her Consciousness Test.  If successful,
she can act normally (with the usual -4 penalty) but any
further damage requires another roll (with new and no
doubt greater minuses).  The Resistance (Pain) Quality
aids consciousness rolls, and reduces wound penalties. 

SSUURRVVIIVVAALL TTEESSTTSS:: If the character is reduced to -10 Life
Points or worse, death is a possibility.  She has to make
a Survival Test.  This uses Willpower and Constitution
(just like Consciousness Tests), but suffers a -1 penalty
for every 10 points that the character is below zero (i.e.,
a character reduced to -32 Life Points would have a -3
penalty to her Survival Test).  The Hard to Kill Quality
provides a bonus to Survival Tests.  If the character
passes the Test, she lives.  If she doesn’t, she Passes On
to the Great Beyond (cue somber music).  Remember
those Drama Points!

SSLLOOWW DDEEAATTHH:: If a character is below -10 Life Points
and makes a Survival Test, but doesn’t get medical help
within a minute, she may still die.  Survival Tests are
required every minute after the first, at an additional -1
penalty per minute (so after five minutes, the addition-
al penalty would be -5; half an hour later, it would be
-30, and even a Drama Point may not be enough to save
her).  A successful Intelligence and Doctor roll stabilizes
the character, and eliminates any need for further
Survival Tests (based on that injury).

DDYYIINNGG WWOORRDDSS AANNDD AACCTTIIOONNSS:: Characters who fail a
Survival Test are most likely unconscious and incapaci-
tated.  This is a huge downer, both for them and for the
storyline.  Such events should be marked in a significant
way—immortalized.  Thus, a special rule applies.

If a character dies, the player has the option of per-
forming one last deed, or saying some famous last
words, at your discretion.  The Last Deed option allows
the character to act normally for one or two Turns (no
wound penalties apply).  Famous Last Words can take as
much as a minute (more likely, they should consist of a
couple of sentences).  These are the character’s last
acts—make them count.

RREESSUUSSCCIITTAATTIIOONN:: Some injuries may kill the character,
but leave her intact enough for medicine to bring her
back.  Drowning, gunshot wounds (except to the brain),
and similar injuries may not be destructive enough to
prevent modern science from saving the character.
Common sense should be your guide.  If the character
was burned to a crisp or killed by a soul-sucking demon
that stole her life force, CPR just ain’t gonna do the trick.
Resuscitation requires a Doctor and Intelligence roll, fol-
lowed by another Survival Roll from the victim.  In addi-
tion to all the previous modifiers, the victim gets a bonus
equal to the Success Levels of the Doctor and
Intelligence roll, and a -1 per five minutes since her
untimely demise.  Or spend Drama Points—that’s what
Xander did in 1.12 Prophecy Girl when he literally
breathed life into Buffy’s dead body.

Getting Better: Healing and
Medical Help
Faith-in-Buffy: You're hurt. 
Riley: Ahh, um, not that bad, actually.  I guess
the, uh, drugs the professor gave me really did
make me stronger.  I'm healing pretty quick.

Faith-in-Buffy: Maybe we should take you for a
test drive.

—4.16 Who Are You?
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The Sunnydale General Emergency Room has some of
the best trauma doctors in the country—not surprising
really, they get plenty of practice.  Any hospital or doc-
tor comes in handy whenever a character is severely
injured, however.  

Without medical help, characters can heal from
wounds, but very slowly (one Life Point per day).  With
Drama Points, healing is not much of a problem, though.
Characters should be up and around by the next Episode,
unless the injuries were truly epic in scope.  

For the rest of humankind (those not blessed with
Drama Point extras, or Slayer regeneration), injuries heal
at the rate of one Life Point per Constitution level every
day spent under medical care.  Slayers, vampires, and
other critters heal much faster, at the rate of one Life
Point per Constitution level every hour.  Some supernat-
ural beings may recover from injury even faster
(Sunnydale’s Mayor could, for a brief time, heal damage
as fast as it was dished out).  If you’re up against those
folks, we recommend large explosives (trashing the local
high school is strictly optional).  

More Bad Stuff: Suffocation,
Falls, Poison, and Disease
Anya: You're pasty and wet and disgusting. 
They can dig without you.

Xander (groaning): Look—I don't really feel that
bad.

Anya: I inflicted a lot of putrefying diseases on
men when I was an avenging demon, and you
look like you're getting all of them.

Xander (giving in): Ok.  I'll stay.  But you should
go.  You could catch it.

Anya (perkily): We'll die together.  It's romantic.
Let me get your trousers off. 

Xander: You're a strange girlfriend.
—4.8 Pangs

Many things can kill a body, including cigarette smok-
ing and high-fat diets.  Those are not likely to come up
in the course of a Series.  The following are.

FFAALLLLSS:: It’s not the fall that hurts—it’s the sudden stop
at the end.  Any fall from more than one yard distance
inflicts three points of Bash damage per yard.  A
Dexterity and Acrobatics roll (or the Combat Score)
reduces the fall’s effective distance by one yard per
Success Level.  So a character who gets four Success
Levels in her Dexterity and Acrobatics roll would take no
damage from a three-yard fall, and would suffer six
points of damage from a six-yard fall.

If you like, top out falling damage at 50 yards (150 Life
Points).  That’s highly cinematic (a fall of over 50 yards
kills most characters but the serious veterans with Drama
Points to burn might survive) but not totally bogus
(humans have fallen out of airplanes and survived).

SSUUFFFFOOCCAATTIIOONN:: If a character is unable to breathe or
doesn’t have access to enough oxygen (i.e., underwater),
she dies.  At least non-vamps do.  Anybody can hold out
for 12 Turns.  After that, a Consciousness Test is required
with a cumulative -1 penalty each Turn.  Survival Tests
kick in, again with the cumulative -1 penalty, each 30 sec-
onds.  Those who have lost consciousness may be resus-
citated with medical help.  Go Xander go!

PPOOIISSOONN:: Poisons have a Strength Attribute.  Roll and
add the poison’s Strength (doubled); this is resisted by
the victim’s Constitution (doubled).  If the poison
“wins,” the victim is drained of one Attribute level per
Success Level in the poison roll.  Paralyzing agents drain
Dexterity, while debilitating venoms might drain
Strength.  When the Attribute is reduced to zero, the
victim is unconscious or incapacitated and the poison
starts draining Constitution.  When Constitution reaches
zero, the victim dies.  The frequency of poison rolls
depends on how powerful the substance is.  Very deadly
poisons roll every Turn, while less powerful agents roll
once per minute, per hour, or even per day.  An
Intelligence and Doctor or Science roll may help identi-
fy the poison and remove it from the victim.  In other
cases, it’s an antidote or nothing.  Some poisons are
supernatural and require special forms of antidote.

DDIISSEEAASSEE:: This works just like Poison, except the Disease
rolls (using the Strength of Disease) are usually less fre-
quent (rarely faster than once per hour, and typically
once per day).  Some diseases do not kill; they just inca-
pacitate victims with fevers, chills and other unpleasant-
ness.  Some diseases can be mystical in origin—normal
treatments or a call to Dr. Mom will not help.  
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Breaking Stuff
Oz: Just a, just a thought, Buffy, but do you
think all this ranting is scaring away potential
demons? 

Buffy: You're right.  Ooh!  She's even affecting
my work, now.  She's the Titanic.  She's a
crawling black cancer. (She brings her foot
down on a bench, breaking it in two) She's . . .
other really bad things.

Oz: On the plus side you've killed the bench,
which was looking shifty.

—4.2 Living Conditions

Unless it is dramatically inappropriate, characters can
break things without having to roll.  Smashing a plate
glass window or turning an expensive computer into a
pile of useless electronic parts does not require rolls or
damage calculations.  On the other hand, a few impor-
tant things that could be broken in the course of a game
include doors, walls and other obstacles, where time is of
the essence.  Typically, the Success Levels of a Strength
(doubled) roll determine how fast a door will be knocked
down.  Walls require a certain amount of damage before
a man-sized hole is punched into them.  In general, dam-
age type modifiers don’t apply to inanimate objects.

FF’’IINNSSTTAANNCCEE:: Angel is trapped behind a cage-like
metal structure and the sun is coming up.  Angel
goes after the reinforced metal door with abandon.
The player rolls and adds Angel’s Strength (doubled)
(14).  Because the first five Success Levels are
ignored, the player must roll a five or more to have
any effect (19 is six Success Levels).  Even then,
Angel must amass eight Success Levels total to break
through.  Hopefully, it’s not too close to dawn.

CHAPTER 3
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BBrreeaakkiinngg SSttuuffff CChhaarrtt
IINNTTEERRIIOORR DDOOOORR:: Three Success Levels

RREEIINNFFOORRCCEEDD WWOOOODDEENN DDOOOORR:: Four Success Levels,
ignoring the first Success Level in any one roll 

MMEETTAALL DDOOOORR:: Six Success Levels, ignoring the first
two Success Levels in any one roll 

RREEIINNFFOORRCCEEDD MMEETTAALL DDOOOORR:: Eight Success Levels, ignor-
ing 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
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THE DRAMA POINT SYSTEM
Willow: I'll never forget that thing's face.  Its
real face, I mean.

Buffy (to Giles): I don't know how you managed to
.  .  .  That was the bravest thing I've ever seen.

Giles: The stupidest.  But the world continues to
turn.

Willow: And no one's ever gonna know how
close it came to stopping.  Never know what
we did.

—3.13 The Zeppo 

Up to this point, the rules mostly simulate “reality”—
the reality where people get punched and lose teeth, and
where people fail at the most inappropriate moments and
suffer and die as a result.  In the Buffyverse (and most
action movies and TV shows), the Cast has the scriptwrit-
ers on their side.  The heroes survive against impossible
odds or perform incredible feats at just the right
moment, especially when it’s dramatically appropriate.
This affects things beyond deeds.  Sometimes the caval-
ry arrives in the nick of time, or a vital clue is discovered
just when the characters need it.  Then there’s the mag-
ical recovery time—up and about the next day.  While
Slayers have supernatural recovery powers, the Scooby
Gang should, by all rights, suffer numerous casualties
every time they come into conflict with vampires or
demons.  Yet, they usually escape with little more than a
few bruises.  Under “normal” circumstances, Xander and
Willow should have gotten killed or been severely injured
during Season One.  With Drama Points, the Cast can
temporarily “short-circuit” reality and perform heroic
feats—do the impossible and win the day.

Think of Drama Points as “script aids”—they prevent
the heroes from suffering ignominious, meaningless
deaths because of bad luck.  They do not make the char-
acters unbeatable, however.  For one, players get a lim-
ited number of Drama Points, so they have to be used
with great care or the characters may exhaust their good
fortune before the dramatic finale.  Also, the bad guys
have Drama Points; this allows even a lowly vampire to
threaten a Slayer with a lucky punch, or the head villain
to escape certain death.  

Characters start the game with 10 to 20 Drama Points.
These points are not regained automatically.  Drama
Points have to be earned.  They may be awarded for per-
forming heroic feats.  They are also given as “payment”
for the times when tragedy or misfortune strikes the Cast.
When bad things happen to good people, the Cast may get
some Drama Points as a “karmic payment.”  Finally, Drama
Points are earned when the players help recreate the feel

of the BtVS TV show, by helping develop storylines and
subplots beyond the basic “kill the monster” scenario.
White Hats can really shine here, befriending the more
heroic types and helping them bear their burdens.

Using Drama Points
How can players use Drama Points?  Let me count the

ways.  Five (short count).  Used judiciously, they can
snatch victory from the fanged jaws of defeat.  They
include Heroic Feat, I Think I’m Okay, Plot Twist,
Righteous Fury, and the ever-popular Back From the Dead.

As the Director, you have veto power over the use of
Drama Points.  Usually, if something bad is slated to hap-
pen to the character, using Drama Points won’t help her
get out of the situation.  The consolation prize, howev-
er, is that those situations earn the character extra Drama
Points.  So, if Buffy is meant to get blindsided and
knocked out by a hidden villain, Buffy’s player doesn’t
get to use Drama Points to escape her fate, but instead
gets a Drama Point for her troubles.  Okay, she’s not
rolling in puppies, but she does have something.

Heroic Feat
Spike (to Buffy): Now might be a good time for
something heroic.

—5.20 Spiral

Sometimes, a character really needs to land that punch,
disarm the time bomb with ten seconds left on the clock, or
shoot the oxygen tank in the shark’s mouth before it swims
over for a bite.  When the Cordelias of the world have to
stake a vampire on the first try, invoke the Heroic Feat.  

By spending a Drama Point, the character gets a +10
bonus on any one roll or value.  This can be an attack or
defense roll, or any use of a skill, or even a Fear or
Survival Test.  The Heroic Feat can also make things
hurt more; the +10 bonus can be added to the base dam-
age of a single attack strike in addition to any Success
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Level bonuses (then armor, damage type, and other mod-
ifiers are applied).  

A player has to announce her character is using a
Drama Point during the Intentions phase of a Turn (see
p. 128), or before rolling during non-combat situations.
Also, only one Heroic Feat may be performed in a Turn.
It can be used either for attack, defense, or damage, but
not for more than one of those in the same Turn.  

EEXXAAMMPPLLEESS ““RR”” UUSS:: Season Five Dawn is being ter-
rorized by a demon.  In a burst of desperate speed,
she kicks it in the groin.  Dawn’s player spends a
Drama Point, and she gets a +10 to her Dexterity and
Kung Fu roll (3 and 1 respectively).  Before Dawn’s
player even rolls the dice, she has a +14 bonus.  Not
surprisingly, the kick lands, and the demon doubles
over with a very surprised expression on its face.
Dawn runs.  Cue the Slayer.

I Think I’m Okay 
Warren: Wow.  That almost hurt, kitten. 

—6.19 Seeing Red

The bullet didn’t hit any vital organs.  The character
rolled with the impact and the baseball bat didn’t crush
her skull.  The spear got caught in the knight’s chain
mail and no serious damage was done.  Somehow, the
injuries that should have killed a character or at least put
her out of commission are not as bad as she thought they
were.  Or maybe she got her second wind—a few band-
ages on her bloody but largely harmless wounds and she
is ready to go.  Whatever the rationale, I Think I’m Okay
allows Heroes, White Hats, and normal humans to get
back into action after enduring beatings that would have
sent a pro football player to the hospital.

For a mere Drama Point, the character heals half the
Life Point damage she has taken up to that point.  Round
fractions in the character’s favor (23 points of damage
becomes 11).  The character is still bloody and battered,
but she can act normally.  I Think I’m Okay can be used
only once per Turn, but it can be used several Turns in a
row, each use halving whatever damage remains.  If the
character had suffered enough damage to be incapacitat-
ed or unconscious, however, healing does not necessarily
awaken her.  You as Director decide if the time is right for
the character to revive and join the action.  Also, if the
injuries were life threatening, you may decide that the
character has to go to the hospital at some point, although
she can wait until the action (or the Episode) is over.

DDEELLUUXXEE EEXXAAMMPPLLEE:: A sword-wielding vampire runs
Riley through.  The wound inflicts 40 points of dam-
age, and Riley had already been injured for another
36 points previously, so he’s in really bad shape.  Not
wishing to see the end of the Initiative Agent, Riley’s
player spends a Drama Point.  The 76 points of dam-
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PPllaayyiinngg IItt SSttrraaiigghhtt
The Drama Point System is not for everybody.

Some players just don’t like thinking in terms of
Hollywood heroics, and prefer a more realistic
approach.  Drama Points encourage a certain
degree of metagaming, with the players thinking
about the rules of the game instead of the actual
story their characters are living.  While the results
are largely positive—the game is meant to simulate
the feel of the TV show—the means may not be to
everyone’s taste.  If you don’t like Drama Points,
you can always play the game “straight.”  The char-
acters are on their own, to live and die by their tal-
ents and the luck of the dice.  

Games without Drama Points are grittier and
deadlier.  The gulf between Heroes and White Hats
cannot be bridged; it is recommended that all the
Cast Members be either Heroes or White Hats—
otherwise, the White Hats get totally upstaged.
Injured characters may be incapacitated for long
periods of time, and death is much more likely even
among Heroes.  This is not necessarily a bad thing,
but players who want to perform the same feats
that Buffy and company make look easy every week
on TV are going to be disappointed.  As usual, you
and the players should talk things over and settle
on something that will satisfy the group (happy
players keep coming back, and happy Directors
keep producing new Episodes, after all).
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age are reduced to a “mere” 38 points—not exactly
unhurt, but not dying, either.  The sword must have
missed Riley’s vital organs.  Next Turn, Riley’s play-
er could reduce it even further to 19 points, and a
Turn later, to 9 points.  This would take three
Drama Points, though—a pretty hefty expenditure. 

Plot Twist
Demon: Hold it, whoa!  Stake me now, and you
never find out what I got for ya, huh? Think
about it.  Demon seeks Slayers, highly unusual?

Faith: Talk fast.
Demon: How would you like to get your hands
on the Books of  Ascension?

—3.17 Enemies

The killer accidentally dropped a valuable clue at the
scene of the crime.  When the three vampires were about
to finish off Buffy, Angel showed up in the nick of time.
The local thrift shop just happened to have a copy of the
Pergamum Codex on a back shelf.  Heroes often find help
and information from the most unlikely places or at pre-
cisely the right time.  Once per game session, each char-
acter can spend a Drama Point and get a “break.”  This
is not a Get Out of Jail Free Card.  If the heroine stupid-
ly walked into a vampires’ lair and she is surrounded by a
horde of bloodsuckers, a Plot Twist won’t allow her to
escape unscathed.  The vampires might decide to keep
her alive, however (after beating her soundly to get some
cheap thrills), and her friends might somehow realize
where she is and come to her rescue.  By the same token,
sometimes clues are available, but they cannot be found
at that time.  If you decide that a Plot Twist is not possi-
ble, the player gets the Drama Point back.

Righteous Fury 
Adam: You can't last much longer.
Buffy, Willow, Xander, and Giles: We can.  We
are forever.

—4.21 Primeval

I’m mad as hell, and I’m not going to take it anymore.
Nothing is more deadly than a pissed off heroine; even
the humblest White Hat can become a fearsome enemy
if properly motivated.  It takes a lot to drive a character
over the edge, but when it happens most fictional heroes
become unstoppable engines of destruction.

By spending two Drama Points, the character gets a +5
bonus to all attack actions, including magical attacks, for
the duration of the fight.  These benefits are cumulative
with Heroic Feats, above.  Problem is, an appropriate
provocation is necessary to invoke the Righteous Fury
rule.  A player can’t decide her character is pissed about
the existence of vampires, or global warming, or even the
mystery meatloaf they served at school that morning.  She
needs to be truly provoked—a brutal attack on a loved
one, an unexpected betrayal of trust, or crimes so horrible
they go beyond the usual vampiric and demonic mayhem.

Back from the Dead
All: We have to try/We’ll pay the price/It’s do or
die.

Buffy: Hey, I’ve died twice. 
—6.7 Once More, With Feeling

Sooner or later, everybody dies.  In the Buffyverse, it’s
usually sooner, but sometimes they manage to come
back.  It doesn’t happen often, but it is possible.  There
are also ways in which a character remains dead, but she
(or somebody much like her) can still be part of the Cast.
A character who dies may, by spending Drama Points,
make a triumphant return.  No return from the grave is

Rules, Borders,
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ddeeaatthh bbeeffoorree ddrraammaa
The default rule is that a I Think I’m Okay

Drama Point can be spent after injury, but before
Consciousness or Survival Tests.  That serves to
avoid nearly all deaths (unless your players haven’t
been able to keep one Drama Point in reserve . . .
and aren’t you the running-them-ragged sort?).
For those looking for a bit more grit in their game,
have the Consciousness or Survival Test go first,
then Drama Point expenditure.  In that case, the
Drama Point(s) are more likely to be of the Back
From the Dead sort.
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without complications, however, and not even Drama
Points can erase the problems that result from cheating
the Grim Reaper.

The sooner the character is back from the dead, the
more Drama Points it costs.  Coming back next Season
costs one Drama Point (that means the player is going to
need a new Cast Member until then).  Returning for the
next Episode costs five Drama Points.  Bypassing death
in the same Episode as one’s demise costs 10 Drama
Points.  At your option, a Cast Member with insufficient
Drama Points can pay in installments—all Drama Points
she has now, and any Drama Points she gets in later
Episodes, until the debt is paid.  Spending the points is
not enough; you and the player need to work out the
details behind the resurrection.  Some possible explana-
tions follow.

MMIIRRAACCLLEE AATT TTHHEE EERR:: The hard-working docs at
Sunnydale General Hospital (or the local body and fend-
er shop) got that heart pumping after some electro-

shocks, heart massage, and pure force of will.  The char-
acter might have seen visions of the future or the past,
spoken to dead friends and relatives, or undergone some
type of Profound Mystical Experience during the brief
time she was dead.  

GGHHOOSSTT WWIITTHH TTHHEE MMOOSSTT:: The character is dead and buried
but her soul lives on, and she’s not going anywhere.  Or
the character may rise as some type of undead.  Vampires
are possible, but it’s very hard to be a good vampire.
Zombies tend to stink up the place.  But maybe some mys-
tical force brings the character back as an undead instru-
ment of vengeance (maybe named after a black carrion
bird?).  The character gets at least 10 points’ worth of new
Qualities, and possibly more.  Those ain’t free, and must
be paid for with unspent experience points (see pp. 150),
or paid in installments with earned experience points.

GGRREEAATTEERR PPOOWWEERR:: Perhaps some greater power decides
that the character has not fulfilled her destiny yet.  The
reason for the return could be unknown to the character
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So a character has 10-20 shiny Drama Points, and
is ready to do the impossible.  How many should be
spent in an Episode? What happens if the player
runs out? While the answers will vary from one
gaming group to the next, here are some rules of
thumb for both you and the players.

If the player spends all her Drama Points, she may
not have them when her Cast Member really needs
them.  And if she tries to hoard them greedily, her
character may get her butt kicked on a regular basis
(which may force the player to spend Drama Points
to nurse her back to health).  It’s a balancing act.  

Ideally, players should spend no more (and
hopefully less) Drama Points than they earn in the
game session.  That way they have a nice stash
saved up for the Final Showdown or some other
dramatic moment.

During the typical Episode, players should proba-
bly not spend more than five Drama Points apiece—
assume a maximum of two points on each of two
fights, and one point for some non-combat use.  But
that’s in a “fair” fight.  If a group of four White
Hats tries to take a couple of experienced vamps,
they are in trouble, and may end up spending Drama
Points like crazy just to survive.  In those cases, it’s
better to use one Drama Point for a Plot Twist to
stop the fight.  If you want to keep up the pressure
and constantly put the Cast in dangerous situations,

then players may end up spending 10 Drama Points
per session.  In that case, you are going to have to
make good those expenses by giving out more
Drama Points than normal.

Players should not use Drama Points frivolously—
save them for a fight with the Big Bad or the main
villain of the Episode.  By using tactics and letting
the Heroes go in front while the White Hats maneu-
ver around the fringes, vamps and other low-rank-
ing villains can be defeated without much in the way
of Drama Point expenditures.  

Remember to scale the enemies to the abilities of
the characters.  If none of the Cast Members have a
Combat Maneuver with a bonus higher than nine, for
example, putting them up against a bunch of critters
with Combat Scores of 16 (which means the best Cast
Member needs a seven or higher on a D10 just to
avoid getting hit and an eight or higher to hit the
monster) is asking for trouble.  That forces the Cast
to spend a bunch of Drama Points to win the day.

So, as a rule of thumb—maximum expenditure of
five Drama Points per game session or Episode
(depending on how long the Episode is), with an
average of two or three points.  If all the players are
spending more than that amount on a regular basis,
you may need to turn down the heat a bit.  If only
one player is overspending, then it’s probably her
problem and not the game’s.  

SSppeennddiinngg DDrraammaa PPooiinnttss:: SSoommee GGuuiiddeelliinneess
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for a while, and thus unexplainable to her friends.  The
downside is the greater power’s motivation.  Depending
on what’s expected from the resurrectee, it might be bet-
ter to have stayed dead . . .  

TTWWIINN SSIIBBLLIINNGG:: At the character’s funeral, before you
can say Laura Palmer, there she is, looking sad but per-
fectly alive!  Well, it’s not really her, just her long-lost
sister/cousin/clone/alternate dimension stand-in/so on
and so forth.  The character should be adjusted some-
what, to reflect the different life story (some skills or
Attributes might be modified).  

All these options could be very useful to generate
drama.  How will the character’s miraculous return
affect the Series?  How will the rest of the Cast react?
What terrible price must be paid for the life that has
been given back?

Earning Drama Points
Once a player spends her Drama Points, they are gone

for good.  To get more, she is going to have to work
for them.  Fortunately, they can be obtained in a num-
ber of ways.

Experience Points 
Characters can use experience points (see pp. 150) to

buy Drama Points.  Heroes can buy them at the rate of
two experience points for each Drama Point.  White Hats
get a discount: they can get one Drama Point for every
experience point they spend.  This is the most mechani-
cal way to gain more Drama Points, and can result in
characters that improve very slowly.  Some TV charac-
ters never become more skilled over the seasons, so this
is okay.  

Quotable Quotes
Xander: Okay, and the, uh, second problem I'm
having . . . “Come and get it, Big Boy”?

Willow: Well . . . W-well, the Slayer always says
a pun or-or a witty play on words, and I think
it throws the vampires off, and, and it makes
them frightened because I'm wisecracking.
Okay, I didn't really have a chance to work on
that one, but you try it every time.

—3.1 Anne

BtVS is as much about the dialogue as it is about vam-
pire stomping.  Coming up with cool, witty lines is not
easy.  Let’s face it, Buffy and Company have a team of
talented (and highly compensated) screenwriters working
for them, and you and your players don’t.  Players who

put in the effort to come up with a funny and memorable
line should be awarded with a Drama Point, once per
game session.  Both you and the players have to agree
that the line is worthy of the reward.  Oh, and nobody
should get points for parroting lines from the TV show,
unless they are used in a particularly creative manner.  

Heroic Acts 
Stomping on vampires does not constitute a Heroic

Act—it’s part of the usual job description for the Cast.
To earn Drama Points, a character needs to perform
acts of self-sacrifice for the good of others.  The sacri-
fice should be significant—serious risk of death or
injury or some personal loss.  This type of act should get
one or two Drama Points, depending on how serious the
sacrifice was.

When Bad Things Happen To 
Good People
Buffy: You and bug people, Xander.  What's up
with that?

—2.10 What's My Line? - Part Two

Sometimes, the plot may require that something bad
happen to the Cast Members.  Someone sneaks up behind
the character and clobbers her; the escape car refuses to
start; a freak accident allows a villain to escape; the
spanking new and very sweet boyfriend turns out to be a
brain-sucking demon (no way!).  This shouldn’t happen
often, or the players are going to feel railroaded.  When
it does, you should “pay” for the privilege by giving the
affected characters one to three Drama Points.  When
this rule is invoked, the players cannot use Drama Points
to undo the results—if the villain is meant to get away
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this time, she has to get away.  Ditto if this is their turn
to end up as hostages.  The more unfair the situation is,
the more Drama Points they get, up to three Drama
Points for situations where the characters are totally get-
ting hosed by life.  

The Agony That Is Life 
Buffy: I didn’t want your blood.  I wanted your
tears.

—7.16 Storyteller

This is the tragic version of When Bad Things Happen
to Good People.  When a subplot involving a Cast
Member and her Drawbacks (things like Addiction, Love,
and Emotional Problems) results in a tragedy, she should
be awarded one to three Drama Points every game ses-
sion where the subplot comes into play.  Losing a loved
one (usually through death or abandonment), ending a
relationship, fighting to overcome drug abuse—if the
subplot could be made into a Movie of the Week starring
that Sally gal from All in the Family, it is Drama Point-
worthy.  The players really need to get into character,
though.  “My character goes to a bar and gets plastered.
Oh, woe is me” just ain’t gonna cut it.  Roleplay the
stages of grief, the lies addicts tell to themselves as well
as to their friends and the crisis moments when things
come to a head.  

Sometimes, an emotional crisis directly affects the
character.  This happens almost exclusively to Heroes:
when their psyches are struck and their self-confidence
wavers, they are in serious trouble.  When tragedy strikes
the character (usually when a subplot reaches its boiling
point), she suffers a -2 penalty to all her actions.  Even
worse, the character cannot use Drama Points for Heroic
Feats, Plot Twists or Righteous Fury.  This sad state of
affairs lasts until the character snaps out of it, usually
through the efforts of a White Hat (see Support Your

Local Hero, next).  These times of grief get the charac-
ter involved two Drama Points, or three if the crisis lasts
for an entire Episode.

See CChhaapptteerr SSeevveenn:: EEppiissooddeess,, SSeeaassoonnss aanndd DDrraammaa for
more ideas and guidelines on introducing subplots into a
Series or Episode.

Support Your Local Hero
Willow (to Riley about Buffy): Then talk.  Keep
eye contact.  Funny is good, but don't be glib.
And remember, if you hurt her, I will beat you
to death with a shovel.  A vague disclaimer is
nobody's friend.  Have fun.

—4.7 The Initiative

This option is only open to White Hats.  In BtVS, the
Scooby Gang helps the Slayer maintain her balance and
even her sanity.  Without the friends who know about
her problems and support her through them, Buffy
would have likely lost her marbles a long time ago.
White Hats that roleplay helping other characters
through The Agony That Is Life (see above) should get
two Drama Points.  Use the TV series for inspiration:
how many times have Willow and Xander helped the
Slayer deal? Giving advice is part of it; the other is to
realize there is a problem, learn what is going on, and
do something about it.

EXPERIENCE AND
IMPROVEMENT
Phillip: The boy?  No power there.
Buffy: “The boy” has clocked more field time than
all of you combined.  He's part of the unit.

—5.12 Checkpoint

Keep doing something, and you are bound to get good
at it.  Buffy is stronger and more skilled by series end
than when she first arrived in Sunnydale.  Willow even-
tually went from being a sweet computer nerd to a pow-
erful witch able to change the nature of the Slayer line.
Characters improve over time.

At the end of each Episode (or game session if the
Episode lasts more than a session), you should give play-
ers experience points.  These points can be used to
improve Attributes or skills, to gain new Qualities or buy
off Drawbacks, or to buy Drama Points.

CHAPTER 3
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Experience Point Awards
Typically, each player should receive between one and

five experience points in a game session.  Everybody who
participates gets one experience point (call it the “You
Drove a Half Hour . . . oh, and Picked Up Twizzlers
Before Playing” award).  If the characters succeeded in
thwarting evil through teamwork, heroic butt-kicking
and creative thinking, an additional one or two points
should be awarded.  Players who stayed in character and
helped move the story along should get another one or
two points.  At the end of major story arcs, another point
should be awarded to everyone in the group, plus one
more at the end of the Season Finale.  

Using Experience Points
Buffy: Look.  If you've been fighting since you
were fifteen you'd have a hefty resume' too.

Riley (shocked): Fifteen!?
Buffy (winces): I know, "wow."  The point is,
that, that we have different amounts of experi-
ence.  You know.  And plus, I do have that
whole preternatural Slayer strength deal.

—4.12 A New Man

Experience points help characters improve in several
ways.  They represent wisdom from fighting and investi-
gating the supernatural (after months of reading occult
books, some knowledge is bound to stick, for example),
physical improvements due to the Slayer Complete Body
and Soul Workout, and learned abilities (maybe some-
thing from high school or college managed to stick). 

In general, all experience point expenditures and abil-
ity improvements should be explained in some manner.
Practice, training, a new teacher, special equipment, and
storyline events are all possibilities.  “I want to” as a
rationale should be frowned upon.  This is particularly
true for Quality gains or Drawback loses. 

IIMMPPRROOVVIINNGG AATTTTRRIIBBUUTTEESS:: Swing axes enough and your axe-
swinging arm is going to get stronger.  Strength,
Dexterity, and Constitution can be improved through phys-
ical training.  Explaining improvements in Mental
Attributes is a bit harder, but not impossible.  Perception
can get better if the character learns to pay more attention
to the world around her.  Willpower improves after under-
going severe ordeals; whatever doesn’t kill you only makes
you stronger, and all that jazz.  Intelligence might get bet-
ter as a result of maturity and simple exercise—give those
neurons a workout and they may start improving.

Usually, humans can improve each Attribute by one level
and no more.  If the character starts out fairly young
(somebody with the Teenager Drawback, for instance), you
may allow her Attributes to improve by up to two levels,
allowing for those pre-18 growth spurts.  Slayers, Vampires,
and other special critters are not limited to a one- or two-
step increase in Attributes, and can improve them up to
level 12.  Some beings have Attributes well above level 12,
but they are not meant to be Cast Members.  They should
also be approached very respectfully.

Rules, Borders,
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VVaarryyiinngg AAwwaarrddss
With a set number of experience point awards,

the rate of character advancement is highly
dependent on the frequency of game sessions and
the specifics of the Episodes played.  Groups that
play more often will see their characters become
very powerful very quickly.  The same is true for
groups that are more intensely focused on moving
through your storylines, and thus have more oppor-
tunities of experience point awards.  On the flip
side, a group that meets only infrequently or treats
their sessions more as social gatherings may find
their characters stagnate a bit.  To avoid these
problems, experience awards can be adjusted to
suit your group’s playing frequency and style.

TThhee MMoovviiee:: These groups meet relatively infre-
quently or take their time advancing the storyline.
A Series is more likely to avoid the typical Episode
structure of most television shows, unwinding
more like a movie or mini-series.  Cast Members
should earn up to seven points per session and
rarely less than two or three (unless they prove to
be real sloppy).

SShhoorrtt SSeeaassoonn:: Under this option, you have
planned out a continuous Season over twelve
Episodes or so (like Buffy Season One).  The char-
acters are still considered to experience a year’s
worth of storylines.  This is the default level where
Cast Members earn between one and five experi-
ence points per session.

EExxtteennddeedd SSeerriieess:: This is the complete set.  You
all have the time and craving to run full-throttle
with this game, so you plot out a twenty-two
Episode Season just like the TV show’s later years.
Moreover, you plan to continue the game over the
course of several Seasons.  To keep the incidences
of uber-Cast Member down, award at most three
points per session. 
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AATTTTRRIIBBUUTTEESS:: Improving an Attribute costs five times
the next level, with a minimum of fifteen.  So, raising an
Attribute from one to two costs fifteen points; raising it
from five to six costs 30 points.  The player must pay for
each level increase.  The Attribute Improvement Cost
Table summarizes these costs.

SSKKIILLLLSS:: Raising a skill has a cost equal to the new level
times two (i.e., to raise a skill 3 to skill 4 costs eight
experience points).  A skill cannot be improved by more
than one level at the end of a game session.  There is no
limit to skill levels.  The Skill Improvement Cost Table
runs these costs down.

Getting a brand-new skill (i.e., one that is at level zero
at the beginning of the game) costs five experience
points for the first level.  After that, it improves nor-
mally.  This assumes the Cast Member was able to learn
the skill somehow, either by having a teacher or through
plain old practice.

LLAANNGGUUAAGGEE:: Language is a special case; no matter how
active the Cast Members are, they are not going to pick
up a new language from one Episode to the next.  To
improve this skill, the character needs to spend at least
a month studying each language intensively.  Only then
can she spend the points to gain it.

QQUUAALLIITTIIEESS AANNDD DDRRAAWWBBAACCKKSS:: A few Qualities may be
acquired after character creation.  Most are inborn, and
if a character doesn’t have them now, she will never
have them (Acute Senses, for example; vision or hearing
rarely improves with time).  Unless your players present
a very convincing in-game rationale for being allowed to
buy a specific Quality with experience points, only the
following may be purchased after character generation:
Attractiveness (one level), Contacts, Good Luck, Hard to
Kill, Military Rank, Occult Library, Resources,
Resistance, Slayer, Sorcery, Vampire, and Werewolf.  A
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AAttttrriibbuuttee IImmpprroovveemmeenntt
CCoosstt TTaabbllee

OOlldd AAttttrriibbuuttee NNeeww AAttttrriibbuuttee
LL eevveell lleevveell CC oosstt

1 2 15

2 3 15

3 4 20

4 5 25

5 6 30

6 7 35

7 8 40

8 9 45

9 10 50

10 11 55

11 12 60

+1 +1 5 x New 
Attribute Level

SSkkiillll  IImmpprroovveemmeenntt CCoosstt TTaabbllee
OOlldd SSkkiill ll NNeeww SSkkiill ll

LLee vvee ll lleevveell CCoo sstt
0 1 5

1 2 4

2 3 6

3 4 8

4 5 10

5 6 12

6 7 14

7 8 16

8 9 18

9 10 20

10 11 22

11 12 24

+1 +1 2 x New 
Skill Level
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character might become an Initiative Commando or a
Watcher during the course of a Season, but that doesn’t
grant her the Quality of the same name (which repre-
sents years of training and preparation).  In some cases,
the Quality costs no points—if the Cast Member becomes
rich through her own efforts, she should not be charged
for the increase in Resources Level, for example.
Regardless of how the Quality is attained, it needs a com-
pelling story rationale.  Saying “I’ve got some experience
points burning a hole in my Capri pants and I want my
character to be a Witch now” is just not going to cut it.
You Directors should always feel free to deny the pur-
chase of any given Quality if it doesn’t fit your “vision”
or you don’t buy the rationale.

Similarly, some Drawbacks can be “bought” off,
although again some reason for the change should be
provided.  The change in the character should develop
over time, culminating in some eye-opening, life-chang-
ing, pants-wetting (perhaps) event.  In other instances, a
Drawback is imposed on a character for the sake of the
storyline.  A White Hat might get bitten by a werewolf
and become one.  That character would gain the 3-point
Werewolf Drawback, but would not get three character
points to spend elsewhere.  It is also possible for a play-
er to take on a new Drawback, and receive the character
points for it.  For example, the Impaired Senses
(Hearing) Drawback might be voluntarily accepted by a
character who spends a great deal of time practicing
with her loud industrial music band.

DDRRAAMMAA PPOOIINNTTSS:: Players can also buy Drama Points with
experience points, at the rate of one Drama Point per two
experience points spent if the Cast Member is a Hero or
Experienced Hero, and one for one if she is a White Hat.

Rules, Borders,
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IImmpprroovveemmeenntt CCoossttss
Just as you can vary the amount of experience

points you award to keep the power levels among
characters to a dull roar, so too you can adjust the
costs of improvements.  If Attributes and skills
seem to be rising too fast, bump up their cost by
one to five.  Another adjustment could be to charge
twice or thrice the amount of points for any new
or increased Qualities.  If you go that route
though, you may want to think about expanding
the Qualities available for purchase.  The rationales
for the improvements are going to get harder to
swallow, but hey, it’s a wild and wacky world out
there.  No reason the characters can’t be also.

WWhheerreeffoorree AArrtt TThhoouu,,  SSccoooobbyy??
After a sufficiently large number of sessions of

the BtVS RPG, and the experience point awards
that follow, White Hats can become quite power-
ful.  They will even begin to make the starting
Hero Character Type seem puny.  At some point,
you may want to call quits to the White Hat’s abil-
ity to purchase Drama Points with experience
points on a one-for-one basis.  Declare them at
Hero level and require them to spend two experi-
ence points per Drama Point.  Alternatively, leave
them at the same purchase ratio and just throw in
a few more nasties.  Up to you, really.

                     



BBuuffffyy,, ppllaayyeedd bbyy MMaarriiaa,, aanndd XXaannddeerr,, ppllaayyeedd bbyy PPeetteerr,, aarree jjuummppeedd bbyy aa ttoouugghh vvaammppiirree
hhiitt ssqquuaadd ((SSttrreennggtthh 66,, CCoommbbaatt SSccoorree 1177)) ssoommee ttiimmee eeaarrllyy iinn SSeeaassoonn FFiivvee..  TThhee vvaammpp
aattttaacckk iiss uunneexxppeecctteedd——XXaannddeerr aanndd BBuuffffyy wweerree hhaavviinngg aa BBiigg MMeeaanniinnggffuull CChhaatt..  

BBuuffffyy,, ppllaayyeedd bbyy MMaarriiaa,, aanndd XXaannddeerr,, ppllaayyeedd bbyy PPeetteerr,, aarree jjuummppeedd bbyy aa ttoouugghh vvaammppiirree
hhiitt ssqquuaadd ((SSttrreennggtthh 66,, CCoommbbaatt SSccoorree 1177)) ssoommee ttiimmee eeaarrllyy iinn SSeeaassoonn FFiivvee..  TThhee vvaammpp
aattttaacckk iiss uunneexxppeecctteedd——XXaannddeerr aanndd BBuuffffyy wweerree hhaavviinngg aa BBiigg MMeeaanniinnggffuull CChhaatt..  

Sample Combat
Buffy and Xander’s Big night

Sample Combat
Buffy and Xander’s Big night

TTuurrnn 11
XXAANNDDEERR//PPEETTEERR:: ““AAnndd tthhaatt’’ss wwhhyy II ddoonn’’tt lliikkee tthhoossee PPootttteerr bbooookkss..  MMaayybbee iiff II wwaass tteenn yyeeaarrss

yyoouunnggeerr,, aanndd lleessss ooff aa bbaattttllee--ssccaarrrreedd vveetteerraann ooff tthhee ssuuppeerrnnaattuurraall wwaarrss ..  ..  ..””

DDIIRREECCTTOORR:: TThhrreeee sshhaappeess eemmeerrggee ffrroomm tthhee aalllleeyy aanndd cchhaarrggee yyoouu,, mmoovviinngg iinnhhuummaannllyy ffaasstt..  TThheeiirr ffaannggss
gglleeaamm iinn tthhee mmoooonnlliigghhtt..  IInntteennttiioonnss??

BBUUFFFFYY//MMAARRIIAA:: CCrraapp..  II ssttaakkee tthhee ffiirrsstt oonnee II sseeee..

DDIIRREECCTTOORR:: DDiidd yyoouu hhaavvee aa ssttaakkee iinn yyoouurr hhaanndd??

BBUUFFFFYY//MMAARRIIAA:: WWeellll ..  ..  ..  eerr ..  ..  ..  nnoo..  OOkkaayy,, II ddrraaww MMrr..  PPooiinnttyy ffrroomm mmyy bbeelltt wwhhiillee II kkiicckk aa vvaammpp iinn
tthhee tteeeetthh..

DDIIRREECCTTOORR:: XXaannddeerr??

XXAANNDDEERR//PPEETTEERR:: TThhiiss iiss ggooiinngg ttoo hhuurrtt..  II ggoo ffuullll ddeeffeennssiivvee,, ttrryyiinngg ttoo kkeeeepp aatt lleeaasstt oonnee vvaammpp ooccccuuppiieedd..

DDIIRREECCTTOORR:: SSoouunnddss ggoooodd..  TThhee vvaammppss ggoo ffiirrsstt..  TThheeyy aattttaacckkeedd yyoouu bbyy ssuurrpprriissee..  TTwwoo ooff tthheemm aarree ggooiinngg
aafftteerr BBuuffffyy..  RRoollll aanndd aadddd yyoouurr PPaarrrryy oorr DDooddggee mmaanneeuuvveerr..

BBUUFFFFYY//MMAARRIIAA:: II ddooddggee..  ((RRoollllss ddiiee aanndd aaddddss hheerr DDeexxtteerriittyy 99 aanndd AAccrroobbaattiiccss 88..))  UUhh,, aa 33..  WWeellll,, tthhaatt’’ss ssttiillll
aa 2200..

((TThhee DDiirreeccttoorr ddooeess ssoommee qquuiicckk ffiigguurriinngg..  TThhee vvaammppss hhaavvee aa CCoommbbaatt SSccoorree ooff 1177..  IItt’’ss ttwwoo oonn oonnee,, ssoo
tthheeyy eeaacchh ggeett ++22,, ffoorr aa ttoottaall ooff 1199..  BBuuffffyy’’ss sseeccoonndd ddeeffeennssiivvee mmoovvee iiss aaccttuuaallllyy hheerr sseeccoonndd aaddddiittiioonnaall
aaccttiioonn ((sshhee ppuulllleedd tthhee ssttaakkee oouutt)) ssoo iitt ssuuffffeerrss aa --44 mmuullttii--aaccttiioonn ppeennaallttyy..  TThhuuss,, hheerr ddeeffeennssee aaggaaiinnsstt tthhee
sseeccoonndd aattttaacckk iiss aann 1166,, nnoott ggoooodd eennoouugghh..))

DDIIRREECCTTOORR:: YYoouu ddooddggee oonnee ooff tthheemm,, bbuutt tthhee sseeccoonndd oonnee ggeettss aa ppuunncchh iinn..  YYoouu ttaakkee 1177 ((SSttrreennggtthh 66,, ddoouu--
bblleedd ffoorr ppuunncchh,, pplluuss 55 ffoorr SSuucccceessss LLeevveellss)) ppooiinnttss ooff ddaammaaggee——iitt ccoouulldd hhaavvee bbeeeenn aa lloott wwoorrssee..

BBUUFFFFYY//MMAARRIIAA:: II ddoonn’’tt lliikkee wwoorrssee..  OOuucchh..  ((WWrriitteess ddoowwnn tthhee ddaammaaggee..))  MMyy ttuurrnn??  ((DDiirreeccttoorr nnooddss,, aanndd
MMaarriiaa rroollllss aaggaaiinn..))  KKiicckk ((DDeexxtteerriittyy 99 aanndd KKuunngg FFuu 88 mmiinnuuss oonnee ffoorr tthhee mmaanneeuuvveerr)) pplluuss eeiigghhtt oonn tthhee
rroollll——2244 ttoottaall.. 

DDIIRREECCTTOORR:: YYoouu ggoott hhiimm ggoooodd..  DDaammaaggee??

BBUUFFFFYY//MMAARRIIAA:: 2244 iiss sseevveenn SSuucccceessss LLeevveellss,, ssoo ..  ..  ..  ((SSttrreennggtthh 88 pplluuss oonnee ffoorr kkiicckk,, ddoouubblleedd,, pplluuss SSuucccceessss
LLeevveellss)) 2255 ppooiinnttss..

DDIIRREECCTTOORR:: OOnnee ooff tthhee vvaammppss ggooeess ffllyyiinngg aanndd llaannddss oonn iittss uunnddeeaadd bbuutttt..  ((BBuuffffyy’’ss ddaammaaggee wwaass mmoorree tthhaann
tthhrreeee ttiimmeess tthhee vvaammppss SSttrreennggtthh ssoo tthhee kknnoocckkddoowwnn rruulleess aappppllyy))..  MMeeaannwwhhiillee,, oovveerr iinn XXaannddeerr’’ss ccoorr--
nneerr ..  ..  ..

XXAANNDDEERR//PPEETTEERR: : YYeepp..  RRoolllliinngg mmyy DDooddggee mmaanneeuuvveerr,, ++33 ffoorr ffuullll ddeeffeennssee..  ((RRoollllss aanndd aaddddss DDeexxtteerriittyy 33 aanndd
KKuunngg FFuu 44..))  AAnnootthheerr 33 ffoorr aa ttoottaall ooff 1133..  UUgghh..  NNoott vveerryy ..  ..  ..  aahh ..  ..  ..  rroobbuusstt..

DDIIRREECCTTOORR:: LLaacckk ooff rroobbuussttnneessss,, cchheecckk..  TThhaatt’’ss nnoott ggoooodd eennoouugghh..  TThhee vvaammpp llaannddss aa ggoooodd oonnee,, rriigghhtt iinn tthhee
kkiisssseerr..  YYoouu ttoooo ttaakkee 1177 ppooiinnttss ooff ddaammaaggee..

             



XXAANNDDEERR//PPEETTEERR: : NNoo II ddoonn’’tt..  SSppeennddiinngg aa DDrraammaa PPooiinntt ffoorr II TThhiinnkk II’’mm OOkkaayy..

DDIIRREECCTTOORR:: AAhh,, yyoouu jjuusstt mmaannaaggee ttoo rroollll wwiitthh tthhaatt ppuunncchh..  YYoouu oonnllyy ttaakkee eeiigghhtt ppooiinnttss ooff ddaammaaggee,, aanndd yyoouu
ggeett ttoo kkeeeepp aallll yyoouurr tteeeetthh..  OOhh,, aanndd yyoouu mmaannaaggeedd ttoo ddrraaww oonnee ooff tthhee vvaammppss ooffff ooff BBuuffffyy..  GGoooodd jjoobb!!
NNeexxtt TTuurrnn..

TTuurrnn 22
DDIIRREECCTTOORR:: OOkkaayy..  BBuuffffyy aanndd XXaannddeerr hhaavvee aa vvaammppiirree eeaacchh..  AAnndd tthhee oonnee BBuuffffyy kkiicckkeedd iiss ddooiinngg tthhaatt ssnnaapp--

fflliipp tthhiinngg ttoo ggeett ttoo hhiiss ffeeeett iinn oonnee aaccttiioonn ((CCoommbbaatt SSccoorree 1177 ggrraannttss mmoorree tthhaann ttwwoo SSuucccceessss LLeevveellss))..
HHee wwiillll ggeett bbaacckk ttoo tthhee ffiigghhtt aatt tthhee eenndd ooff tthhee TTuurrnn..  IInntteennttiioonnss??

BBUUFFFFYY//MMAARRIIAA:: IItt’’ss MMrr.. PPooiinnttyy ttiimmee..  SSttaakkee tthhee oonnee iinn ffrroonntt ooff mmee,, tthheenn rreevveerrssee tthhee ssttaakkee aanndd ssttaabb vvaammpp
##22 aass hhee ccoommeess cchhaarrggiinngg iinn..

DDIIRREECCTTOORR:: OOkkaayy——tthhee sseeccoonndd aattttaacckk iiss ggooiinngg ttoo bbee --22 ffoorr mmuullttii--aaccttiioonn,, aanndd --33 ffoorr tthhee aawwkkwwaarrdd ppoossiittiioonn..
SSppeennddiinngg aa DDrraammaa PPooiinntt??

BBUUFFFFYY//MMAARRIIAA:: YYeepp..  ++1100 ttoo tthhee aattttaacckk rroollll,, rriigghhtt??

DDIIRREECCTTOORR:: CCoorrrreecctt..  XXaannddeerr??

XXAANNDDEERR//PPEETTEERR:: II’’mm ggooiinngg ttoo ttrryy aanndd kkiicckk tthhiiss ssuucckkeerr iinn tthhee ggrrooiinn..  IInnsstteeaadd ooff DDrraammaa PPooiinnttss,, II’’mm ggooiinngg
ttoo bbuurrnn ssoommee ooff mmyy GGoooodd LLuucckk..  

DDIIRREECCTTOORR:: OOkkaayy..  SSiinnccee sshhee’’ss tthhee CChhoosseenn OOnnee aanndd aallll,, BBuuffffyy ggooeess ffiirrsstt..

BBUUFFFFYY//MMAARRIIAA:: ((RRoollllss 88 aanndd aaddddss DDeexxtteerriittyy 88,, GGeettttiinngg MMeeddiieevvaall 77,, aanndd --33 ffoorr TThhrroouugghh tthhee HHeeaarrtt..)) TToottaall
2200 wwiitthh tthhee sshhaarrpp ppooiinntteedd ssttiicckk,, 3300 wwiitthh tthhee DDrraammaa PPooiinntt..

DDIIRREECCTTOORR:: AAnndd 2255 aafftteerr mmooddiiffiieerrss oonn tthhee ootthheerr vvaammpp..  DDoonn’’tt bbootthheerr ffiigguurriinngg oouutt tthhee xx55 ddaammaaggee;; iitt’’ss
pplleennttyy..  PPeerrffeecctt oonnee--ttwwoo ccoommbboo..  SSttrraaiigghhtt tthhrruusstt iinnttoo tthhee vvaammpp’’ss hheeaarrtt,, aanndd tthhee ootthheerr oonnee rruusshheess
rriigghhtt iinnttoo tthhee bbaacckk sswwiinngg..  YYoouu ggeett aa bbiitt ooff dduusstt oonn yyoouurr nneeww bblloouussee,, tthhoouugghh..  OOhh,, aanndd wwhheenn yyoouu
dduusstteedd tthhee ffiirrsstt vvaammpp,, XXaannddeerr’’ss ssppaarrrriinngg ppaarrttnneerr ggoott ddiissttrraacctteedd,, ssoo XXaannddeerr ggooeess ffiirrsstt..

XXAANNDDEERR//PPEETTEERR:: CCooooll..  KKiicckkiinngg aawwaayy..  ((RRoollllss..))  NNiinnee oonn tthhee rroollll,, pplluuss DDeexxtteerriittyy 33 aanndd KKuunngg FFuu 44 ffoorr aa
ttoottaall ooff 1166,, aanndd II’’llll ppuutt iinn ++33 ffoorr tthhee GGoooodd LLuucckk,, ffoorr aa ttoottaall ooff 1199..  RReedduucceedd ttoo 1166 bbeeccaauussee ooff tthhee
ggrrooiinn ppeennaallttyy..

DDIIRREECCTTOORR:: TThhee vvaammppiirree hheessiittaatteedd wwhheenn BBuuffffyy ssttaarrtteedd hheerr ddoouubbllee dduusstt--uupp,, bbuutt hhee’’ss oobbvviioouussllyy aann eexxppeerrii--
eenncceedd ffiigghhtteerr..  HHee jjuusstt mmaannaaggeess ttoo ddooddggee yyoouurr kkiicckk..  NNoo nneeeedd ttoo ccaallccuullaattee ddaammaaggee..  SSwwiinnggiinngg hhiiss
hheeaadd aarroouunndd,, ffiirrsstt ttoo BBuuffffyy,, tthheenn ttoo yyoouu hhaass ggoott hhiimm aa bbiitt ddiissoorriieenntteedd tthhoouugghh..  HHee ppaauusseess ttoo ggeett hhiiss
bbeeaarriinnggss aanndd ddooeessnn’’tt aattttaacckk..  NNeexxtt ttuurrnn..

TTuurrnn 33
DDIIRREECCTTOORR:: TTwwoo vvaammppss ddoonnee,, tthhee llaasstt oonnee iiss rreeaaddyy ffoorr aaccttiioonn nnooww..  IInntteennttiioonnss??

XXAANNDDEERR//PPEETTEERR:: II ttaakkee aa sstteepp bbaacckk,, bbooww ttoo BBuuffffyy,, aanndd ssaayy ““NNoo,, nnoo,, aafftteerr yyoouu..””

BBuuffffyy//MMaarriiaa:: SSttaakkee iinn tthhee bbaacckk,, ggooiinngg ffoorr hhiiss hheeaarrtt..  TThhee vvaammppiirree’’ss,, nnoott
XXaannddeerr’’ss..

DDIIRREECCTTOORR: : GGoo ffoorr iitt..  DDoonn’’tt bbootthheerr rroolllliinngg..  TThhee vvaammpp’’ss bbaacckk iiss ttoo yyoouu,, aanndd
XXaannddeerr’’ss ggoott hhiimm ddiissttrraacctteedd..  HHee’’ss nnoott hhaavviinngg aa ggoooodd ddaayy..  PPooooff..  DDuusstt ttoo
dduusstt..

BBUUFFFFYY//MMAARRIIAA:: SSoouunnddss ggoooodd..  II ttuurrnn ttoo XXaannddeerr aanndd ssaayy ““BBuutt yyoouu ssaaww tthhee HHaarrrryy
PPootttteerr mmoovviiee tthhrreeee ttiimmeess..””

XXAANNDDEERR//PPEETTEERR:: II ppaatt mmyy bbrruuiisseedd ffaaccee aanndd rreeppllyy:: ““BBllaammee AAnnyyaa ffoorr tthhaatt..  SShhee
kkeeeeppss ccaalllliinngg mmee tthhaatt ‘‘MM’’ wwoorrdd aanndd eevveerryytthhiinngg ..  ..  ..””

DDIIRREECCTTOORR:: MMeeaannwwhhiillee,, bbaacckk aatt tthhee lliibbrraarryy ..  ..  ..

                    



CHAPTER 4156 CHAPTER 4

Mojo Anyone?

The dark (and not-so-dark) arts are part and parcel
of the Buffyverse, where anyone with the right

books can summon forces from the beyond.  Of
course, calling on these occult powers does not mean
your character can control and use them with impuni-
ty.  Or even get them a little bit right—and not-right
in magic is not right, as Willow might put it.  More
often than not, magic has unintended consequences.  A
mispronounced word or a missed cue and the result
may be the total opposite of what your character
intended.  But the real kicker—the thing that drives
practitioners straight to over-consumption of ice
cream goodies—is that even succeeding does not mean
everything works perfectly. 

In the hands of those with true power—Witches and
Warlocks—magic can do almost anything its wielder
desires.  Spells can affect hundreds of people at once,
reshape reality to suit the magician, and even bring back
the dead.  There is always a price, however, both for suc-
cess and failure.  You have been warned.

MAGIC: 
WHAT, HOW AND WHO
Willow: Ignis incende.
Buffy: Willow, check you out.  Witch-fu.
Willow: It’s no big.  You just have to balance
the elements, so when you affect one, you don’t
wind up causing . . . (rain starts) I didn’t do it,
I didn’t do it! 

—5.1 Buffy vs. Dracula

TM
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Willow: Mm, sage.  I love that smell.  And
marnox root.  You know, a smidge of this mixed
with a virgin's saliva . . . does something I
know nothing about.

Giles: These forces are not something that one
plays around with, Willow.  What have you
been conjuring?

—3.3 Faith, Hope & Trick

                                                  



Magic is the supernatural power to make changes in
the world through an act of will rather than physical
action.  Magic predates humankind; the demons that
ruled Earth in the distant past used a variety of dark
magical rituals, and some of these rites have survived,
preserved by sorcerers with more guts than good sense.
Other magicks appear to be the domain of humanity,
powers of the Earth used by the Wise Ones—the
Wicca—to heal and protect.  The lines between dark and
light powers are blurred, however.  The intent of the
magic’s wielder, her skill and strength of will, and plain
dumb luck all seem to play a part in determining the dif-
ference between a spell that helps or heals, and one that
corrupts and destroys. 

Magic in the Buffyverse works in a number of ways.
Most commonly, spells and rituals are used to appeal to,
or invoke, some supernatural entity (including spirits,
gods and demons) to produce an effect.  Powerful magi-
cians (the true Witches and Warlocks), on the other
hand, can use their own will to affect the world direct-
ly.  Finally, there are objects—leftovers from the demon
age or artifacts from different dimensions—that hold
great power.

Knowledge is all one needs to perform magical feats
in the Buffyverse.  Rituals, incantations and old formu-
lae have great power, should one dare to use them.  It’s
like baking a cake—as long as you have the recipe and
ingredients, you’re all set, more or less.  Skill and prac-
tice are important, too.  Even with a recipe, an inexpe-
rienced cook can ruin the cake, and it’s the same with
magic.  And of course, if your character screws up, she
often gets something a lot worse than a face full of frost-
ing.  Using magic is always dangerous, and the wise only
use it as a last resort.

Hitting the Books: 
Magic Libraries
Donny: Uh, are all these magic books?
Giles: Uh, private collection.  Uh, books for sale
are against the walls over there. 

Donny: So all these books got spells in ‘em?  Turn
people into frogs, things like that?

Xander: Yeah, we’re building a race of frog people. 
It’s a good time.

—5.6 Family

Your character won’t find true magic in the Mysticism
section of the local chain bookstore—that’s for the
wanna-blessed-bes.  The real spells are usually found in
ancient books, scrolls or stone tablets, often hidden for
centuries by dark cults.  Then again, the most amazing
things are on eBay these days, and a few occult books
have been scanned into computer databases (with disas-
trous consequences). 

Access to occult books is essential for a budding magi-
cian.  Giles’ private collection makes Sunnydale one of
the top occult research centers on the continent.  Less
fortunate magicians have to make do with a single book
of spells.  If the spell is not somewhere in her collection,
the magician is out of luck, unless she wants to try and
devise a spell on her own.  

Creating new spells requires a lot of work and is risky.
Re-treading all over the cooking analogy, it’s basically
like using a lot of recipes to make a new one.  Your
character might create something really good, or end up
with the magical equivalent of chocolate-frosted stuffed-
crust olive loaf. 

Tara: How’d you do that with the light?
Willow: Oh, you know, you taught me.
Tara: I taught you a teeny tinkerbell light.
Willow: Okay, so I tinkered with the tinkerbell.

—5.4 Out of My Mind

Your Cast Member’s best bet is to look up a previous-
ly developed spell.  Most old spells are tried-and-true for-
mulas, developed over centuries of trial and error (and
when we say error, we’re talking about the kind of error
that leads to the sudden onset of galloping leprosy, spon-
taneous combustion, rains of toads and other fun stuff).
The prudent magician goes for the tried-and-true ways.
The daring magician risks making a mistake (which
brings us back to the galloping leprosy and other non-
sense).  True Witches and Warlocks (i.e., people with the

Playing with
Primal Forces
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WWiittcchhccrraafftt aanndd WWiittcchhCCrraafftt
Fans of previous UUnniissyysstteemm games may notice

that the magic rules in this chapter are not the
ones found in the WitchCraft and Armageddon
roleplaying games.  That’s because our job here is
to depict the Buffyverse in all its glory.  Magic in
the BtVS RPG has to feel, look, and work like
magic in the TV show.  The best way to do that is
to start from scratch and come up with a system
tailored to the setting. 
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Sorcery Quality, see p. 55) have an easier time impro-
vising spells or casting them “on the fly,” but even they
have to hit the books for the really impressive mojo.

Characters who want to sling spells around need to
have some level of the Occult Library Quality (see p. 50)
or know someone who does (this is where being best
buds with Giles really pays off).  In the latter case, of
course, access to the books is going to be limited; they
are someone else’s books after all, and you know how
people hate it when you borrow their books and don’t
return them.  Now imagine if the book revealed how to
make an inchworm the size of an SUV . . . 

The Ritual
Willow: Are we ready? 
Cordelia: Stinky herbs are a go.
Oz: Did I mention I didn’t take Latin?
Willow: Y-you don’t have to understand it. You
just have to say it. I hope.

Oz: Right. 
—2.22 Becoming - Part Two

Once your character has found the right spell, whether
motivated by desperate need or self-destructive whim or
something in between (that’s . . . desperate whim?), it’s
casting time.  Most spells require a ritual of some sort.
This can be as easy as reading or speaking the words of
the spell, or as complicated as dancing for three hours

under the full moon, wearing nothing but the fur of a
freshly killed animal (can you say blech?).  Most spells
use ancient languages—Latin, Sumerian, Sanskrit, or
even one of the languages that were old before men
walked the earth.  Your character needn’t be fluent in the
language in question, but if she stumbles and mispro-
nounces a word, there’s a chance that the spell might go
bad—as in “no-longer-have-ears” bad. 

Many rituals also require special ingredients or com-
ponents (the ever popular eye of newt, or the dust of
twenty-seven old vampires, or a mint copy of Superdude
Comics #1).  The items are usually destroyed or con-
sumed during the ritual (the sacrifice needed to appease
or pay off whatever Powers the sorcerer is invoking), so
kiss that valuable Superdude comic goodbye.  Also,
Powerful spells often need rare and unique components
(the horns of a demon lord or a supermodel without an
eating disorder), so even if your character manages to
learn the spell, she still may not be able to cast it. 

Rituals usually take some time—no less than a few
minutes, and often several hours, or even days.  More
powerful spells tend to require longer rituals, although
the exact length can vary a lot.  If the ritual is interrupt-
ed before it’s completed, the spell will fizzle or worse,
have some unexpected effect—sorcerers with weak blad-
ders take note.

Aftermath 
Buffy: What did you do to her?
Willow: Teleportation spell.  Still working out
the kinks.

Buffy: Where’d you send her?
Willow: Don’t know.  That’s one of the kinks.

—5.13 Blood Ties

Once the ritual is complete, the magic happens.  The
effects may be subtle (the victim’s personality changes
over a few hours, for example) or spectacular (your basic
rain of locusts, pillars of fire, explosions, or other FX-
laden extravaganzas).  Much of the time, the spell’s
effects won’t be exactly what the caster had in mind.  And
even if they are, you can’t discount the potential for nasty
side effects later on.  There’s no such thing as a free
lunch with magic.  The fabric of reality cannot be altered
cheaply, and there’s always a price to pay.  A spell could
kill a targeted enemy, for example, but the forces invoked
to do the deed may run rampant afterwards, killing indis-
criminately.  The more powerful the spell, the more like-
ly that there will be unexpected occurrences. 

TM

                              



BASIC SPELLCASTING
Willow: I tried to communicate with the spirit
world, and I so wasn’t ready for that.  It’s like
being pulled apart inside.  Plus I blew the
power for our whole block.  Big scare.

—3.2 Dead Man’s Party

So, despite all our doom and gloom, your character is
ready, willing and able to use magic.  What next?
Spellcasting takes some preparation and some thought.
Can’t just start tossing fireballs left and right at the drop
of a top hat, y’know. 

Game Lingo
Magical incantations and invocations have a few fea-

tures that must be taken into account when using the
art of mojo in the game.  Each spell has a Power Level.
This determines the overall strength of the spell—a
spell that helps cure a toothache is less powerful than
one that can transmogrify (as that old lady who turns
into a cat likes to say) the population of a small city
into barnyard animals, for example.  The higher the
Power Level of a spell, the more difficult it is to cast
properly, and the more damaging the consequences of
failure.  Additionally, spells have Requirements—the
ingredients or ritual components needed to attempt
the magical endeavor.  Finally, spells have an Effect.
This is usually descriptive (“all the body hair is
removed from the victim,” for example), but can also
include rules concepts like damage inflicted, area
affected, and duration. 

Purpose
Willow: We’re doing an early-warning incanta-
tion.  If anything hellgod-ishly powerful comes
within a hundred feet of the shop, then
screechy siren things will, you know, screech.

—5.13 Blood Ties

First, your character needs to know what she wants to
do.  Okay, that’s sort of a “duh” statement, but it’s not
as straightforward as it first sounds.  With magic, being
specific is key.  If the caster’s intentions are too vague,
the powers invoked by the spell may “interpret” them as
they wish, and that’s rarely a good thing.  “I want to
make my ex-boyfriend’s life miserable” sucks as a “mis-
sion statement.”  Such a spell might do almost anything,
including killing the caster herself (if her death would
make the ex-boyfriend miserable), turning him into a

demon (bad if he holds a grudge), or killing everybody
he likes (which may include people the caster likes).  “I
want my ex-boyfriend’s nose to spew a constant stream
of mucus for five hours starting at 7pm next Saturday”
is much better (pretty gross, granted, but better). 

So, what can a magician wish for?  In theory, any-
thing; in practice, not so much.  Magic can affect living
and non-living things, can build and destroy, affect peo-
ple’s minds and manipulate matter and energy.  There
are limits, however.  Making objects appear out of thin
air is exceedingly difficult, for example.  It is a great deal
easier to transform or destroy something that already
exists rather than create something out of nothing.
Permanent effects are more difficult than temporary
ones: your character may be able to turn lead into gold,
but the gold reverts to lead a short while later.  Healing
some diseases may have unfortunate side effects–this is
especially true of any problem affecting the patient’s
mind.  The more ambitious the purpose, the harder it is
to find a spell that can accomplish it.  The best spells
have simple and straightforward goals. 

Finally, spells that squash enemies like bugs or over-
whelm all challenges in the Series are not going to be
available for the most part (and when they are, they
will exact a high price from those who use them).
Other than being silly and rude to the Director who
has worked so hard to entertain you, that’s way too
much of a cop out.  Magic cannot solve all or even
most problems. 
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Research
Willow: How is it you always know this stuff?
You always know what’s going on.  I never
know what’s going on.

Giles: Well, you weren’t here from midnight
until six researching it.

—1.7 Angel

Alright, your character knows what she wants, and has
formulated it with some specificity.  Is she going to get
it?  That depends on how good her research is.  

This step is mostly under the Director’s control.  Once
you decide what type of spell your character needs, the
Director must decide two things: Is the spell available,
and how difficult will it be to find?  

The first part is the trickiest one; does the desired spell
exist?  Generally speaking, any reasonably effective spell
should be available—if the spell works within the plot of
the Episode, or at least doesn’t get in the way.  By the
same token, once a spell is “discovered,” the Cast will
have continual access to it, so your Director must con-
sider whether the spell in question is potentially unbal-
ancing or inappropriate in the long term.  Alternatively,
the spell may exist, but it may require unique compo-
nents.  Of course, you will not know if the spell is avail-
able until your character spends some time looking for
it (and how much time is up to the Director and your
character’s research skills).

If the spell exists, the spellcaster needs to find it.
Research is mostly done “off camera” on the BtVS TV
show, so it should be solved with a couple of rolls in
the game.  Finding a spell takes one hour per Power
Level of the spell, minus half an hour per Success
Level in an Intelligence and Occultism roll, to a mini-
mum of half an hour (multiple researchers can com-
bine their Success Levels).  Or your Director might
just say, “you stay up until 6 am and finally locate the
proper incantation . . . oh, by the way, not too long ‘til
class starts.”

In some cases, the spell may exist, but is not in your
character’s collection.  In that case, finding the book (or
scroll, or stone tablet or whatever) with the spell would
be part of the Episode’s plot. 

Creating new spells works along the same lines.
First, the Director decides if the right “raw materials”
are available.  If so, your wannabe spell-slinger can
devise her own charms and enchantments.  If they
aren’t, she is wasting her time (a kind Director might
allow her to come up with something less effective
than she hoped—and a less kind one might have her
create a spell with some seriously unintended effects).

SSppeellllss aass PPlloott DDeevviicceess
On the BtVS TV show, magic is often used as a

plot device.  These spells are found just in time to
save the day or start the trouble the Cast has to deal
with during the Episode.  They are usually power-
ful, world-changing, and play a vital role in the sto-
ryline, be it good or evil.  After playing that role,
most of those spells disappear, never to be men-
tioned again.  Some examples include the spell to
restore Angel’s soul during Season Two, the ritual
to locate and retrieve Anya’s necklace in Season
Three, the invocation that awakened the power of
the First Slayer during Season Four, and all the Big
Bads’ evil hexes to raise Things Man Was Not
Meant to Know.

Plot device spells should be given special con-
sideration.  Generally, they should be one-shot
rituals: they can be used once, and cannot be
repeated afterwards, for any number of reasons.
Some possible explanations include special
requirements (like needing an alignment of stars
and planets that only happens once every 6,000
years, give or take), components (a unique item
that can never be replaced after being consumed
by the spell), or circumstances (the spell that
gave Angel his soul back might have been
uniquely geared towards him, so trying to use it
on another vampire—like, say, Harmony—would
not work).  These special spells should not be too
difficult to cast, either, so Success Level require-
ments can be waived or reduced—some spells
just “want” to be cast, and anybody with a mod-
icum of skill can use them (not necessarily a
good thing).

Finally, plot device spells should be very rare—
one or two per Season are probably as common as
they should be.  If you player types start waiting for
some mega-spell to save the day, your Director
isn’t doing it right.

SSttaarrttiinngg SSppeellllss 
Characters created to be spell-casters might log-

ically have a couple spells under their belts when
the game commences.  If you can convince your
Director of this, she might allow your character a
number of spells equal to her Occultism skill.  Your
Director will choose the spells and might even
include some of a higher-than-safe Power Level
(dastardly, eh?).  

                       



Preparations
Setting up the spell may require very little effort

(cracking open a book and reading it, for example), but
preparations often must be made beforehand.  They
include things like setting up a ritual site, finding all the
ingredients to be used in the spell, or waiting for the
right time (midnight, the full moon, a total solar eclipse,
or a Jackson Five reunion). Common elements used in
many spells include:

Willow: No candles?  Well, I brought one.  It’s
extra flamey.

—4.19 New Moon Rising

CCAANNDDLLEESS:: Electricity is for muggles—magic works best
in flickering candlelight, just like grandma used to spell-
cast.  Many rituals call for lighting a number of candles
(four to thirteen, usually), generally arranged in a circle,
square or pentagram. 

Willow: It’s no biggie, she-she just got an
amulet and a bloodstone.

Anya: That can create a monster.
Willow: Okay, biggie.

—5.8 Shadow

IITTEEMMSS:: Some spells need specific items to be effective.
These objects have a special meaning or inherent trig-
ger.  They may be crucial to the ritual’s success or they
may simply make it easier.

Jenny: The first thing we have to do is form the
circle of Kayless.  Right?

Giles: Form a circle?  But there’s only two of us. 
That’s really more of a line.

—1.8 I Robot, You Jane

MMAAGGIICC CCIIRRCCLLEE:: Gather a few of your best friends in a cir-
cle, have them hold hands and chant and presto!—they’ll
definitely think you’re insane.  In the Buffyverse, that’s
the way a lot of rituals work, though.  Sometimes the cir-
cle is drawn on the ground, and if someone smudges or
erases the lines, the spell fizzles—or does something
unexpected (and keep in mind there are precious few
good surprises when you’re using magic).

Buffy: What’s this?
Willow (nervous): A doodle.  I do doodle.  You
too.  You do doodle too.

Buffy : This is a witch symbol.
Willow (caught): Okay.  Yeah.  It is. 

—3.11 Gingerbread

OOCCCCUULLTT SSYYMMBBOOLLSS:: Some spells work better when you
paint a few pretty pictures.  You’ve got pentagrams,
hexagrams, candygrams, runes, Sumerian cuneiform
writing, and Amazon Indian pictographs.  Stick figures
might do it, but don’t count on it.

These preparations are plot-driven, not rule-driven.
Most of the time in the show, setting up the spell is no
big deal and is done largely off-camera.  For minor
spells, the prep work should be insignificant.  If the
preparations are important, then getting it done should
be part of the Episode’s plot or subplots.  Fighting a
pack of demons to obtain a mystic crystal, maxing out
your credit card to buy that last fragment of the Scroll
of Butt-Kicking, or making a pact with dark forces to
get what’s needed—these can all be possible plots and
subplots dealing with the preparation of a spell.

Spellcasting
Catherine (in Amy’s body): Give me the power.
Give me the dark.  I call on you, the laughing
gods.  Let your blackness crawl beneath my skin.

—1.3 Witch

Once everything is in place, casting a spell requires a
Willpower and Occultism roll.  Drama Points can be
used normally to increase the spell’s chance to succeed
(but your Director may bar such use unless the need is
dire).  If the roll fails (i.e, the total is less than nine), the
spell doesn’t work—the ritual simply fails.  Generally,
there’s no other down side here; your character just
wasted some time, candlepower and pretty speechifying.
Actually, it’s when the roll succeeds that things get inter-
esting . . . in the sense of the ancient Chinese curse “may
you live in interesting times.” 
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The roll’s Success Levels are compared to the spell’s
Power Level.  If the number of Success Levels is less
than the spell’s Power Level, something magical hap-
pens—but it is rarely what the caster intended.  The
spell’s intent may be twisted or perverted, and the cast-
er may be injured—or even killed—as the magicks draw
on her life force to fulfill their purpose.  The Director
can decide what happens, or she can roll on the Spell
Side Effect Table below.

If the roll results in Success Levels greater than or equal
to the spell’s Power Level, the spell works perfectly.
Unless, of course, it takes an unexpected turn no matter
how many Success Levels were rolled.  But no good and
true Director would do something like that, now would
she?  Scratch that—in the Slayerverse, any frequent use
of magic is going to go wrong at some point.  Best to
expect some nasty consequence with magic (regardless
of the die rolling result), and plan accordingly.

Casting multiple spells without resting is very difficult,
as the magician’s will is sapped by the constant strain.
Every successive spell cast without a significant period of
rest (at least two hours per spell Power Level) suffers a
cumulative -2 penalty.  So, the second spell of the day is
at -2, the third at -4, and so on.  Only powerful Witches
can cast multiple spells in a row, and even then they’ll
probably have to burn some Drama Points to keep it up.
Even worse, using the same spell more than once adds
an additional -1 to the penalties above.

EEXXAAMMPPLLUUSS TTOOTTAALLUUSS:: Willow is trapped in a room.
The door has several locks on it, and the walls are
reinforced steel (although she doesn’t know that).

First she tries to unlock the door with a spell.  It
works, but only one of the locks is released.
Frustrated, Willow decides to try and blow out a
portion of the wall.  That spell suffers a -2 penalty
given Willow’s fatigue.  Reinforced steel says “no
way”.  Realizing now how strong the walls are,
Willow returns to the locked door.  She attempts the
unlock spell again.  This time it suffers a -4 penalty
due to fatigue, and -1 for repeated use—the total
modifier is -5.

TM

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 during a
critical point.

MMaaggiicc IInn CCoommbbaatt
In your typical fantasy roleplaying game, magi-

cians are walking artillery pieces, able to fire spells
left and right and smite orcs and goblins by the cart-
load.  In the Buffyverse, only Witches and Warlocks
can use magic effectively in combat, and even they
can’t just blast away at their enemies for very long.
Magic is mostly the stuff of lengthy rituals and care-
ful preparation, and a fistfight isn’t the right place
for it.  Practitioners should do their spells before or
after a fight.   

Any spell that requires a ritual fails if the caster
is attacked before the ritual is complete.  Witches
can use their speed-casting ability (see p. 165) to
invoke spells in combat, but even they are hindered
by the roll penalties for multiple castings.  Again,
feel free to impose a magical downside even when
combat spell-casting rolls are succeed cleanly.

                        



Effect
Giles: I assume the, uh, all the spells are
reversed.  It was my first casting, so . . . I may
have got it wrong.

—1.3 Witch

Finally, we get to the streams of pretty sparkles, big
flashes of light, clouds of smoke, thunderous roars and
other heady stuff that happens when a spell goes off.
Most spell effects are pretty straightforward—somebody
gets turned into a rat, a magical portal opens or closes,
a spirit is summoned or exorcised.  A few spells have
variable effects—the duration or damage of the spell is
determined by either the Success Levels of the casting
roll or the magician’s Willpower. 

Dispelling Magical Effects
Willow: Let the healing power begin.  Let my
will be safe again.  As these words of peace are
spoken, let this harmful spell be broken.

—4.9 Something Blue

Some spells have continuing effects (curses, for exam-
ple) or may even be permanent (some transformation
spells).  Canceling their effects requires access to the spell
itself (ideally taking it directly from the magician’s own
books) and a spellcasting roll as above with the effective
Power Level of the spell reduced by one (it’s easier to
undo a spell and return nature to its natural state).

There is another way to stop an ongoing magic
effect—find the caster and get her to stop the spell, say
by cutting off her head or turning her into a sports tro-
phy.  Either way, continuing spells stop working, but
permanent ones may not.  For this reason, and others,
wholesale slaughter is discouraged.
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MMaaggiicciiaann,, HHeeaall TThhyysseellff??
Giles: The truth is, uh, the . . . mystical and the
medical aren’t meant to mix, Buffy.  Sorry,
um . . . the human mind is very delicate.  Too
much can go wrong.

Tara: Yeah, I’ve heard stories about people try-
ing healing spells . . . if we did something, it
could make things a lot worse, Buffy.

—5.8 Shadow

Most fantasy roleplaying games have powerful
healing magicks—a cleric says a quick prayer, or a
warrior chugs a potion, and presto: wounds disap-
pear, and people are hale and hearty again (until
the next time they get clobbered by orcs or what
have you, that is).  Magic in the Buffyverse doesn’t
work like that though.

Undoing damage, curing disease and the like are
not things that can be done lightly in this setting.
At best, magic can accelerate the natural healing
process, but trying to instantly cure someone is
likely to have serious side effects—for example, a
spell that regenerates a wound might also give the
patient cancer, as cells start multiplying without
rhyme or reason. 

Since no healing spells have been used in the TV
show, this is open to interpretation of course.  We
suggest that healing spells, if any exist at all, speed
up regular healing (doubling or tripling the normal
rate, for example; see p. 143).  If you want flashier
“poof, you’re all healed” magic, you can use the
magic damage guidelines (see p. 166) and reverse
them for healing effects.  Directors should be
aware, however, that such a spell will be used reg-
ularly and will add a significant non-BtVS “feel” to
the Series (unless frequent side effects are
imposed).  On the other hand, it will be very use-
ful in combat, particularly for Scoobies.
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WITCHES AND WARLOCKS
Dawn: You’re back on the magicks.
Willow: No honey.  I am the magicks.

—6.21 Two to Go

Anyone can use magic, but Witches and Warlocks live,
drink and breathe magic.  They are the pros of the magic
biz.  In the Buffyverse, these powerful humans are able to
apply their will directly on reality.  They can skip some or
even all of the ritual steps and components, at least for the
simpler magicks.  It’s not clear whether this is an inherit-
ed trait, but it does seem to run strong in some families.
The power can be awakened by exposure to the super-
natural—usually (but not necessarily) by studying and
practicing magic.  A Witch who has mastered her powers
can be the match of a Slayer or a powerful vampire.  Of
course, getting to that level isn’t easy, or pain-free. 

Sorcery: Power of the Witch
Willow: I have a shot at being a bad ass Wicca,
and what better place to learn?

—3.19 Choices

Witches and Warlocks must have at least one level of
the Sorcery Quality (see p. 55).  A beginner Witch
(Willow at the start of Season Three, for example) has
one or two Sorcery levels.  A powerful Witch may have
five or more levels (Willow after Season Five).  Sorcery
goes beyond mere spellcraft, and provides a number of
special abilities for those who can wield it.  Either through

TM

RReeccyycclliinngg SSppeellllss
In the BtVS TV show, spells rarely make return

appearances.  In a game though, once a spell effect
is out there, players are going to want to use it
again.  And again.  And a few times more after
that.  This may become a problem.

If the spell in question creates some light or
cures acne, it’s no biggie.  Spells that are not too
overpowering don’t need much in the way of con-
trol, and occult-oriented Cast Members should be
able to use them as often as they need.  If it’s some-
thing a little more serious—say, an “Instant Big
Bad Kill in a Bottle” spell, there’s a problem.  This
is easily handled as long as the Director prepares
things well.  Mega-powerful spells should always
require a special time and place (someplace that is
hard to access, or some time that is very unusual),
or special “ingredients” that can’t be found regu-
larly (or can only be found once, period).  

Alternatively—and this has some basis on the
BtVS TV show—spells may be one-cast deals.  Yep,
the Director could rule that a given person has only
one shot at casting a spell.  Once successful (or
not), that person may never cast that exact spell
again.  This forces players to come up with differ-
ent methods to modify existing spells or research
entirely new magical effects.  Not overly “realis-
tic,” mind you, but we dispensed with “realism” a
while ago, no?

                     



practice or because or some inherent power, Witches can
use magic more easily than your average student of the
mystical arts.  In the end, none of these abilities take the
danger out of magic.  Any regular use is going to lead to
problems (just look at Willow and Amy).

Witch and Warlock Powers
Willow: How long have you been practicing?
Tara: Always, I mean, since I um, was little . . .
my, my mom used to . . . she um . . . she had a
lot of power, like you.

Willow: Oh I’m not . . . I don’t have much in
the way of power.  Really, I mean most of my
potions come out soup.  Besides . . . spells going
awry, friends in danger . . . I’m definitely
nothing special.

Tara: No, you are. 
—4.10 Hush

So what can your character do with all those shiny lev-
els of Sorcery?  Among other things, Sorcery helps her
improve spell casting, use magic more quickly and effi-
ciently, move objects without casting spells, and, last but
not least, gives her that cool solid-black-eyes look that
helps make friends and influence people (okay, that last
part isn’t always a perk).

Improved Spellcasting
Buffy (re: Wicca group): Sorry it was a bust. I
know you were looking to go further in that
department.

Willow: Well, I’d like to float something bigger
than a pencil someday . . . 

—4.10 Hush

Characters add their Sorcery level to any spellcasting
roll, to a maximum bonus of +5.  After that, additional
levels of Sorcery stop adding to any one spellcasting roll.
Still, levels over five do help with the repeat casting
penalties (the decreases can be absorbed by levels of
Sorcery above five, thus leaving the full, allowable +5
bonus intact).  Thus, Witches can cast high-power spells
with a better chance of success than your typical book-
reading spell-flinger.  This can come in handy when the
final showdown with a Big Bad is at hand.

Quick Casting 
Willow: Thicken.

—5.19 Tough Love

Most spells require the caster to recite a formula or
incantation out loud, or perform some type of ritual.  All
that hooha takes time.  Witches can cast some spells
almost instantly, with only a single word or phrase, or
even just a simple gesture.  This won’t work on spells that
require a very specific ritual and cannot be sped up, but
some can be cast in a few seconds (as an action in a
Turn).  Whether a spell can be quick cast is indicated in
that spell’s description.  At your Director’s option, spells
that feature a decreased Power Level due to special ingre-
dients lose that benefit when quick cast.  This not only
makes sense (can’t be futzing with demon’s blood when
whipping off spells) but it reigns in the casters a bit. 

Telekinesis 
Willow:  It’s all about emotional control.  Plus,
obviously, magic.

—3.16 Doppelgängland 

Witches can move objects with the force of their will.
This “telekinesis” does not require spellcasting, just con-
centration and some effort.  It can’t be done indefinitely,
though.  To use this power, the Witch rolls a D10 and adds
her Willpower and Sorcery levels.  Each Success Level in
the roll becomes a point of “Strength” for the telekinetic
effect.  So, if the roll results in five Success Levels, the
Witch could move an object as if she had a Strength 5—
good enough to pick up a grown man and slam him against
a wall (see p. 37).  Lifting and tossing things around
requires no additional rolls, but precise tasks (guiding a key
into a keyhole, staking a vamp) require a Perception and
Dexterity roll, or a roll using Dexterity and an appropriate
skill (staking a vamp would use Getting Medieval).  These
tasks have a -1 penalty because the Witch is manipulating
the object at a distance.  Tossing small objects at someone
also requires a Willpower and Sorcery roll, and must over-
come the target’s defense roll or score. The damage value
of such an attack is two times the Success Levels rolled.

Two or more Witches can combine their power to
move very large objects.  Witches working together roll
as above, and add their combined Success Levels to
determine the Strength of the effect. 

This power does not last long.  Each turn after the first,
another Willpower and Sorcery roll must be made, with a
cumulative -2 penalty.  So the second Turn the roll suffers
a -2 penalty; on the fifth Turn, a -8 penalty is incurred.
This penalty applies to all further uses of Telekinesis until
the Witch gets at least three hours of rest.  This ability is
good for throwing a few things around, but your character
can’t go all Carrie with it.  

Playing with
Primal Forces
Playing with
Primal Forces 165

TM

                            



CHAPTER 4166 CHAPTER 4

CREATING NEW SPELLS
Sooner or later (say in the first Episode, if not the first

game session), a budding occultist is going to want to
cast a spell that is not in the list below, and has never
been used in the TV show.  So how does a well-meaning
Director determine details like the spell’s Power Level?
Have no fear, this section gives enough information to
create a new spell in a couple of minutes.  Run through
the analysis, talking things over with the player, and
away you go. 

More detailed spell-creation rules will appear in The
Magic Box, the magic supplement for the BtVS RPG.

Power Level
Willow: I’ve got the basics down: levitation,
charms, glamours.  I just feel like I’ve
plateaued Wicca-wise.

Buffy: What’s the next level?
Willow: Transmutation, conjuring, bringing
forth something from nothing.  Gets pretty
close to the primal forces.  A little scary.

—4.4 Fear Itself

To create a spell, first figure out its Power Level.  To
do that, simply go down the checklist below, pick and
choose the appropriate elements, and you’re all set.
Well, that and a little creativity.  Nobody said this creat-
ing-spell stuff was going to be entirely brainless.  No
matter what the Power Level modifiers total, a spell has
to have a minimum Power Level 1.

The suggestions for Power Levels are just that.  Your
Director may decide to bump up a spell’s Power Level
(either at the start or later once the full effects can be seen).  

People Affected 
Willow: I’ve been charting their essences, map-
ping out . . . I think . . . If I can get close
enough, I may be able to reverse what Glory
did.  Kind of take back what she took from
Tara.  It might weaken Glory, or make her less
coherent, or make all our heads explode—I’m
still working out the details.

—5.22 The Gift

The more people (or pus-monsters . . . or bed-wetting
spirits) a spell affects, the more powerful it is.  Cursing
one person is easier than cursing all of Sunnydale.  The
same applies to summoning, transforming or infecting
spells, just to name a few. 

NNOOBBOODDYY:: The spell does not directly affect a person—
creating a light or producing a spark counts as this type,
even if, say, the spark is used to set a fire that could burn
somebody.  No modifier to Power Level.

OONNEE P PEERRSSOONN:: +1 Power Level.

22--1100 PPEEOOPPLLEE:: +2 Power Levels.

UUPP TTOO 110000 PPEEOOPPLLEE:: +3 Power Levels.

AA LLAARRGGEE PPEERRCCEENNTTAAGGEE OOFF PPEEOOPPLLEE IINN AA TTOOWWNN ((EEVVEERRYYOONNEE

DDOOWWNNTTOOWWNN,, FFOORR EEXXAAMMPPLLEE)):: +4 Power Levels.

AANN EENNTTIIRREE TTOOWWNN:: +5 Power Levels.

AANNYYTTHHIINNGG BBIIGGGGEERR:: +6 Power Levels.

LLIIMMIITTEEDD TTAARRGGEETT SSEELLEECCTTIIOONN:: The spell only affects a spe-
cific subset of people—vampires, demons of a given sub-
species, Slayers, redheads, etc.  -1 Power Level.

Effect Strength 
Tara: I mean it frightens me how powerful
you’re getting.

Willow: That’s a weird word.
Tara: “Getting”?
Willow: It frightens you?  I frighten you?
Tara: That’s so not what I meant.  I meant
impresses, impressive . . .

—5.19 Tough Love

Power Level indicates how powerful the spell is (stun-
ning, no?).  Curing someone’s hiccups is easier than
bringing the dead back to life.  Not that anyone would
want to do such a gruesome thing . . .

MMIINNOORR:: Anything that does not significantly alter or
damage the subject.  The spell may annoy or amuse, but
not kill or heal.  Examples: causing an unsightly rash;
inflicting one point of damage per Success Level; creat-
ing a small globe of light.  No modifier.

NNOOTTIICCEEAABBLLEE:: The effect is strong enough to injure peo-
ple, break things, and produce impressive lightshows.
Objects (and living beings) cannot be transformed
(either physically, mentally or spiritually), just harmed or
healed.  Examples: inflicting damage equal to the magi-
cian’s Willpower for every Success Level; shattering all
the glass or other fragile objects in a room or a small
house; starting a large fire.  +1 Power Level.

SSEEVVEERREE:: The effect can alter a person’s emotions and
senses, inflict severe injuries, and reshape (but not
transform) matter.  Beings from other dimensions can
be summoned at this level.  Examples: paralyzing a vic-
tim (reduce Dexterity by one per Success Level); inflict-
ing damage in the amount of Willpower (doubled) per
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Success Level; changing a person’s feelings (a love spell,
or turning grown people into teenagers); shattering or
molding rock or metal; creating illusions that fool at
least three senses; striking somebody blind, deaf, or
mute; summoning a demonic minion; raising a zombie.
+2 Power Levels.

MMAAJJOORR:: The spell can transform living beings, reshap-
ing their very essence and soul.  Destructive spells are
very . . . well . . . destructive to both living and inanimate
things.  A spell of this level can summon a dangerous
spirit entity.  Examples: turning a person into an animal
or demonic creature; summoning a powerful demon (not
quite Big Bad level, but lieutenant/chief henchman
types); changing the properties of a material—turning
metal as soft as mud or “hardening” air into a barrier;
inflicting damage at a rate of three times Willpower
points of damage per Success Level.  +3 Power Levels.  

AAWWEESSOOMMEE:: The spell can do incredible things, like
restore a vampire’s soul, throw lightning bolts, create
impenetrable walls of force, or summon a demon that
will eat the world.  Examples: inflicting five times
Willpower points of damage per Success Level; bringing
back the dead; summoning a Big Bad-level creature.  +5
Power Levels.

Combining effects is difficult but may be done.  Each
added effect of the same or lower power increases the
effect level by one.  For example, transforming some-
one’s body and mind (turning someone into a demon
who thinks like a demon is more powerful than turning
somebody into a demon while keeping her mind and soul
intact) accounts for two Major-level effects and suffers
an Awesome-level modifier.  Combining Awesome-level
effects is asking for trouble, if it’s even possible.  No
such spell should go off without some dire repercus-
sions, no matter what the “witchie’s” Sorcery level.
Some things, you just don’t mess with.

Duration 
Willow: It feels, and looks, like the ionizing
spell is wearing off.

—4.13 The I in Team

How long a spell lasts can be important.  Spells that
harm or destroy don’t have a duration—they cause their
damage and are done with—but most other spells have a
“shelf life.”  The longer the effects last, the more pow-
erful the spell is.  The Success Levels of the casting roll
play a role here.

MMEEAANNIINNGGLLEESSSS::  Duration is not a factor in this spell; the
effect happens and the magic is gone.  No modifier.

SSHHOORRTT::  One Turn per Success level.  -1 Power Level.

MMEEDDIIUUMM:: One minute per Success Level.  No modifier.

LLOONNGG:: One hour per Success Level.  +1 Power Levels.

VVEERRYY LLOONNGG:: One day per Success Level.  +2 Power Levels.

PPEERRMMAANNEENNTT ((OORR UUNNTTIILL DDIISSPPEELLLLEEDD OORR CCAANNCCEELLLLEEDD))::
+3 Power Levels.
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BBoolltt ooff AAppoolllloo
Alright, let’s take the spell creation rules for a

spin.  Say your character is a hotshot Witch and she
wants to find a spell that lets her blast vampires.
“Slayers have stakes. I want to have a cool ‘blast
vampires’ spell.”  Your Director says, “Not unrea-
sonable.”  Besides, she knows that you get cranky
when she says no.

Your Director decides that the spell is about as
damaging as a regular weapon, with a few extra
whistles, and should not be too unbalancing.  Your
Witch won’t be able to cast it a lot, not without
using lots of Drama Points, and it could make a
neat “signature move” for the character.

“Make an Intelligence and Occultism roll to see
how long it takes you to find the spell,” she says.
Then you and she start going down the checklist.
For people affected, you pick “one”—the spell can
affect one vamp at a time.  That gives the spell a
base Power Level 1.  On the other hand, only vam-
pires are affected, so the Limited Target Selection
modifier applies, bringing it back down to zero. 

Next you turn to Spell Effect.  It seems to be
Severe—it does a base damage Willpower doubled
(eight points in this Witch’s case) per Success
Level.  So, if the roll gives your character three
Success Levels, the spell inflicts 24 points of dam-
age to the vamp, and the spell is especially damag-
ing to vampires.  Your Director decides it acts as
fire, making the damage hard to heal.  Severe
Effects increase the Power Level by two; since an
additional feature of the same level (lasting dam-
age) is added, this raises the effect level to Major,
for a total of +3 to the Power Level.  

Duration is meaningless—the spell strikes, does
damage, and it’s over, and no Requirements apply
either, so the base Power Level plus modifiers is
three.  “The spell is called the Bolt of Apollo,” your
Director explains when you are done rolling for
research.  “When you cast it, you can throw a piece
of sunlight that will toast vampire flesh.” 
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Spell Requirements 
Jonathan: Stop touching my magic bone! 

—6.5 Life Serial

The more complex the requirements of the spell, the
lower the Power Level.  That means that some very pow-
erful spells can be cast fairly easily—as long as all the
ingredients and requirements are in place. 

NNOO SSPPEECCIIAALL RREEQQUUIIRREEMMEENNTTSS:: Just recite a few magic
words, and perhaps use some simple ingredients (can-
dles, herbs and spices, last week’s copy of TV Guide),
and you’re all set.  No modifier.

LLEENNGGTTHHYY RRIITTUUAALL:: The spell needs a ritual lasting anywhere
from half an hour to several hours.  Not even Witches can
cast the spell any faster than that.  -1 Power Level.

RRAARREE I INNGGRREEDDIIEENNTTSS:: The spell requires some hard-to-find
materials.  Examples: human sacrifice, a rare magical
artifact, a body part of a specific demon (most demons
are really uncooperative about giving up body parts),
and so on.  -2 Power Levels.

WWAAYY--RRAARREE I INNGGRREEDDIIEENNTTSS:: This requirement is not
unique, but it’s close.  There won’t be many on any given
continent, if not dimension.  Examples: the feathers from
an endangered species of bird; ancient relics found only
in museums or really good occult collections; a normal,
living girl that has dated Xander.  -3 Power Levels.

RREESSTTRRIICCTTEEDD U USSEE:: The spell can only be cast under very
specific conditions.  This limit should prevent the spell
from being cast more often than once or twice a year.  -4
Power Levels.

WWAAYY--RREESSTTRRIICCTTEEDD U USSEE:: The spell can only be used once,
or once every several years (at least five years, and maybe
centuries or millennia).  This effectively allows one chance
to cast the spell for the entire Series.  Alternatively, the
spell needs a one-of-a-kind ingredient.  Once it gets used,
the spell can never be cast again.  Use it wisely grasshop-
per, ‘cause you’ll only get to try it once.  -5 Power Levels.

SPELL LIST
We’d love to list every spell used in the seven seasons

of the BtVS TV show in this book.  Unfortunately, it
would end up competing with the Yellow Pages in thick-
ness.  We don’t want to leave you hanging though, so
here’re a half-dozen spells that can be useful in a game,
or can serve as inspiration to recreate other spells from
the series or make up new ones.  They are presented in
order of Power Level.

RREEVVOOKKEE IINNVVIITTAATTIIOONN

Willow: . . . his verbes, consenus rescissus est.
Buffy (flatly): Sorry, Angel.  I’ve changed the
locks.

—2.17 Passion

QQUUIICCKK CCAASSTT:: No

PPOOWWEERR LLEEVVEELL:: 3

RREEQQUUIIRREEMMEENNTTSS:: Moss herbs (burned during the ritual),
some holy water, crosses, and a Latin incantation
rescinding the invitation.

EEFFFFEECCTT:: Say, for one odd reason or another, you invite
a vampire into your home. This can lead to no end of
trouble.  In those cases, this spell fixes your mistake and
prevents that particular bloodsucker from darkening (or
at least moving beyond) your doorstep again.  Once suc-
cessfully cast, the vamp is again incapable of entering
your dwelling.  Of course, another invite undoes the
whole thing, and you are back at mistake one. 

TTHHEESSPPIIAA’’SS DDEEMMOONN DDEETTEECCTTIIOONN

Willow: Well this one should be really fun too.
We conjure the goddess Thespia to help us
locate demonic energy in the area.

Tara: The goddess Thespia.  Are you sure we’re
ready for that?

Willow: You and me!  This is beneath us.
—4.14 Goodbye Iowa

QQUUIICCKK CCAASSTT:: No

PPOOWWEERR LLEEVVEELL:: 4

RREEQQUUIIRREEMMEENNTTSS:: Four crystals and some string to define
a square representing the area to be searched, two cast-
ers, some sand blown into the square.

EEFFFFEECCTT:: The sand will turn different colors, indicating
different species of demons in the area.  The spell can
locate all demons in an area as large as a small town or
several city blocks.  Unfortunately, the spell has a very
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short duration, so the caster knows where the demons
are at the moment the spell is cast, not where they will
be later on.

SSPPEELLLL OOFF BBLLIINNDDNNEESSSS

Giles: Witchcraft.  Blinding your enemy to dis-
orient and disable them is . . . it’s classic!

—1.3 Witch

QQUUIICCKK CCAASSTT:: No

PPOOWWEERR LLEEVVEELL:: 5

RREEQQUUIIRREEMMEENNTTSS:: A doll with some personal effect of
the victim attached to it, and a lengthy ritual (about an
hour long).

EEFFFFEECCTT:: The victim is blinded until the spell is reversed
or dispelled.  Neat way to get back at people you don’t
like, or want to put out of commission for some reason
(it can be a really, really weak reason, depending on who
you are).

BBLLOOOODDSSTTOONNEE VVEENNGGEEAANNCCEE SSPPEELLLL

Willow: We’ve gotta get her to a hospital!
Giles: They can’t help her. This is a bloodstone
vengeance spell.

—1.3 Witch

QQUUIICCKK CCAASSTT:: No

PPOOWWEERR LLEEVVEELL:: 6

RREEQQUUIIRREEMMEENNTTSS:: A personal effect of the victim, a
lengthy ritual (about an hour’s worth).

EEFFFFEECCTT:: This spell eventually kills the victim, draining
her of one Constitution level every hour.  When
Constitution is reduced below zero, the victim dies.  At
first, the victim appears to have had a bit too much joy
juice to drink (as in a gallon or two too much).  Then
her immune system shuts down, and she becomes weak
and feverish.  If the spell is reversed before death, the
victim returns to normal in a matter of seconds.

LLIIGGHHTTNNIINNGG BBOOLLTT

Willow: I . . . owe . . . you . . . pain!
—5.19 Tough Love

QQUUIICCKK CCAASSTT:: Yes

PPOOWWEERR LLEEVVEELL:: 6

RREEQQUUIIRREEMMEENNTTSS:: Access to the book of Darkest Magick.
Half an hour’s worth of casting; for Witches or
Warlocks, a mere gesture.

EEFFFFEECCTT:: Lightning strikes the victim (who can be any-

where in line of sight of the caster), inflicting five times
Willpower points of damage per Success Level.  This
powerful spell is one of the flashier magicks available.
Unfortunately for the forces of goodness and light, it is
not easy to cast, and requires access to the book of
Darkest Magick, which can’t exactly be found at your local
Barnes & Noble, or even your typical witch’s library.

AAMMYY’’SS ““RRAATT--IIFFIICCAATTIIOONN”” SSPPEELLLL

Willow: The only real witch here is fuzzy little
Amy.

Buffy: I think you’re being too hard on yourself.
Willow: She’s got access to powers I can’t even
invoke.  I mean first she’s a perfectly normal
girl . . . (Amy turns back to human) . . . and
then “poof” she’s a rat.  (Amy turns back to a
rat) I could never do something like that.

—4.9 Something Blue

QQUUIICCKK CCAASSTT:: Yes

PPOOWWEERR LLEEVVEELL:: 7

RREEQQUUIIRREEMMEENNTTSS:: A short phrase invoking the power of
Hecate.

EEFFFFEECCTT:: The victim is transformed into a rat, with nor-
mal rat intelligence and instincts. The victim’s Life Point
pool is reduced to 1/3 normal and her behavior has to be
ratty-like (i.e., care only about finding food, mating with
other rats, and hiding from cats and exterminators).  The
spell remains in effect until reversed or dispelled.  This
effect only works on humans (including Slayers, as Buffy
found to her chagrin), not on vampires, demons and
assorted non-humans.
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Ah, Sunnydale.

This quaint California town enjoys beautiful weath-
er (except for the occasional holiday snowfall— 

well, just that one time), friendly people (during the 
day, at least), and a very, very active nightlife.
Conveniently located, accessible by ship, bus or air, 
and a mere two-hour drive from Los Angeles,
Sunnydale boasts some of the lowest property prices in 
the state and a constantly fluctuating population.
Drop by and visit, won’t you?  You might end up staying 
for the rest of your life . . . and maybe a bit longer than that.  

Much like on our favorite show (up to Season Seven at least), Sunnydale is the “default” setting of a BtVS RPG
Series (although several other options are explored in CChhaapptteerr SSeevveenn:: EEppiissooddeess,, SSeeaassoonnss,, aanndd DDrraammaa and in BtVS RPG
supplements).  There are plenty of good reasons to pick Sunnydale as the backdrop for your game: lots of cool loca-
tions, colorful locals, a strategically-located Hellmouth, and a population of vamps and demons too numerous to
shake a stick at (although why you would want to do that we can’t say).  It’s also familiar to fans of the show: when
you Director folk say “you’re at the Bronze,” the players know you are talking about the club, not the metal.  

So with no further ado (we always wanted to say that), we present an overview of Sunnydale and its (mostly) ordi-
nary citizenry.  Those looking for more should check out Welcome to Sunnydale, a BtVS RPG supplement focusing
on the town in all its glory (and horror).

CHAPTER 5
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AAff tt ee rr  DDaarrkk
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Xander: We know underground.   That's a start.
Buffy: Sure, in a town with 14 million square
miles of sewer.

Xander: Plus a lot of natural cave formations,
and a gateway to Hell.   Yeah, this does resem-
ble square one.

—3.10 Amends
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OVERVIEW
Cordelia: It's in the bad part of town.  
Buffy: Where's that? 
Cordelia: About a half a block from the good part
of town.  We don't have a whole lot of town
here.  

—1.1 Welcome to the Hellmouth

Sunnydale’s recorded history began a few centuries
ago, when a small Spanish settlement was founded there.
Perhaps taking a cue from the natives, the colonists
named the town Boca del Infierno—the Hellmouth.  At
some point, the more tourism-friendly (but less accurate)
moniker “Sunnydale” was adopted.  Despite a nasty
earthquake in 1937 (not quite as bad as the one in 1812
though), and a mortality rate several times higher than
the national average (of Colombia), the little community
has grown and prospered over the years.  

Sunnydale is chock full of interesting sites: two col-
leges, a zoo, a state-of-the-art medical facility, and no
fewer than forty-three (some say forty-four) churches of
assorted denominations—not bad for a “one Starbucks
town.”  And that’s just the stuff on the surface, the kind

of info you’ll see in tourism brochures.  Beneath lies the
world of the Hellmouth, a focal point of demonic activi-
ty whose mystical energies affect everything and every-
one in the area.  Living near a Hellmouth can be a real
experience—Sunnydale is a place where a boy in a coma
can make people’s nightmares come true, any number of
robots can pass as human, or a nerd can bring his broth-
er back to life.  Demons, vampires, and stranger critters
flock to the town like frat boys to a kegger.  It makes life
exciting—shorter, most likely, but exciting.

CONSPIRACY OF SILENCE
Chief: I need to say something to the media people.
Snyder: So?
Chief: So?  You want the usual story?  Gang
related?  PCP?

Snyder: What'd you have in mind?  The truth?
Chief: Right.  Gang related.  PCP.

—2.3 School Hard

The people of Sunnydale have been exposed, both col-
lectively and individually, to enough weirdness to fill sev-
eral seasons of The Twilight Zone.  Given the frequency
of magical curses, vampire and demon rampages, myste-
rious disappearances and strange lights in the sky, you’d
think people would get a clue that there’s something
going on.  And yet the townsfolk seem to blissfully
ignore the existence of the supernatural.  Most residents
simply try to get along and pursue happiness in the best
middle-class American tradition.  When the family next
door disappears without any notice or explanation, peo-
ple don’t talk about it much.  Students get used to hav-
ing classmates drop out (or drop dead) on an almost
weekly basis.  Things happen, but unless they happen to
someone directly, they’re usually ignored.

A lot of it can be blamed on the “rational” mindset—
vampires, ghosts, and ghouls don’t exist, so if you are
the first to start babbling about them, you’ll get carted
off by the smiling guys in white to a nice padded room.
It’s really hard to start the water-cooler talk with “Say,
did you see Dan running around last night, three days
after his funeral?”  Instead, people try to come up with
reasonable explanations—drug-related crimes, teenage
vandalism, or plain bad luck—instead of murdering
demons or predatory vamps.  It sounds better, doesn’t
depress real estate values as much, and is much easier
to accept when gossiping in the kitchen.

Sunnydale
After Dark
Sunnydale
After Dark
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OOff SSuunnnnyyddaallee aanndd SSiinnkkhhoolleess
Fans of the BtVS series (and aren’t we all) are

well aware that Season Seven left the ‘berg in seri-
ously sorry shape.  Technically, when you speak of
Sunnydale at present, you mostly talk in the past
tense.  Still, as locales for setting your Buffy RPG
sessions go, a sinkhole is pretty pathetic.  “It’s a
big hole; what do you do?” just isn’t going to be
fun for long.  

Since seven years of stories took place in a
vibrant, very-much-intact Sunnydale (except for
that whole High School explosion thing, and even
that building “got better” before the end), we’re
going to discuss Sunnydale as if it “is” rather than
“was.”  We’ll use present tense when covering the
people, places, and things.  This is sure to please
those who have set their games before the end of
Season Seven.  If you plan on playing a post-
Season Seven Buffy RPG game, think of all this as
deep background and not-so-ancient history.  And
c’mon, tell me you weren’t planning an appear-
ance from those we’ve come to love from the dear-
ly departed Valley of the Sun (perhaps even some-
one who is already dead).
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But there’s more than that.  A lot of people—cops,
firemen, ER doctors—just see too much weirdness to
write it off.  And most of them just lie their butts off to
the public.  For the better part of a century, the town
was governed by Mayor Richard Wilkins (I, II and III),
who helped cover up most of the supernatural occur-
rences as part of his dealings with the dark powers.
Taking his lead, most public officials learned to look
the other way when it came to the strange and unusu-
al, or come up with plausible (if increasingly lame)
explanations for them.  

The Mayor is no longer with us—a small matter involv-
ing a big bomb and Sunnydale High School—but his
legacy lives on.  The local government knows a lot more
about what goes on in Sunnydale, but it hushes things up.
The Feds go right along with the official ignorance; yet
they are particularly knowledgeable given the Initiative’s
former presence.  Even so, it wouldn’t do to admit that
when it comes to Sunnydale, even Uncle Sam can’t guar-
antee the safety of its citizens.  

And so it goes.  To be sure, plenty of people pack up
and move as soon as they realize the downside of
Sunnydale, but there’s always someone else ready to take
their place.  The cost of living in the town is so low that
newcomers are continually tempted to move there, usu-
ally to a house being sold by the estate of the previous
owner, whose demise was both untimely and mysterious.

PLACES TO GO
Dracula: You're known throughout the world.
Buffy: Nah.  Really?
Dracula: Why else would I come here—for the
sun?

—5.1 Buffy vs. Dracula

So what is there to do in Sunnydale?  While not exact-
ly a bustling metropolis (despite having its own super-
hero), Sunnydale has a lot of places of interest for the
bored, adventurous, or suicidal.  Pretty much anything
you need can be found within the town boundaries.

Sunnydale High 
Buffy: My sister’s about to go to the same school
that tried to kill me for three years.  I can’t
afford private school, I can’t change districts,
and I can’t begin to prepare her for what could
come out there.  So, peachy with a side of keen,
that would be me.

—7.1 Lessons

High school can be an ordeal in any city or town.  In
Sunnydale, just surviving was a major accomplishment.
Students seemed to die a lot at good old Sunnydale High,
home of the Razorbacks.  Things didn’t get much better
when the new school was built.  Some of it was the usual
teenage stupidity stuff—alcohol, drugs, driving while on
alcohol and drugs, and so on.  But most of it was a bit
more unnatural.  

Many supernatural critters saw the school as a buffet
table, full of tasty treats to nibble on.  Due to an unfor-
tunate coincidence (or an unfortunate planned event),
Sunnydale High was built right on top of the
Hellmouth.  At the old school, the nexus was directly
under the library (Giles’ stomping ground); at the new
school, the principal’s office was Ground Zero.  But the
Hellmouth’s influence permeated the place.  That made
life more than a little hard for the students—not only
did they have to contend with classes and monsters,
but they were exposed to the supernatural energies of
the Hellmouth on a daily basis.  As a result, the school
had an unusual number of people with strange abili-
ties, magical curses, or other paranormal problems.
Being a teenager brings a whole slew of problems.
Being a teenager in Sunnydale plain sucked.

The problems were not limited to students either.  The
school lost several principals over the years, further dis-
rupting the kids’ education.  Faculty members also
seemed to have trouble sticking around (or, more accu-
rately, staying alive).  SHS had a lot of lovely facilities,
though—football fields, basketball courts, a nice audito-
rium (used annually for the Talent Show), Olympic-sized
pool, and a well-stocked lab (although a lot of ingredi-
ents seemed to run out unusually fast).  When Giles was
the librarian, Sunnydale High had probably the most
comprehensive occult collection this side of the Atlantic.
The cafeteria food wasn’t the best, but it was only laced
with rat poison the one time, and nobody actually died.

At the end of Season Three, the old school was blown
to bits in a freak explosion (well . . . “freak” to the
authorities and town folks anyway).  The bombed out
shell remained for more than three years, the
Hellmouth’s energies bubbling away keeping the trouble-
o-meter factor at or near the red line.  In between Season
Six and Season Seven, a new school was constructed
(with large contributions from the newly establishment
Xander Harris).  While not as rampant as in the old
school, supernatural occurrences remained the order of
the day.  Buffy’s appointment as a counselor controlled
things a bit, but it couldn’t keep the new school  from
being the epicenter of the new Sunnydale sinkhole. 

CHAPTER 5
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Going to College 
Aimee Mann: Man, I hate playing vampire
towns.

—7.8 Sleeper

After high school, many lucky survivors get to escape
Sunnydale and head off to college somewhere safer . . . like
Chad.  Higher education is possible without ever leaving
town, however.  Sadder still, most of the students at the
local colleges are from other parts of the nation and the
world, and they have no idea what they are getting into.
Freshman year is just murder on the students.  Seriously.

University of California—Sunnydale 
Buffy (somewhat appalled): Please tell me you're
going somewhere with this.

Willow: Nope. (Shows Buffy a letter.) I'm not
going anywhere.

Buffy: U.C. Sunnydale?
Willow: I will be matriculating with the class of 
2003.

Buffy: Are you serious?
Willow: Say, isn't that where you're going? 

—3.19 Choices

UCSD is an accredited university with a full selection of
courses, a large student body, and its own secret govern-
ment organization hidden beneath a frat house.  It’s a
great place to learn, to party, and to have a chance
encounter with some Hellmouth-spawned evil or another.

The university hosts a number of sororities and frater-
nities (but no Delta Zeta Kappas, apparently).  UCSD isn’t
much of a party school, although the residents of Porter
Dorm certainly treat it as one.  There’re plenty of places
to do some serious studying and research, including the
Science Center and the Sunnydale Cultural Partnership
Center.  The main library is gigantic, although its occult
section lacks the breadth and depth of Giles’ collection.

For fun, students can visit Brookside Park (although
there are strange things lurking between the trees some-
times), drop by several local bars, or have their caffeine
fix at the Grotto coffee house.  There is a college pub
where the over-21 crowd can indulge in a little beer,
although it’s a good idea to stay away from Black
Frost—that stuff will turn you into a Neanderthal.  

All in all, it’s not a terrible place to get a degree and
discover your true self—as long as your roommate isn’t
a demon, or you don’t turn out to be “catch of the day”
for some critter or another.

Crestwood College
This small but exclusive institution isn’t a party school,

not really; more like a “secret society that practices human
sacrifice” school.  To be fair, only one fraternity, the now-
disbanded Delta Zeta Kappa chapter, was involved in the
human sacrifice bit . . . as far as we know, that is.
Crestwood wasn’t featured much in later seasons of the
show, which can provide you devious Directors with a
fresh sub-setting within Sunnydale.  No way those colle-
gians avoided supernatural mishap; wouldn’t be Sunnydale
if they did.
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Party Time 
Xander: I'm not worried.  If there's something
bad out there we'll find, you'll slay, we'll party!

—1.10 Nightmares

You can’t be out slaying every night (well, you could,
but then you’d be a dull person with no life).  When the
younger residents of Sunnydale need to take a break
from reality, there are a few places to go and have some
nice clean fun (or even some sorta dirty fun).  

The Bronze 
Willow: I can't believe you've never been here.  The
Bronze is the coolest place in Sunnydale.  Of-of
course, there's not a lot of competition.  I think
the vending machine at Burgin's came in second.

—4.16 Who Are You?

The place to be if you’re cool, the Bronze features live
music from such bands as Dingoes Ate My Baby and Shy
(both disbanded a couple years back after losing impor-
tant members).  This is where you go to dance, listen to
some cutting-edge music, and be held hostage by
marauding vampires planning a massacre.  The Bronze is
not in the nicest part of Sunnydale, and prostitutes,
vagrants, and vampires are common encounters late at
night (although the vampires eat the vagrants and the
prostitutes, keeping their numbers down).  Folks on their
way home from the Bronze should walk briskly, pay
attention to their surroundings, and get ready to run.

The Fish Tank 
Willow: Sheila's a no-show?  She goes to this really
rank bar.  The Fish Tank?  Sometimes they have
raids and other stuff that can make you tardy.

—2.3 School Hard

This supposedly adults-only dive is the kind of place
rough-and-ready bikers and their hangers-on—and the
occasional slumming vampire—gather.  Definitely not a
nice crowd here, with a lot of shady deals, nasty fights,
and assorted mayhem (mostly non-supernatural) happen-
ing on a regular basis.  Still, not everyone in Sunnydale
is a student, professional or vampire (despite appear-
ances to the contrary) and those folks get thirsty now and
again as well.

Sunset Club 
This very exclusive club catered to vampire groupies—

kids who had read way too much Anne Rice and thought
vamps were just the kewlest thing this side of black lipstick.
Most of the Sunset Club learned the error of their ways, and
barely avoided being vampire crudités (thanks to the efforts
of our fave girl-with-stake).  Still, it’s likely some are still
putting on the pale makeup and dark clothing, and acting
all tragically hip and stuff.  Most vamps find the whole thing
mildly amusing, and refuse to turn the groupies into vam-
pires, no matter how much they beg.

Willy’s Place 
Spike: Double shot of O neg, 'keep.  An' make it the
good stuff, I don't want no freakin' orangutan.

Willy: Got ya. 
—4.14 Goodbye Iowa

This seedy establishment (okay, Willy got a deep fryer
and cleaned the place up a bit, but it’s still seedy) caters
to vampires and demons (and a few humans who don’t
mind the company).  For the most part, violence is kept
to a minimum, but when it gets violent, it gets really vio-
lent.  Not a nice place to visit, even if Willy can be very
informative when properly motivated (that doesn't’ have
to mean a sound thrashing; Willy responds to other
means of encouragement).

The Magic Box
Giles: Think about it.  Sunnydale.  Monsters. 
Supply and demand.  They'll be lining up
around the block in no time.

Buffy: Yeah, you'll be making money hand over
fist. (Holds hand over fist.) Which I guess is a
good thing . . .

—5.5 No Place Like Home
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Sunnydale's premier shop of all things mystical, new
agey, and downright weird is conveniently located on
Main Street near the Espresso Pump.  Life expectancy for
owners of magic shops in Sunnydale was not something
to bet the farm on (more mysterious cases of neck rup-
ture) until Giles took over the Magic Box from the late
Mr. Bogarty.  He brought on Anya as an employee after
she joined the Slayerettes. Given the Watcher's and ex-
demon's experience and sources, Magic Box patrons cer-
tainly enjoy a knowledgeable sales staff, even if their cus-
tomer service is a bit . . . unusual?  This knowledge
should be sufficient to keep the really dangerous stuff
out of the wrong hands—as long as the person who rings
up the sale is paying attention.

Medical Facilities
Xander: Yeah.  It's at the hospital, it's a wing. 
We do morgue time in the Scooby gang.

—5.16 The Body

Sunnydale General Hospital has one of the best trauma
units in America—their ER specialists have the sort of
experience one normally finds in war zones or the most
crime-ridden areas of the country.  Bad news for the
community.  Good news for any injured do-gooders—as
long as they’re more or less in one piece when they’re
brought in, there’s a very good chance they’ll make it.
The biggest problem the hospital has is all those morgue
break-ins and corpse disappearances.  Well, in most
cases they are actually breakouts, but try telling the hos-
pital staff, or the cops, that.

The Cemeteries
There are a dozen or more cemeteries within the

Sunnydale town limits, and every single one of them has
to be patrolled on a regular basis.  Those are the places
to go to stake new vamps while they are still getting used
to the whole undead schtick.  For some reason, demons

also like congregating there (maybe the thought of all
those dead humans comforts them).  Your typical oblig-
atory vamp fight takes place in a graveyard; be careful
about tripping on headstones.  

Going Underground
Buffy: Vampires really jam on sewer systems. 
You can get anywhere in the entire town with-
out catching any rays.

—1.2 The Harvest

Between the sewers, the electrical tunnels, and the natu-
ral cave systems there is almost as much real estate beneath
Sunnydale as above it, and a lot of people (well, mostly crit-
ters) take advantage of it.  Vampire gangs, monstrous
demon things and wannabe CHUDS regularly lair there.
For vamps, underground passages are ideal—no sun to
worry about.  Hunters venturing into the underground have
to worry about darkness (better bring a lot of flashlights),
the stench (none too pleasant), and ambushes, especially if
the vamps know the terrain better than the heroes.  

THE INITIATIVE 
Mr. Ward: It was an experiment.  The Initiative
represented the government's interest in not only
. . . controlling the otherworldly menace but in
harnessing its power for our own military pur-
poses. (a beat) The considered opinion of this
counsel is that the experiment. . . has failed.

—4.21 Primeval

The US government is far from clueless on the mysti-
cal front.  It has known for some time (how long nobody
knows, although maybe, just maybe, the truth is out
there) that paranormal creatures (or “sub-terrestrials”)
exist, and something needs to be done about them.  A
few years back, the Initiative was founded to do just that.
This top-secret group was assembled to confront super-
natural beings, capture or kill them, and study them to
find new and better ways to deal with them.  Its head-
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quarters, not surprisingly, was in Sunnydale, under
Lowell House, a frat house at UCSD where the Initiative
commando squads lived.

A huge underground complex housed the rest of the
Initiative—mostly scientists and researchers, as well as a
small garrison of soldiers.  It also had cells that could
hold dozens of demons, vamps and other Hostile Sub-
Terrestrials (HSTs for short).  It was pretty cool, in a
“James Bond/Tom Clancy meets The Addams Family”
sort of way.

Naturally, someone had to upset the applecart.  In this
case, it was Dr. Maggie Walsh, psych professor by the
day, mad scientist at night.  While attempting to create a
super-soldier (and when has that ever worked out for the
best?), Dr. Walsh built a hybrid of human, demon and
machine—Adam.  Adam killed his “mommy” and set up
a chain of events that ended with the deaths of a bunch
of Initiative people.  The government shut down the
Sunnydale facility, covered things up, and moved on.

The Initiative is not gone, however.  A new Initiative
(although it may not necessarily be called that) has risen
in its place.  It doesn’t care about studying monsters,
though; it just kills them.  When last seen, the organiza-
tion was hunting down demons in assorted parts of
Central and South America in a covert and particularly
nasty war.  But the true story (or at least your version of
it) won’t be fully revealed until you pick up the Military
Monster Squad, the BtVS RPG Initiative sourcebook.

ALL THIS, AND A
HELLMOUTH TOO
Jenny: We've got vampires?  I thought the 
Hellmouth was closed.

Giles: Well, it's-it's closed, but not gone.   The
mystical energy that emanates from it is still
concentrated in this area.

Xander: Which means we're still the undead's
favorite party town.

—2.1 When She Was Bad

The bane of Sunnydale, a constant danger to the world
as we know it, and everyone’s favorite plot device, the
Hellmouth is what makes Sunnydale a festering sore on
the face of reality.  This link to the demon dimensions acts
as a magnet for evil and weirdness.  And that’s when it’s
dormant and mostly inactive.  If the Hellmouth opens for
real, all the demons that were banished from our world
will pour back in.  The end result would be much like the
apocalypse, except a little heavier on the pain and suffer-
ing bit.  Every attempt to open the Hellmouth has been
foiled by the Scooby Gang, but the bad guys only need to
win once, and then it’s all over but the screaming.

That cheery thought aside, the Hellmouth is as good
an explanation as any for the huge concentration of
vampires and demons in Sunnydale, the outbreaks of
magic and psychic activity, the ability of certain folks to
routinely build humanoid robots and super-weapons,
and the surprising lack of ugly people in Sunnydale
(they probably become invisible when nobody pays
attention to them).

Lairs
Boone: This is my place.
Adam: Your place.  Yes.  The sewers.  You hide
from them, crawl about in their filth, scaveng-
ing like rats.  What do you fear?

—4.16 Who Are You?

For those really in need of adventure, or perhaps those
looking to take on the mantle of Big Bad, the darker side
of Sunnydale sports several nice lairs.  Many of these
spots—the Master’s sunken church, the Anointed One’s
abandoned factory, the Crawford Street mansion,
Sunday’s Psi Theta house, Adam’s secret area behind 314,
Doc’s cozy little downtown apartment, Glory’s tower, the
Nerd’s lairs, Spike’s crypt, the Shadow Valley Vineyard,
and more—are no longer being used by their former
inhabitants.  We’re sure the realtor would be happy to
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consider any rental application, particularly one with sev-
eral months payment up front.

PEOPLE TO SEE
Sunnydale is home to several thousand hard-working

Americans, and a smaller number of hard-working mon-
sters.  Here’s a little Who’s Who of Sunnydale, from your
average man or woman in the street to Guest Star char-
acters from the show.  Their game stats (in case our
heroes need to outwit or simply beat the living crap out
of them) are also listed.

The Student Body
Sunnydale High has a diverse and colorful group of

students, bound by a common desire to survive until
graduation.  Everyone, from the most nerdly to the most
likely to succeed, knows that she could be next in the
ever-increasing SHS Body Count.  Somehow, they all
manage to carry on and do the normal things high-
schoolers do—skip class, play Frisbee, get in trouble,
have some fun.

Typical Sunnydale High or 
UC Sunnydale Student 
Snyder: There are no dead students here.  This
week.

—1.11 Out of Mind, Out of Sight

This is your basic extra on school grounds or UCSD’s
campus.  While for the most part these students end up
as demon fodder, they can come into play in other ways,
like interacting with the characters (your basic dates,
friendly acquaintances, and the like).

Amy Madison
Cordelia: Hey, I'm really sorry you guys got bumped
back to alternate.  Hold it, wait . . . No I'm not!

Amy: Well, I know that I'll miss the intellectual
thrill of spelling out words with my arms.

—1.3 Witch

Amy’s had a screwy home life.  Her mother Catherine,
a legendary cheerleading champion in her youth, was—
in technical terms—a crazy witch from hell.  After har-
rying Amy’s father out of the house, Catherine used the
dark arts to switch bodies with her daughter so she could
relive her glory days as head cheerleader.  The Scoobies’
intervened and Catherine ended up trapped in her old
cheerleading trophy (current whereabouts unknown),
and Amy was back to some kind of normal.

Amy’s mystical powers have gotten her in trouble—a love
spell gave Xander more action than he wanted, an escape
attempt left her a rat for many years, and “party time” with
Willow was a long way from clean, healthy fun.  Amy’s
Quick Sheet covers her until her rat days.  During Season
Six, add two levels of Sorcery and a Magic Addiction.  

Harmony Kendall 
Harmony: What a total disaster.  My first plan!
I so wanted it to go well.  Plus, I didn't even
get to kill stupid Xander Harris!  God, that
was so embarrassing. 

—5.2 The Real Me

Harmony was one of Cordelia’s groupies, and was a
particularly empty-headed example of the species.
Shallow and ditsy, her moment of glory came when she
joined several other seniors at SHS and made her stand
against the Mayor and his minions.  Harmony’s stats up

TM

NNaammee:: Joe School
MMoottiivvaattiioonn:: Survive, sex, drugs and rock and roll, be popular
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 2, Con 2, Int 2, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 8, Brains 10
LLiiffee PPooiinnttss:: 26
DDrraammaa PPooiinnttss:: 0-1
SSppeecciiaall AAbbiilliittiieess:: —

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 8 — Defense action
Punch 8 4 Bash
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NNaammee:: Amy Madison
MMoottiivvaattiioonn:: Nibble on some cheese, develop her Witch 

powers (as a human)
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 2, Con 3, Int 3, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 8, Brains 12
LLiiffee PPooiinnttss:: 39
DDrraammaa PPooiinnttss:: 2
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +2; Hard to Kill 3; Sorcery 3 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 11 — Full defense action
Magic 15 Varies By spell

Telekinesis 11 2 x Successes Bash or Slash/stab

NNaammee:: Harmony Kendall
MMoottiivvaattiioonn:: Be a great-looking corpse
CCrriitttteerr TTyyppee:: Vampire 
AAttttrriibbuutteess:: Str 4, Dex 5, Con 4, Int 1, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 14, Combat 13, Brains 9
LLiiffee PPooiinnttss:: 48
DDrraammaa PPooiinnttss:: 5
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +2; Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 15 16 Must Grapple first; 

no defense action
Dodge 13 — Defense action
Grapple 15 — Resisted by Dodge
Kick 12 12 Bash
Punch 13 11 Bash

NNaammee:: Jonathan Levinson
MMoottiivvaattiioonn:: Get some respect, be happy
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 1, Dex 2, Con 2, Int 3, Per 3, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 8, Combat 8, Brains 11 
LLiiffee PPooiinnttss:: 22
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: +1 to Brains for Knowledge rolls;
Sorcery 1 (untrained)

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 8 — Defense action
Punch 8 2 Bash
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to that point can be derived by removing the Vampire
Quality and its bonuses from her Quick Sheet.

At the end of Season Three, Harm ended up being
munched on by a vampire.  Reborn as an undead, she’s
had several misadventures, but managed to avoid dust-
ing.  She was last seen in L.A., working at a law firm.

Jonathan Levinson
Xander: So we're saying he did a spell just to
make us think he was cool?

Giles: Yes.
Xander: That is so cool! 

—4.17 Superstar

Life wasn’t good to Jonathan—he was short, unpopu-
lar, and a nerd.  Even so, he managed to survive a num-
ber of encounters with the supernatural, had Buffy save
him from committing suicide, and even enjoyed a brief
stint as the star of the show (courtesy of some bad mojo).
During the school prom, he bestowed upon Buffy the title
of Class Protector (and a cute gold umbrella), and he
fought beside the Slayer and crew when the Mayor went
Godzilla in the middle of his speech.  

In Season Six, he joined the Nerd Herd and engaged in
a number of questionable (at best) and evil (more like)
activities.  After quick trip to Mexico and a change of
heart, he returned to Sunnydale to make amends, only to
die at the hands of his best friend Andrew.  

As a Superstar, Jonathan needs no stats—he can do it
all.  For Season Six and Seven, increase his Combat Score
by one, his bonus to Knowledge and Occult rolls by two,
and his Sorcery by two.

Andrew Wells
Andrew: It’s not fair.  Spike just killed people and he
gets to go.

Buffy: Spike didn’t have free will.  You did.
Andrew: Oh, I hate my free will.

—7.11 Potential

Andrew Wells was pathetic in high school; his only
claim to fame being his brother’s summoning of some
hellhounds.  He eventually hooked up with Warren Mears
and Jonathan Levinson to form the Geek Squad.  That
went swimmingly.

Controlled by the First, Andrew offed his best friend
but fell in with the Scoobies once he broke free.  While
continuing the pathetic-ness, he also added much funny
to Season Seven.  When last seen, he was reforming the
Watchers with Giles.  Who knows, he just might amount
to something after all.

The Faculty
Snyder: My predecessor, Mr. Flutie, may have gone
in for all that touchy-feely relating nonsense, but
he was eaten. You're in MY world now. And
Sunnydale has touched and felt for the last time. 

—1.9 The Puppet Show

Teachers and school administrators in Sunnydale have
a few things in common.  Besides being dedicated edu-
cators, they tend to have tragically short life spans.
Teachers and principals often hinder the Cast Members,
keeping them after school, being suspicious about them
nosing around where they do not belong, and otherwise
being a nuisance that the heroes cannot beat up.  A few
have been helpful . . . just before they were eaten.  

TM

NNaammee:: Andrew Wells
MMoottiivvaattiioonn:: Survive, crack jokes, be pathetic, be accepted 
by the cool kids.
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 2, Con 3, Int 4, Per 2, Will 1
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 8, Brains 14
LLiiffee PPooiinnttss:: 30
DDrraammaa PPooiinnttss:: 5
SSppeecciiaall AAbbiilliittiieess:: Misfit, Sorcery 1

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 11 — Full defense action
Spell 12 Varies By spell

                                                                    



CHAPTER 5180 CHAPTER 5

TM

NNaammee:: Principal Robin Wood
MMoottiivvaattiioonn:: Help kids, avenge his mom
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 4, Dex 4, Con 4, Int 4, Per 4, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 14, Combat 17, Brains 14
LLiiffee PPooiinnttss:: 51
DDrraammaa PPooiinnttss:: 10
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +4, Fast Reaction Time, 
Hard to Kill 3, Natural Toughness, Nerves of Steel

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 17 — Defense action
Kick 16 14 Bash
Punch 17 12 Bash
Stake 17 12 Slash/stab
(Through Heart) x5 vs vamps

NNaammee:: Principal Bob Flutie
MMoottiivvaattiioonn:: I’m okay, you’re okay
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 2, Con 2, Int 3, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 8, Brains 13
LLiiffee PPooiinnttss:: 26
DDrraammaa PPooiinnttss:: 0
SSppeecciiaall AAbbiilliittiieess:: —

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 8 — Defense action
Punch 8 4 Bash

NNaammee:: Principal Snyder
MMoottiivvaattiioonn:: Control teenage behavior, suppress fun 
and joy everywhere 
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 1, Dex 2, Con 2, Int 3, Per 3, Will 4
AAbbiilliittyy SSccoorreess:: Muscle 8, Combat 8, Brains 13
LLiiffee PPooiinnttss:: 22
DDrraammaa PPooiinnttss:: 0
SSppeecciiaall AAbbiilliittiieess:: —

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 8 — Defense action
Punch 8 4 Bash
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Principal Flutie 
Flutie: I’m always here if you need a hug—but
not a real hug, because there’s no touching in
this school.  We’re sensitive to wrong touching.

—1.4 Teacher’s Pet

Bob Flutie was a fairly nice guy—he cared, not too lit-
tle and not too much, but just enough.  When troubled
student Buffy Summers arrived in Sunnydale, he tried to
help her out.  After a while, he decided she was just too
weird to help.  Shortly thereafter, he was killed and eaten
by a pack of hyena-spirit-possessed students (maybe
there’s a lesson there).  Flutie’s passing was lamented by
the entire school, especially after his replacement,
Principal Snyder, made his appearance.

Jenny Calendar
Jenny: I'm sorry.  I thought . . . 
Enyos: What?  That you are Jenny Calendar
now?  You are still Janna, of the Kalderash
people.  A gypsy.

—2.13 Surprise

Jenny Calendar was the young and attractive computer
science teacher at Sunnydale High.  She was full of dark
secrets, however.  First, she revealed herself as a techno-
pagan, and helped Buffy and the Slayerettes on a number
of occasions.  She and Giles soon developed a budding
romantic relationship.  Unfortunately, there was more to
Jenny than that; she was eventually revealed to be a Gypsy
(née: Janna Kalderash)—from the same clan that put the
curse on Angel—sent to Sunnydale to keep an eye on
him.  When Angel became Angelus, Jenny tried to
research a ritual that would restore his soul.  She suc-
ceeded, but Angelus murdered her before she could share
her discovery with the gang.

Principal Snyder
Snyder: There are things I will not tolerate: students
loitering on campus after school, horrible murders
with hearts being removed.  And also smoking.

—1.9 The Puppet Show

The antithesis of Flutie, Snyder was an angry, bitter,
and hateful little man.  Not only did he hate the students
in his charge and try to ruin Buffy’s life by expelling her,
he was also a willing participant in the Mayor’s cover-up
of the horrible truth about Sunnydale.  Although he did
not fully know the Mayor’s plans, Snyder supported him
wholeheartedly, figuring he would help bring order to
the world.  At graduation, the Snake Demon Mayor
repaid Snyder’s loyalty by making him his first snack of
the day.

Principal Wood
Faith: Guy looks at me, let’s just say his priori-
ties change.

Wood: ‘Cause you’re so hot?
Faith: Is what it is, yo.
Wood: Please.  I’m MUCH prettier than you. 

—7.22 Chosen

Principal Wood was clearly the prettiest of the
Sunnydale High School administrators.  He was also the
best fighter, the wittiest, and the only one we know of
that survived his term at the school.  The son of a Slayer
(one killed by Spike), he arrived in Sunnydale looking for
revenge and part of the Slayer action.  The gang con-
vinced him to leave Spike be, and was mighty glad to
have him fighting on their side when the ubervamps
attacked.  Last we saw, he wasn’t looking too good, but
he was alive.

TM

NNaammee:: Jenny Calendar a.k.a. Janna Kalderash
MMoottiivvaattiioonn:: Uphold family tradition, have fun
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 3, Con 2, Int 4, Per 3, Will 4
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 10, Brains 14
LLiiffee PPooiinnttss:: 26
DDrraammaa PPooiinnttss:: 4
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +3; +2 to Brains for 

Occultism rolls
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 10 — Defense action
Punch 10 5 Bash
Magic 16 - Effects by spell
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Greater Sunnydale
Sunnydale is far more than just schools and their atten-

dees, of course.  Described below are several other
denizens of Sunnydale.

Joyce Summers
Joyce: Have we met?
Spike: Um . . . you hit me with an ax one time.
Remember?  Uh, “get the hell away from my
daughter.”

Joyce: Oh. 
—2.22  Becoming - Part Two 

Buffy’s mother was a constant fixture in the Slayer’s
life, a source of strength and love until her tragic (and
utterly non-supernatural) death during Season Five.  Mrs.
Summers worked at a gallery and did the best job she
could as the single mother of a Slayer.  

Cops! In Sunnydale 
Snyder: In case you haven't noticed, the police of 
Sunnydale are deeply stupid.

—2.22 Becoming - Part Two

Sunnydale’s finest are faced with an impossible job.
Cops who rush to answer calls for help and insert them-
selves forcibly into ongoing combat don’t live too long,
so your typical Sunnydale officer takes her own sweet
time responding to a 911 call.  They do try their best to
serve and protect, but they end up arresting the wrong
people more often than not.    

Riley and Initiative Commandos 
Riley: Yeah, I know I can't, but it bugs me this
time.

Forrest: This is the burden we bear, brother.  We
have a gig that would inevitably cause any girl
living to think we are cool upon cool.  Yet we
must Clark Kent our way through the dating
scene never to use our unfair advantage.

—4.10 Hush

Before the Initiative was shut down, these masked fig-
ures in camo uniforms prowled the campus at UCSD,
hunting down assorted “sub-terrestrials.”  The troopers
are more dangerous as a group, because they are trained
to work as a unit.  

Riley was their leader, the storybook handsome, square-
jawed military hero.  He and Buffy quickly become an
item.  The mad scientist experiments, demon-human
hybrids, super-serum drugged soldiers, and Adam’s plans
of conquest certainly put a strain on things, but they
weathered it just fine.  In truth, it was later, when Riley
felt out-matched and un-included that the relationship
deteriorated.  A vampire-bite addiction and a too-little,
too-late Slayer-forgiveness later, Riley was heading out of
town to join whatever it was that the Initiative had
become.  Riley eventually married the beauteous com-
mando Sam and, as far as we know, continues his adven-
tures.  More on that in the Initiative sourcebook, Military
Monster Squad.

CHAPTER 5
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NNaammee:: Joyce Summers
MMoottiivvaattiioonn:: Be a good person and mother
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 2, Con 1, Int 3, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 10, Brains 13
LLiiffee PPooiinnttss:: 22
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: —

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Axe 20 20 Slash/stab; 

uses Heroic Feat (1 Drama Point); two-handed
Dodge 10 — Defense action
Punch 10 5 Bash
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NNaammee:: Agent Toughguy
MMoottiivvaattiioonn:: Fight the HST threat
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 4, Dex 4, Con 3, Int 2, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 14, Combat 15, Brains 10
LLiiffee PPooiinnttss:: 44
DDrraammaa PPooiinnttss:: 1-3
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 2 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 15 — Defense action
Kick 14 13 Bash
Punch 15 12 Bash
Taser Rifle 15 9 Bash; Knockout

NNaammee:: Sunnydale Police Officer
MMoottiivvaattiioonn:: Serve and protect, “Just the facts, ma’am.”
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 3, Dex 2, Con 3, Int 2, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 12, Combat 12, Brains 10
LLiiffee PPooiinnttss:: 34
DDrraammaa PPooiinnttss:: 0-2
SSppeecciiaall AAbbiilliittiieess:: —

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Baton 12 11 Bash
Dodge 12 — Defense action
Pistol 12 14
Punch 12 8 Bash
Shotgun 12 22 Bullet

NNaammee:: Riley Finn
MMoottiivvaattiioonn:: Fight a good fight, love a good woman
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 5, Dex 5, Con 4, Int 3, Per 3, Will 4
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 17, Brains 13
LLiiffee PPooiinnttss:: 61
DDrraammaa PPooiinnttss:: 10
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +2, Fast Reaction Time,
Hard to Kill 5, Love, Natural Toughness, Nerves of Steel

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 17 — Defense action
Kick 16 16 Bash
Punch 17 14 Bash
Stake 17 14 Slash/stab
(Through Heart) x5 vs vamps

Taser Rifle 17 10 Bash; knockout 
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Vampires.  
Demons.
Zombies.

Invisible teenage girls
and talking puppets.

Oh my.

The Buffyverse is teeming with a medley of creepy crawlers and fearsome fiends.  They stalk an unsuspecting
humanity and kill with impunity—or would, if the Slayer and the Scooby Gang weren’t around to stop them.

From the vampire hordes that haunt Sunnydale’s nightlife to bizarre creations of science run amok, just about any
entity from mythology, novels or the movies can find a place in Buffy’s world.  

This chapter describes some of the major supernatural beings of the Buffyverse and presents a rogues’ gallery of
Big Bads from all seven seasons of the show.  We are addressing you Director folks in this chapter; players should
not be peeking here.  Each section provides an overview of a monster type, its game stats, and some plot and sub-
plot ideas for use in your Series.

CHAPTER 6
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The First Evil: I am something that you can't
even conceive.  The First Evil.  Beyond sin,
beyond death.  I am the thing the darkness
fears.  You'll never see me, but I am everywhere.
Every being, every thought, every drop of hate.

Buffy: Alright, I get it.  You're evil.  Do we
have to chat about it all day?

—3.10 Amends
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CREATING NEW MONSTERS
AND RECYCLING OLD ONES
Anya: Sobekites were reptile worshippers.
Xander: Just once I would like to run into a cult
of bunny worshippers.

Anya: Great.  Thank you very much for those
nightmares!

—5.8 Shadow

Most of the critters below have already appeared in the
original show.  While bringing back the “classics” can be
fun, it’s best to add new monsters and dangers in your
Episodes too.  Let’s face it, if BtVS was “all vampires all
the time,” it would have gotten stale a long time ago.
One of the great things about the TV show is that you
never quite know who (or what) is going to pop up next.
Here we provide a few ideas and advice on creating new
threats to delight and horrify your Cast.

Monster Concepts
Olivia: All the time you used to talk to me about
witchcraft and darkness and the like—I just
thought you were being pretentious.

Giles: Oh I was.  I was also right.
Olivia: So everything you told me was true.
Giles: Well no, um, I wasn't actually one of the
original members  of Pink Floyd.  But the mon-
ster stuff, yes.

—4.10 Hush

In the show, monsters are often more than simple killing
machines that need to be put down like mad dogs
(although there’re plenty of those, too).  Before jotting
down stats and numbers, it’s a good idea to think about the
concept behind the monster.  What role will the critter play
in the Episode?  Does the monster have any symbolic or
hidden meaning?  A lot of Buffy monsters are metaphors
for the trials and tribulations of growing up, cloaked in the
supernatural and given a fangs-and-latex coating for good
measure.  Here are some possible concepts.

Cannon Fodder 
Easy enough—these monsters get no lines; they just show

up to act as punching bags for the Cast.  They are the sim-
plest (and usually the most boring) monsters available.  Your
typical vamp fills that role, but demons, human cultists and
other miscreants can be tossed in for extra variety.

The Archetype 
Some monsters are embodiments of classic charac-

ters from mythology and fiction.  Examples include the
Trickster (who deceives and misdirects the characters),
the Tempter (who offers a deal that is actually too
good to be true), the Great Beast (think Jaws or Moby
Dick; the hunt for the Great Beast is the story itself),
the Guardian (the creature bars the way to the charac-
ters’ goals), and the Dark Reflection (the villain is the
moral opposite of a character, but has enough in com-
mon with her to create a great deal of self-doubt).  

Picking an Archetype is a good way to start.  Let’s take
the Trickster, for example.  Unlike your typical monster,
the Trickster rarely attacks the characters directly.
Instead, it uses lies, illusions or word-games to get the
victims to do what it wants.  A Trickster should not be
very powerful (otherwise why resort to trickery?), but its
machinations should be nice and convoluted.  Demons
make good Tricksters, although a wily vampire or a cun-
ning human (like Ethan Rayne) would do as well.

The Hidden
These are the creatures for Whodunit Episodes—the

monster is striking from the shadows, disguised in a
human shape or otherwise protected from discovery.
Discovering its identity is half the battle (the other half
is an appropriately violent ass-kicking session, of
course).  When designing a Hidden monster, you need
to figure out its modus operandi, the nature of its dis-
guise/hidden place, and what clues will eventually (or
hopefully) lead the Cast to it.  A number of red herrings
can be tossed in along the way to send the characters off
in the wrong direction.

The Metaphor 
Then there’s the symbolic monster, a creature that rep-

resents some facet of being a teenager or young adult, of
dealing with life or facing moral dilemmas.  You can take
any problem from school and turn it into a monstrous
encounter with a bit of exaggeration and dramatic
license.  Confronting a bully, for example, can be used for
inspiration to create a monster whose power terrifies a
Cast Member, but must be dealt with by that character
alone.  Or take the “Just say no” situation and turn it into
a demon who offers “happiness” in return for the victim’s
soul or moral principles (making her perform crimes as
“payment” for example).

When creating a metaphor, it’s important not to lay it
on too thick, and keep the preaching to a minimum.  

Creatures
of the Night
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Recycling: Return Appearances
Spike: What a fantastic day.  Birds singin', squir-
rels makin' lots of rotten little squirrels, the sun
beaming down in a nice non-fatal way.  It's
very exciting.  I can't wait to see if I freckle.

—4.3 Harsh Light of Day

Not every monster has to be brand-new either.  There’s
something almost comforting about seeing an old
fanged, demonic or gross-out face make a return
engagement, especially when the villain in question was
challenging and memorable.  Coming up with a rationale
for the monster’s return can be tricky though, especially
when the monster came down with a bad case of the
deaths in the prior meeting.  

This Time It’s Personal 
Sometimes a villain gets away, and promises to return

to get some payback.  Assuming the critter in question
didn’t get killed (in which case turn to Sometimes They
Come Back just below this section), having it return to
punish the Cast for their deeds is a natural.  The old vil-
lain may be working alone, or might have brought some
new friends along.  Since it was defeated before, it
should have some sort of enhancement—a mystical
weapon, some new kewl powerz, or a master plan to
destroy the Cast and take over the world—to ensure (at
least in its mind) that there is no repeat defeat.

Sometimes They Come Back 
Buffy: You died.
Ted: That's right, little lady, you killed me.  Do
we have something to say about that? Are we
sorry?

—2.11 Ted

Bringing back dead villains is a tried and true plot
device.  Maybe somebody can figure out how to gather
the dust of the Master’s bones, for example.  Any dead
Big Bad could somehow be brought back from the after-
life to further torment the Cast.  Just as in This Time It’s
Personal, the returned Big Bad should have some new
edge or trick up its sleeve, since the Cast has already
kicked its buttocks once.  On the other hand, if the Cast
Members were lucky or were able to use some one-of-a-
kind plot device to destroy the villain, then its return
makes things fairly desperate for our heroes, as they
scramble to find a way to defeat the now seemingly
unstoppable monster.

“You Killed My (Insert Relative);
Prepare to Die”

Rather than bring back the Big Bad itself, have a relative,
clone, close friend or associate show up in its stead.  This
is like This Time It’s Personal, but with a new villain who
may have some similarities to the late monster and proba-
bly has its own special abilities as well.  An interesting twist
is to have the Cast discover that the former Big Bad was just
a “baby.”  Now Mom’s here, and boy is she pissed.

CHAPTER 6
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FANGS IN THE MOONLIGHT: VAMPIRES
Xander: I don't like vampires.  I'm gonna take a stand and say they're not good.

—1.2 The Harvest

Vampires.  Nosferatu.  The Undead.  Critters with big nasty toofers.  Everybody knows about them—the biting, the
sucking, the waking up dead, the whole bat motif.  In the Buffyverse they exist, and they’re all over the place.  They
positively infest Sunnydale (comes with the Hellmouth options package), but can be found anywhere that humans
live—predators follow their prey, after all.  Bloodsuckers are the most common monster in the Buffyverse, hence the
“Vampire” bit in “Vampire Slayer.”  The typical vampire ranks very low on the supernatural totem pole—the preda-
tory equivalent of hyenas—but even a fresh-from-the-grave vamp can tear apart a normal man, and is a dangerous
foe for all but Slayers and other heroes.

In the cosmology of the series, vampires are a sub-variety of demon—basically a demon inhabiting the corpse of
a human being.  When a vampire’s victim is “infected” with the undead curse (which requires an exchange of fluids,
and not the pleasant kind), her soul is removed and a demon soul moves in.  The vam-
pire retains the looks, the memories and even some of the personality of 
the victim, but it has none of the redeeming qualities.  Vampires are 
not angsty, tormented creatures; they have no remorse or compas-
sion, and only find pleasure in murder and the suffering of others.
Anne Rice fans are bound to be disappointed (and sucked dry, if 
they aren’t careful).

Vampirism 101 
Willow: It's horrible!  That's me as a vampire?  I'm so evil
and . . . skanky.  And I think I'm kinda gay.

—3.16 Doppelgängland

According to ancient legends, the last demon to leave the Earth
infected a human being and created the first vampire.  Since then, the
curse has been passed down over countless millennia, creating a
monstrous breed of predators, creatures that can pass
themselves off as human and consider all of humani-
ty their own personal food bar.  So what are vam-
pires like?  What makes them tick?  Here we 
present the National Geographic treatment of 
vampires, their habits and behavior.

The Undeath Cycle
Doc: I don't smell a soul on you any-
where.

—5.22 The Gift

Vampires reproduce by passing on their
curse to their victims.  Not everyone who is
killed by a vampire rises as a vampire
though.  To create a new undead, the vam-
pire must force the victim to drink some 
of its blood first.  The infected then
rises from the grave as an undead mon-
ster, hungry for blood.

Creatures
of the Night
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Most young vampires have little care for anything
beyond feeding.  They are selfish, often irrational mon-
sters, with overwhelming egos.  An older and more pow-
erful vampire can often intimidate them into following
her orders though.  Vampires are at your throat or at your
feet; they respect force and brutality but consider kind-
ness to be a sign of weakness.  All in all, not the kind of
people you want to invite over to hang out.  The good
news is, young vampires aren’t usually all that bright, and
can be taken out fairly easily.  In fact, the best time to get
a vampire is shortly after it emerges from the ground; it
will be dazed, confused, irrational, and easy prey—well,
easier prey—for a group of smart hunters.  Of course,
there is a thin line between being the last thing a vampire
sees and being the first meal a vampire has.

Vampires that survive more than a few days or weeks
behave more intelligently.  Instead of just biting the first
people they run into, they find a lair and start working
on ways to hunt without alerting their prey about their
existence.  These older, wiser vampires are more likely
to work in groups (although they are rarely very large or
organized; vamps just aren’t very big on teamwork),
which make them even more dangerous.  

After that, there’s a brutal selection progress as the
vampires struggle to survive.  Being a vampire is no pic-
nic—there are plenty of dangers out there, from bands
of human vigilantes to forgetting about Daylight Saving
Time and getting caught in the open to turf wars with
other vampires, demons and similar competitors.  The
typical vampire doesn’t live very long.  The ones that sur-
vive are tougher, smarter or at least luckier than the rest.
After a while, they become critters with Big Bad poten-
tial—the Spikes and Angeluses of the Buffyverse.
Beyond that level you get the truly ancient vampires, cen-
turies or millennia old—beings like the Master, who are
nothing but trouble. 

Vampire Abilities
Willow: Angel?  I saw him too.
Giles: That's not terribly stealthy of him.
Willow: I think he's lost his edge.

—4.8 Pangs

Being a demon-possessed corpse with a taste for blood
has both inherent advantages and disadvantages.  For
one, living expenses are almost non-existent and there’re
no worries about the dangers of smoking, junk food or
unprotected sex.  On the other hand, your next suntan
will be your last, grooming is a bear with no reflection,
and people you’ve never seen before may try to stick a
piece of wood through your heart.  And there’s the bit
about being a remorseless demon that makes a psycho-
pathic serial killer look like a kindly old grandmother.
But let’s focus on the positives, shall we?

Supernatural Attributes 
Vampires are stronger and faster than human beings.

The toughest vampires can punch somebody across a
basketball court, and the fastest ones can catch a cross-
bow bolt in mid-flight.  Going mano a mano with a vamp
is not a smart idea unless the character is a Slayer, a
heavyweight pro boxer, or some sort of superhero type.

Undeath
Being little more than possessed corpses, vampires no

longer have many of the frailties of normal human
beings.  They never grow any older (which sucks if they
were sired when they were kids, but them’s the breaks),
they cannot be killed by normal weapons (except in a few
very specific ways), and they no longer have to worry
about air quality, because they don’t need to breathe.
Vampires are still part human.  They can suffer pain, and
when beaten up they bleed, suffer bruises, broken bones
and other medical problems.  Unlike normal humans
though, they recover very quickly from anything that
doesn’t kill them outright.

Legends that Lie 
Some of the legends are dead wrong.  Among other

things, vampires cannot turn into bats or rats (with one
notable exception).  If they want to fly, they’ve got to get
a plane ticket, same as everyone else.  Ditto for turning
into mist, although some vamps apparently can pull off
that trick—it’s just not a “natural” vampire ability.  Very
few vampires sleep in coffins either, or need dirt from
their birthplace.  They’d much rather lie down on a nice
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bed (not that vampires need much in the way of sleep any-
way).  Vamps also cast shadows (but no reflections) and
don’t seem to have any problems crossing running water.  

Special Abilities
Xander (scoffs): Please.  He was no big whoop.
Willow: No big whoop?  What about that thing
where he turned himself into a bat? That was
awesome!

—5.1 Buffy vs. Dracula

Some vampires have a few extra tricks that set them
apart from the common run of the undead.  In some
cases, they appear to be psychic or supernatural abilities
their human selves had before their transformation.  In
others, they may be the result of dark magicks, or caused
by the vampire’s age and increase in power over the cen-
turies.  Since vampires are unique demon-human hybrids,
all kind of powers can be justified by a creative Director.
Here are some possibilities from the show.

Hypnosis 
At least three vampires so far (the Master, Drusilla and

Dracula) have displayed some power to control the minds
of others and do the old “look into my eyes” bit.
Hypnosis comes in three levels of power, each level rarer
than the last.

LLEEVVEELL 11:: At this level, a vamp can cause someone to
hesitate for a few moments—plenty of time for the crit-
ter to attack with impunity.  The victim compares a
Willpower (doubled) roll (or Brains Score) with the
vamp’s Brains Score.   Unless the victim beats or ties the
vamp, she is helpless for a Turn, and has a zero defense
roll against any attack.

LLEEVVEELL 22:: The vamp can create illusions and muddle the
victim’s senses (like Drusilla making Giles think she was
Jenny Calendar).  This works like Level 1, but if the vam-
pire wins, the victim finds the illusion compelling.   The
vamp can render itself invisible to that character, or
appear to be someone else.  A vamp with Level 2
Hypnosis also gets a +1 bonus to its Brains Score to use
the Level 1 power.

LLEEVVEELL 33:: This is the most powerful version.  At this
level, the vamp can dominate the victim, forcing her to
obey almost any command.  Every time the vampire tries
to command the victim, its Brains Score is compared to
the victim’s Willpower (doubled) roll.   If the victim
loses, she must comply.   Furthermore, a vamp with Level
3 Hypnosis gets a +2 bonus to attempts to use the Level
1 power, and a +1 bonus to use the Level 2 power.

Shape Shifting 
At least one vamp (Dracula) can do this, so it is possi-

ble that some other vampires out there have mastered the
“showy gypsy stuff,” as Spike put it.  Dracula has shown
himself able to turn into a bat, a wolf, and an insubstan-
tial mist.  The bat form is useful to move around and give
girls the wiggins; the wolf shape can pass itself off as a
dog in bad light; the mist form is really good to avoid
getting staked.  The animal shapes can be treated most-
ly as FX—the bat shape can fly, and hitting it is difficult
(apply a -5 penalty to attacks, and the heart cannot be
targeted).  The wolf shape is just a cool effect, which
restricts the vamp to a biting attack (same damage as the
vampire bite, but without blood drain).  The mist trick is
really useful, though.  With it, the vamp can “dodge”
using her Brains Score with a +6 bonus, turning insub-
stantial before an attack lands.  Still, an attentive char-
acter can see the mist beginning to coalesce and strike
just as the vamp turns corporeal again.  This requires a
successful Perception and Notice roll with at least three
Success Levels; if so, the undead beastie gets a zero
defense roll against the attack.

Visions
Some vamps are able to see visions of the future.  This

works just like the Psychic Visions Quality (look at us
reusing game rules—are we efficient or what?).  Such
vampires appear to have had the ability when they were
human and retained it after their transformation.  

How to Slay Vampires
Xander: Sshh!  Sssh!  Quick draw’s about more
than speed.  It's also about pointing a stake the
right way.  (Quick draws again.)  Sshh!  Sssh!
And there can be splinter issues.  It is a true
test of dexterity.

—4.17 Superstar

Vampire Slaying is the official job description of the
title heroine.  To deal with the undead hordes, the char-
acters should know the ins and outs.  The old legends
and the not-so-old movies have it mostly right—vamps
are vulnerable to sunlight, stakes through the heart, and
holy items.  Oh . . . and beating the crap out of them at
least slows them down some (and can be very satisfying).  

Still, normal humans are at a severe disadvantage
against vamps.  Kids, don’t try this at home.  Vampire slay-
ing should be done only by professionals under controlled
conditions, just like stunt motorcycling, neurosurgery or
certain types of Cajun cooking.
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Vamp Fu: Vampires in Combat
Spike (after Buffy stakes him): Oh, do it again.
It tickles.  You know, in a good way.

Buffy: The Gem.
Spike: Oh yeah, the Gem of Amarra.  Official
sponsor of my killing you.

—4.3 The Harsh Light of Day

Vampires are born (well, unborn) predators.  They
come out of the grave with some minimal fighting skills
as well as the strength of a horse and a high resistance
to injury.  In addition to their physical powers, vampires
have a few other cards to play.  

FFAASSTT H HEEAALLIINNGG:: Vampires recover from damage at the
rate of one point per Constitution Level per hour.  If not
killed outright, most vampires recover after a good day’s
rest, and come sunset will be back on the streets, out for
blood.  Fire damage takes longer to heal though.

FFIIGGHHTTIINNGG SSKKIILLLLSS:: Nobody needs to teach cats how to use
their claws, and the same goes for vamps attacking prey.
Vamps emerge from the grave with a minimum Kung Fu
Skill of 2.  Even a freshly sired vampire isn’t a pushover,
except for Slayers and other super-powered heroes.

GGAAMMEE FFAACCEE:: Vampires can pass themselves off as human
most of the time.  When they get angry, upset or beset by
some strong emotion, they reveal their “game face”—the
inhuman features that show their true nature.  The game
face has ridges over the nose and eyebrows, long fangs,
brutish features, yellow eyes and a really bad complexion.
When the face is on, most characters (experienced vam-
pire hunters become used to it after a while) have to pass
a Fear Test (see p. 126) with a -1 or worse penalty.  The
first couple of times, or unexpected transformations, are
at much higher penalties (-3 at least, and as much as -5
for really unexpected appearances—the first time Buffy
saw Angel “vamp out,” for example).

VVAAMMPPSS SSUUCCKK,, VVAAMMPPSS BBIITTEE:: When a vamp has grappled or
secured (i.e., tied up or otherwise subdued) a victim, it’s
feeding time.  A strong vampire can totally drain your aver-
age human in less than a minute.  The vampire Bite uses a
Dexterity + Kung Fu + 2 roll, or the Combat Score + 2.  It
inflicts 3 x Strength base damage (Success Levels and armor
modify, but damage type does not) every Turn that the vam-
pire sucks blood from the victim.  When the victim fails a
Survival roll, she has been drained of all her blood and is
dead.  A normal victim will die in a Turn or so; Slayers and
tougher humans may take a little longer.  Breaking free
from a grappling vampire works like resisting a Grapple (see
p. 131), but the victim is at a -2 penalty.

SSIIRRIINNGG VVAAMMPPIIRREESS:: By draining victims and feeding them
some of its own blood, a vampire can create brand-new
minions.  Most vampires owe some sort of loyalty to their
sire (their term for their creator), but such gratitude or
control is short-lived at best, unless the vampire maker is
strong enough to instill fear in the flock.

Dust to Dust: Killing the Dead
Buffy (staking a vampire): And they say one per-
son can't make a difference.

—4.8 Pangs

Now that you know how vampires can harm the char-
acters, it’s time to list the ways they can put the hurt on
a vampire.  Below are some dos and don’ts.  Remember,
the undead are fast and strong, but they have plenty of
weaknesses, and a well-prepared hunter can rack up an
impressive dust count.  On the other hand, unless the
hunter is a Slayer or some other hero type, one mistake
and she’s out of luck (and blood).  

Things That Don’t Work 
We’ll start with the “Don’ts” before we get to the

“Dos” of vampire slaying for fun and profit.  Not all
attacks are created equal when it comes to sending the
undead back to the Hell they crawled out of, you see.
Crossbows work better than guns.  Stakes work much
better than knives.  Fire is much more effective than
friendly dialog.  And so on.  

AASSPPHHYYXXIIAATTIIOONN:: Being dead means never having to draw
breath.  Vampires usually do some breathing, but that’s
just out of habit or because it’s much easier to speak with
some air in your lungs (the human voice is a wind instru-
ment after all).  But you can put a vamp in a sealed room
and he won’t use up any oxygen.  As a result, choking or
strangling are pretty useless attacks, and vamps can wear
tight corsets and other binding garments, smoke ciga-
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There are some indications that vampires fight

better when they let their demonic nature come to
the fore.  Directors who want to penalize vampires
who fight without the gross makeup on can give
them a -1 penalty to Strength and Dexterity while
they are in “human” form.  Most of the time this
isn’t going to be a factor.  Most vampires have their
game face on all the time, and switching back and
forth takes only a moment.
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rettes all day and hold their heads underwater for hours
without any ill effect.  On the other hand, they suck at
giving mouth-to-mouth.  A chokehold may knock a vam-
pire out, but by crushing its neck rather than through
suffocation.

GGUUNNSS:: Guns don’t kill vampires, Slayers do.  The undead
are highly tolerant of flying pieces of lead, probably
because they don’t have much in the way of functioning
internal organs.  Bullets hurt vampires, though, and if the
Cast Members shoot them enough times they will inca-
pacitate them, but it takes a lot of bullets to put them
down.  Divide any Bullet damage by five (rounded down).
So if a character gets four Success Levels while firing a
shotgun against a vamp (total damage 24), the vamp only
suffers four points of damage.  If surprised, the pain of
being shot slows a vampire down though.  A vamp who
takes more than 10 points of damage from a gunshot
(before the damage is divided by five) is stunned for a few
seconds—a game Turn.  If the critter steels itself against
the pain, even this won’t work.  It can wade through sev-
eral gunshots without slowing down.  Bullet damage can-
not “dust” a vamp; even if it brings the nasty below zero
Life Points, it is merely knocked out from shock.

PPOOIISSOONNSS AANNDD DDRRUUGGSS:: Like bullets, most chemicals have
limited effects on vampires.  There’s still enough human
in them to suffer some effects, just nothing permanent.
For example, a tranquilizer dart knocks a vamp out, but
the effects wear off in a few minutes instead of a few
hours.  Poison effects are divided by four, rounded

down, and vampires flush the poison out of their systems
in a few hours.  Some supernatural poisons are geared
towards affecting a vampire’s metabolism though, and
they work like a charm.

DDIISSEEAASSEE:: Breathing on a vamp while you have the flu
will not help one bit.   No natural disease has any effect
on a vampire (germs don’t seem to like undead flesh—
they’re picky that way).  It might be possible for a vamp
to be a disease carrier if it fed off someone sick, but
since any exchange of fluids is likely going to end up
with either a corpse or another vampire, STDs are the
least of the victim’s problems.

Things That Work
Willow: A lot of it we already knew.  Turn-offs:
wood, fire, crosses, garlic.  Turn-ons: nice duds,
minions, long slow bites that last for days.  

—5.1 Buffy vs. Dracula

Okay, now you know that plastic bags over the head
and guns aren’t the answer.  So what is?  The basics
include crosses and stakes, of course, but there are a few
other things that work just fine.

TTHHRROOUUGGHH TTHHEE HHEEAARRTT:: Any sharp wooden object firmly
inserted in the vampire’s heart with enough force to
pierce it through results in a near-instant and fairly
impressive “dust-up”—the vamp explodes in a cloud of
dust, briefly exposing its skeleton before even that crum-
bles away.  Thus, a stake (or pool cue, or wooden cross-
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bow bolt, or arrow) that hits the vampire's heart inflicts
five times normal damage (after modification for Success
Levels and armor only; the x5 replaces the damage type
modifier), and if the total damage is enough to reduce
the vampire to zero Life Points, the vamp is dusted. 

Dusting a vampire is not very easy, though.  The crit-
ters have a terrible aversion to letting people stab them
with sharp wooden implements, and the heart is well-
shielded by the rib cage, requiring both precision and
strength.  If the stake damage (after all modifications)
doesn’t reduce the vamp below zero points, apply the
pre-x5 damage instead (this means the stake didn’t
quite get to the heart, so the damage is not boosted
over normal).

PPOOIINNTTEEDD EEXXAAMMPPLLEE:: Joseph (Strength 3) gets a solid
stab in with a stake, and the roll is good for three
Success Levels.  The base damage is (2 x Strength),
or six in this case; with the three Success Levels, this
goes up to nine.  Since this is a heart attack (as it
were) damage is multiplied by five, for 45 points.
The vamp only had 43 Life Points, and poofs away
like a dandelion.  If the vamp was tougher—say 50
Life Points, the damage would not be enough to
reduce it to zero Life Points.  In that case, the attack
is considered a near miss (didn’t actually pierce the
heart) and the damage inflicted is not multiplied by
five.  So, facing a 50 Life Point vamp, Joseph would
have only inflicted nine points of damage.  That
sucks beyond the telling of it.

Slayers and other very strong characters can take out
fairly tough vamps with a single stake thrust.  Still, it
pays to soften up a vampire with 10-30 points of damage
before trying to use Mr. Pointy.  This reflects the “reali-
ty” of the series, where much fisticuffs occur before the
staking.  Remember, a vamp can use a Drama Point to
halve the damage (which would negate the dusting absent
some pummeling beforehand).  So, for characters, for-
sake not the pounding.

Buffy: Especially the biggie, numero one-o.  "Do
not invite blood-sucking dead people into our
home." 

—5.2 The Real Me

PPRRIIVVAATTEE P PRROOPPEERRTTYY:: This isn’t really a way to kill vam-
pires, but it gives heroic hunters a good fleeing-to place.
Just as the legends say, vamps cannot enter a private
dwelling without an invite.  An unwelcomed vamp hits
an invisible mystical wall at the threshold, and is physi-
cally unable to push through; this also applies to win-
dows, pet doors or any other means of ingress.  This
restriction doesn’t apply to public places, so stores and

restaurants are not safe (everybody is effectively invited
to those places, even where they reserve the right to
refuse admittance).

CCRROOSSSSEESS AANNDD HHOOLLYY WWAATTEERR:: These holy objects cause
pain and even injury to vampires.  If someone shows a
cross to a vampire, it instinctively recoils—the vamp
loses initiative on that Turn.  As long as a character holds
a cross on a vampire, the critter cannot attack her.  The
vamp can try to knock the item away though (treat it as
a Disarm Maneuver, see p. 131).  Actually touching a cross
burns a vampire, inflicting two points of damage per
Turn of contact.  Briefly touching a cross (as when slap-
ping it away) is painful but not damaging.  Some old and
powerful vampires seem able to ignore the pain from
crosses, either through sheer force of will or raw super-
natural power.  

Holy water is also good against the undead.  Applied
externally, it inflicts two points for a splash, five points
for a glassful, and ten points for a bucketful.  If the
vampire ingests the holy water (not that any vamp
would be so stupid . . . oh wait), damage is multiplied
by 20, which gives a whole new meaning to “don’t
drink the water.”

A vampire reduced to zero points or less through con-
tact with a cross or holy water dusts away.  Other holy
objects and symbols have not been used in the show, so
it is up to the you to decide whether or not they have
similar effects.  

BBEEHHEEAADDIINNGG:: If the Decapitation Combat Maneuver (see
pp. 130) is used, a blow that reduces the vampire to   -10
Life Points dusts the critter (if her Survival Test fails).  

FFIIRREE:: For a human, “fire bad.”  For a vampire, fire
worse.  While fire is not as fast or decisive as a neat
staking, it produces lasting injuries and can kill a vam-
pire if left unchecked.  A vampire heals from fire injuries
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more slowly than from other forms of damage (one Life
Point per Constitution level per day).  If fire damage
reduces a vampire to -10 Life Points or below, it has to
make a Survival Test (see p. 142) as normal.  If the vamp
dies, it’s dust.  Given a vampire’s innately high
Constitution and Hard to Kill levels, it takes a long time
to burn it to death.

Spike: Your house happens to be directly between
. . . parts . . . and other parts of this town.
And I would pass by in the day, but I feel I'm
outgrowing my whole "burst into flame" phase.

—5.5 No Place Like Home

SSUUNNLLIIGGHHTT:: As a creature of darkness, a vampire cannot
abide the touch of sunlight.  Direct sunlight destroys even
the most powerful vampire in under a minute.  But it has
to be direct sunlight—being indoors, in shade, or even
covered up by heavy clothing minimizes or even elimi-
nates the damage, and short exposures have very little
effect.  That means that a careful vampire can operate
during the day to some extent.

If a vampire is exposed to the sun for more than a
Turn, the burning begins.  The undead takes 20 points
of damage at the end of every Turn in full sunlight.  If
the exposure is for less than a Turn, the damage is only
about two points.  If a vampire is within reach of a shad-
owy spot, it can “dodge” the sunlight by leaping into the
covered area, taking only the minimum amount.  As
soon as the vamp goes below -10 points, it is dusted.
Sunlight damage is healed normally; the sunburn doesn’t
last long.

Vampire Variety Pack 
Submitted for your approval: an assortment of vam-

pires, including both nameless extras and some familiar
faces from the show.  They can be altered, folded, spin-
dled or mutilated to suit the needs of your Series.  

Brand-new Vampire 
Buffy: Have you ever heard the expression:
"Biting off more than you can chew?"  Okay,
um, how about the expression: "Vampire Slayer"?

Vamp: What the hell are you talking about?
Buffy: Wow!  Never heard that one?  Okay . . .
how about: "Oh, God!  My leg!  My leg!"

(Vamp growls.  Buffy breaks his knee.)
Vamp: Oh God!  My leg!
Buffy: See?  Now we're communicating. 

—5.22 The Gift

This is your basic just-undead vamp, with some grave
dirt still on its clothes.  The inner demon is still getting
used to its new home, so the undead is not particularly
well-spoken or charming.  A newbie is easy meat for a
Slayer or a group of Slayerettes, unless it shows up with
a bunch of living-challenged buddies.  Keep in mind that
some brand-new vampires may have higher Attributes
and Ability Scores, either because they were above-aver-
age humans or had some special training before they
were turned.
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NNaammee:: Brand-New Vamp
MMoottiivvaattiioonn:: Blood!
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 5, Dex 4, Con 4, Int 2, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 12, Brains 9
LLiiffee PPooiinnttss:: 52
DDrraammaa PPooiinnttss:: 0-3
SSppeecciiaall AAbbiilliittiieess:: Attractiveness -1, Hard to Kill 2, 

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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Vampire Minion
Rookie: I think it's funny when you scream.  It's
like, whoa . . . 

Sunday: I gotta get me some better lackeys.  I
swear, you guys are useless.

—4.1 The Freshman

A vamp who’s been up and around for a while.  Some
may be lone hunters, but they are more commonly found
working for a tougher vampire (a Veteran, a Lieutenant
or even a Big Bad).  One on one, they are not a prob-
lem for a Slayer or a Hero type, but White Hats have to
be careful.

Vampire Veteran
Master: Zachary was strong, and he was careful. 
And still the Slayer takes him . . . as she has
taken so many of my family.

—1.7 Angel

These are the cream of the crop—tough vamps, some
of them decades old.  They make perfect henchmen, or
may even lead their own gang of brand-new or minion
vamps.  Two or three of them can give even a Slayer
some trouble.  
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NNaammee:: Vampire Minion
MMoottiivvaattiioonn:: Blood!, follow orders
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 5, Dex 4, Con 5, Int 2, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 14, Brains 11
LLiiffee PPooiinnttss:: 59
DDrraammaa PPooiinnttss:: 1-3
SSppeecciiaall AAbbiilliittiieess:: Attractiveness -1, Hard to Kill 3, Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 16 19 Must Grapple first; 

no defense action
Dodge 14 — Defense action
Grapple 16 — Resisted by Dodge
Kick 13 15 Bash
Punch 14 13 Bash

NNaammee:: Vampire Veteran
MMoottiivvaattiioonn:: Follow orders, lead others
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 6, Dex 5, Con 5, Int 3, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 18, Combat 16, Brains 12
LLiiffee PPooiinnttss:: 69
DDrraammaa PPooiinnttss:: 2-4
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 5, Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 18 23 Must Grapple first;

no defense action
Dodge 16 — Defense action
Grapple 18 — Resisted by Dodge
Kick 15 18 Bash
Punch 16 16 Bash
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Vampire Lieutenant 
Xander: So, um, in your reality, I'm like this
bad-ass vampire, huh?  People are afraid of me?
Oh, yeah.  I'm bad . . . 

—3.16 Doppelgängland

These vamps have been around for a long time, and
they are the ass-kickers of the undead world.  A
Lieutenant can lead a large or powerful gang of vam-
pires, or serve a Big Bad or some other heavy-hitter.
This critter makes for a tough encounter against a begin-
ning Slayer and can wipe the floor with a group of White
Hats.  

Luke
Luke (to Buffy): You are strong.  (Slams her to
the ground.)  I’m stronger.

—1.1 Welcome to the Hellmouth

This powerful henchman of the Master had a short but
glorious career.  Luke was wholly dedicated to serving
the Master, and was one of the stars of the Order of
Aurelius, the Master’s vampire cult.  Big, strong and
skilled, Luke was a formidable foe.
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NNaammee:: Vampire Lieutenant
MMoottiivvaattiioonn:: Predator, follow orders, rule
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 6, Dex 6, Con 6, Int 3, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 18, Combat 19, Brains 13
LLiiffee PPooiinnttss:: 79
DDrraammaa PPooiinnttss:: 2-4
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 7, Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 21 24 Must Grapple first; 

no defense action
Dodge 19 — Defense action
Grapple 21 — Resisted by Dodge
Kick 18 19 Bash
Punch 19 17 Bash

NNaammee:: Luke
MMoottiivvaattiioonn:: Restore the Master
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 8, Dex 6, Con 8, Int 3, Per 3, Will 4
AAbbiilliittyy SSccoorreess:: Muscle 22, Combat 19, Brains 13
LLiiffee PPooiinnttss:: 101
DDrraammaa PPooiinnttss:: 5
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 9, Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 21 30 Must Grapple first; 

no defense action
Dodge 19 — Defense action
Grapple 21 — Resisted by Dodge
Kick 18 23 Bash
Punch 19 21 Bash
Takedown 22 14 Resisted by 

Dodge/Parry; target prone
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Darla 
Darla: Let me do it, Master.  Let me kill her for
you.

Master: You have a personal interest in this.
Darla: I don't get to have any fun.

1.7 Angel

Darla was a sweet and innocent thing—not!  She
starred in the first scene of the entire series, was killed
later in the first season . . . but got better.  What she
lacks in raw strength, she more than makes up for in
speed and cunning.

Dracula
Xander: I will serve you, your excellent spooki-
ness.  Or Master, I'll just stick with Master.

Dracula: You are strange and off-putting.  Go now.
—5.1 Buffy vs. Dracula

Arguably the most powerful vampire Buffy has ever
faced, Dracula was chock full of special powers that set
him head and shoulders above your typical bloodsucker.
After dominating Buffy and even getting a taste of her
blood, Dracula was staked multiple times and apparently
destroyed.  Still, there’s no telling if the charming fiend
is truly gone, or just biding his time to return.  
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NNaammee:: Darla
MMoottiivvaattiioonn:: Satisfy whims
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 5, Dex 7, Con 6, Int 4, Per 3, Will 4
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 19, Brains 14
LLiiffee PPooiinnttss:: 78
DDrraammaa PPooiinnttss:: 6
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +3, Hard to Kill 8, Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 21 21 Must Grapple first; 

no defense action
Dodge 19 — Defense action
Grapple 21 — Resisted by Dodge
Kick 18 17 Bash
Pistol 19 17 Bullet
Punch 19 15 Bash

NNaammee:: Count Dracula
MMoottiivvaattiioonn:: Predator, be exotic, captivating and mysterious
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 7, Dex 7, Con 7, Int 5, Per 5, Will 7
AAbbiilliittyy SSccoorreess:: Muscle 20, Combat 18, Brains 21
LLiiffee PPooiinnttss:: 96
DDrraammaa PPooiinnttss:: 6
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +4, Hard to Kill 10, 
Hypnosis 3, Shape Shifting, Vampire

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 20 26 Must Grapple first; 

no defense action
Dodge 18 — Defense action
Hypnosis 23 — Target hesitates
Hypnosis 22 — Creates illusion
Hypnosis 21 — Controls target
Mist 27 — Defense action
Punch 18 18 Bash
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Dracula likes to recruit local help to assist him (he
briefly turned Xander into an insect-eating toady).  He
also likes to live it up—he was staying in a castle (it’s not
clear what the castle was doing in Sunnydale, but there
you are) during his visit to Buffyland.  He is accompa-
nied by three sister vampires (use the stats for Vampire
Veterans) with seductive powers (characters of the prop-
er gender or persuasion have to roll Willpower (doubled)
against the gals’ Brains Score or be temporarily
enthralled by their beauty).  

DEMONS
Angel: Lagos?
Buffy: Yeah, he’s some kind of demon looking for
an all-powerful thingimibob and I’ve got to
stop him before holy havoc’s unleashed and it’s
another Tuesday night in Sunnydale.

—3.7 Revelations 

They once ruled the world, and they want it back.
Demons (vampires included) are easily the biggest and
most common threat to the Buffyverse.  This section
deals with the non-vampire demons, as we have already
covered vampires.  Note that to most demons, vampires
are at the bottom of the social ladder because of their
human connection.

Demons are a varied (and superstitious and cowardly) lot:
they range from monstrosities that can consume the planet
in a couple of bites to tiny demons who can scare you to
death unless you accidentally step on them.  In the
Buffyverse, the term "demon" applies to a huge number of
different beings.  To confuse matters even further, humans
can be transformed into demons, and then transformed
back into humans.  Demons are typically evil, although there
seem to be plenty of exceptions.  Good or evil, they are
almost always on the ugly side, leaning towards hideous.  

Fun Demon Facts 
Spike: Let me guess.  Someone pulls out the
sword—

Angelus: Someone worthy .  .  .
Spike: —the demon wakes up and wackiness
ensues.

—2.21 Becoming - Part One

Since demons are legion, it’s hard to generalize them,
but we’ll do our best.  Here we cover some of the basics
on demons, their habits, behavior and how best to kill
them.  What does it mean to be a demon?  Read on and
find out.

On the Nature of Demons
Demons ran the earth once, but they’ve been living else-

where for uncounted millennia ruling the Hellworlds,
demonic dimensions that seem to be as numberless as the
demon species themselves.  Demons who manifest in this
world are usually hybrids—demons with some human ele-
ments, or humans who have been possessed by or trans-
formed into demons.  The average demon is clearly evil,
but it’s usually an understandable sort of evil—your basic
sadistic streak, unhampered by pity or empathy.  Most
demons delight in the suffering of humans (and animals
and plants and other living things; they’re not too kind to
inanimate objects, either).  It’s not known whether they
hate humans because we live in “their” world now or
whether it’s simply in their nature to despise and destroy.  

Interestingly enough, not all demons are bad, although
good demons are a definite minority.  Some demons are
just trying to get along, doing their thing and not hurt-
ing anyone.  A few (like Whistler) appear to be on the
side of good, or at least neutrality.  This could be a result
of the “taint” of humanity, or maybe not all demons are
born evil.  For the most part, assuming a demon is up to
no good is the way to go; they’re worse than used car
salesmen or lawyers that way.

Not all demons are born, either.  Some started out as
human beings and were turned into demons.  Vengeance
Demons (such as the lovely Anyanka) seem to be human
women whose thirst for revenge leads them first to
magic and then demonhood.  The Mayor was a human
who eventually became a Pure Demon for all of five min-
utes before being blown to kingdom come.  And Giles
was briefly turned into a Fyarl demon thanks to the foul
magicks of his old drinking buddy Ethan Rayne.  Most
demons are intruders and raiders from beyond, though.  

Human-born or pureblood demon, these critters are
usually trouble, and the best way to deal with them is to
use something sharp and heavy on them.
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Pure Demons and Regular Demons
Anya: You've never seen a demon.
Buffy: Uh, excuse me, killing them professional-
ly, four years running . . . 

Anya: All the demons that walk the earth are
tainted, are human hybrids, like vampires.  The
Ascension means that a human becomes PURE
demon.  They're different.

Giles: Different?
Buffy: How?
Anya: Well, for one thing, they're bigger. 

—3.21 Graduation Day - Part One

Most demons you see on the show are not real, capital
“D” Demons.  They are human-demon hybrids, "tainted"
with human frailties and emotions (although rarely with
any positive traits).  Pure Demons are big, totally inhu-
man, and often have incomprehensible goals and pur-
poses (although usually they go for the simple stuff, like
"Eat everyone and everything," "Burn the world," and
"Mmmm, donuts").  Their power seems to be godlike,
although they can be killed (as the Mayor found out in
3.22 Graduation Day - Part Two).  

Pure Demons should not make regular appearances in
most Series.  Their arrival is generally a sign that the end
of the world is at hand, and the Apocalypse is the kind of
thing should be saved for a Series finale (unless you are
planning on some “day after” action—maybe a Mad Max
meets Hellraiser kind of deal).  For your typical game,
regular demons work best; they are nasty and powerful
enough, and they can be killed in an Episode or two.

Demon Abilities
Cordelia: What does this do?
Giles: Uh, it, uh, extracts vital organs to
replenish its own mutating cells.

Cordelia: Wow!  What does this one do? 
Giles: Um, i-it elongates its mouth to, uh, engulf
its victim's head with its incisors.

Cordelia: Ouch.  Wait, what does this one do? 
Giles: It asks endless questions of those with
whom it's supposed to be working so that
nothing is getting done.

Cordelia: Boy, there's a demon for everything. 
—2.18 Killed by Death

Unlike vampires, other demons come in all sizes, colors
and flavors.  There are thousands of known species of
demons, and probably many more unknown types.  Each
species has its own unique powers and weaknesses; dis-
covering the demon’s true nature is often half the battle.
They have a few common traits, which are discussed blow.

Supernatural Attributes 
Many demons are stronger, faster and tougher than your

average Olympic athlete.  Pure Demons are the size of a
Greyhound bus or larger, so they can really tear up the
landscape.  Fortunately they don’t show up much in the
Series (unless the you want to do a Buffy-Godzilla
crossover).  Other demons can be pretty tough enemies,
far beyond even ancient vampires.  Demon hunters—bet-
ter eat your Wheaties before going on the prowl.
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Demon Life Points can be figured out normally (see p.
38) or assigned as you see fit.  Some demons are just
tougher, with more Life Points than the combined total
of a biker gang.  Cannon-fodder demons should have
normal Life Points.  Powerful monsters could have 100+
Life Points, and Big Bad-level monsters could have sev-
eral hundred or more.  Better bring a rocket launcher or
lots of explosives to that party.

Natural Weapons and Armor
In addition to their not-so-good looks and serious need

of breath mints, demons are often endowed with a vari-
ety of natural weapons: claws, horns, poisonous secre-
tions, a bite like a pit bull on steroids, and other fun,
painful stuff (fun for them, painful for everyone else).
Generally speaking, any natural weapon you've ever seen
on the Discovery Channel could be part of a demon's bag
of tricks.  A demonic natural attack has a base damage
of (1 x Strength) to (5 x Strength) (Slash/stab), depend-
ing on how big the claws, teeth, or horns are.  

Demons with natural poisons (on top of their natural
pointy weapons—hey, no fair!) should be given a
Strength and the Attribute they affect (see p. 143)

Additionally, the amazingly latex-like complexion of
some demons is often tough enough to turn away knives
or crossbow bolts.  These demons have an Armor Value
of 1 to 20 (or even higher).

Special Demon Powers 
Adam (as a human): She's uncomfortable with
certain concepts.  It's understandable.
Aggression is a natural human tendency.
(Looks at Buffy.)  Though you and me come by
it another way.

Buffy: We're not demons.
Adam (as a human): Is that a fact? 

—4.22 Restless

There are dozens of special demon powers.  Listing
them all would take the better part of a whole book
(insert gratuitous plug for Monster Smackdown, our
upcoming sourcebook for demons, vampires and assort-
ed ickies of the Buffyverse).  Here we present a quick
sampler of said powers.  As Director and all around cre-
ative master of your universe (awesome responsibility,
no?), you are encouraged to come up with new and
interesting abilities.  Just about any supernatural effect
could be the domain of one demon species or another.
In addition to the powers listed below, the Demons of
Note section has a couple extra powers in the individual
demon descriptions.  Feel free to use them too, or even
create variations on those themes.  

Hypnosis 
Some demons are very adept at manipulating and con-

trolling human minds.  This power works just like the
vampire power of the same name (see p. 189).  

Illusions 
This ability goes beyond the Hypnosis powers

described elsewhere, and can be used to create very con-
vincing illusions and even whole landscapes.  Demons
with this power usually reach into their victims’ psyches
and dredge out memories and bits of their subconscious,
and even make them seem to come alive.  This power
comes in two levels.

LLeevveell 11:: The illusions have no substance.  They can be
seen or heard, but they cannot affect the physical world
beyond that level.  They are plenty good enough to drive
people insane, or push victims into despair, despondency
or other bad des-things.

LLeevveell 22:: At this level, the illusions truly come alive.
People from the victim’s past could actually kill her
instead of merely haunt her.  The illusions are as solid
and dangerous as the real thing.  Only the most power-
ful demons have this level of power.
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DDeemmoonn CCoonnttaaggiioonn
Some cultures believe that consuming a crea-

ture’s blood or some other part of it may grant the
eater some of its powers.  In the Buffyverse, expo-
sure to demonic blood or other fluids may tem-
porarily “infect” the character with the demonic
taint.  This sounds bad enough, and usually is, but
in some cases the infected person may gain some
demonic powers.

A character who comes in contact with demon
blood or another fluid may temporarily acquire one
or more of the demon’s aspects.  This is not really
a game rules thing as much as it is a fairly rare plot
device thing.  If you Director folks think it makes
for a nice plot or subplot, it happens, and that’s
that.  Usually, the power should have plenty of side
effects, so the lucky recipient will soon be in a
hurry to find a way to lose the “gift.”
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Possession 
Willow: So you think Buffy's not herself?  Like
she's been possessed or something?

Tara: I'm not sure.  
Willow: You didn't sense a hyena energy at all,
did you?  Because hyena possession is just . . .
unpleasant.

—4.16 Who Are You?

Demons don’t always arrive with body and soul intact.
Instead, some invade the body of a hapless human and do
the Linda Blair routine.  Possessed victims often have
increased physical attributes as the demonic energies
course through their bodies.  The down side is that
killing the demon has serious side effects on the pos-
sessed person—death being the main one.  The best way
to deal with a possessing demon is to exorcise or other-
wise expel it from the victim, at which point the demon
has to go home—or try to possess someone else.  

Telepathy 
Buffy: Guess I won't be writing that book, 
“Winning friends through telepathy.”

—3.18 Earshot

At least one species of demon has the ability to com-
municate telepathically.  Several demons can also read
people’s minds and find out their fears and desires.  This
power allows demons to coordinate their plans without
having to speak, which can come in handy when sneak-
ing around.  

The Wish
Cordelia: I never would've looked twice at 
Xander if Buffy hadn't made him marginally
cooler by hanging with him.

Anya: Really . . .
Cordelia: Yeah, I swear . . . I wish Buffy
Summers had never come to Sunnydale.

Anyanka: Done.
—3.9 The Wish

Some demons, most notably Vengeance Demons (like
Anya’s old self) have the power of the Wish, the ability
to reshape reality to suit the desires of a person.
Anyanka used this power to grant Cordelia’s desire that
Buffy never arrive in Sunnydale, rewriting history and
creating an alternate universe where the Master and his
minions ruled the town.  Note that the Wish rarely makes

the recipient happy.  It is almost always twisted so every-
body affected is miserable (or, in Cordelia’s case, killed
horribly—poor girl).  

Demon Slaying
Buffy: Professor Walsh?  That simple little recon
you sent me on—wasn't a raccoon.  Turns out
it was me, trapped in the sewers with a faulty
weapon and two of your pet demons.  If you
think that's enough to kill me, you really don't
know what a Slayer is.  Trust me when I say
you're gonna find out.

—4.13 The ‘I’ in Team

Most demons are vulnerable to the same things humans
are—they can be shot, run over, cut to pieces and so on,
and they don’t just get better afterwards.  Unlike vam-
pires, there is usually no need for special attacks or holy
items.  Although it is likely that demons don’t like cross-
es or holy water any more than vampires do, the show
has not shown them in action, so their effectiveness or
lack thereof is up to you as Director.  Demons can often
be killed in many more ways than vampires, but they usu-
ally have the inconsiderate habit of leaving a messy
corpse behind, which adds a whole new logistical prob-
lem for the heroic hunters.  

Some demons are invulnerable to conventional
weapons, and can only be destroyed by special magicks,
unique items (e.g., silver bladed weapons) or other plot
devices (e.g., stabbed through the eye).  Dispatching
those critters requires a great deal of research and maybe
even a mini-quest to retrieve the necessary items.  For
the most part though, the judicious use of Getting
Medieval and Kung Fu will take care of most uglies from
beyond reality.
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Demons of Note
A “generic” demon and three monsters from the show

are described below (many more are presented in the fol-
low-up Monster Smackdown BtVS supplement—sorry
couldn’t help ourselves, again).  As with the Vampire
Variety Pack, the demons can be used as is, or may help
inspire you to create your own new ickies.  

Demon Henchman 
Spike: Funny hearing a Fyarl demon say "service-
able."  Had a couple of 'em working for me
once.  They're more like "Like to crush. Crush
now?"  Strong, though.  You won't meet a jar
you can't open for the rest of your life.

—4.12 A New Man

Although there is no such thing as a “typical” demon,
there are some demons whose only purpose in life is to
look menacing and provide the Cast with someone to
beat up at designated times in an Episode.  Here’s a sam-
ple demon, ugly with clawed hands and a bad attitude.
Such a creature would be in the service of a more pow-
erful demon or might be a lone predator, the kind of crit-
ter that gets killed in the teaser section of an Episode.

The Judge 
Giles: The more I study the Judge, the less I like
him.  His touch can literally burn the humanity
out of you.  A true creature of evil can survive
the process.  No human ever has.

Xander: What's the problem? We send Cordy to
fight this guy, and we go for pizza.

—2.13 Surprise
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NNaammee:: Demon Henchmen
MMoottiivvaattiioonn:: Kill, maim, destroy
CCrriitttteerr TTyyppee:: Demon
AAttttrriibbuutteess:: Str 4, Dex 5, Con 4, Int 2, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 14, Combat 14, Brains 10
LLiiffee PPooiinnttss:: 42
DDrraammaa PPooiinnttss:: 0-3
SSppeecciiaall AAbbiilliittiieess:: Armor Value 5, Claws 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Claw 14 11 Slash/stab
Dodge 14 — Defense action

NNaammee:: The Judge
MMoottiivvaattiioonn:: Burn humans
CCrriitttteerr TTyyppee:: Demon
AAttttrriibbuutteess:: Str 7, Dex 3, Con 7, Int 3, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 20, Combat 14, Brains 12
LLiiffee PPooiinnttss:: 140
DDrraammaa PPooiinnttss:: 0-3
SSppeecciiaall AAbbiilliittiieess:: Armor Value 15, Attractiveness -5, 
Burns humanity, Cannot be killed by forged weapons,
Increased Life Points

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Burning Arc 14 60 per Turn   Affects 

only beings 
with humanity

Dodge 14 — Defense action
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He was big, blue, built like a brick wall, and he could
burn the humanity right out of you (that’s gotta hurt,
unless you’ve disposed of that troublesome humanity
thing).  The Judge spent several centuries stored in a
number of boxes until Spike and Drusilla put him back
together.  Weak after his dismemberment, the Judge ini-
tially had to touch his victims to burn them.  Eventually
he grew in strength until he could burn people as far as
he could see them.  According to prophecy, this nasty
could not be killed by any weapon forged by man.  The
Judge had serious Big Bad potential, but his career was
cut short by Buffy and some modern military hardware.  

The Sisterhood of Jhe 
Faith: These babes were wicked rowdy.  What’s
their deal?

Giles: I wish I knew. 
—3.13 The Zeppo

A cult of she-demons, the Sisters are known for cele-
brating victory by feasting on the corpses of their enemies.
They want to bring demons back to our world, typically by
re-opening the (or a) Hellmouth.  This makes them good
recurring villains.  Their last attempt was a dismal failure,
thanks to the efforts of Buffy and company.  The Sisters
are tough and dangerous fighters, though.  Even a Slayer
can’t face more than two or three at the same time, and
even a single one can make for a tough fight.

Scabby Telepath Demon
Buffy: Scabby demon #2 got away . . . scabby
demon #1, big check in the “slay” column.

—3.18 Earshot

Lacking mouths, these demons communicate telepath-
ically.  Fighting them has the added risk that, if the char-
acter gets some of the critter’s blood on her, she may be

CHAPTER 6
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NNaammee:: Sister of Jhe
MMoottiivvaattiioonn:: Bring on the Apocalypse
CCrriitttteerr TTyyppee:: Demon
AAttttrriibbuutteess:: Str 6, Dex 7, Con 6, Int 3, Per 3, Will 4
AAbbiilliittyy SSccoorreess:: Muscle 18, Combat 20, Brains 14
LLiiffee PPooiinnttss:: 80
DDrraammaa PPooiinnttss:: 4
SSppeecciiaall AAbbiilliittiieess:: Armor Value 5, Attractiveness -4, 
Increased Life Points, Knows ritual to open Hellmouth

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge/Parry 20 — Defense action
Kick 19 19 Bash
Punch 20 17 Bash
Spin Kick 18 21 Bash

NNaammee:: Telepath Demon (or Scabby to those on a first name basis)
MMoottiivvaattiioonn:: Mayhem
CCrriitttteerr TTyyppee:: Demon
AAttttrriibbuutteess:: Str 5, Dex 5, Con 5, Int 2, Per 4, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 17, Brains 12
LLiiffee PPooiinnttss:: 60
DDrraammaa PPooiinnttss:: 2
SSppeecciiaall AAbbiilliittiieess:: Attractiveness -6, Claws, Increased Life
Points, Telepathy

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Claw 17 15 Slash/stab
Dodge 17 — Defense action
Punch 17 15 Bash
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infected with telepathic powers.  This sounds cool at
first, but the telepathy soon becomes uncontrollable, and
the character can’t shut out the constant blaring of all the
minds around her.  Besides their telepathic abilities, these
demons have claws and nothing better to do than wan-
der around the streets looking for trouble.  A clever
Director might be able to come up with some additional
purpose or plan, or maybe have the Scabbies work for
some Big Bad. 

PRIMALS AND 
SHAPE-SHIFTERS
Willow: Quite the party animal.
Giles: Quite.  It acts on pure instinct, without
conscience, predatory and aggressive—

Buffy: In other words, your typical male.
Xander: On behalf of my gender: hey!

—2.15 Phases

Lycanthropes.  Skin-changers.  Fabulous furry freaks.
The Buffyverse has its share of were-creatures, beings
who have a human and animalistic shape.  Sometimes
they are humans who have been cursed and are occasion-
ally possessed by the spirit of some beast.  And sometimes
they are monsters who can pass themselves off as human,
the better to feed on them.  Whatever their nature, these
creatures are like some nightmarish refugee from When
Animals Attack, and their first reaction when running
into somebody will likely be to take a bite or two.

The show has depicted several different types of shape-
shifters so far.  You have your traditional werewolves,
people possessed by the spirit totem of an animal, giant
insects that can pass themselves off as human, and even
a guy who could turn himself into a horde of maggots
(which makes for a great conversation piece but sucks as
a pickup line).  

The Skinny on Skin-changers
Like demons, Primals come in many varieties, but they

have a few things in common.  They are always preda-
tors—there are no were-sheep or were-marmots out
there.  They are pretty dangerous, to themselves and to
others.  When assuming their bestial aspect, they lose any
self-control.  Most of them are living metaphors for the
raging hormones inside your average teenager.

Nature and Habits
Oz: I won't lie about the fact that I worry.  I
know what it's like to have power you can' t
control.  I mean, every time I start to wolf out,
I touch something, deep, dark.  It's not fun.
But just know that whatever you decide, I
back your play.

—4.4 Fear Itself

Lycanthropes are predatory beings, and they tend to
feed on humans.  Maybe this is Nature’s way of striking
back at humankind—we cut down the rain forest and serve
a few billion burgers, and Mother Nature sends us a plague
of werewolves and other creatures that see us as walking
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burgers.  Or humans might be their preferred prey because
there’re so dang many of us.  In any case, your average
Primal is wanting to munch on somebody before too long,
which will lead to trouble for all concerned.

Like all predators, Primals try to be careful about how
they hunt.  Rampaging in broad daylight (even if the Primal
can assume its bestial shape during the day) is rarely the
smart way to operate.  Shape-shifters hunt covertly, hiding
in the night or setting up elaborate traps and luring their
victims into an ambush.  Once it’s bloodlust takes over,
though, all bets are off and the creature is unable to stop
until it kills or is killed or knocked unconscious.

Primal Abilities
There’re lots of different were-creatures out there, and

they have different powers and abilities.  Here are some
of the basic traits they share.

Dual Shape 
Primals usually have two forms: a regular, human

shape and a bestial, fill-in-the-blanks-man form.  The
human form is good to get around without attracting
cops, animal control officials and game wardens, but
generally it lacks most or all of the kewl powerz of the
animal shape.  In some cases, the human form is simply
an illusion or shell, something the critter puts on when
trying to blend in.  In others, it is the real person, with
the bestial form being the result of a curse, possession or
some other Really, Really Bad Thing.  

In some cases, the Primal does not have a secondary
shape.  Instead, the changes are in her behavior and atti-
tude.  These Primals become animal-like and predatory,
and the beast spirit inside them gives them some
enhanced physical attributes, but they look fairly nor-
mal—except for the occasional unnatural gleam in their
eyes.  These non-shape-shifting types can be even more
dangerous, because they can’t be spotted on sight.
Usually their behavior gives them away.

Supernatural Attributes
Were-critters are usually better than humans when it

comes to lifting weights and moving fast.  An enraged
werewolf can give even a Slayer a run for her money.
Shape-shifters have two sets of Physical Attributes, Life
Points, Muscle and Combat Scores, separated by a slash.
The first set is for their human form; the other is for
their were-form.

Natural Attacks
Your basic teeth and claws (pincers, stingers, or other

“natural” weapons).  This is pretty much like the demon
ability (see p. 199)—a claw is a claw, whether wielded by
Fregathor from the Ninth Circle of Hell or Juan, your
friendly neighborhood Guatemalan were-jaguar.  

Werewolves
Willow: Oz is a werewolf.
Buffy: It's a long story.
Oz: I got bit.
Buffy: Apparently not that long. 

—3.3 Faith, Hope and Trick

Always a classic, one shape-shifter deserves special
mention.  The Buffyverse werewolf is very similar to the
"wolf-man" of the movies.  During the three nights of
and around the full moon, our friendless furry turns into
a hairy carnivore with a taste for living flesh.  Well-wish-
ers and relatives may keep the unfortunate under lock
and key during her "time of the month," allowing her to
lead a happy, productive life despite her condition.

Some werewolves learn to control their changes
though.  Oz managed it through a combination of
strange herbs and meditation techniques.  The downside
seems to be that if the "controlled" werewolf is exposed
to some intense stress (like finding out your girlfriend
has turned gay and found her own girlfriend—not that
there's anything wrong with that), the control may slip
and the change might take over, even when it's not the
full moon.  A few very fortunate furries learn how to
control the change, and can even change at will, retain-
ing control in their animal form.  For the most part
though, being a werewolf is your basic bummer.

Werewolf Powers
During the three nights of the full moon, the afflicted

turns into a werewolf.  Physical Attributes go up (+4 to
Strength, +2 to Dexterity and Constitution), nasty teeth
and claws appear (inflicting 2 x Strength base points of
Slash/stab damage), and acute senses arise (+3 to any
Perception or Brains task that involves using senses).

A Couple Shape-shifters
Two were-critters are described below, to be used as

the you see fit.  We have the typical werewolf (for a look
at yet another werewolf, see Oz on p. 106) and the some-
thing more unusual.
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Veruca, Slutty Werewolf
Oz: Free to kill people?  I won’t do that.  You
shouldn’t.

Veruca: You don’t understand.  But you will. 
You’ll see that we belong together.

—4.6 Wild at Heart

The sexy lead singer of Shy, Veruca happen to visit
Sunnydale and took a moment out to do a serious seduc-
tion number on Oz.  A werewolf herself, Veruca liked to
let the beast inside run unfettered, although it seems she
had some control over her transformation.  Veruca tried
to kill Willow, and would have if Oz hadn’t killed her
instead.  The whole thing wound up destroying Oz and
Willow’s relationship, and Oz left Sunnydale to get him-
self straightened out.  By the time he returned, Willow
had switched teams, so to speak.

Ms. French, the She-Mantis
Giles: Whatever you do it’s got to be sudden and
swift—this beast is dangerous.

Buffy: Well, your buddy Carlyle faced it, he’s
still around.

Giles: Yes .  .  .  in a straightjacket howling his
innards out day and night.

—1.4 Teacher’s Pet

The She-Mantis was able to pass herself off as human
(either through some sort of illusion or shape-shifting
ability), but vampires and other supernatural predators
could sense her alien nature very quickly.  To fertilize her
eggs, she would lure male virgins to her lair, mate with
them and then devour them head-first.  She chose Xander
as a prospective mate, much to his chagrin.  Buffy dealt
with the monster through a combination of bug spray,
bat-sonar recordings (praying mantises are stunned by
the sound) and some extreme violence with a machete.

Creatures
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NNaammee:: Veruca
MMoottiivvaattiioonn:: Have fun, live for today
CCrriitttteerr TTyyppee:: Werewolf
AAttttrriibbuutteess:: Str 2/6, Dex 3/5, Con 2/4, Int 3, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 10/16, Combat 11/16, Brains 12 
LLiiffee PPooiinnttss:: 26/50
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +3, Werewolf

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 16 16 Slash/stab
Claw 16 16 Slash/stab
Dodge 16 — Defense action
Grapple 18 — Resisted by Dodge

NNaammee:: Ms. Natalie French (fake identity)
MMoottiivvaattiioonn:: Breed, mate, eat mate
CCrriitttteerr TTyyppee:: She-Mantis
AAttttrriibbuutteess:: Str 3/7 Dex 3/6, Con 3/6, Int 3, Per 5, Will 4
AAbbiilliittyy SSccoorreess:: Muscle 12/20, Combat 12/17, Brains 14 
LLiiffee PPooiinnttss:: 50/75
DDrraammaa PPooiinnttss:: 4
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +4 (as human),

Attractiveness -8 (as monster), Shape-shifter
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Bite 17 19 Slash/stab
Pincer 18 26 Slash/stab
Dodge 17 — Defense action
Grapple 17 — Resisted by Dodge
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Her eggs survived though, so her children might show up
looking for some vengeance one of these days.

Giant mantises can rotate their head 180 degrees even
in human form, and are very big, strong and fast in their
natural shape.  Their pincers deal (3 x Strength) points
and their bite inflicts (2 x Strength) points of base dam-
age (both Slash/stab).  Bug spray inflicts 10 points of
damage per can and bat sonar knocks them off balance
(reduce Dexterity and the Combat Score by four when
exposed to the sound).  To kill them, a character needs
to chop them up into little bits (they have to be reduced
to -50 Life Points using an edged weapon).

RESTLESS DEAD: GHOSTS,
ZOMBIES AND OTHER
THINGS FROM BEYOND THE
GRAVE

Xander: A ghost?  (Willow nods.)  What's the
deal?  Is every frat on this campus haunted?
And if so, why do people keep coming to these
parties, cause it's not the snacks?

—4.18 Where the Wild Things Are

Vampirism is not the only way people can come back
after death.  The Buffyverse has a full contingent of
other restless dead—ghosts and poltergeists as well as
zombies and reanimated corpses.  The dead can be a
royal pain in the butt.  Ghosts make all kinds of mischief,
with the advantage of having no corporeal . . . anything,
and zombies and other embodied undead are pretty hard
to put down, having already been killed once.  Although
these entities don’t have much Big Bad potential, they
can still make for interesting featured villains in an
Episode or three.

Basic Ghostbusting
The biggest difference between vampires and all the

other restless dead is the demon thingy.  Vampires are
dead bodies with a demon inside; zombies and ghosts
have no demons.  Zombies (and other re-animated crit-
ters) are human corpses brought to a semblance of life
through magic or weird science.  Ghosts are human souls
that are unwilling or unable to move on to the next stage
for some reason or another.  So let’s explore the
returned dead.

Ghost Abilities
Giles: And now the poltergeists are drawing
more and more energy out of them.  Feeding on
them in fact.  Buffy and Riley are, are power-
ing this whole thing.

Xander: Okay, they're the battery in the boo fac-
tory, so what happens when the battery's
drained?

Giles: They die. 
—4.18 Where the Wild Things Are

Ghosts are the restless spirits of dead humans.  Usually
when somebody dies her soul moves on to the next stage
of existence, whatever that may be.  For an unfortunate
few, things don’t work out that way, and they are stuck
in our dimension.  Most ghosts are tormented by some
event in their lives, or feel they have unfinished business
in this world.  Until they can solve their “childhood trau-
ma,” as Cordy puts it, they remain on the physical plane.
Most ghosts are unable to affect the world directly,
although they can briefly manifest as translucent shades,
strange sounds or “cold spots.” Some ghosts (especially
those on a Hellmouth) can do a lot more than moan and
rattle some chains, though.

In some cases, instead of an actual ghost you get a
“psychic fragment,” a sort of spiritual resonance that
works much like a ghost, but without having an actual
dead soul there.  These fragments are only created in
places where a lot of people suffered horror and torment
for a long time.  Torture chambers, dungeons, or places
where children were abused are prime candidates for this
type of poltergeist event.  The abilities of these collective
emanations are very similar to those of regular ghosts.

Physical Attributes
A ghost isn’t corporeal, so Strength, Dexterity and

Constitution don’t really apply.  By the same token, nei-
ther do Combat or Muscle Scores, or Life Points.  The
shade relies on its Mental Attributes and its Brains Score
for most things.  Assume that any magicks that can injure
a ghost will destroy or banish it if they inflict more than
twice its Brains Score in damage.  

Hypnosis
Powerful ghosts can manipulate people’s thoughts and

senses.  This works like the vampire power of the same
name (see p. 189).
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Poltergeist
Giles: I don't believe there are any ghosts.
Anya: One ran right through me.
Giles: Not a ghost.  An apparition.  I believe
we're dealing with a kind of poltergeist.  A
whole cluster of them, in fact, born out of
intense adolescent emotion and sexual energy.

—4.18 Where the Wild Things Are

Some ghosts can move objects, slam doors, break things
and otherwise make a nuisance of themselves.  Treat this
as the Sorcery power telekinesis (see p. 165) but use the
Success Levels of the ghost’s Brains Score - 2 to determine
how much weight it can move.  Ghosts with low Brains
Scores can barely move a few pounds at a time, but very
strong-willed spirits can toss around furniture and break
every window in a room if moved to do so.  Also, the rep-
etition penalty for telekinesis doesn’t apply to ghosts.

Very powerful ghosts can combine the poltergeist
power with some level of materialization—they can man-
ifest parts of themselves physically, or create objects out
of thin air.  These manifestations are solid enough to
injure or kill people.  Destroying them physically is pos-
sible—any attack that does more damage than the
ghost’s Brains Score destroys the manifestation, without
harming the ghost itself.

Possession
Some spirits can take over the bodies of human vic-

tims, and use them for their own nefarious purposes.
This works like the demon power of the same name (see
p. 200).

Zombie and Reanimate Abilities
Xander: Alright, but if you come across the army
of zombies, can you page us before they eat
your flesh?

—2.2 Some Assembly Required

Corporeal living dead can come back in several differ-
ent ways: they can be put together á la Frankenstein’s
Monster (lots of stitches and scars), or reanimated by foul
magicks and unspeakable rituals, or raised by the care-
less use of exotic antiques.  In most cases, zombies have
no consciousness or memories of their former lives.
They just wander around attacking people.  Movie myths
to the contrary, they do not hunger for brains.  

Some reanimated dead retain their memories and per-
sonalities (which is kind of sad, as they realize they are
standing around in a slowly-rotting corpse).  Unlike vam-
pires, who look normal enough unless they show their
game faces, zombies look .  .  .  well .  .  .  dead.  Their
skin is usually grayish or purple, their complexion is
absolutely awful, and the smell—well, let’s not dwell on
the smell, but it’s noticeable, and deodorant and after-
shave just ain’t gonna cut it.  Besides their appearance,
most walking dead have a few other things in common.

Supernatural Strength and Resilience
Zombies tend to be a bit stronger than humans (+1 to +2

to Strength), but are usually less agile (-1 to Dexterity).
Punching or kicking a zombie isn’t going to do much to
it.  If the damage is greater than its Muscle Score, the zom-
bie is knocked down, but it soon gets up.  Dismemberment
(using an edged weapon to chop the zombie down to -30
Life Points or so) at least keeps the critter from walking
around and grabbing people, but the pieces continue to
squirm—a major gross-out, not to mention a cleanup
nightmare.  Burning usually takes care of the corpse, as
long as it’s burned to ashes.  The best way to deal with a
magically reanimated corpse though is to undo the spell or
ritual that brought it back in the first place.

A Few Dead Things
Two ghosts and a zombie (walk into a bar .  .  .  nah)

from the show are described below.  
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James Stanley and Grace Newman
Willow: A ghost?  Cool!
Xander: Oh, no, not cool.  This was no wimpy
chain rattler.  This was more like—“I’m dead
as hell and I’m not gonna take it anymore.”

—2.19 I Only Have Eyes for You

What happens when love goes horribly wrong in the
vicinity of the Hellmouth?  Well, you get two ghosts
condemned to relive their tragic deaths over and over
again—and taking over the bodies of helpless people to
re-enact the murder-suicide that ended their lives (which
is really hard on the possessed bodies).  Their torment
ended when they played the possession bit on Buffy and
Angelus.  Since vampires can’t be killed by guns, the
murder was disrupted and the ghosts had a chance to talk
and resolve their issues, which allowed them to move on.
It was a very Oprah moment, except for the gunfire part.

Daryl Epps, Reanimated Jock 
Eric: We're ready.
Cordelia: Ready?  Ready for what?!
Eric: You're going to feel a little pinch, maybe a
little discomfort around the neck area.  But
when you wake up, you'll have the body of a
seventeen year old.  In fact . . . you'll have the
body of several.

—2.2 Some Assembly Required

Daryl Epps had a bright future ahead of him until he
died in a rock-climbing accident.  His future got a little
dimmer when his brother Chris put him back together
(winning no prizes for neatness) and brought him back
to life through a combination of weird science and (like-
ly) the influence of the Hellmouth.  Daryl was back, but
he was a little too Frankenstein-y for prime time, so he
kept to himself a lot.  Dead or not, Daryl really wanted a
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TM

NNaammee:: James/Grace
MMoottiivvaattiioonn:: Tragic Love
CCrriitttteerr TTyyppee:: Ghost
AAttttrriibbuutteess:: Str —, Dex —, Con —, Int 3, Per 3, Will 6
AAbbiilliittyy SSccoorreess:: Muscle —, Combat —, Brains 18
LLiiffee PPooiinnttss:: —
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: Attractiveness -6 (as monster), 
Poltergeist, Possession

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Pistol 18 17 Bullet

NNaammee:: Daryl Epps
MMoottiivvaattiioonn:: Get a girlfriend
CCrriitttteerr TTyyppee:: Zombie
AAttttrriibbuutteess:: Str 7, Dex 4, Con 5, Int 2, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 20, Combat 15, Brains 10
LLiiffee PPooiinnttss:: 58
DDrraammaa PPooiinnttss:: 4
SSppeecciiaall AAbbiilliittiieess:: Attractiveness -4, Jock, Zombie powers

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Punch 15 18 Bash
Slam-Tackle 20 19 Bash; no Parry; 

target possibly prone
Takedown 20 12 Resisted by Dodge/Parry; 

target prone
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girlfriend, and Chris and his friend Eric set out to build
him one using dead girls as raw material.  They needed
a fresh head to complete the process though, and the evil
nerds chose Cordelia for the job.  Buffy saved the day, as
is her wont to do, and Daryl apparently perished in a fire
that consumed the makeshift laboratory where the oper-
ation was going to take place.

ROBOTS
Xander: So, I'm Ted, the sickly loser.  I'm dying
and my wife dumps me.  I build a better Ted.
He brings her back, holds her hostage in his
bunker o' love until she dies.  And then he
keeps bringing her back, over and over.  Now
that's creepy on a level I hardly knew existed.

—2.11 Ted

Robots are surprisingly common in the Buffyverse.
On at least three occasions, some inventor or nerd has
been able to manufacture a robotic humanoid, including
the adorable Buffybot that “replaced” the Slayer for a
brief time. 

It is possible that the ability to create robots
(and other super-science creations) is some-
how linked to the Hellmouth.  Perhaps the
mystical influences allow mad geniuses to
bend the laws of physics and create things
that couldn’t be replicated in any other lab-
oratory in the world.  Or maybe robots and
weird science are just a part of the
Buffyverse.  Let’s not think too hard about it.

Robot Basics
What hidden evil lurks inside a robot’s

mechanical heart?  In theory, robots
are mere machines incapable of
feeling anything, good 
or bad.  They are 
bound by their pro-
gramming, which 
they follow to the 
letter whether it 
makes sense or 
not.  In the show, 
robots are used as 
living power fan-
tasies—you don’t 
like who you are, 
you remake your-

self.  You have the technology to make a better, faster,
stronger self.  Or, even better, you can create the perfect
mate, someone who is hardwired to love you and do any-
thing you want.  

Reality never quite lives up to the fantasy though.  The
robots end up twisting their instructions in new and
unexpected ways, people start getting hurt or killed, and
someone needs to pull the plug on the wacky machine
before the body count starts to rack up.  

Robot Attributes
Joyce: I mean, don't get me wrong.  I-I'm still a
little gun shy.  It certainly didn't help that my
last boyfriend turned out to be a homicidal robot.

—4.4 Fear, Itself

Every robot in the show so far has been extremely
strong and resilient.  The typical robot has +4 to
Strength, +1 to Dexterity and +2 to Constitution, with no
limit to its Physical Attributes.  Life Points measure how
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CHAPTER 6210

much damage the robot can sustain before it no longer
works.  A robot can be temporarily knocked “uncon-
scious” until it resets itself, but generally it keeps on tick-
ing until it takes one too many lickings.  Once it is bro-
ken, the robot needs a skilled technician (that’s someone
with the Mr. Fix-It Skill, right?) for repairs.  

Killing Robots
Good ol’ violence seems to do the job just fine,

although robots can take a lot of punishment before they
go down.  Then there’s the “trick the robot into punch-
ing an electrical fixture,” sending thousands of volts of
electricity into them and frying their circuits.  That
seems to work pretty well.  Indeed, that plan probably
works great against most living beings too.  

Ted
Buffy: What are you?
Ted: I'm a salesman!  That's what you should've
remembered.  No matter how you put him down
.  .  .  a good salesman always bounces back!

—2.11 Ted

Ted seemed like the perfect boyfriend—cheerful,
clean-cut, and friendly.  No wonder Joyce liked him.
Soon, he started displaying a few weird quirks that made
Buffy suspicious.  One violent argument later, Ted was
dead—until he came back.  Turned out Ted was actual-
ly a robot serial killer.  Buffy put an end to his depreda-
tions through the liberal use of a cast-iron skillet upside
his head.  

Ted’s Power Down ability allows him to temporarily
shut down operations.  He regains six Life Points per
hour while powered down.

THE BIG BADS
They are the worst of the worst, the masters of may-

hem, the mega-villains who torment Buffy and her
friends for entire Seasons before finally getting their
richly deserved ass-whuping.  They are the Big Bads.
Here they are, recorded for posterity, to recycle into
your games or perhaps to inspire you to create new and
improved Big Bads of your own.  

The Master
Colin: So you would spare them?
Master: I am weary and their deaths would
bring me little joy. 

(Vampires are executed.)
Master: Of course, sometimes a little is enough. 

—1.7 Angel

He was the first Big Bad, and he was a classic—smart
and powerful, a monstrous creature trapped between
worlds looking for a way out in order to bring Hell to
Earth.  The Master was a centuries-old vampire who led
one of the few large vampire societies, the Order of
Aurelius.  Some sixty-odd years ago, the Master arrived
at the Hellmouth, ready to open it and welcome the Old
Ones back into our reality.  Fortunately for humankind,
an earthquake buried him in the old church where he was
preparing the ritual.  The earthquake disrupted the spell
and kept the Master there for decades, stuck “like a cork
in a bottle,” to quote Giles.

The Master’s evil was not stopped, merely contained.
Even from his prison, he continued to direct his vampire
minions, and he tried to break free on a number of occa-
sions.  After many failures, the key to his release was
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NNaammee:: Ted
MMoottiivvaattiioonn:: Find a wife, keep a wife, repeat
CCrriitttteerr TTyyppee:: Robot
AAttttrriibbuutteess:: Str 6, Dex 5, Con 6, Int 3, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 18, Combat 16, Brains 12
LLiiffee PPooiinnttss:: 73
DDrraammaa PPooiinnttss:: 6
SSppeecciiaall AAbbiilliittiieess:: Good cook, Hard to Kill 5, 

Power Down, Robot 
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Kick 15 18 Bash
Punch 16 16 Bash
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found in the Pergamum Codex—an ancient prophecy
predicted the Master would rise and the Slayer would die.
The prophecy came true, sort of—Buffy confronted the
Master, lost the fight and drowned in a pool of water
after being partially drained of blood.  The Master was
free, but the prophecy never said anything about Buffy
staying dead.  Thanks to Xander and some timely CPR,
Buffy came back just in time to stop the Master as he
opened the Hellmouth and let the first Old One through.
In the apocalyptic battle that ensued, the Master met his
end, impaled on a piece of broken furniture.  His bones
remained behind though and his followers tried to
restore him to unlife, but the attempt failed and Buffy

pulverized the bones, apparently putting an end to his
evil once and for all.

In another dimension, a timeline where Buffy didn’t
move to Sunnydale, the Master rules there.  In that world,
he killed Buffy when she finally arrived.  

Drusilla
Drusilla: Do you like daisies?  I plant them but
they always die.  Everything I put in the
ground withers and dies.  Spike, I’m cold.

—2.3 School Hard
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NNaammee:: Heinrich Joseph Nest a.k.a. The Master
MMoottiivvaattiioonn:: Escape the Hellmouth, summon the Old Ones
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 8, Dex 8, Con 8, Int 6, Per 5, Will 6
AAbbiilliittyy SSccoorreess:: Muscle 22, Combat 22, Brains 18
LLiiffee PPooiinnttss:: 90
DDrraammaa PPooiinnttss:: 10
SSppeecciiaall AAbbiilliittiieess:: Attractiveness -3, Claws, Hard to 

Kill 2, Hypnosis 1, Increased Life Points, Vampire
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Claw 22 22 Slash/stab
Bite 24 31 Must Grapple first; 

no defense action
Dodge 22 — Defense action
Grapple 24 — Resisted by Dodge
Hypnosis 1 18 — Target hesitates

NNaammee:: Drusilla
MMoottiivvaattiioonn:: Whimsical nutjob
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 4, Dex 5, Con 4, Int 4, Per 6, Will 6
AAbbiilliittyy SSccoorreess:: Muscle 14, Combat 18, Brains 20
LLiiffee PPooiinnttss:: 48
DDrraammaa PPooiinnttss:: 10
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +2, Hard to Kill 2,

Hypnosis 3, Loopy, Vampire, Visions

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 20 17 Must Grapple first; 

no defense action
Dodge 18 — Defense action
Grapple 20 — Resisted by Dodge
Hypnosis 1 22 — Target hesitates
Hypnosis 2 21 — Create illusion
Hypnosis 3 20 — Control target
Nail Slash 18 13 Slash/stab

                                                                                                             



CHAPTER 6212

She’s a little bit crazy, but don’t let the swooning
princess act fool you: Drusilla is one of the most dan-
gerous vampires out there.  Gifted with prophetic pow-
ers, young Drusilla was hounded and driven mad by
Angelus, who turned the pious young woman into an
insane monster.  Drusilla in turn sired Spike, and the two
became a couple—the Sid and Nancy of the vampire
world, leaving chaos and grief in their wake.  

Drusilla was weak and in bad shape when Spike brought
her to the Hellmouth, but the mysterious du Lac ritual
restored her to full health with a little help from Angel’s
(unwillingly donated) blood.  When Angel returned to his
evil ways, Drusilla’s love for Spike cooled down, leading to
a falling out that culminated with Spike betraying Angelus,
knocking Drusilla out and leaving Sunnydale.  Drusilla has
moved on to tormenting Angel in Los Angeles and remains
at large, making brief forays into Sunnydale.  She contin-
ues to be a threat to the lives and sanity of the Cast.

Angelus
Spike: You've really got a yen to hurt this girl,
haven't you?

Angelus: She made me feel like a human being.
That's not the kind of thing you just forgive.

—2.14 Innocence

Angelus (“he of the angelic face”) was born in the 18th
century.  He grew up to be a good-for-nothing rich kid,
looking for some cheap thrills.  He got them at the hands
(and teeth) of Darla (see p. 196), who turned him into a
vampire and took him on a nomadic tour of death and
destruction across the globe.  Angelus soon proved to be
her equal in viciousness and murder.

Decades later, Angelus tortured and murdered a
Romany (Gypsy) girl and her family.  Her clan worked a
powerful curse on him, restoring his human soul so he
would know lasting suffering for his deeds.  Unknown to
Angel, the curse would remain until the day he felt a
moment of true happiness—at which point he would turn
back into a demon inhabiting a human corpse. 

On Buffy’s seventeenth birthday, she and Angel con-
summated their love, and the vampire knew that moment
of bliss.  Big mistake.  Angelus came back, all demon, no
soul and leather pants.  He broke Buffy’s heart, torment-
ed her friends and family, murdered Jenny Calendar, and
then tried to destroy the world.  So Buffy killed him—
just after she realized he had regained his soul. 

Angelus’ stats can be found in the season adjustments
for Angel’s character sheet.  Feel free to move them
down for pre-ensoulment times, or up should the beast
escape after Angel left town.

The Mayor
Mayor Wilkins: This officially commences the 
Hundred Days.  Nothing can harm me until the
Ascension.  Gosh, I'm feeling chipper!  Who's
for a root beer?

—3.14 Bad Girls

For a century, the Mayor of Sunnydale kept a lid on the
existence of the Hellmouth even as he prepared for his
“Ascension” to pure demon-hood.  Hard to believe, com-
ing from a nice, polite, obsessively clean, somewhat
dorkish man and all.  The Mayor was the antithesis of the
typical villain.  He looked perfectly normal, and acted
like an upstanding member of the community.  He was
respected by the people of Sunnydale, and positively
adored by Principal Snyder, who considered the Mayor a
force for good and order (as a reward for his loyalty,
Snyder was chewed up and swallowed like so many
Mentos).  Behind the pleasant facade hid a dark and mer-
ciless soul, all the worse for being a human being with
no inner demon to serve as an excuse for his behavior.

Using magic, the Mayor kept himself youthful for
decades.  His wife did not share in his eternal life and
died cursing his name.  He appears to have genuinely
cared for her though.  The Mayor definitely had a soft
spot for the renegade Slayer Faith, and treated her as a
daughter.  He wanted to become a Pure Demon, untaint-
ed by humanity, and usher in a new age of chaos.

The process of Ascension rendered the Mayor invul-
nerable to harm for 100 days (he cannot be killed, and
any damage he sustains is regenerated at the rate of 100
Life Points per turn—this is just to determine how long
a massive injury slows him down—i.e., not long).  In
addition to his magical skills, the Mayor commanded a
small army of vampires led by the infamous Mr. Trick,
and eventually by Faith.  On graduation day, he turned
into a demon in the middle of his commencement
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address.  His demonic shape was huge and snake-like
(the demon stats are listed to the right of the slash).
After the Ascension he could again be killed, and Buffy
accomplished that by luring him into the high school,
where the Scoobies had planted a large quantity of explo-
sives.  Thus did Buffy save the world and take out her
high school all at the same time.

Adam
Buffy: She pieced you together from parts of
other demons.

Adam: And man.  And machine.  Which tells me
what I am . . . but not who I am.  Mother
wrote things down.  Hard data, but also her
feelings.  That's how I learned that I have a job
here.  And that she loved me.

—4.14 Goodbye Iowa

Designed by Dr. Maggie Walsh of the Initiative, Adam
was the ultimate mix of human, demon and machine—a
nightmarish combination of reanimated demon flesh
with cybernetic enhancements.  Unfortunately, Adam was
not a nice monster.  His first act upon gaining con-
sciousness was to murder Dr. Walsh, his “Mommy.”
Shortly afterwards, he casually dissected a child out of
curiosity.  It only got worse from there.  After recruiting
an army of vampires and demons, Adam plotted to over-
throw the Initiative and build more beings like him.

His plan called for dozens of vamps and demons to
infiltrate the Initiative by allowing themselves to be cap-
tured.  Then the prisoners would stage a massive break-
out, which should produce plenty of demon and human
corpses for Adam to play with.  In the end, Buffy was
able to defeat him only after a ritual gave her the com-
bined powers of all of her friends, as well as the abilities
of the First Slayer.  

Creatures
of the Night
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TM

NNaammee:: Richard Wilkins III
MMoottiivvaattiioonn:: Become Pure Demon, eat people
CCrriitttteerr TTyyppee:: Human (Demon at the end)
AAttttrriibbuutteess:: Str 2/20, Dex 2/6, Con 4/10, Int 5, 
Per 3, Will 5 

AAbbiilliittyy SSccoorreess:: Muscle 10/46, Combat 10/16, Brains 16
LLiiffee PPooiinnttss:: 34/400
DDrraammaa PPooiinnttss:: 5
SSppeecciiaall AAbbiilliittiieess:: +8 to Brains for Occultism rolls, Armor 
Value 10 (demon), Attractiveness -8 (demon), Controls 
gang of vampires, Increased Life Points (demon)

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bite 16 64 Slash/stab; demon only
Dodge 16 — Defense action
Tail 16 84 Bash; demon only

                                                       



CHAPTER 6214

The “kinetically redundant, bio-mechanical demonoid”
was one of the toughest foes Buffy ever faced.  He was
stronger and tougher than her, equally fast, and had an
array of implanted weapons, everything from machine
guns to rocket launchers.  Besides his physical prowess,
he had a sharp analytical mind with perfect computer
memory and heightened senses.  Oh, and a wicked bone
spear that used to belong to a Polgara demon.  

Glory
Glory: Guys!  I’m not gonna kill you.  Not in the
mood.  What do you think that’s about?

Gronx: In mercy does your power lie?
Glory: No, brainless, in torture, death and chaos
does my power lie.  

—5.21 The Weight Of The World

During Season Five, Buffy faced one of her toughest
opponents—a living, breathing Hellgoddess.  Greater
than a demon or vampire, Glorificus (Glory to her
friends) looked like a gorgeous blonde (when she wasn’t
transformed into a handsome male doctor by the name
of Ben).  She could punch through walls, take a hit from
a wrecking ball, and move so fast she was barely visible.
And those were just her basic abilities; for food, she
devoured the minds and sanity of people.

Glory ruled a demon dimension with an iron fist, but
ended up exiled in our world.  For over two decades, she
led a dual existence—Glory, the beautiful insane mind
eater, and Ben, the kindly doctor who hated what Glory
did but was too weak-willed and afraid of death to stop
her.  To return home, Glory needed the Key, a mystical
item that allowed its wielder to sunder the barriers
between worlds.  A group of monks guarded the Key.  To
hide it from her, they used a powerful ritual that turned
it into a young girl.  The ritual also overwrote the mem-
ories and records of the Key’s new “family”—the
Summers in Sunnydale.  And thus was Dawn born.  After
several misadventures, Glory finally discovered Dawn’s
secret, and prepared the ritual to open the gates of Hell.
Buffy managed to beat Glory to a pulp, with a little help
from Willow’s magic, Xander (and a wrecking ball), and
the mystical hammer of Olaf the Troll God.  To save her-
self, Glory morphed into Ben, and Buffy spared his/her
life.  Giles then dispassionately killed Ben in order to
spare Buffy from Glory’s inevitable revenge.  All their
efforts did not stop the opening of the gateway though,
and Buffy had to sacrifice her life to save her sister’s.

CHAPTER 6
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NNaammee:: Adam
MMoottiivvaattiioonn:: Build himself a new species
CCrriitttteerr TTyyppee:: Demon/Undead/Cyborg Hybrid 
AAttttrriibbuutteess:: Str 10, Dex 9, Con 10, Int 5, Per 7, Will 6
AAbbiilliittyy SSccoorreess:: Muscle 26, Combat 24, Brains 17
LLiiffee PPooiinnttss:: 250
DDrraammaa PPooiinnttss:: 6
SSppeecciiaall AAbbiilliittiieess:: Armor Value 12, Attractiveness -6, 
Implanted weapons, Increased Life Points,
Resistance (Magical Effects) 10

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Bone Spear 24 26 Slash/stab
Dodge 24 — Defense action
Minigun 24 12/shot Bullet; successful 

burst hits with 7 shots
Punch 24 26 Bash
Rockets 24 80 Bash
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In addition to her powers, Glory commanded a small
army of freakish gnome-like creatures.  These demonic
servants were not very tough or useful, but they sure
knew how to kiss ass.  She was opposed by the Knights
of Byzantium, a mystical order that preferred to fight
with medieval weapons and armor, which did them pre-
cious little good every time they ran into her.  Glory
killed most of them shortly before her own demise.

Glory’s mind-destroying attack involved sinking her fin-
gers into a person’s brain (without actually perforating the
skull).  At the end of the process, the person’s rational mind
was gone, leaving behind a terrified, tormented and quite
insane husk.  Willow figured out a way to take back the
minds Glory had stolen, which greatly weakened the
Hellgoddess (Glory used those minds as sustenance) and
restored Tara (who Glory had de-brained before) to normal.

Warren Mears
Warren: It's funny you mention that. You know,
I've explored all the dark arts ... witchcraft,
demonology. You name it, I tried it against the
Slayer. But you know what I found REALLY
works? . . . Gun.

Vampire: You killed the Slayer with a gun.
Warren: In her own backyard. Don't underesti-
mate science, my friend. Good old-fashioned
metal meets propulsion.

—6.20 Villains

Warren Mears could have been something really special.
He had a knack with machines and engineering.  Indeed, he
was the poster child for superscience—the ability to create

Creatures
of the Night
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NNaammee:: Glorificus
MMoottiivvaattiioonn:: Go home
CCrriitttteerr TTyyppee:: Hellgoddess
AAttttrriibbuutteess:: Str 15, Dex 10, Con 15, Int 5, Per 5, Will 8
AAbbiilliittyy SSccoorreess:: Muscle 36, Combat 23, Brains 20
LLiiffee PPooiinnttss:: 400
DDrraammaa PPooiinnttss:: 5
SSppeecciiaall AAbbiilliittiieess:: Armor Value 20, Attractiveness +4, 
Brain Suck, Increased Life Points

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Brain Suck 20 — Insanity
Dodge 23 — Defense action
Punch 23 36 Bash
Kick 22 38 Bash

NNaammee:: Warren Mears
MMoottiivvaattiioonn:: Become an evil mastermind
CCrriitttteerr TTyyppee:: Misogynistic Sociopath Inventor
AAttttrriibbuutteess:: Str 2, Dex 3, Con 2, Int 4, Per 2, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 12, Brains 15
LLiiffee PPooiinnttss:: 22
DDrraammaa PPooiinnttss:: 10
SSppeecciiaall AAbbiilliittiieess:: +7 to Brains for superscience construction,
Covetous (Desperate Greed & Conspicuousness), Mental
Problems (lots), Nerd, Reckless 

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Pistol 12 14 Bullet
Punch 12 6 Bash
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machines so wondrous they seemed magical.  But Warren
wasn’t right.  He never could bring himself to use his pow-
ers for anything but self-aggrandizement.

It started relatively mildly when he created a loving
. . .  and hot girlfriend April.  When he tired of his play-
thing, he simply and cast her aside in favor of a real,
flesh-and-blood gal.  That didn’t sit well with the April-
bot and she went on something resembling a rampage
(but much more sympathetic).  Buffy stopped her in the
end but Warren emerged none the wise.

In Season Six, Warren joined up with Jonathan
Levinson and Andrew Wells (see p. 179) and formed the
Nerd Herd.  Looking to live out their immature fantasies,
the crew employed demon henchmen, magicks, and
superscience tech to get money, toys, and girls.  They
even carried out a series of twisted plots to “test” the
Slayer and get some respect.  The best they got was a
statement that they were “pains in my ass.”  

When Buffy defeated Warren’s plan to become a
super-human badass and “rule the world” (by crushing
his balls, ouch!), the mondogeek completely lost it.
Grabbing a gun, he marched into Buffy’s yard and
sprayed the place with bullets.  Though hit, Buffy sur-
vived.  Tara did not.  And thus was born Dark Willow.
That in turn lead to Warren being magically flayed alive.  

Treat Warren’s superscience creations like magic
effects with a Power Level one greater than a similar
spell.    As far as effects go, superscience is no more lim-
ited than magic.  The items can be one-shots or of lim-
ited repeat use, but be careful about letting them fall into
the Cast’s hands.  That way lies serious power abuse.

Darth Rosenberg
Willow: Remember that little spat we had before
you left?  When you were under the delusion
that you were still relevant here?  You called
me a rank, arrogant amateur.  Well buckle up,
Rupert . . . (deep resonant voice) 'Cause I've
turned pro.

—6.22 Grave

Sweet innocent Willow became a whole lot less inno-
cent as the years went by.  She also developed into a
wickedly powerful Wicca.  Teamed up with Tara, there
was little the two couldn’t accomplish.

But Willow’s frequent magic use had a big downside in
Season Six.  She become addicted and turned to magic to
solve all her problems.  That included messing with Tara’s
mind on more than one occasion.  They split for a time
but Willow’s vow to avoid magic and Tara’s deep love
allowed them to reconcile.  They enjoyed a short period
of bliss together . . . before Warren shot Tara dead.

Willow snapped and sought revenge, no matter the
cost.  She absorbed magical power from a series of dark
magic books, then from a magic pusher named Rack,
and finally by sucking the combined might of a Wicca
coven from a defeated Giles.  On the brink of ending the
world (and thus her pain), Willow crumbled in the face
of Xander’s love.  Crayons will never look the same.

Darth Rosenberg’s stats can be found in the season
adjustment section near Willow’s character sheet (see p.
94).  In the end, though, there wasn’t much Dark Willow
couldn’t do.  Tread carefully.

CHAPTER 6
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NNaammee:: The FIrst
MMoottiivvaattiioonn:: Perpetuate evil
CCrriitttteerr TTyyppee:: Primal Force
AAttttrriibbuutteess:: Str —, Dex —, Con —, Int 7, Per 7, Will 9
AAbbiilliittyy SSccoorreess:: Muscle —, Combat —, Brains 20
LLiiffee PPooiinnttss:: —
DDrraammaa PPooiinnttss:: 6
SSppeecciiaall AAbbiilliittiieess:: Despair, Illusion, Merger

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Despair 20 — Encourage suicide
Illusion 20 — Impose Mental

Problems (Depression)
or any other Drawback
desired
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The First
The First/Master: Right back to the beginning.
Not the “Bang”, not the “Word”, the true
beginning.  The next few months are going to
be quite a ride, and I think we're all gonna
learn something about ourselves in the process.
(to Spike)  You'll learn you're a pathetic
shmuck, if it hasn't sunk in already.  Look at
you.  Tried to do what's right.  Just like her,
you still don't get it.  It's not about right.  It's
not about wrong.  It's about power. 

—7.1 Lessons

We first met the First in Season Three.  The ageless
entity, claiming to be the personification of evil, plagued
Angel and nearly got him to commit suicide (the First’s
speciality). Only a miraculous Christmas snow in
California saved Angel from the sun’s killing rays.

The First reappeared in Season Seven as the evil to end
all evil.  An incorporeal entity able to take on the form
of anyone who had died, the First battered our heroes
mental defenses, took over Spike for a time, merged with
a preacher name Caleb, and ultimately unleashed a horde
of ubervamps.  Were it not for the mystical Slayer scythe,
Willow’s magic, and Spike’s sacrifice, the Slayer line and
most likely the world as we know it would have ended.

The First’s goal is to corrupt heroes from within and
lead them to self-destruction.  It’s schemes and illusions
prey on weak minds and do just that.

Caleb
Caleb: I know what you're thinking: “Crazy 
Preacher Man, spoutin’ off about the Whore of
Babylon” or some such.  That ain’t me.   Not
here to lecture you.  What's the point?  My
words just curdle in your ears . . . you don’t
take in a thing.  So much filth inside your head,
ain’t no room for the words of truth.  You
know what you are, Shannon?  Dirty. 

—7.18 Dirty Girls

Caleb’s origin is unclear.  What is clear is that he was
deranged, and a killer.  At some point, Caleb adopted the
guise of a preacher to better spread his evil.  That’s how he
arrived at Sunnydale, promptly killing one of the
Potentials—an activity he would continue doing with relish.

While no great shakes on his own, Caleb regularly
merged with the First, gaining superhuman strength and
abilities.  (His post-merger abilities appear after a slash
on his Quick Sheet.)  The enhancement dissipates slow-
ly over time, requiring another merger to blossom again.
Fortunately, Caleb and the First uncovered a mystical
scythe, perhaps the only instrument that could slay the
immediate post-merger powerhouse.  And thanks to
Buffy, it did so.

For the sake of our own sanity, we are going to
assume such mergers can only happen with the most
depraved humans.  Still, in the teaming mass of humani-
ty, no doubt the First can find another willing servant. 

Creatures
of the Night

Creatures
of the Night

TM

NNaammee:: Caleb
MMoottiivvaattiioonn:: Serve the First, kill young women
CCrriitttteerr TTyyppee:: Juiced Human
AAttttrriibbuutteess:: Str 3/13, Dex 4/14, Con 3/13, Int 3, 

Per 4, Will 5/7 
AAbbiilliittyy SSccoorreess:: Muscle 12/32, Combat 15/25, Brains 15
LLiiffee PPooiinnttss:: 34/250
DDrraammaa PPooiinnttss:: 5
SSppeecciiaall AAbbiilliittiieess:: Fast Reaction Time, Increased Life Points,

Merged Bonuses, Regeneration (Con per hour),
Situational Awareness

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Break Neck 12/32 14/61 Must Grapple first; 

Bash
Choke 12/32 4/21 Must Grapple first;

Bash; suffocation
Dodge 15/25 — Defense action
Grapple 17/27 — Resisted by Dodge
Kick 14/24 11/35 Bash
Punch 15/25 10/33 Bash
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In the BtVS RPG, you
Directors also get to be the

producers of the show.   

By now, you should have an idea of how the rules 
work, and the basics of slaying—all the 

mechanical stuff, the equivalent of FX, fight chore-
ography and basic acting.  None of that is enough 
for a full-fledged show.  You also need the setting— 
the backdrop for the action—and the framework of 
the show.  To help keep things “in character,” the 
default structure of a Buffy game is broken up into 
Episodes—self-contained scenarios that can be played out in one to three game sessions.  A group of Episodes with
a common thread—a major villain or subplot—becomes a Season, at the end of which the villain should be con-
fronted (and hopefully defeated) and most of the subplots resolved (although their resolution might spawn other sub-
plots to be dealt with next Season).

This chapter provides advice and suggestions for all you budding Directors.  Use them, modify them or ignore them
as you see fit.

CHAPTER 7

TM

EEppii ss ooddee ss ,, 
SSeeaass oonn ss ,,
aanndd DDrraammaa

77

Whistler: No one asks for their life to change,
not really.  But it does .  .  .  So, what, are we
helpless?  Puppets?  No.  The big moments are
gonna come, can't help that.  It's what you do
afterwards that counts.  That's when you find
out who you are.

—2.21 Becoming - Part One
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TIME AND PLACE
Giles: But that’s the thrill of living on the 
Hellmouth—one has a veritable cornucopia of
fiends, devils and ghouls to engage . . . (off
their looks) . . . Pardon me for finding the glass
half full.

—1.3 Witch 

Let’s talk setting here—where will the Series take
place?  Where and when are as important as who will
star in the Series—being the Slayer doesn’t matter much
if the setting is aboard the Titanic, for example (that
would be a pretty short Series).  The ideal setting should
provide a number of “hooks” for the Cast.  It should have
interesting locales—cool hangouts, dangerous neighbor-
hoods, and dark secrets buried in unexpected places.
The setting should also have interesting people—friends,
acquaintances and foes, people the Cast can fall in love
with or fight to the death, or have to deal with in their
everyday lives.  Finally, if the Cast is going to save the
world, the world should be worth saving; the setting
should have some redeeming qualities.

Sunnydale
Willow: There's big evil brewin'.  You'll never be
bored here, Faith.  'Cause this is Sunnydale,
home of the big brewin' evil.

—3.3 Faith, Hope & Trick

By day a beautiful California town, by night the hunting
grounds of vampires and worse—Sunnydale is the default
setting of the BtVS RPG.  Our favorite gateway to Hell is
chock full of things to do, places to visit, and critters to
slay.  More information about Sunnydale and its denizens
can be found in CChhaapptteerr FFiivvee:: SSuunnnnyyddaallee aafftteerr DDaarrkk.  

Using Sunnydale as a setting is easy and convenient:
there’s plenty of information and support available, both
in this book, future supplements and in other BtVS
source material, including the shows themselves.  As long
as the players are familiar with the TV show, they will
know what you’re talking about when you mention the
Bronze, Sunnydale High, or the cemetery (then again
cemeteries all look alike, especially at night . . . especial-
ly when vampires are chasing you).

Most of the adventures for the BtVS RPG will be usable
for members of the Original Cast as well as player-creat-
ed Casts; while Sunnydale is the default setting for many
of them, they can be transferred to other settings with
only a few changes.  

Perhaps the biggest problem with Sunnydale is that it
belongs to the Original Cast (well, and that it doesn’t
exist anymore).  If some of the players are assuming the
roles of Buffy and company, that isn’t a problem, but if
nobody is playing those characters, you need to do some
thinking beforehand.  Several possibilities come to mind.

Coexistence 
Buffy and the Scoobies are in Sunnydale, but are treat-

ed as Guest Stars.  This isn’t a problem if the players are
using the Original Cast, but it gets trickier if they are
playing their own characters.  It would be natural for
Buffy, Spike and the Slayerettes to eclipse the Cast, and
few people want to play second-string characters.  You
need to work hard to make sure the Original Cast
doesn’t upstage the players’ Cast—having Buffy save the
day is going to get old fast.  On the other hand, the
Hellmouth could be big enough to have two groups of
heroes in town—maybe the Cast gets to save the Scooby
Gang’s collective butt once in a while.

Aprés-Buffy Sunnydale 
Sunnydale remains, but Buffy and crew are no longer

in town.  What if Buffy died during one of her many
close brushes with the Grim Reaper?  Or what if Buffy
remained a waitress named Anne after the whole Angelus
tragedy?  The others might have left town for their own
reasons, or you can keep them around to help the Cast.
Giles, Willow, or Xander are much more appropriate
Guest Stars than Buffy, Angel, or Spike.  

In this case, the new Cast’s problem would be to fill
Buffy’s shoes (dainty size sixes, probably)—Buffy is a
tough act to follow, and it would be nice to have some-
body from the Original Cast around to remind the char-
acters of that.  There are plenty of dramatic possibilities
awaiting a band of replacement heroes trying to live up
to the legend of the greatest Slayer that ever lived.

Episodes,Seasons
and Drama

Episodes,Seasons
and Drama
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Aprés-Sunnydale
This is essentially an extension of the Buffy storyline

(ain’t you just the storyteller).  Sunnydale is no more
(absent serious construction), Buffy, Giles, and the gang
are out and about (say, Italy), and Slayers are available
for all.  The Cast may have contact with Buffy (particu-
larly if one or more are Slayers) but they are in different
locales and conduct different missions.  With this option,
the world is your playground and Hellmouths can be
found wherever you like.  See Other Hellmouths below.

Alternate Sunnydale
Anyanka: You trusting fool!  How do you know
the other world is any better than this?

Giles: Because it has to be. 
—3.8 The Wish

A more extreme “What if?” scenario has the players’ Cast
replace the Original Cast.  There never was a Buffy in
Sunnydale, and the new characters have to deal with the
Master, the Mayor, Adam, The First, and the rest of the fun
bunch on their own.  

This is an interesting variant, but the potential for spoil-
ers is high as the players know how Buffy and the crew
dealt with their enemies, and thus have an unfair advantage.
You can easily deal with this problem by making a few sub-
tle changes in the villains and subplots.  Players who try to
use their knowledge of the show to deal with Sunnydale
threats may find themselves unpleasantly surprised.

Beyond the Hellmouth
Ellis: We have a Code One in Belize.  A demon
tribe is taking apart missionaries in the rain
forest down there.

—5.10 Into the Woods

Sunnydale is far from the only option for you and your
players.  Supernatural danger can be found in many
other places.  From demon tribes in Belize to vampires,
warlocks and law firms in Los Angeles, the monsters can
be anywhere—and so can your heroes.   Here are some
possibilities to inspire and awe (okay, maybe interest?).

Other Hellmouths
Faith: Looks like the Hellmouth is officially
closed for business.

Giles: There’s another one in Cleveland . . . not
to spoil the moment.

—7.22 Chosen

Is Sunnydale’s the only Hellmouth on the planet?
Word from the man who knows is “no.”  So you can set
a brand-new Hellmouth—drawing the supernatural the
way a week-old pizza draws flies—anywhere you please.
It could be in a large city or a small town, a quaint vil-
lage or a creepy mountain community.  You could even
place the Hellmouth in your hometown—depending on
where that is, it might even be an improvement.  

Wherever the little supernatural roach motel is, things
shouldn’t be nice and normal.  People should die or dis-
appear with alarming frequency.  Companies with dubi-
ous track records should set up shop there.  The local
authorities should have a few skeletons in their closets,
sometimes literally.  Doing some research on the city or
town’s history might uncover local legends and scandals
that you can use to stir up trouble for the Cast.

Much like it was in Sunnydale, the Cast Members can
be locals trying to survive, heroes who have arrived to
clean up the town, or innocent visitors who showed up
for the sights and stayed for the zombies.  This option
has the advantage of being a setting that is full of sur-
prises for even avid BtVS viewers.  And, post-Season
Seven, it’s really the only way to go.  Whether you drop
the Cast near another Hellmouth or not, you have to go
looking for evil outside Sunnydale.

CHAPTER 7

PPllaayyeerrss WWhhoo AArreenn’’tt FFaannss
If you own this book, it is a safe assumption you

like BtVS (or Uncle Teddy just gave you a lousy
Christmas present).  Still, not everybody who plays
needs to be familiar with the epic tale of the Slayer
and her loyal Scooby Gang.  Maybe they are playing
because their friends are running the game, or they
are just curious about the Buffyverse.  You Directors
should try to make them feel “not left out.”

In some ways, players who don’t know much
about the Buffyverse are actually a bonus.  Unlike
veteran Buffy fans, they’ll discover the Slayers, the
Hellmouth, and other fun facts about the Buffyverse
at the same time their characters do.    

People who enjoy action-adventure games with a
supernatural background and quirky humor should
like playing this game.  The Buffyverse is large
enough to accommodate a bunch of different char-
acters and playing styles—you could help introduce
non-fans to the game by having them bring their
favorite characters from other games, movies or
TV shows to the Hellmouth.  You might even get
them to start watching and enjoying the show, and
gain another convert to the Church of Whedon.

TM
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The Wandering Heroes
Another possibility is to have the gang move from place

to place, solving mysteries as they go (multicolor van is
optional).  They could be chasing something or some-
body, or something or somebody could be chasing them.
Or maybe the Cast is made up of members of a touring
band, or carnies in a traveling fair.  They travel all over
the country, moving from job to job, encountering trou-
ble along the way.  Every Episode, the Cast gets to see
new places, meet new people, and slay new monsters.

This type of “setting” is interesting but requires more
work.  Since the gang is always on the move, you have
to create a new “set” every time they reach a new town,
with new Guest Stars, new places of interest and so on.
The Cast will rarely get the chance to bond with anybody
aside from each other, since they will be riding into the
sunset with each Episode or so.  This isn’t necessarily
bad, but you and your players should keep it in mind.

Same Slayers, Different Day
What about different time periods for the game?

There have been Slayers since the dawn of time.  When
you consider your typical Slayer doesn’t live for many
years after her awakening, in the last 500 years we are
talking 100+ potential Slayers.  You could have Slayers in
the Middle Ages (“Who was that girl in plate armor?”),
in the Old West (“Fastest stake thrower this side of the
Mississippi, pardner”), or even in mythical Greece (“I’ll
show you a real Warrior Princess!”).  Or forget the past:
the future beckons.  Slayers could rub shoulders with bio-
engineered super-soldiers, cyberpunks, and alien threats.
Or if you really want to get weird, have any number of
Slayers and their friends find a time machine (maybe dis-
guised as an old-fashioned phone booth) and wander
through the ages fighting demons and undead.

Doing a historical or futuristic BtVS Series requires
more work but it can be fun.  This option makes using
the Original Cast more difficult, though, unless you allow
a “Buffy travels in time” device or spell.  

Episodes,Seasons
and Drama

Episodes,Seasons
and Drama

KKeeeeppiinngg tthhee CCaasstt IInn TToowwnn
So you have just discovered that your hometown is

the monster capital of the world.  What do you do?

aa.. Decide not to worry about it.

bb. Pack up your belongings and take the next bus
out of town.

cc.. Toss a few of your things in your car and
drive the hell out of there.

dd.. Don’t even bother packing—your shadow has
to sweat to catch up with your fleeing butt.

Most reasonable people would go with options b
through d.  When casting for the Series, you and
your players need to think of a reason why the
heroes never decide that running away is the best
part of valor.  Some possible explanations include
the following:

DDuuttyy CCaallllss:: Slayers and other heroic types cannot
escape their destiny.  Sunnydale or other
Hellmouths are the places to be if you are into
demon hunting.  Also, if the demons get the upper
hand, they might destroy the whole planet, so run-
ning away isn’t going to fix anything.  It’s better to
discover and stop those threats than be on the
receiving end of a Surprise Apocalypse Party.  

NNoo EEssccaappee:: Some people may not be able to leave
even if they want to.  If the characters are minors,
they are stuck in town until they are 18, unless they
can convince their parents that Nebraska is beauti-
ful this time of year, and wouldn’t it be nice if the
whole family just moved there?  Or, given that a
Hellmouth is brimming with supernatural good-
ness, some mystical force might prevent the char-
acters from leaving.  Maybe whenever the fleeing
Scoobies reach the town limit, something bad hap-
pens—their car gets a flat, the bus breaks down, or
the ship sinks just after it clears the dock.  Whether
the force is good or evil, and what plans it has for
the trapped characters—that’s up to you.

EEmmoottiioonn BBeeaattss RReeaassoonn:: Your head tells you to get
the hell out, but your heart tells you to stay.  Cast
Members can stay for a number of irrational rea-
sons.  Being in love with someone who is staying no
matter what works nicely.  Or maybe the forces of
darkness hurt the character or her loved ones, and
now it’s time for some payback.  Or maybe it’s just
a matter of being too stubborn to let some undead
carpetbaggers run them out of the old homestead.

TM
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CAST OPTIONS
The name of the show is Buffy the Vampire Slayer, not

the Sunnydale Monster-hunting Club, and that’s no acci-
dent.  The focus of the show was the Chosen One.  Does
that mean that you have to do the same with your Series?
Not necessarily.  The focus of the game depends on what
you and your players want.  Here we have a few options,
and their pros and cons.  

The Chosen One and Friends
Buffy: You guys don't have to get involved.
Xander: What d'ya mean? We're a team!  Aren't
we a team?

Willow: Yeah!  You're the Slayer, and we're, like,
the Slayerettes!

—1.3 Witch

This is the “default” mode of the TV show and the
game.  You have a Slayer (maybe more than one, see The
Slayer Options, p. 32) and the rest of the group consists
of a mixed group of Heroes and Slayerettes.  Heroes do
most of the butt-kicking; Slayerettes provide moral sup-
port, research, and investigation and (fortified with
Drama Points) occasional butt-kicking of their own.
Many (or even most) of the plots and subplots of the
Series involve the Slayer(s).  

This type of game follows the show’s setting fairly
closely.  It doesn’t mean it’s the best style for your game,
though.  If nobody wants to play Slayerettes, don’t force
them to.  If more than one player wants to assume the
role of a Slayer, there are ways to make it happen.  

Most of the guidelines in this chapter are meant for
this type of game.  They can be used for other games,
but they may need some modifications.

A Gathering of Heroes
Forrest: Well, the way I got it figured, the Slayer
is like some kind of bogeyman to sub-terrestri-
als.  Something they tell their little spawn to
make them eat their vegetables and clean up
their slime pits.

Riley: You're telling me she doesn't exist?
Forrest: Oh, wait a sec.  Am I bursting some-
body's bubble here?  Maybe this a bad time to
tell you about the Easter Bunny.

—4.11 Doomed

This is a variation of the above—the Slayer is but one of
a group of heroic characters.  Any Slayerettes around will
be Guest Stars under your control.  All the Cast Members
are Heroes or Experienced Heroes (whether Slayers post
Season Seven or not).  To some degree, the original
Scooby Gang has advanced into a Gathering of Heroes
stage by the end of the Series.  Adding in Robin Wood,
Faith, and a slew of activated Slayers certainly ups the
Hero quotient.  Random vampires won’t be much of a
threat to this crew, and finding worthy foes might be more
difficult.  In some cases, the Cast Members may turn out to
be their own worst enemies—heroes often have heroic
flaws (Darth Rosenberg?).

This option eliminates the tension between Slayerettes
and Heroes.  Some players may prefer it though, because
there is less chance of any one character stealing the
spotlight.

A Gathering of Scoobies 
Spike (scoffs): Feel it in my bones.   It's, uh . . .
called the Yoko Factor.  Don't tell me you've
never heard of the Beatles?

Adam: I have.  I like "Helter Skelter."
Spike: What a surprise.   The point is, they were
once a real powerful group.   It's not a stretch
to say they ruled the world.   And when they
broke up everyone blamed Yoko, but the fact is
the group split itself apart, she just happened to
be there.   And you know how it is with kids.
They go off to college, they grow apart.   Way
of the world.

—4.20 The Yoko Factor

Or you can go the opposite way—the entire Cast is
made of Slayerettes.  Heroes are either Guest Stars, or
there are no Heroes to be found.  Here, the characters
have to rely on their wits and teamwork to survive.
Staking a single vamp can be troublesome unless the Cast
uses some tactics, and fighting an uber-menace like the

CHAPTER 7
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Master requires some quick thinking (or an uber-expen-
diture of Drama Points).  This type of game pits regular
people against the forces of darkness.  

You have to make sure that the final score of the game
does not read Forces of Darkness 6, Regular People 0.
For inspiration, look at 3.1 Anne, where the Scoobies
valiantly tried to fill the Slayer’s shoes (and had a six out
of ten kill ratio).  

Alternatively, instead of a Slayer, one of the characters
could be a Potential or Slayer-in-Training (like Kendra,
who actually prepared to be a Slayer).

If there are Heroes around, the biggest task is keeping
them from always saving the day—the Cast should be the
stars.  A funny variant would involve a Hero who is actu-
ally a fraud—too cowardly or dumb to do the job.  Then,
it’s up to the Slayerettes to save the day!

The Initiative
Tom: They starve you.  When you're ready to bite
your own arm, they shoot out one of those pack-
ets.  You drink, and the next thing, you're gone.
And that's when they do the experiments.

Spike: And, uh, “they” are?  The government? 
Nazis?  A major cosmetics company? 

—4.7 The Initiative

Instead of Slayers and gang, the game could focus on
our favorite Friendly Government Agency, the
Initiative—equipped with the best in military tech and
ready to go all Rambo on the sub-terrestrial threat.  Most
Cast Members should be Hero types, although Slayerettes
can have a role as scientists or new recruits.  The game
can be set in the time before or after Dr. Walsh and her
misbegotten creation destroyed the original Initiative.
Or it could be a “What if?” scenario where the Initiative
did not have that “technical difficulty” (you know, when
the captured monsters escaped and ate half of the unit).  

An intact Initiative could fight sub-terrestrials in other
places besides Sunnydale.  Covert teams could hunt
undead lords and other critters in the mountains of
Yugoslavia, the African jungles, or other exotic places
(like Queens).  

Initiative games have a different structure.  The Cast is
subject to military discipline, and they get ordered
around more often than your typical Slayer.  Then again,
they get access to nifty high-tech equipment and every-
one is a highly trained profession (cue lines about pre-
breakfast accomplishments).  The Military Monster Squad
sourcebook covers this ground in detail (plug, plug).

Watchers in Action 
Giles: A, a Slayer slays, a Watcher . . . 
Buffy: . . . watches?

—1.1 Welcome to the Hellmouth

Despite Buffy’s opinion, Watchers have other things to
do besides keeping track of the Slayer and watching
Masterpiece Theater.  In the past, or as reconstituted
after their Season Seven drubbing, Watchers look out for
potential Slayers, often training them before they
become the Chosen One.  They also have operatives who
deal with Slayers who break the rules (Faith, anyone?),
and may engage in the occasional hunt on their own, if
only to train members.  Then there are renegade
Watchers that might need to be brought to heel before
they .  .  .  just for example .  .  .  steal a magical glove,
open up a new Hellmouth, or something fun like that.  

Most Watchers can be built as White Hats, although
skilled or experienced ones could be full-fledged Heroes.
Watchers lead more structured lives than Slayers—
you’ve seen what stuffed shirts they can be individually,
now imagine what an entire group of them would be like.
Pre-Season Seven, they were concentrated in Merry Olde
England, where a man can have a pint and play a game
of darts in peace and quiet, but the Watcher network was
spread far and wide.  Certainly after Season Seven, a
Watchers-oriented game could take place anywhere in
the world—they could be lower-level operatives that sur-
vived the First’s attacks, or new recruits duty-bound to
take up the fight against evil.  More Watcher info can be
found in the Tea and Crossbows BtVS RPG supplement.

Episodes,Seasons
and Drama

Episodes,Seasons
and Drama
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Slayer-less Series 
Giles: She said something about everything being
different, that the . . . the world wasn't sup-
posed to be like this.  It was, um, better.  Before.

Larry: Okay. The entire world sucks because
some dead ditz made a wish?  I just, I just
want it clear.

Giles: She said the, uh . . . the Slayer was sup-
posed to be here, was, um, meant to have been
here already.

—3.8 The Wish

Another possibility is to have a Series without a Slayer.
The Buffyverse has room for other heroes besides the pop-
ular Little Girl/Big Stake combo.  Perhaps the best case in
point is the Angel TV show, where Buffy’s former beloved
and a stalwart band of heroes battle evil on the streets of
Los Angeles.  A Series could focus on a secret society of
demon hunters, a coven of witches (good witches, say
three in number, all sisters), a team of federal agents look-
ing for the truth, a psychic who uses his powers to help
people contact their deceased relatives in a talk show for-
mat, or a group of midgets that find a troublesome magic
ring (okay, maybe the last two are a bit of a stretch).

A Series can be set in the Buffyverse without dealing
with the Slayers, the Watchers, the Initiative, or any
other pre-existing group.  As long as you and your play-
ers are having fun (and one of you buys this book), we
won’t mind one bit.

CREATING A SERIES 
Alright, you’ve made all the conceptual choices, and

are ready to go.  To help recreate the feel of the show,
BtVS games should try to follow the same structure—you
have self-contained Episodes, linked together to create a
Season.  Each Episode should contain healthy doses of
ass-kicking, comedy, horror, and personal subplots.  To
help you in this holy quest, we have thoughtfully provid-
ed some ideas and guidelines.

SEASONS 
Xander: We're going up against a god.  An actu-
al, mightier-than-thou god.

Willow: Well, you know what they say: the big-
ger they are—

Anya: The faster they stomp you into nothing. 
—5.13 Blood Ties

When doing a game the Buffy Way, you should plan
out the major story arcs of the Season in advance.  This
does not mean that you should know exactly what’ll hap-
pen in each Episode.  After all, your players’ decisions
and their characters’ actions should be a major factor in
the game.  But you should have some idea of what major
situations and events will be thrown at the Cast.  How
they deal with them will be the focus of the game.

First, you need to take care of all the prelim work—
building the sets, casting the characters, that kind of
stuff.  That’s been covered in the previous sections.
Next comes conflict.  Stories (not just violent stories)
depend on conflict, and in the Buffyverse conflict usu-
ally comes from an Adversary.  Besides villains, you
need Plots and Subplots—stories that will flow from
Episode to Episode, leading to a climax somewhere
down the line.  Finally, you need to populate the Season
with a nice Supporting Cast—the characters that will
relate with, make fun of, or terrorize the Cast along the
way.  You don’t have to outline everything before the
game starts; you might not even have a Big Bad in mind
for the first couple Episodes.  You should have some
idea about what she will be like relatively early in the
Season though, or you’ll end up with a collection of
disjointed Episodes.

CHAPTER 7
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TThhee SSyymmbboolliicc DDiimmeennssiioonn
Buffy is in many ways a metaphor for the process

of being a teenager.  The terrors of growing up, of
being an outcast in school, the hidden dangers of
bullies, the consequences of one’s first sexual expe-
rience—they are all echoed in the themes of the
show.  The Angel/Angelus drama was a supernatu-
ral rendition of the “sleep with a guy and he
becomes a total jerk” story.  

BtVS is more than just symbols and metaphors,
but you should keep them in mind when setting up
a Series.  An Adversary should be more than just a
horrible monster; if possible, give it a symbolic
dimension—the abusive authority figure, the cor-
rupter of innocence, the ultimate egotist who cares
for nothing beyond personal gratification.  

Ideally, Episodes should be more than just butt-
kicking action.  When you can, try to throw in
something with more depth—all choices should not
be clear-cut, and there should be consequences for
one’s actions, often unintended ones.  Do keep in
mind, though, that the goal of the game is fun, not
a philosophical treatise (unless your gang is up for
that sort of thing . . . in that case, go for it).
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Why do we start with the Season and not the
Episodes?  If you think about the Season first, you’ll
have a better idea of the direction of the game.  You real-
ly shouldn’t try to be too detailed though.  Think of the
Season as a point in the map, like “North.” All you need
to know is that the game is going to head north.  You
may not know how it gets there, let alone all the stops
along the way, but at some point, the game is going to
reach el norte and, one would hope, the arrival will be
worth the trip.

You’ll Rue the Day 
Spike: Just the beginning, love.  A warm-up act.
The real headliner’s coming and when that
band hits the stage, all this . . . ALL THIS . . .
will come tumbling in death and screaming, hor-
ror, and bloodshed.  “From beneath you, it
devours!”

—7.2 Beneath You

The Master, Angelus, the Mayor, Adam, Glory, and
the First are the starting points.  The Big Bad, the ulti-
mate foe, defines the Season.  Over several Episodes,
the conflict between the Big Bad and Our Fearless
Heroes builds up, with skirmishes, battles, and casual-
ties suffered on both sides—all leading to the cata-
clysmic Final Showdown.  

What makes a good Big Bad?  First, the nemesis
should be smart or at least resourceful.  A big dumb mon-
ster rampaging through downtown Sunnydale is good for
an Episode, not a Season.  Bosses rarely do the dirty work
themselves; they use minions instead.  They also have
goals . . . important goals.  While your Joe Schmoe vam-
pire only cares about the occasional human morsel, a Big
Bad is far more ambitious—world domination, the
unleashing of unspeakable horrors on the entire planet,
or even wiping out all bunnies in North America.

The Season’s Big Bad is not the only major villain,
even without counting the “monsters of the week” that
appear in many Episodes.  There may also be a second-
ary villain who works for the Big Boss or might have
plans of her own.  The Big Bad may not even make an
appearance for several Episodes.  In fact, it is probably
best if the Cast does not even suspect the identity or pur-
poses of the Big Bad until they are several Episodes into
the Season.

No need to get all the Big Bad’s vital statistics down at
first (when you get to that, refer to Villains, Henchmen
and Innocent Bystanders, on p. 227).  More importantly,
you want to have a feel for her motives and modus operan-
di.  The villain’s plans can be as simple (“I want to unleash

Hell on Earth”) or complex (“I will gain the Slayer’s con-
fidence, then I will turn all of her friends against her and
when she is isolated and full of despair, I will claim her
soul and make her my Hellbride”) as you want.  The mas-
ter plan no doubt plays a role over several Episodes.

The actual nature of the villain is also important.  You
can choose from your basic vampires (getting a little
old hat by now, but always good for the nostalgia),
demons (good because there is a lot of variety among
the Hellbound Hordes), human warlocks or witches
(maybe it’s time to dust off good old Ethan Rayne, or
maybe a distant cousin), or that paragon of plotting
Something Completely Different (Adam, Glory, and
whole magic misuse theme of Season Six qualify).
Figure out any powers the villain has—she should be
pretty dangerous.  Limitations are also good—the
Master was trapped in the Hellmouth, Adam was igno-
rant about the world and couldn’t really show his face
in public, Glory occasionally turned into a nice guy—
that kind of thing makes the Big Bad more interesting.
If the villain is too powerful to be taken out in a straight
fight, there should be an Achilles’ heel to make up for
it (but it should be hard to discover).

What resources does the Big Bad have? Most of them
have a small army of cannon fodder minions (vampires
are a popular choice, for some odd reason), and a cou-
ple of heavyweight lieutenants, good enough to go mano
a mano with our fearless heroes.  Others may have
money, access to powerful spells, connections at City
Hall (heck, the Mayor was City Hall), and so on.

Finally, at some point or another, the Big Bad has to
make things personal.  Destroying the world is all well
and good, but it doesn’t have the same emotional power
as torturing a loved one, shattering the innocence of a
dear friend, or terrorizing the characters past the break-
ing point.  If you can get the Cast Members to say (and
mean), “This sucker is going DOWN!” you know you’re
getting the Big Bad just right.  Besides being dangerous
and threatening, the baddie needs to be infuriating.  This
could be achieved by making her really good at foiling
the heroes (maybe as good as or better than the heroes
are at foiling the Big Bad), by giving her a really twisted
or even annoying personality, or by having something
about the Evil One’s looks, behavior or appearance that
produces that nails on a chalkboard feeling.  By the Final
Showdown, the defeat of the Big Bad should feel good.
Damn good.

Once you have the Big Bad all figured out, you have
something to link several Episodes, and the basic skele-
ton of the Season is set.  

Episodes,Seasons
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The Tangled Skein: 
Plots and Subplots 
Buffy: You know very well, you eat this late . . .
(Stakes the vamp.) . . . you're gonna get heart-
burn.  Get it?  Heartburn? (He turns to dust.)
That's it?  That's all I get?  One lame-ass vamp
with no appreciation for my painstakingly
thought out puns.  I don't think the forces of
darkness are even trying.

—4.6 Wild at Heart

These are the complications and themes that move from
one Episode to the next.  Since this is a game, not a script,
you do not have full control over Plots and Subplots.  The
Cast has a big role in making a storyline live over several
Episodes, or lie forgotten after one or two.  You can think
of Plots and Subplots as fishing lures—dangle them out
there and if the characters are interested, they will bite.
Here are some suggestions to make sure the Cast bites (er
.  .  .  are enticed into following Plots).

Plots
These are the big kahunas, the major story arcs of the

Season.  The First’s plan to open the Hellmouth and
bring forth a horde of ubervamps was the major Plot of
Season Seven.  The tragic Angel-Buffy relationship was
a major Plot in Season Two.  They both ran through sev-
eral episodes, and were dramatically resolved in the
Season Finale.    

Typically, a Plot emerges early in the Season, and leads
to the Season Finale.  You should devise at least one plot.
Some possible Plot ideas are elaborated.

AAPPPPRROOAACCHHIINNGG DDOOOOMM:: Some dangerous event is prophe-
sied to take place in the near future.  This is usually your
basic supernatural event, complete with lots of FX at the
end.  At some point in the Season, the Cast learns of it
and realizes they have to prevent it from happening.

Over a number of Episodes, the Cast acquires more clues
about the danger, until reaching the final countdown.
Will our heroes stop it in time?  This type of Plot is rel-
atively easy to set up.  Dire warnings from some unlike-
ly prophet, signs of the upcoming apocalypse, and clues
inadvertently left behind by the bad guys can be sprinkled
over several Episodes—a little research will do the rest.  

CCUURRSSEESS!! FFOOIILLEEDD AAGGAAIINN:: Your basic “stop the bad guy”
theme, this Plot revolves around the Big Bad’s plans.
The plan usually involves such charming things as human
sacrifice, unspeakable rituals, and scavenger hunts for
mystical artifacts.  The Plot is a race between the Cast
and the villains.  While the nemesis may be foiled tem-
porarily, the plan should plod along until the Final
Showdown.  Like the Approaching Doom, this type of
Plot is not hard to organize.  The tricky bits include
arranging for the Big Bad to avoid the Final Showdown
until the Season Finale, and doing it without railroading
the Cast.  Even with Drama Points to “pay off” the play-
ers, they are not going to be very happy if the bad dude
always seems to escape from their clutches.  It’s better to
avoid a direct confrontation with the head honcho, and
rely on competent and dangerous henchmen.  To keep
the Cast busy, you could set up a minion as the apparent
Big Boss, and reveal he’s but a servant of a greater power
just after the Cast defeats him (that’s a great point to end
the Episode and roll credits, by the way).

FFRRIIEENNDD OORR FFOOEE??:: A common Plot in BtVS is betrayal
and loss.  Friends and lovers may become deadly ene-
mies—Faith, Angelus, and Willow are prime examples.
The setup for this plot can be tricky.  You need to cre-
ate and assume the role of a Guest Star, get the Cast to
come to like and trust the character, and then betray
them.  For an even more devious turn, you might recruit
one of the players to assume the role of the Judas—after
all, another player-controlled character is the last one the
other players would suspect.  After the betrayal, there
may be hope of redemption (Angelus being turned back
into Angel, for example), either in that Season or as a
Plot or Subplot in the following Season.

LLOOVVEE IISS AA BBAATTTTLLEEFFIIEELLDD:: Romance blossoms, but love
don’t come easy, as the song says.  This can be a Plot or
Subplot, depending on how important it is to the story-
line.  The Angel-Buffy relationship was a major Plot in
the first three Seasons, and ended in the Season Three
Finale with Angel leaving Sunnydale.  The setup here is
hard, and the players need to pitch in.  The relationship
can be between a Cast Member and a Guest Star, or
between two Cast Members.  In the first case, you have
some control on how the relationship progresses (you
are in charge of half of it, after all).  In the second one,
the Plot is largely in the hands of the Cast Members

CHAPTER 7
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involved, although you can influence it by throwing in
obstacles, romantic rivals and other complications.  If
you watch a dozen episodes of any soap opera, you’ll
learn the tricks of the trade.

Subplots 
Manny: Why do you want to work here, Buffy?
You seem like a sharp young woman, and there
are a lot of other jobs.

Buffy: Well, I-I kinda need money pretty quick-
ly, like today, and so I didn’t want to go
through a lengthy interview process, and I fig-
ured this was the probably the fastest . . . way
. . . to . . . be . . . cause I . . . wanted to be part
of the Doublemeat experience?

—6.12 Doublemeat Palace

These are lesser plotlines, major enough to last for
several Episodes, but usually not covering an entire
Season.  Examples include the rise of the Judge during
Season Two, Willow and Oz’s relationship over Seasons
Two to Four, the heartbreak of Joyce’s death during
Season Five, and Wood’s revenge in Season Seven.
Subplots can be powerful dramatic story arcs, but they
don’t quite shape an entire Season the way Plots do.  You
should try to get at least one or two Subplots going.  

A Subplot need not appear in every Episode, but it
should at least be in the background, providing more
axes to grind, bones to pick, and clichés to throw.
Subplots often develop on their own, and they may
occur to you after the Season has started.  Sometimes
they wither and die without the players ever noticing.  If
a Subplot isn’t attracting their attention, it’s time to
either spice it up a bit, or let it go and replace it with
something else.

Subplots include “smaller” versions of all the Plots
described above.  For example, a doomsday event or
nefarious plan can be foiled in a couple of Episodes,
rather than over the course of an entire Season.  

Villains, Henchmen and Innocent
Bystanders
Stabbing Vamp (holding up bloody stake): Killed
with her own weapon!  They ought to put this
in a museum!

(The door bangs open and Riley walks in confi-
dently.)

Riley: You know what they put in museums? 
Mostly dead things.

—5.7 Fool For Love

Monsters, cops, teachers, and postal workers—they are
the people that the Cast encounters along the way.  Some
are unremarkable, nameless characters from Central
Casting.  Others are the Cast’s friends and family, danger-
ous foes or terrible Big Bads.  Usually, creating the
Supporting Cast (Guest Stars and Adversaries) can be done
from Episode to Episode.  Over time, you’ll get recurring
characters, and they play a role in many a Plot or Subplot.

Most Supporting Cast characters do not need full
Character Sheets, or even Quick Sheets, unless you have
a crew of players who like to fight everybody they
encounter.  For minor roles, all you need is a name (if
that) and the role the character is going to play in the
Episode.  Victim #3, for example, is unlikely to need
much development, except to be thankful after being res-
cued.  Your typical cannon-fodder vampire rarely needs
much beyond the basic Attributes and Ability Scores.  

Then you have the “named” roles—relatives, friends, col-
leagues or hated enemies of the Cast.  A Quick Sheet suf-
fices for the mechanics aspect, but you probably want to
spend some time fleshing out their personalities and atti-
tudes.  If all the supporting cast sound and behave the
same, the Series is going to feel like The Clone Wars,
emphasis on the “clone.”  A teacher should sound and act
differently from a police officer, or a Cast Member’s father,
or an aging hippy teacher still living in the 1960s (then
again, a Cast Member’s father could be an aging hippy).

After the Cast has been created, it’s probably a good
idea to jot down some ideas about the people in the char-
acters’ lives.  If they are going to high school or college,
you don’t need the entire faculty, but a couple of teach-
ers, school officials and guidance counselors are good to
have around.  Keep them as recurring characters, and if
any of them becomes a victim, her demise will have more
of an emotional impact than Dead Body #23.
Additionally, you should have a roster of Supporting Cast
characters ready to go at a moment’s notice.  That way,
if the Cast decides to do the unexpected, you have some-
thing to throw at them.  

Episodes,Seasons
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Attributes and Ability Scores
Many Supporting Cast characters exist only to have

their butts kicked by the stars of the show.  When it
comes to that, having their “stats” handy keeps the action
flowing.  This doesn’t mean that you have to go through
the entire character creation process for each and every
enemy the Cast encounters.  Far from it—all you have to
do is assign Attributes, put together the Ability Scores,
figure out any attacks or special abilities the characters
have, and you’re good to go.  We provided blank Quick
Sheets for handy reference (see p. 286).

AATTTTRRIIBBUUTTEESS:: Don’t bother dividing a set amount of
points among the six Primary Attributes.  Just pick and
choose what fits.  If you need to stat out a couple of frat
boys with roving hands, you could make them average
across the board (all twos), or maybe give them a cou-
ple of Attributes at three.  A team of berserk football
players would have high Strengths (four or five), above
average Dexterities and Constitutions (three or four), a
two for the mental Attributes.  For vampires and super-
natural beings, Attributes should be on the high end
(four to six or higher).  After that, just look at the chart
on p. 39 to figure out Life Points, add any bonuses for
the Hard to Kill Quality (most normal humans will not
have any), and Attributes are done.

AABBIILLIITTYY SSCCOORREESS:: You don’t have to figure out the skills
of most Supporting Cast members.  Instead, use the
Ability Scores (Muscle, Combat and Brains, see p. 122) to
get a rough idea of what the character can do.  Use the
character’s Attributes and the tables on p. 229 to deter-
mine what the appropriate levels are.  Most regular folks
have Ability Scores in the 9-13 range.  Vampires and
extraordinary people will be in the 14-20 range.  Nasty
Big Bad-types have even higher numbers.

SSPPEECCIIAALL A ABBIILLIITTIIEESS:: Most people have no unusual powers
or abilities.  Monsters may have several, from the typical
vampire powers and vulnerabilities to tentacles and warts
(ick!) to magical powers.  List them on the Quick Sheet
so you don’t forget that, say, a demon has scales that are
as good as Kevlar against physical attacks.

CCOOMMBBAATT MMAANNEEUUVVEERRSS:: Figure out what attack and defense
moves the character is likely to use, and list the damage.
Add the Success Levels inherent in the scores to the base
damage amounts. 

Most vampires have your basic Bite, Dodge, Grapple,
Kick, and Punch Maneuvers.  With natural weapon
attacks (Claw, Wrist Blade, Horn) use the appropriate
maneuver (Punch, Knife, Head Butt).  Others you will
have to devise on your own (Tail Spike, Projectile Snot)
after reviewing the maneuvers we’ve listed.

EEXXAAMMPPLLEE TTIIMMEE:: A vampire with claws, Strength 5,
and a Combat Score 15 would have a Claw attack
with a Score of 15 (just like Punch), doing base dam-
age 10 (2 x Strength) plus four (Success Levels on a
roll of 15).  Given the nasty talons, the Punch dam-
age is transformed to Slash/stab type.  Ouch!

DDRRAAMMAA PPOOIINNTTSS:: The Cast Members aren’t the only ones
with Drama Points—Supporting Cast also have access to
them.  Faceless characters have no Drama Points since
they aren’t meant for extraordinary things.  An average
cannon fodder vampire should have 1-3 Drama Points—
enough to land a good punch or two before being dusted.
A friend or relative of a Cast Member could have the same
amount, to allow for occasional heroics (Buffy’s mom
braining Spike with an axe, for example).  Major foes have
5-8 Drama Points, and Big Bads could have 10+ Drama
Points in store, enabling them to give our heroes quite a
run for their money.  Be sure to keep in mind that Drama
Points aren’t only for combat (Plot Twist, anyone?).

CHAPTER 7
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RRoolllliinngg AAwwaayy
In an effort to keep your work load down,

Guest Stars and Adversaries don’t roll dice much.
Some Directors may want to toss polygons too.  In
that case, transform your Quick Sheet Scores into
bonuses by subtracting six.  Roll the die and then
calculate damage based on the Success Levels (the
Quick Sheet damage will not necessarily match up
with your roll result).  

TTaaiilloorriinngg SSttaattss
As your Cast rises in abilities, the default

monster abilities listed here may not cut it.  In that
case, you’ll want to adjust for your Cast.

In the case of physical opponents, start with your
best fighter’s Dodge bonus and add three for wimps,
five for challengers, eight for toughies,  and up to
fifteen for Big Bads (depending on how many
Drama Points you want your Cast to blow through).
For spellcasters, apply the same formula to generate
the bad guy’s Brains Score with respect to magic
(no reason it need be the same as her regular Brains
Score).  Treat the bonus you add (three, five, eight,
etc.) as the baddies’ Sorcery level.  To address
Slash/stab or Bullet damage multipliers (assuming
your Cast favors those weapons) add levels of Armor
Value equal to half the average damage dished out.

Finally, remember numbers.  With the +2 bonus
per additional attacker, a few extra monsters can
go a long way toward giving your Cast a challenge.
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MMuussccllee SSccoorree TTaabbllee
88 WWEEAAKK AASS AA KKIITTTTEENN:: Willow can arm-wrestle this gal.

99--1100 AAVVEERRAAGGEE JJAANNEE:: Your average couch potato, capable of carrying a full bag of groceries to the car
without busting a gut.   

1111--1122 NNOOTT TTOOOO SSHHAABBBBYY:: Someone who works out, maybe plays an intramural sport; stronger than your
average couch potato.  

1133--1144 AAVVEERRAAGGEE VVAAMMPPIIRREE//FFOOOOTTBBAALLLL PPLLAAYYEERR:: This is the typical Muscle Score for a vampire.  Athletic humans
will be in the same range.  

1155--1166 TTOOUUGGHH VVAAMMPPIIRREE//WWEEIIGGHHTTLLIIFFTTEERR//WWEEAAKK SSLLAAYYEERR:: An above-average vamp, a workout freak, a pumped-
up Initiative commando, or a below-average Slayer. 

1177--2200 HHUUMMAANN PPEEAAKK:: Humans don’t come any stronger than this.  An athletic vamp, a strong demon or
your average Slayer are in this range.  

2211++ SSUUPPEERRHHUUMMAANN:: Strong Slayers, powerful demons and the like are in this range.  Glory rates a Muscle
Score of 36 (ouch!).

BBrraaiinnss SSccoorree TTaabbllee
88 DDUUHH??:: Life is like a box of chocolates to this gal, but she doesn’t know how to open it. 

99--1100 AAVVEERRAAGGEE JJAANNEE:: The character’s never going to win on Who Wants to be a Millionaire?, but is able
to hold down a job and live a normal life. 

1111--1122 SSMMAARRTT:: Someone with a good education and the smarts to make the most of it.   

1133--1144 BBRRIILLLLIIAANNTT:: Highly educated, very smart, or both.

1155--1166 GGEENNIIUUSS:: An expert, or just really, really intelligent.  Probably a nerd.

1177--2200 GGEENNIIUUSS PPLLUUSS:: Don’t play Trivial Pursuit against this character.

2211++ TTOOOO DDAANNGG SSMMAARRTT:: Nothing gets past this character.

CCoommbbaatt SSccoorree TTaabbllee
88 NNEEVVEERR BBEEEENN PPUUNNCCHHEEDD:: With this Combat Score, a character needs to go Full Offense or Defense, or

she’d just be a punching bag.  Those who can’t throw a punch to save their lives would have Combat
Scores at these levels.  

99--1100 A AVVEERRAAGGEE JJAANNEE:: This is someone who knows which end of a weapon to point towards an enemy, or
has been in a few scrapes in her life.  

1111--1122 NNEEWW VVAAMMPPIIRREE//NNOORRMMAALL FFIIGGHHTTEERR:: This is the Combat Score of your typical freshly dug vamp, or a nor-
mal human with some training (a beat cop, or a regular soldier).  

1133--1144 AAVVEERRAAGGEE VVAAMMPPIIRREE//VVEETTEERRAANN FFIIGGHHTTEERR:: This represents a vamp that has been out and around for a
while, or a tough, well-trained human (rank-and-file Initiative commandos). 

1155--1166 TTOOUUGGHH VVAAMMPPIIRREE//EEXXPPEERRTT FFIIGGHHTTEERR:: Some of the best undead material out there—these vamps got
game!  Expert swordsmen and martial artists are at this level. 

1177--2200 MMAAJJOORR VVAAMMPPIIRREE//MMAASSTTEERR FFIIGGHHTTEERR:: Now we’re talking Slayer-level proficiency.  These gals are hard to
beat—time to break out those Drama Points.  

2211++ BBOOSSSS:: These levels are reserved for the Masters, Glories and Adams of the setting.  
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THE PLOT THICKENS:
EPISODES
Cordelia: So Buffy's going for the big showdown,
huh?  Wish we could help.  You know, without
dying.

Xander: I don't see how. 
—2.22 Becoming - Part Two

This is where the action is.  Series and Seasons are
made up of Episodes.  Just like in the TV show, Episodes
of the BtVS RPG should be entertaining, fun and moving.
If at the end of the Episode the players can’t wait for the
next one, the game has succeeded in its purpose.  And
you don’t even have to break for commercials!

The elements of an Episode include the Introduction
(where the Cast finds out what the Episode is about), the
Complications (usually two of them, when important
things happen), and the Climax (where the conflict is
resolved).  Interwoven with all this you’ll have the
Season’s Plots and Subplots.  Put it all together, roll open-
ing credits and let the polyhedrons fall where they may.

CHAPTER 7

PPlloottss aanndd FFrreeee WWiillll
Games aren’t scripted, and the Cast Members are

going to act in ways that you Director types won’t
expect.  Notice that we didn’t say “MAY act in ways
that you won’t expect.” That’s ‘cause it’s going to
happen.  The word we are looking for is .  .  .
inevitable.  

So what happens when you were planning a
nasty ambush the moment your heroes arrive in
the library, and they decide to go to the Bronze
instead?  Or the Cast follows the red herring and
ignores the clues that lead to the real culprit?  You
can choose to let the chips fall where they may—
the ambush never happens, and half of Sunnydale
burns down while the Cast follows a false lead—or
you can adjust things accordingly.  For example, if
the ambush is a vital part of the storyline, just relo-
cate it to wherever the Cast ends up.  Or have the
false lead actually contain some clue that points
them in the right direction.  You cannot do that all
the time though, or the players will come to real-
ize that no matter what their characters do, it
turns out to be the right thing.  Sometimes, mis-
takes should have consequences.  Maybe the world
doesn’t end, but something bad should happen if
the Cast screws up—a friend or relative might be
hurt or even die, for example.  Try not to do this
without giving the characters some hint that they
are going about things the wrong way though, and
certainly don’t do it just to “punish” them for not
following your script.  

Try to be flexible with Plots and Subplots.  If you
“railroad” the Cast, forcing them into nearly every
situation and giving them little or no choice about
actions and storyline directions, the players aren’t
going to have fun.  But don’t let the characters get
away with totally wrongheaded decisions, either.
Sound hard to do?  Yup, and sometimes what you
think is a fair decision is not going to sit well with
the players.  Nobody said being a Director was
easy.  It does get better with practice.  Oh .  .  .
and the feeling you get when everybody is caught
up in the story and desperate to find out what hap-
pens next is better than Ben and Jerry’s with no
weight-gain guilt.
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The Introduction
Giles: Uh, let me make sure I have this right.
This witch is casting horrible and disfiguring
spells so that she can become a cheerleader?

—1.3 Witch

An Episode needs a setup, where the situation is estab-
lished.  For example, the intro for 1.3 Witch was (unsur-
prisingly) “An evil witch is operating in Sunnydale.”  The
Episode dealt with the Scoobies discovering that a witch
was hurting assorted cheerleaders, figuring out how to
stop said witch, suffering from (big shock) a magical
attack and finally, squashing her mojo in the final act.  

The Introduction can be something new and unex-
pected or a development of a Plot or Subplot.  Typically,
the Cast doesn’t know what the setup is until later in the
Episode.  It’s up to them to figure it out, and do what-
ever needs doing.  Some possible intros are given.

AA S STTRRAANNGGEERR AARRRRIIVVEESS:: There’s a new ghoul in town, and
the Cast must stop it before it racks up a big body count.
This is possibly the simplest setup there is.  The Cast
finds a victim or two, investigates, discovers who or what
the stranger is, and takes care of business. You need to
create the new threat and figure out what sort of trail
leads to its eventual defeat.  If the Cast isn’t on the ball,
the stranger might escape and possibly become a recur-
ring threat, or even a Big Bad.

WWEE M MEEEETT AAGGAAIINN:: A recurring villain, or even the
Season’s Big Bad, is the main foe of the Episode.  This
Introduction usually helps advance one of the major Plots
of the Season.  Typically, the villain unleashes some
scourge upon the Cast or the world at large.  The Cast
has to deal with the danger and stop the villain.  The old
enemy may escape, or might finally get her just desserts.  

WWEE M MEEEETT AATT LLAASSTT:: These are important Plot-related
Episodes.  Our heroes finally discover the identity of
some important villain or Big Bad.  These encounters
usually end with a nice fight scene, but the unmasked foe

might not be defeated this time.  The intro can start with
the discovery of the villain, or might provide the clues
needed for the revelation near the end of the Episode.  

NNOOW W YYOOUU’’VVEE DDOONNEE IITT:: Sometimes, the trouble comes
from a Cast Member (or a Guest Star) rather than from
an outside threat.  The complication or danger is caused
by a screw-up on the part of a “good guy.”  Maybe some-
body cast the wrong spell, or made some tragic error and
must now make amends for it.  In these Episodes, mon-
sters or villains play a minor role (although they are like-
ly to be around), and much of the time is spent dealing
with the consequences of the Cast Member’s actions or
undoing the damage she caused.

AASS TTHHEE BBUUFFFFYYVVEERRSSEE TTUURRNNSS:: Finally, you have Episodes
that deal with dramatic situations—falling in love, trying
to lead a normal life in the midst of demon-hunting, res-
olution of personal subplots.  Combat takes a definite
back seat to interpersonal relationships, but usually a
vamp or two show their ugly mugs just in time to get
stomped sometime between tearful moments.

Complications
Buffy: I was warm, and I was loved . . . and I
was finished.  Complete.  I don’t understand
about theology or dimensions, or . . . any of it,
but I think I was in heaven.  And now, I’m
not!  I was torn out of there.  Pulled out . . . by
my friends!

—6.3 Afterlife

After you have your setup, you need to get the story
moving.  Actually, the Cast does most of the moving, but
you can give them directions to get to the good parts.
The Complications are dramatic moments that advance
the story, or turning points that make things more inter-
esting (and dangerous) for the characters.  You should
try to space out the Complications.  Think of them as the
high points on a roller-coaster—you get a thrill as you
go down, there’s a temporary break and build-up as you
go up (heading for the next), and you go through the
thrill all over again.  Here are some for your Episodes.

HHEE’ ’SS DDEEAADD,, JJIIMM:: Finding a corpse is always a good way
to get a reaction, especially if the cause of death is
unusual or gross.  This situation can be highly dramatic
(as in 5.16 The Body), or for shock value.  The grisly dis-
covery could be used to reveal some dark force at work,
or to provide clues as to the nature of the threat.  

WWEE’ ’RREE IINN DDEEEEPP DDOOO ODDOOOO NNOOWW:: You turn around, and you
face a roomful of vampires.  Or the kindly old man you
were interviewing turns out to have the strength of ten
men and an appetite for human hearts.  Or your boyfriend
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TTeeaasseerr
The BtVS TV show episodes all begin with a

Teaser, a short, often humorous vignette that
introduces some aspect of the story to come.  We
sometimes refer to these as Cut Scenes (see
Director’s Screen).  While not strictly necessary,
you may consider adding a Teaser scene to your
Episodes to better mirror the TV show.  If so, you
may need to brief one or more of the players so the
scene plays out correctly.
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walks up on you having an intimate moment with an old
friend (he had something caught in his teeth, honest!).
This Complication reveals an unexpected danger (physical
or emotional), the kind of situation that has the audience
(and in a game, the players) wondering how the hell the
heroes are going to get out with their hides intact.
Ambushes and surprise attacks make great turning points.
Sometimes, you Directors may have to pay off the players

with a Drama Point.  Otherwise the characters with
Situational Awareness and Fast Reaction Time are never
going to get knocked out from behind while poking their
noses where they don’t belong, and where’s the fun in
that?  Setting up these situations can be difficult if the
Cast is careful or paranoid enough, but with some cre-
ativity anyone can be ambushed.  If you can arrange it, an
attack or intrusion when the characters think they are
totally safe can really shake their confidence.

OOUUTT OOFF LLEEFFTT FFIIEELLDD:: This Complication reveals that the
Cast Members had it all wrong—the apparent victim is
actually the villain, their suspect is actually a good guy,
and the butler didn’t do it—his demonically possessed,
half-android kleptomaniac clone did.  To develop this
turning point, you need to plant a few red herrings and
get the Cast pointed in the wrong direction, until the
truth comes crashing down (often leading to a We’re in
Deep Doodoo Now moment).

TTHHEE MMOOMMEENNTT OOFF TTRRUUTTHH:: A lovesick character confesses
her feelings.  A secret betrayal is finally uncovered.
What was hidden is now .  .  .  not.  This dramatic
Complication can go beyond the Episode and involve the
Season’s Plot or Subplot (like the discovery of the ritual
to restore Angel’s soul near the end of Season Two).
This is a turning point that can be player-driven, espe-
cially when it comes to personal revelations.  

Episode Subplots
Tara: I am, you know.
Willow: What? 
Tara: Yours. 

—4.16 Who Are You?

BtVS Episodes are rarely about only one thing.  Besides
the central setup, you should try to string along at least
one subplot (notice the small “s”).  This can be something
from the characters’ personal lives—a big test at school,
a first date—or part of one of the Season’s Plots or
Subplots.  These secondary storylines can be pretty
important, but they don’t get as much “onscreen time” as
the main plotline.  Common personal subplots include
important celebrations—birthdays, anniversaries and hol-
idays (what happens when the Cast needs to prepare for
that big Thanksgiving dinner even as they try to end a
man-eating demonic bird’s reign of terror?  Now that’s a
special holiday Episode).  Romantic developments are also
important.  Our heroes may find that a recent breakup
from within the ranks is cramping their slayin’ style.

Ideally, you should devise Episode subplots from the
relationships and personal lives of the Cast.  There is a

CHAPTER 7

OOtthheerrss WWaayyss ttoo DDoo IItt
The Episode/Season/Series structure is a set of

guidelines you can use to make the game feel like
the BtVS TV show (yup, we love to belabor the obvi-
ous).  That may not be the best way to run a game,
or to run your game.  Maybe you don’t want to set
up Season-length plots, and prefer to let the inter-
action of the Cast dictate the way the Series runs.
Or you want to follow a more traditional roleplay-
ing style.  Here are some ideas for you Directors
who want something besides the default structure.

TTHHEE QQUUEESSTT:: The game centers around some elu-
sive goal.  There are no actual Seasons or Episodes.
The game sessions lead the Cast from one encounter
or situation to the next, each event leading them a
step closer to the final climax.  The game focuses on
a single major plot, and ends when the quest is ful-
filled (although a sequel might follow).  This struc-
ture is closer to a series of novels or a movie than a
TV series.  Heck, make it take place over the course
of 24 hours.  There’s a novel idea.

TTHHEE SSOOAAPP OOPPEERRAA:: These games have no set struc-
ture, and depend on the Cast’s interactions with the
environment.  You populate the setting and let the
Cast loose on it.  There will be lots of Plots and
Subplots, but actual resolution points are less fre-
quent.  This is more like a soap opera, where by the
time a villain is defeated, two more are already
prowling in the background.  

TTHHEE OONNEE--SSHHOOTT:: This can be a single-Episode
game where what happened before and what hap-
pens after are not very important, or a series of
Episodes that don’t have interlinked Plots or
Subplots.  One-shots are very useful for conven-
tions or pick-up games where you don’t have to
worry about players showing up for every game
session.  The structure of those games is more like
a movie—it may or may not have sequels, but the
story should be over by the time the closing cred-
its start rolling.

TM

                                               



233

small risk that the subplot will take over the Episode, but
if that’s what’s important to the players, let the subplot
run wild.  The rest of the Episode can always be dealt
with later (assuming time is not an issue; otherwise, a call
from a Watcher warning the heroes the world is about to
end may break their mood and get their butts in gear).

The Climax
Xander: Demons versus soldiers.   Massacre,
massacre.

Willow: And Adam has a neat pile of body parts
to start assembling his army.   Diabolical yet 
.  .  .  gross.

Xander: Does anybody else miss the Mayor-I-
just-want-to-be-a-big-snake?

—4.21 Primeval

Sooner or later, you’ll get to the final payoff of the
Episode.  The setup is resolved (even if the solution is not
completely satisfactory), and the roller-coaster ride ends.
Usually, the Climax involves a confrontation with the
Episode’s main threat, followed by the consequences of the
confrontation.  The Cast may be triumphant and unscathed;
this is nice but not really in keeping with the show.
Alternatively, the heroes win, but it’s not a painless victory.
Maybe they learn some hard lesson, or have to pay some
painful cost.  The Climax might turn out to be a
Complication instead.  Maybe the villain is defeated—only
to be revealed as the pawn of a much more powerful being.  

Many Episodes should end in an upbeat note—the Cast
Members have prevailed, after all.  They might be a bit
battered and bloody, but you should see the other guy.
Give the Cast a sense of accomplishment—if every
Episode ends in an ambiguous or bitter way, you’ll mire
the heroes in a sea of existential angst, and that may be
too much like Season Six for the player’s tastes (ouch!).

SPECIAL EPISODES
Not all Episodes are created equal.  Some are going to

be almost “routine.”  Monster shows up, monster ram-
pages, monster gets staked (or knifed, or burned, or ban-
ished or clobbered with a giant mallet), Cast scores a few
funny lines out of it, the end (and there’s nothing wrong
with that, as long as the execution of the Episode is fun
and entertaining).  Others are going to play a pivotal role
in the lives of the Cast Members and the tone and shape
of the Season or even the entire Series.  

Series Premieres
Giles: Into each generation a Slayer is born, one
girl in all the world, a chosen one, one born with
the strength and skill to hunt the vampires . . . 

Buffy (interrupts and joins in): . . . with the
strength and skill to hunt the vampires, to stop
the spread of their evil blah, blah, blah . . . I've
heard it, okay? 

—1.1 Welcome to the Hellmouth

The first Episode is pretty danged important.  This is
where the Cast gets together for the first time—at least
“onscreen” (the characters may have known each other
before on paper, but this is where we see what sort of
chemistry exists between them).  Everybody gets a first
glimpse at the setting, and a lot of the tone of the Season
or the Series is defined by this first impression.  Not
everything should be set in stone.  Just like on TV, a
game Series may need some “retooling” after the first
few Episodes (whatever you do, though, don’t introduce
cute little kids who get the bulk of the best jokes; they
are the kiss of death).  

The Series Premiere is usually an extended Episode—
a pilot, to borrow a term we heard somewhere—and
involves some important Introductions and
Complications, including the following.

FFIIRRSSTT A APPPPEEAARRAANNCCEE:: Big setup here.  The stars of the
show share the “screen” for the first time.  Most of what
happens next is up to the players and how they “perform”
their roles, but you can provide a few nudges here or
there.  Putting the entire Cast under a little pressure may
help them stick together—after the characters have to
fight for their lives against a vampire gang, they may feel
more respect for each other.  Friends don’t let friends
get drained by vampires; by the same token, people who
save each other’s lives likely become friends.

SSHHOOCCKKIINNGG DDIISSCCOOVVEERRIIEESS:: A few things that should be got-
ten out of the way during the first Episode include such
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shockers as “vampires are real,” “vampires are real
strong,” and “Yikes!  There’re a real lot of them vam-
pires.”  Some of the “basic facts” of the setting should be
described here, especially if the Cast is not aware of them.
If the Series starts with a group of experienced monster
hunters, of course, it goes without saying that the facts
should go without saying .  .  .  as Willow might put it.

AA G GLLIIMMPPSSEE OOFF TTHHIINNGGSS TTOO CCOOMMEE:: You don’t have to lay
down all the cards, or even most of them, but it’d be nice
if the Series Premiere gave some clues as to what’s going
to be happening.  They can include tidbits hinting of the
dark powers involved, a chance encounter with a Guest
Star that may play an important role in the Cast’s lives,
or a “job description” for some of our heroes.  

Season Finales
Oz: Guys take a moment to deal with this: we
survived.

Buffy: It was a hell of a battle.
Oz:  Not the battle.  High school.

—3.22 Graduation Day - Part Two

All good things must come to an end.  In the Season
Finale, the Plots and any remaining Subplots come to a
head, the Final Showdown takes place, and the Cast
Members’ lives will never be the same.  Season Finales
should always be your cataclysmic, heart-wrenching,
mind-boggling .  .  .  uh .  .  .  doozies.  The Introduction
should be pretty intense; the consequences if the heroes
fail must be extreme.  The world might not end, but the
survivors might wish it had if the Big Bad’s plans come
to fruition.  The Complications should be powerful—
moments of truth galore, and if the characters are in
deep doodoo, it should be deep indeed.  The Finales are
times for the Cast Members to show how tough, coura-
geous and determined they are.  Ideally, they should end
with the heroes standing together, brothers and sisters in
arms, closer to each other than to anyone else in the
world.  You get all of these things, and your gaming
group will have recreated the magic of BtVS.  

Season Finales have some of the following Episode ele-
ments.

TTHHEE AAGGOONNYY AANNDD TTHHEE EECCSSTTAASSYY:: Romantic Plots and
Subplots should reach a major point in the Season Finale.
Characters may finally declare their love for one anoth-
er, relationships may come to a heartbreaking end, or
both (that’s always a kick in the teeth, ain’t it?).  

TTHHIISS TTIIMMEE IITT’’SS PPEERRSSOONNAALL:: By the Final Showdown, the
Big Bad should have gotten the Cast really, really pissed
off.  The end of the Big Bad should provide a nice

catharsis.  Few things feel better than seeing the creature
that tormented and terrorized the Cast and their loved
ones over the course of many, many play sessions get the
proverbial can of whupass unleashed upon it.  With a
combination of Drama Points and creativity, the Big Bad
should come to an emotionally satisfying squish.  

TTHHEE PPRRIICCEE OOFF VVIICCTTOORRYY:: Victories are not without costs.
Maybe the Cast has to pay a terrible price to finally defeat
the villain.  They might have to compromise their values
(Buffy letting Spike and Drusilla go at the end of Season
Two—and that wasn’t even the highest price she paid
during that poignant season finale).  They might suffer
personal losses at the end (Anya makes the ultimate sac-
rifice at the end of Season Seven).  Good as the defeat of
the Big Bad should be, the victory should often be bit-
tersweet, flavored with pain.

AANNDD L LIIFFEE GGOOEESS OONN:: The Season Finale can also be used
to mark milestones in the lives of the characters.  At the
end of each Season, the Cast is going to be older and
hopefully a little wiser.  High school eventually ends, to
be replaced by college or work.  Characters grow up, and
hopefully become stronger, better people than they were
at the beginning of the Season.  

Season Premieres
Xander: Uh, our summer was kinda yawnwor-
thy.  Our biggest excitement was burying the
Master.

Willow: That's right, you missed it.  Right out by
that tree.  Giles buried the bones and we poured
holy water and we got to wear robes.

Xander: Very intense.  You shoulda been.
—2.1 When She Was Bad

CHAPTER 7
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A Season ends and, hopefully shortly afterwards, a new
one follows (all hail Nielson).  The Season Premiere
should pick up any loose ends from the previous Season
and turn them into new Plots and Subplots, in addition
to hinting at new Big Bads and story arcs.  If any ene-
mies survived the last Season, they may make unexpect-
ed comebacks.  The consequences of the heroes’ actions
may come back and bite them in the butt in the new
Season.  And the Season Premiere is a good place to get
the ball rolling.

A new Season can herald a lot of changes.  Some Cast
Members may leave, to be replaced by newcomers.  Minor
characters may become important Guest Stars, or even new
Cast Members.  The entire Series may take a new turn, per-
haps becoming a little darker (or more tongue-in-cheek).
You get a chance to fix any problems the last Season had,
and the players should get a better feel for their roles.

The Season can start shortly after the end of the previ-
ous one, but sometimes it is better to let a little “down
time” pass.  That gives the Cast a breather and some lee-
way to modify their background a bit, and maybe get a few
“power ups”—a summer learning hidden lore can turn a
dabbler into a skilled witch, for example, and a few months
of intensive physical training might transform a Slayerette
into a pumped-up demon-hunter.  The down time allows
for new challenges in the characters’ personal lives and
new nemesis-es(?) to surface (although they might not
make their appearance for the first few Episodes).

IN CONCLUSION
Buffy: Xander!
Willow: Oh, wonderful Xander!
Buffy: You know we love you, right?
Willow: We totally do.
Xander: Oh God, we're gonna die, aren't we? 

—4.21 Primeval

Producing a fun game Series requires some thought
and work from both the players and you Director types.
Your gaming group is basically acting as a team of
screenwriters, actors and directors.  Instead of big
salaries, celebrity-studded cast parties, Emmy attendance
and houses in Beverly Hills, you get to have fun making
your own stories in the Buffyverse.  Hey, you can have
your own cast gatherings, complete with whipped top-
ping and crudities.  And your fame in the neighborhood
gaming store could be .  .  .  ah, okay, we pushed this
analogy a bit too far, eh?  The great part about role-
playing is that you can get both the pleasure of reading
an exciting tale (and not knowing how it will end) and
the creative joy of writing a good story.  When you com-
bine that with the characters and setting of BtVS, a grand
old time is all but assured.  And above all, remember that
your story continues as long as you want it to.  Nobody,
but nobody is going to cancel your periodic dose of the
BtVS RPG! 
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Introduction
WWAARRNNIINNGG:: This section is for Directors only.  Everyone else, don’t read this or we’ll send a Watcher hit squad after

you.  More importantly, the Episode will be much less interesting to play through.

Once all the Cast Members have been created or assigned, the basic background of the Series established and the
players gathered, you Director types are ready for your first game session.  The following Episode can be used as a
Series or Season Premiere, or inserted in an on-going campaign.  Players can choose to play characters from the
Original Cast, the Archetypes, or their own Cast Members.  The Episode offers some serious butt-kicking opportuni-
ties so you should ensure that at least one, and probably more Cast Members are able to hold their own in a fight.

CHAPTER 8
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Sean ran as fast as he could, his breath
coming in sharp, desperate gasps.  It
was no use.  She was gaining on him.

“Help!  Somebody, please help!” he
screamed.  His cry echoed hollowly through
Sunnydale High’s hallways.  A watchman
was supposed to be there at night, but he
was never around when you needed him.
Sean was alone.

The screaming exhausted his energy and
Sean collapsed.  “Help,” he said again,
almost a whisper.  He could hear the foot-
steps coming closer, hobnailed sandals on
the institutional tile floor.

“There you are,” said a voice he’d heard
so many times before.  Sean turned around,
and saw the impossible.  Even now, after
running from her for nearly an hour, he still
could not believe it.  “You can’t be here,” he
wheezed.  “You’re not real.  Not real.”

“You keep saying that.”  Her sword rose.
“This sure seems real though.”

The sword flashed down, abruptly cutting
off Sean’s final scream.

“Doesn’t it?”
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The Overview
Riley: It’s not just a job.
Buffy: It’s an adventure, great.

—4.11 Doomed

The Episode opens up with a murder, and the prom-
ise of more to come.  Soon, it is revealed that a gang of
vampire chicks has moved into town looking for trouble.
Then there is the added weirdness that the murders are
being committed by popular TV characters.  What’s
going on?  Tuesday in Sunnydale, of course.

In truth, the vamps just happen to be in the wrong
place at the right time (though they still deserve dusting).
The TV weirdness is courtesy of a super-powerful Big
Bad, the Djinn.  A dangerous entity from beyond reality
(okay, aren’t they all?), the Djinn was trapped in the
space between universes by a powerful curse, cast upon
it by a unique alliance of human sorcerers and demon
lords.  That’s how nasty the Djinn was—natural enemies
worked together to get rid of it. 

After a few centuries of being trapped like a fly in
amber, the Djinn managed to open a little hole in its
prison (figuratively speaking).  It could not escape
through the gap, but it could project a little bit of its
essence into our world—just phantom images with little
substance.  It could start working on its escape though.

The Djinn needs the living energy of human souls to
break out of its bondage.  Fortunately for us, it can’t just
scoop up human souls at will.  First, the demon needs to
establish a connection with the human in question; this is
done by granting the target a wish.  This tie allows the
Djinn to use its considerable powers on Earth, reshaping
reality to make the human’s wish come true.  In all cases,
the wish is corrupted or carries unintended conse-
quences.  While the wish can be repudiated before it’s
too late, usually the human loses her sanity when the
power over reality turns on her, and damns her soul by
hurting innocent people—and insane and damned souls
are exactly what the Djinn needs.  As soon as the human’s
mind reaches a certain threshold of insanity and her soul
is blackened sufficiently, the Djinn can seize and con-
sume the person and use her energies to widen the gap
in its prison walls.  Once enough humans have been
seized, the Djinn can break free.  No one is sure what will
happen then, but it will certainly be a Very Bad Thing.

In this Episode, the Djinn is working through a venal
teenager whose answer to high school and familial abuse
is murder. 

No stats are provided for the Djinn here because the
Big Bad is out of reach.  If over the course of the Season

Sweeps WeekSweeps Week

TM

DDiirreeccttoorr TTiippss
At various points throughout this Episode,

Director Tips sidebars will provide helpful hints for
those among you who are new to the whole
Director biz.  Every game will be different (that’s
what’s cool about roleplaying) so you should feel
free to modify, adjust, add or delete the material to
make it fit your group.

The main plot of Sweeps Week assumes the char-
acters are in high school—Sunnydale High, to be
precise.  This will, no doubt, instill much wailing
and gnashing of teeth among those of you who
don’t have the game set up either in high school or
Sunnydale.  Have no fear—with a few script
changes, you can alter the Episode with minimal
pain and suffering.  Below are some options (sure-
ly the more creative among you will come up with
some of your own).

SSaammee SScceennee,, DDiiffffeerreenntt PPllaaccee:: The easiest thing to
change is the general location—if your game is not
in Sunnydale, just move the characters and events to
the town of your choice (a Hellmouth is not neces-
sary, but it helps).  Everything else flows as normal.

OOuuttssiiddee IInnvveessttiiggaattiioonn:: The plot proceeds as
planned, but none of the Cast Members are in high
school.  No biggie—the murders in the high
school (see p. 238) will surely attract the attention
of any would-be hero in the area.  And the incident
at the Bronze (see p. 240) can easily be witnessed
by college students and adult investigators, as long
as they go out once in a while.  Discovering the
identity of the murderous couch potato (see p.
245) will be trickier, but not impossible.  This
option works well with an Initiative-based or sim-
ilar “adult” Cast game.

FFrriieennddss iinn NNeeeedd:: Even if none of the Cast
Members are in high school, they could have rela-
tives, acquaintances or neighbor kids who are.
Some of them could be witnesses to the strangeness
going on, or they might be the targets or suspects.
The Cast will have access to the school’s gossip
through those connections, all without having to
relive the high school experience.  

TTaakkee IItt ttoo CCoolllleeggee:: Just bump everybody up a few
school years, and the victims and perpetrator can
be college students at UC Sunnydale or another
higher ed institution of your choice.  The bullying
could be less overt than in the Episode as written,
or just as nasty, as you like it.  

                                  



CHAPTER 8238

the Cast does everything right, the demonic lord will
never break free and manifest itself.  Will our heroes
manage to keep the fiend locked out?  Will they have to
forge an unholy alliance with demons to repeat the
imprisoning spell?  Stay tuned.

First Period Terror
Jonathan: Somebody help me!
Dodd: Come on, Johnny, you gotta hold your
breath longer than that if you ever wanna
make the team!  Hey, somebody time him!

—2.20 Go Fish

It’s another morning at Sunnydale High and the stu-
dents crowd the hallways, heading to class, stopping to
catch up with their buds, and, in at least one case, engag-
ing in not-so-nice activities.  Case in point—Brian White,
Donny Ferrelli, and Diego Valdez (see p. 246), Junior
Varsity football players and all-around bullies.  Their cur-
rent victim is Julius Desmond (see p. 246), a short and
pudgy kid with thick glasses, a Mt. Saint Helens-level case
of acne, and the disposition of a well-kicked dog.  

In addition to his other problems, Julius had the mis-
fortune of running into Brian and dislodging some of his
books.  “Pick ‘em up,” Brian orders, and as Julius has-
tens to obey, Brian slaps the books out of his hands.
“Again,” he says.  Donny and Diego surround Julius, who
picks up the books a second time.  And has them slapped
away a second time.  “Again.”

This is going to go on for a while unless somebody
intervenes.  If any of the Cast stands up to the bullies,
they back off—for now.  They’re bullies, but they aren’t
stupid.  They won’t start a fight in the middle of the hall-
way in the middle of the school day.  Diego smirks at the
rescuers and leave with a “We’ll catch you later, losers.”
Julius is thankful and a little whiny.  If nobody does any-
thing, the trio torments him for a while, with Brian
knocking off Julius’ glasses as he bends over a fourth or
fifth time.  Satisfied with that, they go to their lockers.  

Then the screaming begins.

Brian is the first one.  He opens his locker, then
recoils, screaming like a little girl.  It’s understandable,
though—there’s a headless body inside.  A second or two
later, Diego joins in the screaming.  Also understand-
able—the missing head is in his locker.  The grisly sights
are worth a Fear roll with a -3 penalty for anyone who
gets a good look at the contents of the lockers.  The head
(and the body) belong to Sean Lowell—Brian, Donny and
Diego’s football buddy and fellow bully.

The good news: school is cancelled for the day (mak-
ing it the twelfth day off this year on account of a mys-
terious death—you gotta love Sunnydale).  The bad
news: Sean has been murdered, and someone is respon-
sible (duh).

CHAPTER 8

TM

DDiirreeccttoorr TTiippss
The Djinn is a worthy Big Bad, but it may not be

right for every Series.  If the Djinn doesn’t fit your
game, don’t use it.  Replace it with your own per-
sonal Big Bad, or eliminate the Big Bad entirely for
this plot.  The power behind this Episode could
come from a magic spell, or mystic device, or even
the confluence of the Hellmouth and one kid’s
overactive imagination.

DDiirreeccttoorr TTiippss
As the Director, it’s up to you to describe the

scenes to the players.  For this opening scene, have
the Cast Members gathered together, or at least in
the same hall at the same time, so they can witness
the bullying of Julius.  Make sure you make it clear
that Julius is suffering and is unwilling to do any-
thing about it.  Then pause and allow the players to
describe what they are doing.  

Respond as necessary based on their descrip-
tions.  Use rolls if necessary, but remember that
many things do not require rolls.  Also, think about
the characters and their backgrounds.  A big dumb
jock-type is not going to saunter forward and cool-
ly carve up the bullies with rapier-like wit, and a
scrawny geek-type is not going to use a flying jump
kick martial arts move.  Either might decide to go
postal and jump on or punch the bullies, but warn
them there will be repercussions (suspension, rep-
rimand, payback, etc.).
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Whodunit
Wesley: We don’t know that for certain. (bright-
ly) I say it merits investigation.

—3.15 Consequences

Our heroes can ignore the grizzly finds and try to for-
get what happened (not very heroic), or they can try to
figure out what’s going on.  In the first case, move on to
Nightmare at the Bronze (see p. 240—oh, and you prob-
ably need to scare up a better Cast).  Assuming the Cast
is curious as to who is divvying body parts among school
lockers, there’s a bunch of information to be had.  Some
of it would be known to anyone in the school (name,
clique and general personality); others will require some
actual investigation.  

SSEEAANN LLOOWWEELLLL:: He’s the deceased (for those not paying
attention).  The cause of death is pretty obvious; there are
no other wounds on Sean’s body aside from the severed
head.  This can be determined either by examining the
body—which is going to be tricky with all the screaming
and chaos going on (the Cast will have figure out a way to
distract or misdirect the school authorities long enough
for someone to take a look)—or by hacking into police
records (which requires an Intelligence and Computers
roll at -2).  The murder weapon was a bladed or slashing
weapon of some kind, no doubt a very sharp one.  A suc-
cessful Perception and Doctor roll when examining the
body reveals that the time of death was sometime between
9 pm and midnight (hacking into police records reveals
this fact without any roll beyond the Computers check).

Sean will be missed by Sunnydale High’s football team,
his girlfriend Donna Taylor, his other girlfriend Louise
Baywillow, and his buddies (the aforementioned Brian,
Donny and Diego).  He will not be missed by any of SHS’
misfits and outcasts, who were at the receiving end of his
dark sense of humor.  As a result, Sean had a number of
enemies, or at least people who didn’t like him much.
They include Julius Desmond, who we met earlier, Keith
Dicks, Peter Epstein, Danielle Pfeiffer and any of the Cast
with the Misfit Drawback.  All the boys have had their
heads stuck inside a toilet bowl so far this semester—
Sean and his gang call it Baptizing the Nerds (they think
that’s hilarious).

LLOOUUIISSEE BBAAYYWWIILLLLOOWW ((SSEEEE PP.. 117777,, 224466)):: Louise is one of
the popular girls and counts Donna as one of her friends.
Even so, she spent the last couple of weeks “moving in”
on Sean.  Louise wasn’t in love with Sean; she just want-
ed to increase her status with the gang by “taking him”
from Donna.  Once she got into it, she also kind of liked
the idea that Sean wanted her so much.  She did confess
at one point to Linda Robinson (her best friend) that she
thought Sean would get “hurt” at some point.  

KKEEIITTHH DDIICCKKSS ((SSEEEE PP.. 225511)):: His unfortunate last name has
earned him no end of grief, but Keith’s ability to annoy
people within fifteen seconds of opening his mouth
makes things worse.  Keith’s not even a nerd—his grades
are mediocre.  He doesn’t have many friends even among
the local loser community.  Julius is one of the few.

DDAANNIIEELLLLEE P PFFEEIIFFFFEERR ((AA..KK..AA.. ““PPFFEEIIFFFFEERR TTHHEE HHEEIIFFEERR””;; SSEEEE PP..
117777,, 224466)):: Danielle has a slight weight problem (about fifty
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pounds), and has often been the butt of the joke for Brian
and his gang.  She is big into crystals and New Age-y stuff.
In the last several months, she has taken to wearing more
flowing dresses and skirts, and funky silver jewelry.

PPEETTEERR E EPPSSTTEEIINN ((SSEEEE PP.. 117777,, 224466)):: Peter is one of the
smartest guys at Sunnydale High, at least when it comes
to the sciences.  He doesn’t deal very well with people,
though, and he’s a favored target of the bully population.
He hangs with Keith Dicks and Julius Desmond, but they
get on his nerves too.

DDOONNNNAA TTAAYYLLOORR ((SSEEEE PP.. 117777,, 224466)):: Donna is one of the
popular girls but she’s actually more clueless than mean.
She doesn’t pick on the unpopular kids and tries to dis-
tract the gang when it sets its vicious sights on someone.
She was totally gonzo over Sean, and had no clue that
Louise was working him over.  Her fairy tale ended ugly
with Sean’s death.  Once she gets over her near-cataton-
ic grief, she’s going to start looking at the world with a
much more cynical eye.

MMRR.. XXAAVVIIEERR W WEELLCCHH ((SSEEEE PP.. 118800,, 224477)):: Mr. Welch teaches
biology at Sunnydale High.  He’s short, not very impos-
ing, and has a hard time keeping Sean and his gang in
line.  Mr. Welch has often been heard muttering about
doing something about them.  

There isn’t much else the Cast can find out today.  If
they talk to Sean’s friends (most of whom aren’t in a very
chatty mood, what with the dead Sean and all), they won’t
find anybody who saw him later than 9 pm the day before.

Nightmare at the Bronze
Harmony: Are we going to the Bronze tonight?
Cordelia: No, we’re going to the other cool place
in Sunnydale.  (Harmony looks confused.)  Of
course we’re going to the Bronze.

—1.2 The Harvest

The next incident happens that night right outside the
Bronze.  It’s a big night—Dingoes Ate My Baby (or some
other happenin’ band) is playing, and having some fun is
just the thing to take one’s mind off the murder.  

The mood at the Bronze starts out subdued, as often
happens when somebody gets killed at school.  Things
start picking up, though.  The music is good, and you
can get a complimentary nacho refill.  The only down
note comes from Brian, Donny and Diego.  Brian and
Diego are scared and angry; Donny, who didn’t get any
souvenirs in his locker, is trying to calm them down,
without much success.  Trying to talk to them is not a
good idea.  Brian and Diego are spoiling for a fight (and

sure, a Cast with a Hero or two can kick their butts, but
that’s kind of not the point).  

Donny finally comes up with a solution.  He leaves for
a while and comes back with some booze in a plain
brown bag, courtesy of his brand-new fake ID.  The trou-
bled trio heads out to have a few drinks in the alley
behind the Bronze.

They don’t leave alone, though.  Three pale girls who
are dancing together look at each other, nod and follow
them a few minutes later.  Cast Members in the Bronze
(if any) notice the interplay by making a Perception and
Notice roll with a -2 penalty (it’s crowded and not well-
lit inside—also remember any Acute/Impaired Vision
modifiers).  The three girls are vampires; characters that
get more than three Success Levels in the Perception and
Notice roll realize that, as will any Slayer who concen-
trates and uses her mystical senses (yeah, right—she’d
have to like read the handbook or something).  

Out in the alley, the following events unfold (if the
Cast intervenes at a different point, things may not hap-
pen exactly this way, of course):

• The three amigos pass around the bottle and start
getting loaded.  Donny is trying to be cheerful; the
other two are surly and mean-spirited.

• Julius Desmond and Keith Dicks happen to walk by
the alley, much to their misfortune.  Julius had con-
vinced Keith to get out of the house for a while.
Now he has reason to regret it, as Brian and Diego
decide that some fun with the losers is just the thing
to dull their pain.  Donny goes along, happy to see
his friends acting like their normal selves again.  The
three jocks surround the two outcasts.  Merriment
(for the jocks) ensues.

CHAPTER 8

TM

DDiirreeccttoorr TTiippss
It’s your job to get the Cast to the Bronze that

evening.  For some groups, this is as easy as having
an acquaintance run into one of the Cast Members
and ask whether they are going to the Bronze that
night.  Or you could have the school or the parents
organize the outing as a self-help/group-healing
kind of affair (right up Principal Flutie’s alley).
You might set it up that some of the Cast Members
work at the Bronze, or are part of the band.

If the Cast doesn’t want to go the Bronze, that’s
okay too.  Don’t pressure them into doing some-
thing they don’t think is right for their characters.
We’ll discuss that more in the next Director’s Tip.
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• The vampire chicks join in the fun.  “Mind if we cut
in?” asks one.  Both jocks and nerds are herded into
the alley, and the vamps get ready to have a snack.

Ideally, the Cast Members arrive at this point (they
could arrive a little earlier, when Brian and company
were picking on their victims), which leads to the first
tussle of the evening.  The three Vampire Chicas (see p.
247) start out punching and kicking, but as soon as it’s
clear they are in a real fight, they pull out their switch-
blades and start slashing.  If there are too many Cast
Members for the three Chicas to handle, you should
increase the number of vamps accordingly—for plot pur-
poses, at least one of the vamps should be able to avoid
fighting the Cast.

• While the fight is going on, the jocks and the nerds
all take off, running and screaming to wake the dead
(too late for that).  One of the vamps runs after
them.  

• Just as the Cast finishes dusting off the last of the
remaining vamps, Donny staggers back into the alley,
clutching his chest.  “Help me,” he whispers, and col-
lapses, dead.  

Cut to commercial.
The Cast Members should each get a Drama Point as a

consolation prize for trying to save the kids and failing
through no fault of their own.

Sweeps WeekSweeps Week
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DDiirreeccttoorr TTiippss
Okay, so what if nobody in the Cast wants to go

to the Bronze that night?  Here’s an idea or three.

PPAATTRROOLLLLIINNGG:: If there are Hero types among the
Cast, they should be out patrolling instead of
watching TV or studying.  Have the vamps chase
the kids right into their path, and you can have the
same fight and same gruesome murder at the end.
Same result, and nobody has to risk hearing loss
from all that loud music.

SSTTAAYYIINNGG HHOOMMEE:: Some characters may decide that
the thing to do after a murder has been committed
is to stay home, lock the doors, and curl up in bed
with a good Xbox game.  If you really want to
bring the action to the Cast, you can have the
vamps chase their victims into the Cast Members’
yards (talk about house calls).  Or you can throw
your hands up in despair and move onto:

MMIISSSSEEDD TTHHEE WWHHOOLLEE TTHHIINNGG:: They stayed home,
and missed a great fight and murder combo (plus
the good music).  The next morning, Donny’s body
has been found near the Bronze with a death
wound from a bladed weapon, and Brian and
Diego say they were chased by some “weird chicks
with switchblades and long pointy teeth” and lost
track of Donny.  Keith will tell a similar story—he
and Julius were being picked on by the bullies,
then the strange women arrived and chased every-
body away.
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Aftermath
Joyce: Who’s wigging?
Buffy (thinking quickly): Um . . . everyone. You
know, ‘cause of what happened.

—3.10 Gingerbread

A Perception and Doctor roll reveals that Donny’s mur-
der weapon appears to be a heavy blade—a sword or an
axe—just like the one that killed Sean.  The murder con-
cludes the evening’s festivities—there’s no trace of the
vamps, the surviving jocks, or Julius and Keith.  Calling
their homes reveals the others made it to safety.  If the
Cast doesn’t check on them tonight, they are at school
the next morning, where a moment of silence is taken in
remembrance of Donny Ferrelli.  

The mood at the school is pretty dark.  Two dead students
in a row is a lot to deal with, even in Sunnydale.  People are
looking at each other, wondering who’s next.  Brian and
Diego get the most stares.  Both jocks are shadows of their
former selves—they have become two scared kids, jumping
at any sudden noise.  If asked, they say they didn’t see
Donny after they ran out of the alley; everyone got separat-
ed in the confusion.  Diego is pretty sure the vamp that
chased them had been running after Keith, not Donny.

Keith and Julius drop by to thank the Cast for saving
them (assuming the Cast deserves thanks).  Keith does
most of the talking, and he stammers a lot.  His story
pretty much matches Brian and Diego’s—the vamp chick
was chasing them, but they managed to escape.  Julius
doesn’t say much, he just stands there looking even more
nervous than usual.  Characters who get more than three
Success Levels in a Perception and Notice roll realize that
Keith is constantly looking toward Julius, as if making
sure his friend approves of what he says (bit of misdirec-
tion there).  Otherwise, they just notice his nervousness.

Vamps 
Xander (yells): Hey, Riley!  What’s the (hand
gesture) all about?

Riley (exasperated): It means yell real loud so the
vampires who don’t know we’re coming will
have a sporting chance.

Xander (to Willow): See, now he’s all mean and
sarcastic.

—5.7 Fool for Love

Things start picking up that afternoon.  Characters
with criminal, police or occult Contacts (level 2 or high-
er) hear about the arrival of an all-female vamp biker
gang in town, the Chicas.  

An Intelligence and Crime or Influence roll can be used
to shake some information loose from the local undesir-
ables.  An Intelligence and Computers roll taps into City
Hall’s building plans.  An Intelligence and Mr. Fix-it or
Drive roll gets in good with the local biker-types.  You
can apply modifiers to these rolls as you see fit (maybe
the biker types aren’t as good a source for vamp biker
information as the local criminals).  You can also devise
other rolls, tailored to the Cast Members’ particular
strengths for gaining the information.

However accomplished, the Cast narrows down the
likely hiding places for a gang of bikers who can’t go out
during the day.  There are five possibilities: an aban-
doned train station, two warehouses near the docks, the
burned-out factory on the outskirts of town (could be
described as the CRD factory from 1.8 I Robot, You Jane
if you want to draw attention to this location), and an
abandoned church.  Each Success Level after the first
narrows down the choices by one—the correct one is the
factory.  Otherwise, the gang just has to hoof it and
physically check out each location.  If that’s the route
they take, make the last place visited the real vamp HQ
(or the second to last if you want to mix things up a bit).

An occult research roll (Occultism and Intelligence)
reveals a few facts about the gang, depending on its suc-
cess.  Each additional rank of successes includes all the
info at the lower ranks.

11 SSUUCCCCEESSSS LLEEVVEELL:: Nothing much—the Chicas are a
chick vampire gang.  They like motorcycles.

22--33 SSUUCCCCEESSSS LLEEVVEELLSS:: The leader of the Chicas is a
Mexican vampire named Gabby Blades.  The gang
likes to play with, and then feed on, guys.  

44+ + SSUUCCCCEESSSS LLEEVVEELLSS:: Gabby Blades is known for
using a sword in combat, and is a dangerous
fighter.  The gang likes to hole up in abandoned
properties during the day, and ride around look-
ing for trouble at night.

The Cast can hunt down the vamps.  If they find them
during the day, the Chicas are at a disadvantage (but they
stay indoors, so it’s not much of a disadvantage).  There
are four to six Chicas in the gang, as well as Gabby Blades
(see p. 248).  It’s going to be a tough fight.  Gabby might
escape to fight another day, or she can get dusted along
with her gang.  In any case, the vamps are not the ones
killing the jocks (although it’s not like they were inno-
cent bystanders).

After the Cast takes out the vampire gang, they may
think the threat is over.  Then they hear about the brutal
murders of Brian and Diego the next day.  Oops.

CHAPTER 8

TM
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False Trails
Anya: Don’t you watch television? I thought all
children despise effort and enjoy cartoons.

—5.17 Forever

Characters checking up on other would-be suspects
find the following clues.  Most of them are red herrings.

• Julius and Keith have a whispered argument on their
way out of school.  Julius looks pissed off, and he
pushes Keith away before stalking off.  Keith looks
sad and upset, then shakes his head and walks away.
Neither will talk about what happened.

• Peter Epstein has checked out a lot of books on witch-
craft from the library.  As it turns out, he does it for
the same reason Xander did—the naked pics.  Eww.

• Danielle Pfeiffer has been buying a lot of black can-
dles and magic paraphernalia from local occult shops.
She is indeed casting a spell at home—one to make
her lose weight and look pretty.  Anybody who makes
a Perception and Occultism roll realizes that she
doesn’t know what she’s doing; the spell is a complete
dud.  As a possible subplot though, Danielle’s desire
for beauty eventually leads her into the clutches of the
Djinn, who will happily grant her wish.  Naturally, the
wish has some caveats (like maybe she needs to steal
beauty from other girls, killing them in the process).

• Mr. Welch is very quiet and withdrawn.  If he’s fol-
lowed, the truth will come out—he is contemplating
suicide.  Helping him out, if roleplayed well, might
be worth a Drama Point or two.  Someone in a state
of despair, like Mr. Welch, could also end up serving
the Djinn later on, of course.

The Attack
Willow (off Buffy’s frilly costume): She could-
n’t’ve dressed up like Xena?

—2.6 Halloween

Brian and Diego aren’t splitting up—safety in numbers
and all that—so keeping them both under surveillance is
a snap.  And the gang need not be all sneaky-like.  The
big tough guys might actually be grateful to have the Cast
Members hanging around, especially if they kicked vam-
pire butt the previous night.

The jocks are staying at Diego’s house.  His parents
are out of town, and the boys turn the whole place into
a fortress, barricading all the doors and covering the
windows.  Diego has also gotten his hands on his father’s
gun, a revolver (see Pistol, p. 139).  He has no experience
with guns, so his Combat Score with it is a nine. 

Feeling secure in the house, the jocks decide to watch
some TV.  Right in the middle of a commercial touting

Sweeps WeekSweeps Week
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DDiirreeccttoorr TTiippss
You should play with the red herrings as much as

you like, and as long as the group is enjoying them.
Put some thought into where Danielle or Mr. Welch
live, what their rooms look like, how they will react
to the Cast’s snooping.  If you provide these details
and play out the dialogue, you give the characters
a chance to impact the world and provide no hint
that the interaction is secondary to the plotline.
Let the Cast find out as much as they can, and then
decide what is important and what is not.

Whatever you do, make sure at least one of the
Cast Members is aware that two obnoxious jock
friends have been killed, and that two remain alive.
That should lead them to keep tabs on Brian and
Diego, no matter what else they do.

You may also may want to think about dropping
a hint about Keith by having one of the Cast notice
something funny about his hand.  They might catch
a glimpse of a weird tattoo (see Mark of the Djinn,
p. 251), which he will shrug off by saying that it’s
none of their business or perhaps that it was a stu-
pid whim of his.  Now, be warned that anything
that sets one suspect apart from the others will
serve to focus the Cast on that person.  So be pre-
pared to have the Cast notice something odd about
the other folks at roughly the same time.  Then the
clues don’t lead to one and only one suspect.
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the wonders of beef, the TV set flickers and dies—and
there’s somebody new in the room.

“I’ve been looking for you guys,” the newcomer says.
The jocks gape in disbelief, for the newcomer is none
other than Dara of Neos Atlantis (see p. 248), the main
character of the popular TV show of that name.  Dara
isn’t signing autographs though—she pulls out her sig-
nature twin axes and starts hacking and slashing.

If the Cast Members are inside with the jocks, they can
join in the fight.  If they are nearby (keeping watch
covertly), they have to break down the barricaded door
(requires five Success Levels total in Strength (doubled)
rolls, ignoring the first Success Level of any one roll).
Two characters can try to smash the door down at once.
Every Turn they spend doing that, Dara spends cutting
the jocks and Diego’s house to pieces, so hurrying up is
a good thing.

If the Scooby Gang arrives in time (that’d be the ideal
situation—the jocks can keep themselves alive for a while
by hiding behind furniture and dodging wildly), they can
fight the Barbarian Queen inside the living room.
Mayhem and property damage ensue.  Dara uses her
Drama Points to recover from damage.  She tries to dis-
able her opponents as quickly as possible; her main goal
is to kill Brian and Diego, not to kick the heroes’ collec-
tive butts.  If “killed,” she disappears with a loud pop.
Dara won’t leave until her targets are dead, so it’s a fight
to the finish.  If she succeeds, she disappears as if killed.

Either way, the Cast has discovered that the killer is a
fictional television character.  That ought to cause some
serious wiggins.

If they manage to save Brian or Diego, each Cast
Member earns a Drama Point.  If they save both, that’s
worth two Drama Points.

An Explanation
Anya: I don’t see why we have to patrol just 
‘cause Buffy’s away.  I’d rather stay home and
watch television.  It’s often funnier than
killing stuff.

—5.17 Intervention

Time to hit the books again.  As soon as the Cast accu-
mulates five Success Levels in their Intelligence and
Occultism rolls, some possibilities suggest themselves.

Dara was a magical construct, a homunculus or
tulpa—a projection of magical energy, given form by the
desires of its creator.  This is not your father’s homuncu-
lus, though.  The creature is a unique blending of magic
and technology, apparently using television sets to travel

from place to place.  The magicks being used are incred-
ibly powerful—this is either the work of a very powerful
sorcerer, or some demonic effect—something on the
level of a vengeance demon’s wish abilities.

Now that they know “the how,” all the Cast needs to
know is “the who.”  The leads for Peter Epstein and
Danielle Pfeiffer are the most promising, but they are
dead ends.  Same for Mr. Welch.  That leaves Julius
and/or Keith.

More Killings and Abductions
Giles: Yes, let’s not jump to any conclusions.
Buffy: I didn’t jump.  I took a tiny step, and
there conclusions were.

—2.15 Phases

Keith lives in a run-down house on the bad side of
town.  His father comes to the door in jockey shorts and
shirtsleeves, smelling like a distillery.  He’s rude and hos-
tile.  “I don’t know where that no-good brat is,” he
growls.  “Now get off my property before I shoot myself
some trespassers!” (An empty threat—the only gun in the
house is a pistol-shaped cigarette lighter).

When (or if) the characters go to talk to Julius, they
find him in deep trouble.  A tall man is standing over
him, holding a big sword and about to chop him up.  It’s
another TV character, the Eternal Gael (see p. 249),
immortal Irishman doomed to wander the Earth righting
wrongs.  Except right now the only wrong he seems to
want to right is Julius’ continued living.  If nobody saves
Julius, the kid is not long for this world.  If the heroes
arrive in the nick of time (what better time is there?),
they have to fight the Gael (and Dara, unless she was
“killed” at Diego’s house).  If the Cast is going to walk
all over the poor Irish warrior, reinforcements arrive in
the shape of Captain Steel of the Starship Intrepid (see p.
249) and his trusty stun blaster (surely prompting some-
one to say “Now it’s getting ridiculous.”). 

CHAPTER 8
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DDiirreeccttoorr TTiippss
We have kindly provided you with backgrounds

and names for a variety of TV personalities for this
Episode (see pp. 249-251).  Feel free to substitute
or supplement these folks with your or the players’
favorite characters.  That will personalize the sto-
ryline a bit, and allow the players’ own background
information about these characters to be used dur-
ing the game. 
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If Brian and/or Diego are still among the living, the
Cast should probably be sitting on them (literally, that’s
the best way to keep track of them).  Unfortunately, this
doesn’t help them— Captain Steel snatches one or both
of them with his teleport ring and takes them to Keith’s
lair, where they are imprisoned and set up for a
grandiose execution.

One more killing is about to happen—Keith’s father dies
at the hands of Dara or the Gael (if either is still around),
or blasted into atoms by Captain Steel’s blaster (the Captain
does not use the blaster’s lethal setting on “innocents” but
Keith’s abusive father doesn’t count).  That might happen
just as the Cast is returning to Keith’s home to see if he’s
back (or maybe the first time they drop by).

So it looks like Keith is the mind behind the plot.  Now
where is he?

Finding Keith and the 
Grand Finale
Mayor:  We (stops in pain) . . . we must all 
(screams).  It has begun.  My destiny (smiles).
It’s a little sooner than I expected.  I had this
whole section on civic pride . . . But I guess
we’ll just skip to the big finish!

—3.22 Graduation Day - Part Two

Keith’s ability to “beam” his TV characters into other
people’s homes suggest he is using some sort of transmit-
ter—this clue will occur to any Cast Member who makes
an Intelligence and Science, or Intelligence and Mr. Fix-it
roll.  An Intelligence (doubled) roll then provides the most
likely place—an abandoned TV station just outside town.

Keith is indeed there.  If Brian or Diego survived and
were successfully kidnapped by Captain Steel, they are
chained up in the studio.  Keith is playing with the remote,
and deciding how he’s going to kill his two tormentors.
The two bullies are really making spectacles of themselves,
crying and begging for mercy, but Keith isn’t buying it.
He turns on the TV and flips channels until he finds an
appropriate character.  He summons the Cyborg Defender
(see p. 250) to perform the execution.  “Make it last,” he
orders.  “Oh, and make it gross.  Major splatter factor.”

That’s about when the Cast should arrive.  Keith sends
the Cyborg Defender to exterminate the heroes.  While
the Defender is doing his thing, Keith starts flicking
channels, and laughs.  A commercial for a Japanese
monster movie shows that it will begin shortly.  “I’m
going to unleash Gadjeera on your asses!” he cries tri-
umphantly.  The Cast has about six turns before the
show starts and Keith summons a giant lizard that could
make the Mayor look like a hookworm.  It’s up to the
Cast to save the day.

Killing Keith would work.  Even better though would
be to destroy the remote.  If anyone gets a close look (or
with a Perception and Notice roll -3 from across the
room), they see mystical runes painted all over it.  It
takes an attack with a -3 penalty to hit the remote; any
amount of damage breaks it.

Whether Keith is killed or the remote is destroyed, he
(or his body) disappears.  He immediately reappears on a
TV monitor.  He can see the characters through it and
the Cast can see him slamming on the inside of the
screen, trying to get out.  

He is on the set of the popular show Who Wants to
Spin the Wheel of Jeopardy? Host Peter Soybel is behind
him, smiling broadly.  “I’m sorry, Keith,” Soybel says with
his typical fake-sympathy smile.  “No grand prize for you
today.  However, we have a wonderful parting gift.”

As Keith sobs in terror, a scantily clad female assistant
opens a curtain and reveals a consolation prize: a fiery
pit in some Hell, where a huge shadowy figure is mov-
ing.  “No!” he screams, and turns back to the Cast.
“Help me!” he shouts.  A huge fiery hand reaches out
and plucks him away.  He disappears shrieking into the
pool of flame.

“That’s all, folks,” Soybel says.  “See you again real
soon.”  His eyes flash an unnatural shade of red for a
moment and the TV set explodes.

Sweeps WeekSweeps Week
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DDiirreeccttoorr TTiippss
The main text provides game mechanics for lead-

ing the Cast Members to Keith’s location.  That is
by no means the preferred method of moving the
plot along though.  If the players can piece the clues
together themselves, that’s the best thing.  It shows
that they are involved in the plot and their charac-
ters.  Your job is to get the players to the right con-
clusions with the minimum input or dice rolling.

Now good roleplayers like good Directors are
always learning.  So don’t sweat it if the gang can’t
piece it all together, and you have to fall back to
asking for skill or Attribute rolls.  That’s what they
are there for.  Hey, if all fails, just have a Guest Star
(the Slayer’s Watcher, or a local police officer) put
the facts together and tell the crew.
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Experience and Drama Points
Characters should get between two and five experience

points at the end of the Episode, depending on what they
did.  Drama Points get awarded as described, plus any
amount they earn as described in CChhaapptteerr TThhrreeee:: RRuulleess,,
BBoorrddeerrss aanndd aann EEnndd ZZoonnee.  

Stats and Game Info
Here are all the hard numbers for our victims and villains.

Brian White, Donny Ferrelli, and
Diego Valdez

The three bullies have pretty much interchangeable
stats.  They are not really evil, just mildly cruel to those
weaker than them.  They are at their worst when they are
together.  By themselves, they are almost decent, although
they still look down on anybody who meets their defini-
tion of loser (i.e., those who can read without moving
their lips, or don’t play or watch any sports). 

AALLTTEERRIINNGG PPOOWWEERR LLEEVVEELLSS:: None.  These guys aren’t real
“players” just more-or-less deserving victims.

Louise Baywillow, Julius Desmond,
Danielle Pfeiffer, Peter Epstein, Donna
Taylor

These students are innocent bystanders, victims or
conniving vixens.  They will most likely not get involved
in combat or other rolling-type activities.  If they do, the
high school student stats (see p. 177) may be used. 

CHAPTER 8

TM

DDiirreeccttoorr TTiippss
The Supporting Cast as presented here assumes

a beginning group of Cast Members.  That’s not set
in stone though.  If you have a more powerful
crew, notes to modify the stats of the punching
bags—I mean, antagonists—from the Episode are
provided in their write-ups.  Typically, the Combat
Score is what gets modified.  The formula involves
taking the Cast Member’s highest Combat Skill and
Dexterity values and adding a number (usually
between two and eight) to it.  

OONNCCEE UUPPOONN AANN EEXXAAMMPPLLEE:: Let’s say the toughest
character in the Cast is the New Slayer (see p 66),
with a Kung Fu and Dexterity total of 12.  The write-
up for the Vampire Chicas (see p. 247) calls for a
Combat Score equal to the highest combat value in
the Cast Member, plus two.  That means their
Combat Score is spot on at 14.  If Season Seven
Buffy were in play, with a Kung Fu and Dexterity
total of 20, the vamps’ Combat would increase to 22.

Donna Taylor stifled another sniffle and
tried for the umpteenth time to focus on the
copy of Teenage Girl resting on her frilly

bedspread.  She had been doing a great deal of cry-
ing ever since Sean was . . . didn’t come home that
one night.  Donna had been sure she would run out
of tears by now, but they still kept coming.  She
remembered his smile, and the cute way he cocked
his head and looked at her when she really got him
interested in something . . . something like that
purple sundress she was wearing the night before
he was . . . went to a better place.

And then there were those other deaths and
attacks.  It was hard to remember after all the tears,
but she knew it was bad . . . and that she would
never be the same.

And so much worse, she’d just heard from Mary
Oesler that Louise was coming on to Sean just
before he was . . . got hurt.  That tramp should’ve
known that Sean only had eyes for Donna.  Then
again, boys are so weak sometimes.  Oh . . . it was
all too much to bear.  If only there were some way
to . . . 

As Donna reached for another tissue, the pages
of the magazine flipped of their own accord.
When she turned back, a dashing young pop singer
by the name of Ethan Grey gazed up at her from the
page.  As she watched, his smile got wider, his eyes
turned red and he winked . . . 

CCuutt ttoo ccrreeddiittss..
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Mr. Xavier Welch
This clinically depressed teacher is not part of the real-

ly nasty goings-on.  If necessary, Principal Bob Flutie’s
stats (see p. 180) are a good equivalent.

Vampire Chicas
The Chicas are an all-girl vampire gang, freshly arrived

in Sunnydale to kick butt and take names.  Their primary
prey is “bad boys”—any male who doesn’t show proper
respect for the opposite sex.  They are also on the look-
out for any scorned women to turn and add to their ros-
ter.  Their leader is a fairly tough vampire, Gabby Blades.

The Chicas wear leather pants and jackets, tank tops,
and biker boots, and have enough piercings to supply
a steel mill.  They like their clothing at least two sizes
too small.

The Chicas are an added complication—they have
nothing to do with the murders (but make good initial
suspects).  If the Cast includes any Slayers, they hatch a
plan to grab her and turn her into one of their own (not
bloody likely, of course).

Lines: “Hey, handsome.  You like to play rough?” 
(Violence)  “Me too!”
AALLTTEERRIINNGG PPOOWWEERR LLEEVVEELLSS:: To determine the Combat

Score for the Chicas, take the highest Dexterity and com-
bat-oriented skill total in the Cast and add two.

Sweeps WeekSweeps Week
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NNaammee:: Brian, Diego and Donny
MMoottiivvaattiioonn:: Score (on and off the field), rule Sunnydale High.
CCrriitttteerr TTyyppee:: Jock
AAttttrriibbuutteess:: Str 3, Dex 2, Con 3, Int 2, Per 2, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 12, Combat 11, Brains 10
LLiiffee PPooiinnttss:: 34
DDrraammaa PPooiinnttss:: 0
SSppeecciiaall AAbbiilliittiieess:: Jock

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 11 — Defense action
Grapple 13 — Resisted by Dodge
Punch 11 8 Bash
Pistol (Diego) 9 13 Bullet; six shots
Takedown 12 3 Resisted by 

Dodge/Parry; target prone

NNaammee:: The Chicas
MMoottiivvaattiioonn:: Blood!, payback sucks (literally)
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 5, Dex 4, Con 4, Int 3, Per 3, Will 3
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 14, Brains 12
LLiiffee PPooiinnttss:: 61
DDrraammaa PPooiinnttss:: 2
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +1, Hard to Kill 5, 

Vampire
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Bite 16 19 Must Grapple first; 

no defense action
Dodge 14 — Defense action
Grapple 16 — Resisted by Dodge
Kick 13 15 Bash
Pigsticker 14 11 Slash/stab
Punch 14 13 Bash
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Gabby Blades
The leader of the Chicas was born Gabriela del

Espadon in Mexico during the 1830s, the daughter of a
wealthy rancher.  She met a dark, handsome stranger one
night.  He bit her, made her into a vamp, and the two had
a brief, passionate and abusive relationship that ended
when Gabby cut off his head after a bout of lovemaking.
Gabriela has had little use for men since then, and built a

gang of man-hating vamps over the ensuing decades.
Her signature weapon is a Spanish sword made of high-
quality Toledo steel (adds +2 to the Base Damage).  

Line: “I think I’ll cut off your legs first.  That
way, you can’t run while I have my fun.”
AALLTTEERRIINNGG PPOOWWEERR LLEEVVEELLSS:: Gabby’s Combat Score should

be equal to the highest Dexterity and combat-oriented
skill total in the Cast plus five.

CHAPTER 8

TM

NNaammee:: Dara of Neos Atlantis
MMoottiivvaattiioonn:: Follow Keith’s commands and look good
doing it 
CCrriitttteerr TTyyppee:: Magical Construct
AAttttrriibbuutteess:: Str 7, Dex 6, Con 6, Int 3, Per 3, Will 6
AAbbiilliittyy SSccoorreess:: Muscle 20, Combat 19, Brains 15
LLiiffee PPooiinnttss:: 92
DDrraammaa PPooiinnttss:: 5
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +2, Fast Reaction 

Time, Hard to Kill 10, Natural Toughness
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Axe 19 26 Slash/stab
(Thrown) 18 19 Slash/stab; 

axes return next Turn
Dodge 19 — Defense action
Kick 18 21 Bash
Jump Kick 16 28 Bash; 

Acrobatics + Dex roll first
Punch 19 19 Bash
Spin Kick 17 23 Bash
Sword 19 33 Slash/stab

NNaammee:: Gabby Blades
MMoottiivvaattiioonn:: Kill guys, blood!, take over Sunnydale.
CCrriitttteerr TTyyppee:: Vampire
AAttttrriibbuutteess:: Str 5, Dex 6, Con 5, Int 3, Per 4, Will 5
AAbbiilliittyy SSccoorreess:: Muscle 16, Combat 17, Brains 14
LLiiffee PPooiinnttss:: 80 DDrraammaa PPooiinnttss:: 4
SSppeecciiaall AAbbiilliittiieess:: Attractiveness +2, Hard to Kill 10, 

Vampire
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Bite 19 20 Must Grapple first; 

no defense action
Dodge 17 — Defense action
Grapple 19 — Resisted by Dodge
Kick 16 16 Bash
Punch 17 15 Bash
Sweep Kick 16 10 Bash; knocks target down
Sword 17 27 Slash/stab
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Dara, Barbarian Queen
The first homunculus created by Keith Dicks’ magic

remote, this construct has the attributes and personality
of the starring role in Dara, Barbarian Queen, a highly
popular TV show.  Clad in a revealing chain-mail bikini,
this athletic redhead, played by Scottish actress Sarah
Manson, fights evil in the days after the fall of Atlantis.
Her signature weapons are her sword and her pair of
small double-headed throwing axes (damage is reduced
from that of a regular axe), which magically return to her
hands after they strike a target.  Like all of the homun-
culi, Dara can only be summoned for one hour at a time,
and if “killed,” she vanishes and is gone forever.  

Lines: “It ends now.”  “You didn’t think you’d get
away, did you?”  “This is going to hurt.  A lot.”

AALLTTEERRIINNGG PPOOWWEERR LLEEVVEELLSS:: Dara’s Combat Score should
be equal to the highest Dexterity and combat-oriented
skill total in the Cast plus six or seven—she should be a
tough opponent.

The Eternal Gael
The title character of a cult TV show, the Eternal Gael

is Finn O’Cool, an Irish warrior gifted with immortality
when he drank from the Holy Grail in 1643.  Played by
Nero Simon, Finn wanders the earth in a Winnebago,
righting wrongs and fighting the supernatural.  His
weapon of choice is a Claymore sword (yes, that’s a
Scottish two-handed sword, and a nasty one at that).  In
addition to not aging for over three centuries, Finn
regenerates damage with inhuman speed, making him an
indestructible killing machine.  He regains 50 Life Points
per Turn; by spending a Drama Point, he can recoup all
Life Point loses.

O’Cool can only be killed if his heart is destroyed.  This
works like an attack Through the Heart (see p. 133),
except any stabbing weapon works, and the attack must
inflict 57 points of damage in one shot.  Any character
familiar with the show knows about the vulnerable spot,
but not the total points needed to kill.  You could also
ask for an Intelligence and Knowledge roll to reveal this
information.

Lines: “Stay away, lass, and you won’t get
hurt.”  “Your time has come.”

AALLTTEERRIINNGG PPOOWWEERR LLEEVVEELLSS:: Add four or five to the high-
est Dexterity and combat-oriented skill total in the Cast.
Finn’s main threat is the fact that he won’t stay down
until his heart is destroyed.

Captain Steel of the Starship Intrepid
Portrayed by notorious over-actor Clint McLure,

Captain Steel has a cult following among the sci-fi
crowd.  The heroic and square-jawed captain always
manages to do the right thing, episode after episode.
Now he is serving a murderous little psycho, and his job
is to hunt down everyone who ever dissed Keith Dicks.  

Steel doesn’t kill unless his life is threatened.  Not even
the powers of the Djinn can make him act out of char-
acter.  So all he does is use his blaster to stun and his
teleport ring to bring targets to Keith, who can do the
dirty deeds on his own.  The ring takes one Turn to acti-
vate and bring him and up to two other people that he
touches anywhere he wants to go.  The blaster has the
range of a pistol, and those struck by the stun setting
must make a Constitution and Willpower roll with a -7
penalty, or be knocked out.  Like all unconsciousness sit-
uations, duration is up to you.

Sweeps WeekSweeps Week
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NNaammee:: Finn O’Cool
MMoottiivvaattiioonn:: Serve Keith Dicks
CCrriitttteerr TTyyppee:: Magical Construct
AAttttrriibbuutteess:: Str 4, Dex 5, Con 4, Int 3, Per 4, Will 5
AAbbiilliittyy SSccoorreess:: Muscle 14, Combat 17, Brains 14
LLiiffee PPooiinnttss:: 57
DDrraammaa PPooiinnttss:: 5
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 5, Regeneration

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Big Ass Sword 17 30 Slash/stab
Dodge 17 — Defense action
Kick 16 14 Bash
Punch 17 13 Bash
Sweep Kick 16 8 Bash; knocks target down
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Lines: “You can’t . . . do that.  It . . . goes
against everything the Consortium stands for.”
“Damnit!  Do you think . . . I like this?  I . . .
have no choice in the matter!”  “A man’s . . .
gotta do . . . what he’s . . . gotta do!”

AALLTTEERRIINNGG PPOOWWEERR LLEEVVEELLSS:: Add three or four to the high-
est Dexterity and combat-oriented skill total in the Cast.  

Cyborg Defender
“In the far future, man and machine will become as

one, and the definition of humanity will reach a new
level.”  That was the opening of the short-lived sci-fi

show Cyborg Defender, featuring the C-2000, half-man,
half-machine, played with total lack of feeling by Belgian
bodybuilder and martial arts expert Alain van Cleef.  The
show was terrible; maybe fifty people in the US and
Canada liked it—Keith was one of them.

The C-2000 looks like a normal human on the outside,
but beneath the skin lies a graphite-steel robotic body that
encases a human brain.  The Cyborg Defender is armed
with a flechette shotgun, but usually ends up using his
super-strength and kewl Kung Fu moves on the bad guys.  

Lines: “Time to take out zee trash.”  “You are zee
rats, and I am zee exterminator.”

CHAPTER 8

TM

NNaammee:: C-2000
MMoottiivvaattiioonn:: Serve Keith Dicks 
CCrriitttteerr TTyyppee:: Cyborg
AAttttrriibbuutteess:: Str 10, Dex 5, Con 10, Int 5, Per 2, Will 5
AAbbiilliittyy SSccoorreess:: Muscle 26, Combat 19, Brains 12
LLiiffee PPooiinnttss:: 120
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess:: Armor Value 20, Fast Reaction 

Time, Increased Life Points
MMaanneeuuvveerrss

NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 19 — Defense action
Flechette Gun 19 20 Bullet; unlimited ammo; 

halve Armor Value
Grapple 21 — Resisted by Dodge
Kick 18 27 Bash
Punch 19 25 Bash
Takedown 26 17 Resisted by Dodge/Parry; 

target prone
Toss 22 16 Must Grapple first; 

throws victim six yards away

NNaammee:: Captain John Pompeii Steel
MMoottiivvaattiioonn:: Serve Keith Dicks while staying true to the Star
Consortium Charter 
CCrriitttteerr TTyyppee:: Magical Construct
AAttttrriibbuutteess:: Str 3, Dex 4, Con4, Int 4, Per 4, Will 6
AAbbiilliittyy SSccoorreess:: Muscle 12, Combat 16, Brains 16
LLiiffee PPooiinnttss:: 53
DDrraammaa PPooiinnttss:: 8
SSppeecciiaall AAbbiilliittiieess:: Hard to Kill 5, Teleport Ring

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Blaster (Stun) 16 5 Target knocked out
Blaster (Lethal) 16 20 Bash
Dodge 16 — Defense action
Punch 16 10 Bash
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AALLTTEERRIINNGG PPOOWWEERR LLEEVVEELLSS:: Add seven or eight to the
highest Dexterity and combat-oriented skill total in the
Cast.  The C-2000 is meant to be the enemy you can’t
defeat through normal ass-kicking techniques.  Gotta
take out that remote to finish this guy.

Keith Dicks—Master of the Remote
An unpleasant rabbit pellet of a guy, Keith spends most

of his waking hours in front of a TV set and prefers to
live in a fantasy world.  His father is an alky who lives on
disability checks; his mother left them both a long time
ago.  Constantly bullied in school, Keith used to day-
dream about getting some payback (usually during com-
mercial breaks).  One day, the host of Who Wants to
Spin the Wheel of Jeopardy started talking to him
through the TV, offering to make his wishes become
reality.  All Keith had to do was to touch the TV, and
accept the gift, “freely and of his own free will.”  After
thinking about it for 2.3 seconds, Keith said, “Okay.”
His hand acquired the Mark of the Djinn, and he gained
the power to summon characters from television with his
TV remote.  

The power of the Djinn’s magic resides in the remote
control.  With it, Keith can summon one TV character
per Turn as long as the person appears on the screen at
the time the remote is used.  Then, Keith can send that
character via the TV station transmitter to any room with
a TV on in it.  If the remote is destroyed, all the homun-
culi disappear, and Keith pays the ultimate price.

Sweeps WeekSweeps Week
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TThhee MMaarrkk ooff tthhee DDjjiinnnn 
When the Djinn makes a connection with an

(un)worthy human, it marks the victim.  The mark
looks like a stylized eye inside a circle, with
arcane symbols around it—all done in red.  The
mark appears on the person’s palm, and can be
spotted on a Perception and Notice roll with a -3
penalty.  If the recipient takes some care to con-
ceal it, the penalty is -5.  There is no chance to
notice the mark if the person wears a glove; of
course, if she only wears one glove, she’s either in
a Michael Jackson phase or something funny’s
going on, especially since California isn’t exactly
mittens country.

If the Cast Members get a chance to examine the
mark, they can do the usual research stuff.  Here
are the likely results, listed by Success Levels.

NNoo SSuucccceessss LLeevveellss:: Kinda looks like an eye, doesn’t
it?

11 SSuucccceessss LLeevveell:: The markings appear to be
Sumerian in origin. 

22--33 SSuucccceessss LLeevveellss:: This is a symbol for some type
of lesser deity or demon. 

44--55 SSuucccceessss LLeevveellss:: This sigil means “The All
Knowing Wish-Giver.” 

66++ SSuucccceessss LLeevveellss:: The symbols around the sigil
have a further meaning, roughly translating to
“Buyer, beware.”

NNaammee:: Keith Dicks
MMoottiivvaattiioonn:: Revenge
CCrriitttteerr TTyyppee:: Human
AAttttrriibbuutteess:: Str 2, Dex 2, Con 2, Int 2, Per 1, Will 2
AAbbiilliittyy SSccoorreess:: Muscle 10, Combat 9, Brains 10
LLiiffee PPooiinnttss:: 26
DDrraammaa PPooiinnttss:: 3
SSppeecciiaall AAbbiilliittiieess: —

MMaanneeuuvveerrss
NNaammee SSccoorree DDaammaaggee NNootteess
Dodge 9 — Defense action
Punch 9 5 Bash
Remote — — Summons one 

character per Turn
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Words are 
where the fun is.

The cosmology of the show, Slayers, Watchers, vam-
pires, and demons are all important, but what the charac-
ters say while they slay is what makes it “Buffy.” 
Buffyspeak is more than just Valleyspeak.  Sure, there is
a lot of “like” and “stuff,” but it has a wit all its own.  

Any BtVS RPG game can be enhanced by spiffy riffs of 
dialogue that capture the essence of the show. Then 
again, Buffy and company have a cadre of experienced 
and well-paid writers to make their bon mots sparkle.  You have . . . well . . . you, with maybe some help from your
friends.  Still, you can bring wit to the table.  We have faith in you.  Also, don’t sweat the occasional clunker.
Lameness is a perfectly acceptable portion of the Buffy experience—as long as you are willing to acknowledge it.

Xander: “We both go to school . . .”  Very suave.  Very not pathetic.
—1.1 Welcome to the Hellmouth 

To help you on your way to capturing that Buffy feeling, we present this handy-dandy guide to Buffyspeak.
Whether you are taking on the roles of our favorite characters, or making up your own creations, this tell-all will tell
all.  We have pored over 100 scripts and have identified a few patterns to help you out.  Yep, we are da bomb.

APPENDIX

AAGGuuiiddee  tt oo
BBuuff ffyy ss ppeeaakk

AAppppeennddiixx

Master: Oh, good, the feeble banter portion of
the fight.  Why don’t we just cut to the . . . 

—1.12 Prophecy Girl

TM
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Pop Culture References
Giles: Your . . . spider sense?
Buffy: Pop culture reference.  Sorry. 

—1.8 I Robot, You Jane

Movies, old, new, popular, and not so popular, describe
actions and stereotypes.  One of the first places to start
when speaking the Buffy is the media and entertainment
that surround you.

Buffy: No, I’m not saying she craned her neck. 
We are talking full-on Exorcist twist.

—1.4 Teacher’s Pet

Xander: Well, I’ve seen Cocktail.  I can do the
hippy-hippy shake.

—4.5 Beer Bad

Buffy: Welcome to the Thunderdome.
Andrew: Two men enter, one man leaves. 

—7.12 The I In Team

And, of course, television . . . even the commercials.

Xander: I’m sorry, calm may work for Locutus of
Borg here, but I’m freaked out, and I intend to
stay that way.

—1.12 Prophecy Girl

Anya: We should drop a piano on her .  .  . 
Well, it always works for that creepy cartoon
rabbit when he’s running from that nice man
with the speech impediment.  

—5.20 Spiral 

Cordelia: Willow! Nice dress! Good to know
you’ve seen the softer side of Sears.

—1.1 Welcome to the Hellmouth

Dawn: Hello people of the future.  Kids now like 
Red Bull and Jackass!

—7.10 Bring on the Night

You can even find stuff that is not exactly media—just
the people, places, and things that sneak into our daily
lives.

Xander: Well.  Not much goes on in a one 
Starbucks town like Sunnydale.

—1.1 Welcome to the Hellmouth

Spike: Who you gonna call?  God, that phrase is
never gonna be usable again, is it?

—7.13 the Killer in Me 

Don’t forget, the vampires have developed a popular
culture of their own.

Buffy: And you’re sure this isn’t just some fan-
boy thing? Cause .  .  .  I’ve fought more than a
couple of pimply overweight vamps that called
themselves Lestat.

—5.1 Buffy vs. Dracula

Sometimes, actual real culture gets slipped in as well—
literary and mythological references.  Just don’t overdo
it.  And don’t use anything too obscure.  

Xander: You ground his bones to make your
bread.

—2.13 Surprise

Giles: Professor Walsh, I presume.  You’re hard
to find.  These—these halls are quite the
labyrinth.  I felt like Theseus and the Minotaur
in the .  .  .  labyrinth.

—4.12 A New Man

Pop culture references should be a little bit twisted,
more of an example of something, and not overused.
Giles may say, “I’ll consult my books” every other
episode, but Buffy does not say (begin deep voice) “I’ll
be back” in every episode.  Stay away from the obvi-
ous, though mentioning Scooby once or twice is not a
bad thing.

A Guide to
Buffyspeak
A Guide to
Buffyspeak

TM
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Superheroes
Joyce: I mean, I would think they would be
happy to have a .  .  .  a superhero.

—3.2 Dead Man’s Party

Ok, yes, this is pop culture too, but it is used so often
on the show that it’s noticeable, because, well, Buffy is a
superhero.  

Xander: But, gee, Mr. White, if Clark and Lois get
all the good stories, I’ll never be a good reporter.

—3.13 The Zeppo

Xander: Oh, okay, you and Willow go do the
superpower thing, I’ll stay behind and putt
around the Batcave with crusty old Alfred here.

—4.20 The Yoko Factor

Ben: You know, not to be rampantly sexist in
the workplace, but you’ve got some serious mus-
cles for a girl.

Buffy: I .  .  .  um .  .  .  
Ben: Radioactive spider bite?
Buffy: How’d you guess?

—5.5 No Place Like Home

Oh, and the whole Bizarro Sunnydale thing, that’s a
Superman reference.

Cordelia: Oh, are we feeling a little envious? You
could belong to a fraternity of rich and power-
ful men.  In the Bizarro world.

—2.5 Reptile Boy

There are a lot of superheroics going on.  You can
even turn an everyday person into a superperson by
adding Captain to the front or girl/man to the end.

Buffy: Destructo Girl.  That’s me. 
—1.4 Teacher’s Pet

Xander: So, who’s up for some more liquid
refreshments? I’m buying, for I am Paydayman.

—5.14 Crush

Mr., Mrs., and Miss
Kendra: In case de curse does not succeed, dis is
my lucky stake.  I have killed many vampires
wit it.  I call it Mr. Pointy.  

—2.21 Becoming - Part One

Somewhat similar to being a superhero, being over-
dramatic in any fashion makes you Mrs. or Mr.
Overdramatic Thing.  

Cordelia: Hello?  Miss Not-Over-Yourself-Yet? 
—3.7 Revelations

Xander: Looks like Mr. Caution Man, but the
sound he makes is funny.

—2.13 Surprise

Riley: Well, there you go.   Even when he’s good
he’s all Mister Billowy Coat King of Pain.

—4.20 The Yoko Factor

This is also a good way to point out someone’s flaws
or failures.

Faith: It’s not cynical.  I mean, it’s realistic. 
Every guy from . . . Manimal down to Mr. I-
Love-The-English-Patient has a beast in him.
And I don’t care how sensitive they act.
They’re all still just in it for the chase.

—3.4 Beauty and the Beasts

Buffy: Diverted? That was me fighting for my
life, Miss Attention Span.

—3.14 Bad Girls

Xander: My girlfriend.  Mistress of the Learning 
Plateau.

—4.18 Where the Wild Things Are

APPENDIX

TM

                                             



255

Britishisms
Xander: You coulda just said, “shh!”  God, are all
you Brits such drama queens? 

—2.13 Surprise

One cannot fail to notice that a relevant number of the
characters on the BtVS TV show are um .  .  .  English.
It would behoove one to be knowledgeable in at least a
few English colloquialisms.  

Giles: Some prophecies are a bit dodgey. 
—1.12 Prophecy Girl

Spike: Leprosy!  Alright, a spell that makes his
parts fall off.  That sounds proper.

—3.8 Lovers’ Walk

Giles: You know what gets me?  This is what gets
me.  Twenty years I’ve been fighting demons.
Maggie Walsh and her Nancy-ninja boys come in
and six months later, demons are pissing them-
selves with fear.  They never even noticed me.

—4.12 A New Man

Just counting recurring characters, we have Giles,
Spike, Wesley, Ethan, and Drusilla.  That’s a lot of tea
and scones.

Wesley: Well, I must say this is all rather odd to
me.

—3.20 The Prom

Ethan: Well, we won’t have to worry about that
anymore now, mate.  When you went to the loo
I slipped a small pellet of poison in your drink.
You’ll be dead in an hour.

—4.12 A New Man

Spike: Dracula? Poncy bugger, owes me eleven
pounds for one thing.

—5.1 Buffy vs. Dracula

Of course, the Englishisms are probably only going to
be useful when talking from the perspective of one of
these characters, or another character who hails from
Britain.  Buffy is not going to refer to someone as a silly
git (well, maybe when making fun of Spike).  

Hyperbole
Cordelia: Enough of the hyperbole!

—2.3 School Hard

Hyperbole is a big word meaning to exaggerate a wee
bit.  Buffy characters use this a lot.  Gets mixed in with
the whole sarcasm thing.

Xander: Well, you’re certainly a font of nothing.
—1.1 Welcome to the Hellmouth

Xander: Ooo, gang, did ya hear that?  A bonus
day of class plus Cordelia!  Mix in a little rec-
tal surgery, and it’s my best day ever!

—2.8 The Dark Age

Buffy: Well, a man that worships chaos and
tries to kill you is a man you can trust.

—4.13 The I In Team

Sarcasm is a subtle thing—it’s not easy to pick up on
when it’s typed.  Make sure you exaggerate enough so
that people know you’re making a funny.  Every once in
a while though, you can slip one in that’s an inside joke.

Angel: I’m a funny guy. 
—3.18 Earshot
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Compound Words
Xander: Anya, ever the wordsmith.

—5.16 The Body

What’s more fun than one word?  Taking two words
and smashing them together! 

Willow: I . . . I have frog-fear. 
—2.9 What’s My Line? - Part 1

Xander: Oh, that’s the sound she makes when
she’s speechless with geeker-joy.

—2.11 Ted

Xander: So with Buffy and Riley having . . . you
know, acts of nakedness around the clock late-
ly, maybe they set something free.  Like a . . .
big burstin’ poltergasm.

—4.18 Where the Wild Things Are

Compound words are also used whenever something is
worthy of a particular feeling or action.

Xander: Uh, our summer was kinda yawn-wor-
thy.  Our biggest excitement was burying the
Master.

—2.1 When She Was Bad

Xander: Yeah, Will.  I mean, this guy IS pretty
barf-worthy.  Can’t we be elsewhere? Like, you
know, is Oz cleared or what, huh?

—3.4 Beauty and the Beasts

Staccato
Cordelia: Morbid much?

—1.1 Welcome to the Hellmouth

Staccato.  A rhythm thing.  Short words, no conjunc-
tions, make point.  Buffy and the gang get a lot of mean-
ing across with fewer words than most.

Buffy: That’s all. “Cryptic” guy said “Fork” guy.
—1.4 Teacher’s Pet

Willow: Wolf you, not you you. 
—3.4 Beauty and the Beasts

Buffy: What's this?
Willow: A doodle. I do doodle. You too. You do
doodle too.

—3.11 Gingerbread

Riley: More than I wanted to know sometimes.
She loved him.  He turned evil.  He, uh, killed
people.  She cured him.  He left.  Interesting lit-
tle curse.

—4.20 The Yoko Factor

Staccato often comes in the big three.  Saying three
statements, in succession, leaves a memorable punch.

Buffy: But . . . Cute guy!  Teenager!  Post-pubes-
cent fantasies!

—1.5 Never Kill a Boy on the First Date

Buffy: Giles, did you forget? The hospital, vam-
pires, handy carryout packets of blood?

—2.8 The Dark Age

Buffy: Then I hunt them . . . find them . . . and
kill them.

—5.5 No Place Like Home

Lying
Ms. Calendar: You’re here again? Kids really dig
the library, don’cha?

Buffy: We’re literary!
Xander: To read makes our speaking English
good.

—1.8 I Robot, You Jane
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Stuttering and staccato are a lot alike, and the gang
stutters a lot, usually when lying.  Have you noticed that
all of the main characters on the show are bad at lying?

Xander: So, Buffy, how’d the slaying go last night?
Buffy: Xander!
Xander: I mean, how’d the LAYING go? No, I
don’t mean that either.

—1.5 Never Kill a Boy on the First Date

Xander: You’re in love with a vampire?!  What,
are you outta your mind?!

Cordelia: What?!
Xander: Not vampire . . . How could you love an
umpire? Everyone hates ‘em!

—1.7 Angel

Giles: Now, uh, bear in mind, uh, most likely,
there, there, there is no deal, but um, if, if, if
there was a deal, then it, um, would concern
murder . . . last night.  A male student was,
was found i-i-in the woods.

—3.4 Beauty and the Beasts

Number one on the big list of lies: that thing . . . yeah,
that thing.

Willow: A thing?  The thing!  That I have!
Which is . . . a thing that I have to go to.

—1.12 Prophecy Girl

Riley: Yeah, but . . . I have that . . . thing . . . 
—4.18 Where the Wild Things Are

Xander: Anya, you wanna help me with that
thing?

Anya: Xander needs help with his thing! 
—5.13 Blood Ties

The Y
Buffy: I haven’t been that scourgey lately. 

—2.9 What’s My Line - Part 1

We can’t have a guide to Buffyspeak without including
this one—it’s just too obvious.

Buffy: Uh, wait a minute.  The dead guy’s all
puddly now.

—2.8 The Dark Age

Willow: Anyway, it’ll help you stay awake.  It’s
good and, and very wolfy.  Seems to soothe the
savage beast.

—3.4 Beauty and the Beasts

Buffy: You know, we all do stuff.  Stupid stuff.
But then we learn.  And, and we learn, and,
and we don’t do it again.  Okay, so, you know,
who are we to get all judgey.

Xander: Not judgey, Buff.  Just, observey. 
—6.10 Wrecked

Yes, adding a “Y” to any verb or noun makes it
descriptive.  Justy don’ty overusey ity.

Buffy: He’s boyfriendly? 
—1.8 I Robot, You Jane

Buffy: I am not transfery.  I swear to you.  I’m
your girl, and I’m gonna stay that way.

—5.1 Buffy vs. Dracula

Xander: Do not get all avoidy on me. 
—6.1 Bargaining

Adding -Age
Riley: But you've killed a—You did the thing
with that—Uh, you drowned.  And the snake!
Not to mention the . .  . daily . . . slayage of . . .
Wow.

—4.12 A New Man

Here’s another “d’oh” for Buffyspeak. Adding “-age” to
pretty much anything is just the thing to get you in the Buffy
mood.  For the most part, it replaces “-ing” in gerunds
(“gerund” is fancy English professor-speak for using “-ing”
words as nouns; a “noun” is . . . oh, never mind). 

Buffy: I guess we got a little carried away with
the whole post-slayage nap thing.

—3.20 The Prom

Buffy: How about that ceremonial knife, huh?
Pretty juicy piece of clueage, don't you think?

—4.8 Pangs

Willow: So he's nice?
Buffy: Very, very. 
Willow: And there's sparkage? 

—4.9 Something Blue

A Guide to
Buffyspeak
A Guide to
Buffyspeak

TM

                                                          



APPENDIX258

We would warn you about overuse here, but we’re not
sure it’s possible with this one.

Speaking of Me . . .
Faith: You killed me.

—3.21 Graduation Day - Part 1

When I am talking about the language used on Buffy,
sometimes I am talking about me.  This way, I make me
sound all cool and stuff.  A great way for me to put
myself down or build myself up.

Oz: I’m gonna ask you to go out with me tomor-
row night.  And I’m kinda nervous about it,
actually.  It’s interesting.

—2.13 Surprise

Cordelia: Ooo, again, I strike the nerve.  I am the
surgeon of mean.

—3.13 The Zeppo

Willow: 740 Verbal?!  I’m-I’m . . . pathetic!
Illiterate!  I’m Cletus, the slack-jawed yokel.

—3.8 Lover’s Walk

How you use this one really depends on the character.
Cordelia is all about making herself large in the eyes of
others, but Xander is the king of the self-put-down.  Your
mileage may vary depending on your character’s person-
ality.

Xander: Uh, “you” nearly came to blows, Buffy. 
I nearly came to loss of limbs.

—3.15 Consequences

Xander: Tip-top, really.  If anyone sees my spine
lying around, just try not to step on it.

—3.13 The Zeppo

Word Play and Slang
Willow: Hmm, it’s a turvy-topsy world.

—4.8 Pangs

In the end, the Buffiness of your language is how you
mix it up.  The characters on the show are masters of
taking a common saying or phrase, and turning it
around.  It’s kind of an inside joke, we know this is
cliché, so we’re going to point it out.

Giles: Just because the paranormal is more nor-
mal and less . . . para . . . of late is no excuse
for tardiness or letting your guard down.

—2.5 Reptile Boy

Willow: I’m so overwhelmed!  I-I got in!  To
actual colleges!  And, a-and they’re wooing me!
They’re pitching woo!

—3.14 Bad Girls

Some of it is just rambling.  Feel free to ramble on
every once in a while if you are in a mood to ramble.

Xander: Buffy!  Lady of Buffdom, Duchess of
Buffonia, I am in awe!  I completely renounce
spandex!

—2.6 Halloween

Buffy: Bronze things.  Things of Bronze. 
—3.6 Band Candy

Buffy: It is a sham, but it’s a sham with yams. 
It’s a yam sham.

—4.8 Pangs

And if you are looking for key slang terms to make
your speech Buffyish, I hate to break it to you, there
aren’t any.  The real coolness of Buffy slang is that you
make up the slang to go along with the situation.  

Buffy: Oh, I’m sorry, was that an offensive
term?  Should I say Undead American?

—2.1 When She Was Bad

Spike: Yeah, I’ve got an unlife, you know! 
—3.8 Lover’s Walk

Ok, maybe there is one slang term that gets tossed
around a bit.

Buffy: I saw a dummy.  It gave me the wig. 
There really wasn’t a story there.

—1.9 The Puppet Show

Xander: Now I’m having a wiggins. 
—2.14 Innocence

Buffy: No.  The point is, she’s completely wig-
ging.

—3.11 Gingerbread
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Unisystem Conversion Notes
The UUnniissyysstteemm is the heart of several different games

with varying backgrounds and settings, but all focused
on the horror genre.  For those who are interested, check
out CJ Carella’s WitchCraft, a roleplaying game of magic
and dark secrets or All Flesh Must Be Eaten, a roleplay-
ing game of zombie survival horror.  Other UUnniissyysstteemm
games and supplements are also available—lots of infor-
mation can be found at http://edenstudios.net/unisys-
tem/.  All these games can be purchased at the store you
picked up this sparkling tome.

If you already play one of our other UUnniissyysstteemm games,
you may have noticed a few differences between those
versions and this one.  It’s the same basic system though.
So, for people who want to drag Buffy and company into
the shadowy world of WitchCraft or the splatterpunk
horror of All Flesh Must Be Eaten (or vice versa), here’re
a few guidelines to do so.

The Easy Method
This one requires little or no effort: just take charac-

ter sheets and start rolling dice.  For the most part, you
can use a Buffy character in any other UUnniissyysstteemm game.
The Attributes are the same. The skills are different, but
their values are the same. You have to decide whether
you’ll use the flat damage system from the BtVS RPG or
the dice-based system in other games, but that’s it.  That
wasn’t too painful, was it? 

Some may want more detail though, so let’s make
things a bit harder.

Characters
We simplified character creation in the BtVS RPG,

both to make things easier for new players and to better
represent the “reality” of the Buffyverse.  Here are the
differences between the two versions.

Attributes
The Primary Attributes are the same, but we removed

three Secondary Attributes.  In addition to Life Points,
other games have Endurance Points (they represent the
character’s stamina, and how soon she will need to take
a break or pass out), Essence Points (the character’s
inner energy, the strength of her soul, so to speak, used
mainly for magic), and Speed (the formula is on p. 125,
but it is not listed as an Attribute).  All these values can
be calculated using the BtVS Attributes for other
UUnniissyysstteemm games, or dropped for the BtVS RPG.

Qualities
Other than a few minor changes, Qualities work about

the same in both versions.  Other games have many more
Qualities, some of which are less useful in a BtVS game,
but that’s about it.

Skills
This one is a biggie.  There are 18 skills in the BtVS

game, and dozens and dozens of assorted skills and skill
types in other UUnniissyysstteemm games.  Instead of Gun Fu,
there are skills for each type of gun (like Pistol and
Rifle), for example.  If you want to take a character from
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the BtVS RPG and “convert” it to a more complex
UUnniissyysstteemm version, review each of the 18 skills, and give
the character two points per level up to level 5 (and five
points per level after that), and use those points to “buy”
regular UUnniissyysstteemm skills that fall within the BtVS RPG
skill’s purview.  The new skills should be no more than
one level higher than the BtVS RPG skill. 

EEXXAAMMPPLLEERRRRIIFFIICC:: Riley has Gun Fu 9 in the game.  To
convert him to other UUnniissyysstteemm games, use 30 points
and buy assorted Guns Skills.  The maximum level in
any one Guns Skill would be 10 (which would cost 20
points, leaving few points to spend on other Guns
Skills).  The more varied skill set is more realistic
(people shouldn’t excel at everything), but the trade-
off is time and more stuff to keep track of.

Combat Maneuvers
The Maneuvers (BtVS RPG) or Moves (Mystery Codex)

differ between the systems.  The Director should pick the
list she likes best for her game.

Rules
The basic mechanic works the same—roll a D10, add

the appropriate Attributes and skills and so on.  A few
details are different, however. 

Fear Tests
Fear Tests are a bit more complex in other UUnniissyysstteemm

games.  The sub-systems can be interchanged though, so
Directors should choose which one to use.

Damage
In the BtVS RPG, base damage is a flat value, with

Success Levels added to that number. In other UUnniissyysstteemm
games, damage is usually rolled randomly with assorted
types of dice (four-sided, six-sided, and so on).  Armor
also has a random value.  Again, the Director must decide
which sub-system to use.  The BtVS RPG version has the
advantage of being faster and not needing as many dice.
The dice-based version gives you more variation and less
predictability—a hit may just scratch a character or kill
her outright. 

Magic
Magic in the BtVS RPG is meant to mirror the loose-

ness and open-ended style of the Buffyverse.  It is not the
same magic system you’ll find in other UUnniissyysstteemm games,
like WitchCraft.  You can pick and choose which one to
use, or try to have both systems together—call ‘em Magic
and Sorcery, for example.  In other UUnniissyysstteemm games,
magic usually has an Essence cost (see the Attributes sec-
tion above).  An Essence Point cost may be assigned to
BtVS RPG spells based on the spell’s Power Level, using
the Essence Point Assignment Table.

If you use this Essence Cost, eliminate the repeated
casting penalty (see p. 162)—the cost replaces it as a
limiting factor.  Characters with Sorcery get an addi-
tional five Essence Points per level (the Extra Essence
Quality found in other games can be acquired as well).
Sorcery-wielding characters do not need the Essence
Channeling Quality. 
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PPoowweerr LLeevveell EEsssseennccee CCoosstt
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3 9

4 16
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CHARACTER CREATION BASICS
The following tables and charts may be used to aid in the character creation process.  Further information is provid-

ed on the pages cited.

Creation Process
11..  CChhoooossee aa ccoonncceepptt:: What’s your character going to be like?  Noble Slayer, bookish Watcher, beginning witch, or

something more daring—a football captain warlock with deep girl insecurities?  

22..  CChhoooossee CChhaarraacctteerr TTyyppeess:: The Character Type determines the general power level and nature of your character.
Heroes are tough and skilled.  White Hats are normal people who depend on their wits and luck to survive.  Type
sets the number of Drama Points (10 for Heroes, 20 for White Hats).  See p. 35. 

33..  AAttttrriibbuutteess:: What are your character's natural abilities, both mental and physical?  Attributes cost one point per level
to level five, and three points per level after that.  At least one point must be put into each Attribute.  Human max-
imum is six. See p. 36. 

44..  QQuuaalliittiieess aanndd DDrraawwbbaacckkss:: What innate advantages or penalties affect your character?  A handy list of Qualities and
Drawbacks is on p. 262-263; the details start on p. 40. 

55..  SSkkiillllss:: What does your character know?  The possible skills are listed on the character sheet (see pp. 286-287); the
details start on p. 59. 

66. .  FFiinniisshhiinngg TToouucchheess:: This is where you decide the character’s name, appearance and other characteristics.
Distinctive habits or mannerisms, hairstyle, scars, tattoos, piercings fashion, music/video tastes.  

CChhaarraacctteerr TTyyppee CChhaarrtt
AAttttrriibbuuttee QQuuaalliittyy DDrraawwbbaacckk SSkkii llll DDrraammaa

TTyyppee PPooiinnttss PPooiinnttss PPooiinnttss PPooiinnttss PPooiinnttss
Hero 20 20 up to 10 20 10

White hat 15 10 up to 10 15 20

Experienced Hero 25 25 up tp 10 40 20

LLiiffee PPooiinntt TTaabbllee
CCoonnssttiittuuttiioonn

SSttrreennggtthh 11 22 33 44 55 66 77 88 99 11 00
1 18 22 26 30 34 38 42 46 50 54

2 22 26 30 34 38 42 46 50 54 58

3 26 30 34 38 42 46 50 54 58 62

4 30 34 38 42 46 50 54 58 62 66

5 34 38 42 46 50 54 58 62 66 70

6 38 42 46 50 54 58 62 66 70 74

7 42 46 50 54 58 62 66 70 74 78

8 46 50 54 58 62 66 70 74 78 82

9 50 54 58 62 66 70 74 78 82 86

10 54 58 62 66 70 74 78 82 86 90

CharactersCharacters
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QQuuaalliittiieess aanndd DDrraawwbbaacckkss TTaabbllee
Acute/Impaired Senses 2-point Quality or Drawback p. 40

Addiction Variable Drawback p. 40

Adversary Variable Drawback p. 41

Age 2-points/level Quality p. 42

Artist 2-point Quality p. 42

Attractiveness 1-point/level Quality or Drawback p. 42

Clown 1-point Drawback p. 42

Contacts Variable Quality p. 42

Covetous 1- to 3-point Drawback p. 42

Dependent 2- or 3-point Drawback p. 44

Emotional Problems Variable Drawback p. 44

Empathy 2-point Quality p. 45

Fast Reaction Time 2-point Quality p. 45

Good/Bad Luck 1-point/level Quality or Drawback p. 45

Hard to Kill 1- to 5-point Quality p. 46

Honorable 1- to 3-point Drawback p. 46

Humorless 1-point Drawback p. 47

Initiative Commando 4-point Quality p. 47

Jock 3-point Quality p. 47

Love 2- or 4-point Drawback p. 47

Mental Problems 1- to 3-point Drawback p. 48

Minority 1-point Drawback p. 49

Misfit 2-point Drawback p. 49

Natural Toughness 2-point Quality p. 49

Nerd 3-point Quality p. 49

Nerves of Steel 3-point Quality p. 50

Obligation Variable Drawback p. 50

Occult Library Variable Quality p. 50

Photographic Memory 2-point Quality p. 51

Physical Disability Variable Drawback p. 51

Psychic Visions 1-point Quality p. 51

Rank 1-point/level Quality or Drawback p. 52

Recurring Nightmares 1-point Drawback p. 52

Resistance 1-point per level Quality p. 52

Resources 2-points/level Quality or Drawback p. 53

Robot 5-point Quality p. 53

Secret Variable Drawback p. 53

Situational Awareness 2-point Quality p. 54
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QQuuaalliittiieess aanndd DDrraawwbbaacckkss TTaabbllee
Slayer 16-point Quality p. 54

Sorcery 5-point/level Quality p. 55

Talentless 2-point Drawback p. 55

Teenager 2-point Drawback p. 56

Telepathy 5-point Quality p. 56

The Sight 3-point Quality p. 56

Vampire 12- or 15-point Quality p. 57

Watcher 5-point Quality p. 57

Werewolf 3-point Drawback or 6- or 12-point Quality p. 57

SSttrreennggtthh TTaabbllee
SSttrreennggtthh LLiiffttiinngg CCaappaacciittyy

1-5 50 lbs x Strength 
(Strength 5: 250 lbs) 

6-10 200 x (Strength - 5) + 250 lbs 
(Strength 10: 1250 lbs) 

11-15 500 x (Strength - 10) + 1500 lbs 
(Strength 15: 4,000 lbs/2 tons)

16-20 1,000 x (Strength - 15) + 5,000 lbs 
(Strength 20: 10,000 lbs/5 tons)

21-25 1 ton x (Strength - 20) + 5 tons 
(Strength 25: 10 tons) 

26-30 2 ton x (Strength - 25) + 10 tons
(Strength 30: 20 tons)
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CCoommbbaatt MMaanneeuuvveerrss RReeffeerreennccee TTaabbllee
NNaammee RRoollll  BBaassiiccss DDaammaaggee NNootteess

AAiimmiinngg Perception + Gun Fu, None Adds Success Levels to 
or Perception + Getting Medieval, shooting roll, see p. 129

or Brains Score

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. 136), see p. 129

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

(dead), see p. 129

CCaattcchh WWeeaappoonn Dexterity + Kung Fu - 5, None Ranged defense action;
or Combat Score - 5 see p. 130

CChhookkee Strength + Kung Fu, (Strength - 1) Bash Asphyxiation; 
or Muscle Score see p. 130

CCrroossssbbooww SShhoott Dexterity + Getting Medieval, 16 Slash/stab Ranged attack modifiers
or Combat Score apply (see p. 136), see p. 130

DDeeccaappiittaattiioonn Dexterity + Getting Medieval - 5, Varies by weapon Total damage multiplied by five,
or Combat Score - 5 see p. 130

DDiissaarrmm Dexterity + Getting Medieval - 2, None Resisted by Parry;
or Dexterity + Kung Fu - 3, see p. 131

or Combat Score - 2

DDooddggee Dexterity + Acrobatics, None Avoid getting hit, duh!;
or Dexterity + Getting Medieval, see p. 131

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 see p. 131

GGrraappppllee Dexterity + Kung Fu + 2, None Impairment varies;
or Combat Score + 2 see p. 131

GGrrooiinn SShhoott Combat Maneuver - 3 Varies by attack Tough on boys;
see p. 131

GGuunnsshhoott Dexterity + Gun Fu, Varies by weapon Ranged attack modifiers apply
or Combat Score (see p. 136), see p. 131

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, see p. 131

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

see p. 131

KKiicckk Dexterity + Kung Fu - 1, 2 x (Strength + 1) Bash  Done with style and grace, 
or Combat Score - 1 of course, see p. 132

KKnnoocckkoouutt Dexterity + Kung Fu - 2, Half damage of attack Lights out;
or Dexterity + Getting Medieval - 2, see p. 132

or Combat Score - 2 
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CCoommbbaatt MMaanneeuuvveerrss RReeffeerreennccee TTaabbllee ((ccoonntt..))
NNaammee RRoollll BBaassiiccss DDaammaaggee NNootteess

MMeelleeee WWeeaappoonn Dexterity + Getting Medieval, Varies by weapon Good ol’ fashioned hack, 
or Combat Score slash, crush and maim, see p. 132

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

or Combat Score see p. 132

PPuunncchh Dexterity + Kung Fu, 2 x Strength Bash Basic knuckle sandwich;
or Combat Score; see p. 132

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

see p. 132

SSppiinn KKiicckk Dexterity + Kung Fu - 2 2 x (Strength + 2) Bash; Kick for the cool folks;
or Combat Score - 2 see p. 132

SSttaakkee Dexterity + Getting Medieval, 2 x Strength Slash/stab see p. 133
or Combat Score

SSwweeeepp KKiicckk Dexterity + Kung Fu - 1, Strength Bash Knocks target down (see p. 134); 
or Combat Score - 1 see p. 133

TTaakkeeddoowwnn Strength + Kung Fu, Strength Bash Knocks target down (see p. 134); 
or Muscle Score see p. 133

TThhrroouugghh tthhee HHeeaarrtt Combat Maneuver - 3 Varies by weapon see p. 133

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

see p. 133

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

see p. 133

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

Success Level; see p. 133
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BBaassee DDaammaaggee TTaabbllee
AAttttaacckk BBaassee DDaam maaggee NNootteess
Assault Rifle 16 Bullet; can fire bursts; use rifle ranges; see p. 140

Axe 5 x Strength Slash/stab; can use two hands; see p. 139

Baseball Bat 4 x Strength Bash; use this for any heavy club; can use two hands; see p. 139

Baton 3 x Strength Bash; see p. 139

Big Ass Pistol 18 Bullet; use pistol ranges; see p. 139

Big Ass Sword 5 x (Strength + 1) Slash/stab; uses two hands; see p. 141

Big Knife 3 x Strength Slash/stab; see p. 139

Big Pistol 15 Bullet; use pistol ranges; see p. 139

Bow 4 x Strength Slash/stab; maximum damage 20; use pistol ranges; see p. 139

Break Neck 4 x Strength Bash; must Grapple; see p. 129

Choke/Strangle 1 x (Strength - 1) Victim cannot breathe; see p. 130

Crossbow 16 Slash/stab; use pistol ranges; see p. 139

Head Butt 2 x Strength Bash; see p. 131

Hunting Rifle 20 Bullet; use rifle ranges; see p. 140

Jump Kick 3 x (Strength + 1) Bash; add Success Levels of Dexterity + Acrobatics roll to damage; see p. 131

Kick 2 x (Strength + 1) Bash; see p. 132

Knife 2 x Strength Slash/stab; see p. 139

Pigsticker 2 x (Strength - 1) Slash/stab; see p. 139

Pistol 12 Bullet; use pistol ranges; see p. 139

Pistol Crossbow 10 Slash/stab; use pistol ranges; see p. 139

Popgun 9 Bullet; use pistol ranges; see p. 139

Punch 2 x Strength Bash; see p. 132

Quarterstaff 3 x (Strength + 1) Bash; uses two hands; see p. 140

Shotgun 20 Bullet; use pistol ranges; see p. 140

Slam-Tackle 2 x Strength Bash; knocks target down; see p. 132

Spear 3 x (Strength + 1) Slash/stab; uses two hands; see p. 140

Spin Kick 2 x (Strength + 2) Bash; see p. 132

Stake 2 x Strength Slash/stab; see p. 140

Submachine Gun 9 Bullet; can fire bursts; use pistol ranges; see p. 141

Sweep Kick 1 x Strength Bash; knocks target down; see p. 133

Sword 4 x Strength Slash/stab; see p. 141

Takedown 1 x Strength Bash; knocks target down; see p. 133

Taser Rifle 5 Knockout effect; use pistol ranges; see p. 141

Thrown Axe 4 x Strength Slash/stab; see p. 139

Thrown Knife/Stake 2 x (Strength - 1) Slash/stab; see p. 139, 140

Thrown Pigsticker 1 x (Strength - 1) Slash/stab; see p. 139

Thrown Spear 3 x Strength Slash/stab; see p. 140

Toss 1 x Strength Bash; knocks target down; see p. 133

Tranquilizer Gun 1 Puts target to sleep; use rifle ranges; see p. 141
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BBaassee MMooddiiffiieerrss TTaabbllee
EEAASSYY:: +5 

MMOODDEERRAATTEE:: +3 to +4

AAVVEERRAAGGEE:: +1 to +2

CCHHAALLLLEENNGGIINNGG:: No modifier

DDIIFFFFIICCUULLTT:: -1 to -2 

VVEERRYY D DIIFFFFIICCUULLTT:: -3 to -5

HHEERROOIICC:: -6 to -9

SSHHAAAAHH,, RRIIGGHHTT:: -10 or worse

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

* Giles, strangely enough, owns one of each.

CCoommbbaatt RRoollll  MMooddiiffiieerrss
FFUULLLL DDEEFFEENNSSEE:: +3 to all defense actions; 

no attack actions

FFUULLLL OOFFFFEENNSSEE:: +2 to all attack actions; 
no defense actions

KKNNOOCCKKEEDD DDOOWWNN:: -4 to all actions; 
no attack actions for one Turn

MMUULLTTIIPPLLEE AACCTTIIOONNSS:: -2 per action, cumulative; 
extra actions limited by Dexterity

MMUULLTTIIPPLLEE OOPPPPOONNEENNTTSS:: +1 per additional person; 
maximum +4

SSHHOORRTT RRAANNGGEE:: no modifier

MMEEDDIIUUMM RRAANNGGEE:: -1

LLOONNGG RRAANNGGEE:: -3
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GGlloossssaarryy
Wesley: “Her abuse of the English language is
such that I understand only every other sen-
tence.”  Oh, this is going to make fascinating
reading.

—3.14 Bad Girls

331144:: Secret Initiative project to combine demon parts and
make a super-warrior.

AADDVVEERRSSAARRYY ( (GGAAMMEESSPPEEAAKK)):: The bad guys who make life mis-
erable for our heroes (the Cast Members), or maybe just
hang around waiting to be staked. 

AANNNNEE R RIICCEE RROOUUTTIINNEE:: The I’m-not-evil-I’m-just-misunder-
stood shtick some vampires use to fool their prey.  Can
also apply to Angel’s overt angst.

AANNOOIINNTTEEDD OONNEE ((AA..KK..AA.. CCOOLLLLIINN)):: Little boy vampire destined
to bring Buffy to the Master.  Tried to start his own lit-
tle cult of vampires, until he was killed by Spike.

Master: And in this time shall come the 
Anointed, the Master’s great warrior.  And the
Slayer will not know him, will not stop him,
and he will lead her into hell.  As it is written,
so shall it be.

—1.5 Never Kill a Boy on the First Date

AARRCCHHEETTYYPPEE ((GGAAMMEESSPPEEAAKK)):: A ready-to-play character—just
add imagination.

AATTTTRRIIBBUUTTEESS ((GGAAMMEESSPPEEAAKK)):: The six things that define what
a character can and cannot do, or how good they are at
certain things: Strength, Dexterity, Intelligence,
Perception, Constitution, and Willpower.

BBIIGG B BAADD ((AALLSSOO GGAAMMEESSPPEEAAKK)):: A Season’s villain.  Someone
who challenges the Cast in extraordinary ways, and
brings death and/or serious pain to our heroes.

BBOOOOKKSS OOFF AASSCCEENNSSIIOONN:: A key ingredient if one wishes to
become a big snake—a really big demon bent on open-
ing the Hellmouth.

BBRROONNZZEE,, TTHHEE:: The coolest club in Sunnydale, despite the
fact that they have to rebuild it every few months after
some demon/vampire/troll trashes it.

Cordelia: The Bronze.  It’s the only club worth
going to around here.  They let anybody in, but
it’s still the scene.  It’s in the bad part of town.

Buffy: Where’s that?
Cordelia: About a half a block from the good side
of town.  We don’t have a whole lot of town
here.

—1.1 Welcome to the Hellmouth

BBUUGGGGEERR ((AALLSSOO BBUUGGGGEERRYY,, BBUUGGGGEERREEDD)):: An Britishism (used by
people from Britain).  Figuratively, it means to be in
trouble. Literally, um, best not defined.  Let’s just say
that Spike has a bad potty mouth.

BBUUTT--FFAACCEE:: The expression on someone’s face when they
want to say “but”.
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CCAASSTT MMEEMMBBEERR ((GGAAMMEESSPPEEAAKK)):: A character made by a player.
Your fictional persona in the Buffyverse.

CCIIVVIILLIIAANN:: Anyone who is not hip to the existence of vam-
pires and demons.  Also can refer to a non-Slayer, but the
Scoobies find this kind of attitude annoying.

Buffy: Look, this is Slayer stuff, okay? Could we
have just a little less from the civilians please?

—2.1 When She Was Bad

CCLLIIMMAAXX ((GGAAMMEESSPPEEAAKK)):: The final payoff of an Episode,
where the Setup is resolved.

CCOOVVEENN:: A group of witches, Wicca or neo-pagans.  If they
meet online, it’s a cybercoven.

DD1100 ( (GGAAMMEESSPPEEAAKK)):: A ten-sided die.

DDAARRTTHH RROOSSEENNBBEERRGG:: The Nerd Herd’s name for Willow
after she turned all dark and veiny.

DDEEMMOONN:: Nasty things from other dimensions—usually
hell—that want to hurt people.  Duh.

DDIIRREECCTTOORR ((GGAAMMEESSPPEEAAKK)):: A person who comes up with stories
that the Cast Members take part in.  Part scriptwriter, part
referee.  The Director runs all of the bad guys—not in an
I’m-going-to-beat-all-of-the-Cast-Members sort of way, but
in an I’m-going-to-make-sure-everyone-has-fun sort of way.

DDOOUUBBLLEEMMEEAATT PPAALLAACCEE:: A place of Buffy employment and fine
dining, if you are into non-meat meat.

DDRRAAMMAA PPOOIINNTTSS ((GGAAMMEESSPPEEAAKK)):: Points that your character
earns by doing something heroic, dramatic or just plan
fun.  Players can use them to have their characters per-
form cool stuff, make their own plot twists, or not die.

DDRRAAWWBBAACCKKSS ((GGAAMMEESSPPEEAAKK)):: Flaws that your character has, or
things that complicate her life, like being a spaz, having
a little sister to take care of, or being only sixteen.

DDUUSSTT ((AALLSSOO DDUUSSTTEEDD,, DDUUSSTTIINNGG)):: To kill a vampire.  When a
vampire dies it goes “poof!” and turns to dust.

EEPPIISSOODDEE ((GGAAMMEESSPPEEAAKK)):: A single storyline or plot, usually
played out over the course of one or two game sessions.

EEXXPPEERRIIEENNCCEE PPOOIINNTTSS ((GGAAMMEESSPPEEAAKK)):: Awards granted after
each session or Episode which may be used to improve a
Cast Member’s abilities.

EEXXPPEERRIIEENNCCEEDD HHEERROOEESS ((GGAAMMEESSPPEEAAKK)):: An advanced form of
the Hero Character Type who has seen a great deal of
action and has become quite powerful.

FFIIVVEE--BBYY--FFIIVVEE:: Radio slang for loud and clear.  Signal
strength and clarity are given on a scale of 0-5, so five-
by-five is the loudest and clearest possible signal.  The

term is often used by Faith.  We don’t know why either.

GGAAMMEE FFAACCEE ((AALLSSOO GGEETTTTIINNGG BBUUMMPPYY)):: The wrinkly, ugly, fore-
head vampires do when they get angry or right before
they bite someone. The term is also used among non-
vamps to mean “get ready for action.”

Buffy: Angel, better put on your game face.
—1.12 Prophecy Girl

GGAATTHHEERRIINNGG:: A get-together, with mellow song stylings and
brie (for further discussion see 3.2 Dead Man’s Party).

GGUUEESSTT SSTTAARRSS ((GGAAMMEESSPPEEAAKK)):: The friends, relatives, neigh-
bors, strangers and other folks that the Cast Members
interact with during the course of any Episode.  Some
could be Adversaries in disguise.  Others could become
Cast Members themselves.

HHEELLLLMMOOUUTTHH:: A convergence of mystical energy centered
around an opening to the Demon Realm.  Weird and icky
things tend to happen nearby.  Located below the library
of Sunnydale High.  Ironic isn’t it?

HHEERROO ((GGAAMMEESSPPEEAAKK)):: A Character Type that has special
powers or abilities, like Slayers or Initiative Commandos.

HHOOOOTTEENNAANNNNYY:: A whole lot of hoot, a little bit of nanny
(for further discussion see 3.2 Dead Man’s Party).

HHOOSSTTIILLEE SSUUBB--TTEERRRREESSTTRRIIAALL ((HHSSTT)):: Bureaucratspeak for
demons and demonkind.  Used by the Initiative so they
can sound all scientific and soldier-like.  

IINNIITTIIAATTIIVVEE:: A secret paramilitary operation run by the U.S.
government.  They destroy or imprison demonkind, and
have a secret project (see 331144).
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KKEEYY,, TTHHEE ((AA..KK..AA.. DDAAWWNN)):: The thing that will free Glory
from her prison.

Dawn (reading from Giles’ journal): “The key is
not directly described in any known literature,
but all research indicates an energy matrix
vibrating at a dimensional frequency beyond
normal human perception.  Only those outside
reality can see the key’s true nature.”

—5.13 Blood Ties

KKNNIIGGHHTTSS OOFF BBYYZZAANNTTIIUUMM:: An ancient order of Knights ded-
icated to combating Glory, the Beast, and destroying the
Key that frees her.

LLIIFFEE PPOOIINNTTSS ((GGAAMMEESSPPEEAAKK)):: How much damage your charac-
ter can take before she becomes an ex-character.  When
your character gets stabbed or shot, she loses Life Points.

MMAADD: : Very impressive, as in mad skillz.

MMAAGGIICC BBOOXX:: The post-HS library and Scooby hang-out.

MMAASSTTEERR,, TTHHEE:: Possibly the oldest living vampire.  He was
trapped within the Hellmouth when he tried to open it
the first time, and he’s not happy about it.  

MMIISSSS K KIITTTTYY FFAANNTTAASSTTIICCOO:: Willow and Tara’s cat; may have
had an unfortunate encounter with a crossbow.

MMOOJJOO:: Magic, witchcraft, or the Dark Arts.

MMRR.. GGOORRDDOO:: Buffy’s stuffed piggy.

NNAANNCCYY--BBOOYY ((AALLSSOO PPOOOOFFTTEERR)):: An Britishism (used by peo-
ple from Britain).  A derogatory term for a man.  

NNEERRDD HHEERRDD:: The trio of Warren Mears, Andrew Wells,
and Jonathan Levinson.

OORRDDEERR OOFF AAUURREELLIIUUSS:: A cult of vampires all sired by the
Master.  This group is prophesied to bring the Anointed
One to the Master.  

OORRDDEERR OOFF TTAARRAAKKAA:: An ancient order of assassins made up
of demons and assorted brutal killers.  Fun at parties and
career fairs.

Giles: I’m afraid he was not overreacting.  This
ring is worn only by members of the Order of
Taraka.  It’s a society of deadly assassins dat-
ing back to King Solomon.

—2.9 What’s My Line? - Part One

PPAATTRROOLL:: Going out and wandering around, usually in
cemeteries, looking to bring trouble to those who are
trouble (vamps and demons).

PPLLOOTT ((GGAAMMEESSPPEEAAKK)):: These are the big Kahunas, the major
story arcs of the Season.  

PPOOWWEERR LLEEVVEELL ((GGAAMMEESSPPEEAAKK)):: The overall strength of a spell.
The higher the Power Level of a spell, the greater its
effect on the world, the more difficult it is to cast prop-
erly, and the more damaging the consequences of failure.

QQUUAALLIITTIIEESS ((GGAAMMEESSPPEEAAKK)):: Special things that your character
knows how to do, is really good at or is born with, like
having Army training, being quick on the draw, or even
being the Slayer.

RREESSIISSTTEEDD AACCTTIIOONN ((GGAAMMEESSPPEEAAKK)):: When a character tries to
do something that is directly opposed by another charac-
ter or bad guy, like arm wrestling, or you punching and
her dodging.

SSCCOOOOBBYY ((SSEEEE AALLSSOO SSLLAAYYEERREETTTTEE)):: One of the Slayer’s gang
of intrepid supporters.

Tara: Come on you have fun, admit it.  Living
the Scooby life.

—4.17 Superstar

SSCCOORREE ((GGAAMMEESSPPEEAAKK)):: A set value used in place of a die roll
and modifiers.  Comes in three flavors: Muscle, Combat
and Brains.   

SSCCUULLLLYY:: To discount someone’s belief in a supernatural
event.

Buffy: I cannot believe that you, of all people,
are trying to Scully me.  There is something
supernatural at work here.  Get your books!
Look stuff up!

—1.6: The Pack
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SSEEAASSOONN ((GGAAMMEESSPPEEAAKK)):: A collection of Episodes that devel-
op a theme or over-arching Plot.

SSEERRIIEESS ( (GGAAMMEESSPPEEAAKK)):: A campaign composed of one or
more Seasons.

SSEETTUUPP ((GGAAMMEESSPPEEAAKK)):: The establishment of the situation,
challenge or story of an Episode.

SSHHIINNDDIIGG:: A gathering, but with less-mellow song stylings
and malt beverage instead of brie (for further discussion
see 3.2 Dead Man’s Party).

SSKKIILLLLSS ( (GGAAMMEESSPPEEAAKK)):: Stuff your character has learned how
to do.  

SSLLAAYYEERR:: Once in a generation, a girl is born with special
powers, destined to fight the vampires, demons or any
icky thing that gets in the way.

SSLLAAYYEERREETTTTEE ( (SSEEEE AALLSSOO SSCCOOOOBBYY)):: The Slayer’s close friends
and allies.  The guys and gals who hit the books, lend a
hand and occasionally get the Slayer in a lot of trouble.  

SSMMOOOOCCHHIIEESS ((AA..KK..AA.. MMAAKKIINNGG WWIITTHH TTHHEE SSMMOOOOCCHHIIEESS)):: Getting
serious, beyond mere kissing.

SSUUBBPPLLOOTTSS ((GGAAMMEESSPPEEAAKK)):: These are lesser plotlines, major
enough to last for several Episodes, but usually not cov-
ering an entire Season.  

SSPPAANNKK YYOOUURR IINNNNEERR MMOOPPPPEETT:: Stop acting like a spoiled
brat.

Cordelia: Whatever is causing the Joan Collins
‘tude, deal with it.  Embrace the pain, spank
your inner moppet, whatever, but get over it.

—2.1 When She Was Bad

SSPPAARRKKAAGGEE:: A mutual attraction between two people

SSUUCCCCEESSSS LLEEVVEELL ((GGAAMMEESSPPEEAAKK)):: Sometimes, when your char-
acter does something, you need to know how well she
did it.  The better your character does something, the
more Success Levels she achieves.

SSUUPPPPOORRTTIINNGG CCAASSTT ((GGAAMMEESSPPEEAAKK)):: Adversaries and Guest
Stars—any character who is not a member of the Cast.

TTEECCHHNNOOPPAAGGAANN:: A person who uses the internet and other
computer aids to study and practice the occult.

TTUURRNNIINNGG PPOOIINNTT ((GGAAMMEESSPPEEAAKK)):: Dramatic moments that
advance the story, or complications that make things
more interesting (and dangerous) for the characters.  

VVAAMMPPIIRREE ((AALLSSOO UUNNDDEEAADD AAMMEERRIICCAANN)):: A demon, inhabiting a
dead human body, using its memories and skills.  They
like to suck blood.  If you don’t know what a vampire is,
you should probably be playing a different game.

WWAACCKKYY:: Acting crazy, usually applied to relationships.
What love makes you do.

WWAATTCCHHEERR:: AA member of the Watcher’s Council, sent to
guide and train the Slayer.

WWAATTCCHHEERRSS CCOOUUNNCCIILL:: A group, based out of England, that
trains Watchers.  Sometimes they think they own the
Slayer.  Some think they are just busybodies.  

WWHHIITTEE HHAATT ((GGAAMMEESSPPEEAAKK)):: A Character Type with no kewl
powers or special training—your regular schmoe.

WWIICCKKEEDD:: A substitute for “very” or “extremely” among
those who are, or want to be like, Faith.

WWIIGG ((AALLSSOO WWIIGGGGIINNSS,, WWIIGGGGEEDD,, WWIIGGGGIINNGG)):: To freak, be strange,
or be scared.

Buffy: I know.  I should keep my Slayer cool,
but . . . it’s Angel, which automatically equals
maxi-wig.

—2.13 Surprise

WWIITTCCHH ((AALLSSOO WWAARRLLOOCCKK)):: A person, sometimes Wicca,
with an extraordinary gift for magic.

WWIITTCCHH--FFUU:: Using witchcraft, particularly in combat.  

ZZEEPPPPOO:: The least-needed member of a group.  The Marx
brother who is most often forgotten.

Cordelia: “Integral” part of the group?  Xander,
you’re the, the “useless” part of the group.
You’re the Zeppo.

—3.13 The Zeppo
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T
he graveyard is cold and still.  Bright moonlight deep-
ens the shadows.  The silence is disturbed by a throaty
moan.  Breaking through the soft, recently packed

earth, a claw extends, sharp and grasping.  A sickly sweet
stench rises with the corpse.  Desperate hunger is etched on
it cadaverous face—a hunger for your blood!

Buffy: Alright, I get it.  You're evil.  Do we have to chat about it all day?
—3.10, Amends

No we don’t.  It’s time to slay. 

Get ready for action and adventure—Buffy-style. 

Now you can join the Slayer's world!

IInnssiiddee tthheessee lluussttrroouuss ccoovveerrss,, yyoouu wwiillll ffiinndd::
• An introduction to roleplaying and the Buffyverse

• A roleplaying guide to all seven season of Buffy the Vampire Slayer

• Detailed character creation, including pre-constructed Heroes and

White Hats, for your quick-play pleasure

• Roleplaying specifics for the entire Original Cast, from Buffy to Dawn,

including their wild and wacky changes

• The Buffy Unisystem, streamlined for

cinematic slayage and sneakage

• A primer on magic mojo, for those who dare

• A guide to the hotspots of Sunnydale

• The monsters of mayhem, all stat-ed out and

ready-to-slay, and the skinny every

season's Big Bad

• Blow-by-blow instructions for

creating Buffy roleplaying

Episodes, Seasons, and Series

• A complete Episode to get

slaying fast and easy

• A guide to Buffyspeak to add

sparkle to your dialogue

BUFFY THE VAMPIRE SLAYER™ & © 2005.
Twentieth Century Fox Film Coporation.

All Rights Reserved.
Used under license. 

The Unisystem™ Game System © 2005 CJ Carella.
The Unisystem™ is used under exclusive license.
© 2005 Eden Studios. All rights reserved.
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EDN6000 Buffy - The Vampire Slayer RPG Errata 
 

page 3:  Say it isn't so, not a typo in the Table of Contents.  Yes, Virginia, it's true.  How 
embarrassing!  What's most surprising is that four pairs of eyes looked at "Archeytpes" and saw 
"Archetypes."  Sigh.  
page 34: The Acute/Impaired Senses Quality/Drawback should have specified that it has four 
(not five) versions: Eyesight, Hearing, Touch, and Smell/Taste.  The Werewolf Quality on page 
51 includes the last of these as a Quality -- Acute Senses (Smell/Taste).  
page 56:  The quote under the Mr. Fix-it skill should have been attributed to 5.15 I Was Made 
to Love You.  Also, the text should include the word "plumber," not "plummer."  
page 60:  In the last paragraph of the New Slayer's background, "That makes me a feel a bit 
better" should be "That makes me feel a bit better."   
page 67:  The quote for the Martial Artist should refer to "your left cheek."   
page 68:  The Psychic should not have the Drawback "Charisma -1."   That Drawback does 
not exist in the BtVS RPG.  It should read "Bad Luck 1 (1)."  
page 80: The Former Vampire Groupie's "Criminal Acts" skill should read simply "Crime."  Her 
Bow Shot Bonus should read 9, and the Through the Heart Bow Shot 6.  Unlike Getting 
Medieval, her Wild Card (Archery) skill does not suffer the -2 for Bow Shot.  
page 82: The Amateur Hunter's Misfit Drawback should be worth 2 points, not 1.  Add in 
another level of Good Luck or Hard to Kill if you like.  Or use the extra point to take a new 
Quality or increase a skill.  
page 84: Buffy should have the Psychic Visions Quality.   
page 88: Spike should have Languages 3 at least.  He knows English, Fyarl, and either 
Cantonese or Mandarin (he did spend a good portion of time in China).  No doubt he 
learned a few others during his more evil years, but we'll leave that to you to decide.  
page 96:  At the end of Spike's seasonal adjustment paragraph, the last few words should 
read "and by three each for Season Two."  
page 97: In Cordelia's adjustment, her name is spelled "Coredia".  That's just a pet name used 
by her father . . . yah, that's it . . . and . . .   
page 104: In Par Example, the Cast Member should have to tie or beat a value of 14, not 16.  
page 109: Slight adjustment in the last four sentences of the Break Neck maneuver:  
"If the total damage reduces the defender to -10 Life Points, she must pass a Survival Test (see 
p. 121) with an added penalty equal to the Success Levels of the Break Neck attack (in 
addition to any normal Survival Test modifiers; this is due to the very sensitive nature of the 
neck area for us normal human types).  If she fails, you get that telltale crunching sound with 
fatal results.  If the defender is a vampire and the successful attack reduces it to -10 Life 
Points, she has to pass a Survival Test (but no special modifiers are applied; undead aren’t so 
sensitive—in any sense of the word).  On a failure, her head is twisted off and he is dusted—
gruesome but pretty impressive."  
page 109: Decapitation is missing a Survival Test requirement.  It should read:  
"Decapitation: Your basic samurai killing slash—it needs a sword, axe, or similar large scale 
cutting implement.  Decapitation uses a Dexterity and Getting Medieval - 5 roll, or the 
Combat Score - 5, but damage is multiplied by five (after Success Level bonuses are added 
and armor effects subtracted; damage type is not applied; weapon damage is listed on p. 
240).  If the damage is enough to reduce the victim to -10 Life Points or less, a Survival Test is 
in order.  If that fails, the head comes off, and the rating of the show goes up to TV-M.  Flashy 
way to dust vampires (see p. 168)."  
page 113:  The Wrestling Hold description is missing a roll.  After the attacker succeeds with a 
Grapple roll, she must make a Strenght and Kung Fu -2 (or Muscle Score -2) roll.  That roll 
provides the Success Levels for the -1 per Success Level hinderance on the defender.  The 
Combat Maneuvers table on page 239 has it right.  
page 113:  Under Knockdowns, the text states that a character cannot attack for the 
remainder of the Turn she is knocked down.  After the first Turn, the prone penalty would 
apply until the character got up (which would take an action normally, no action on a 
Dexterity and Acrobatics roll).  The prone penalty on attack and defense actions is incorrect.  
It should be -4, not -2.  
page 115: Multiple shots with a gun degrade by -1 per shot, not one Success Level per shot.  



page 116: Burst fire should have specified that it can be used more than once per Turn just 
like multiple shots with a semi-automatic gun.  Each subsequent burst loses one Success 
Level.  
page 120:  The damage for the Submachine Gun should be 12, not 9.  
page 123: The text under Breaking Things should clarify that damage types (Slash/stab, Bullet, 
etc.) modifiers are inapplicable to inanimate objects.  
page 124-125:  The sample combat contains a couple of errors.  Rather than tying to explain 
where they are, we have included a complete copy of the example with revisions.  
page 156: Add Attractiveness +3 to Amy Madison's Special Abilities.  
page 156: Add Attractiveness +2 to Harmony Kendall's Special Abilities.  
page 158: Add Attractiveness +3 to Jenny Calendar's Special Abilities.  
page 168: The vamp is entitled to a Survival Test just like anyone else before decapitation 
and dusting (see errata above concerning page 109).  
Page 169: Brand-new vamp’s Bite Score should be 14, and the damage 18.  
Page 170: Vampire minion’s Bite damage should be 19.  
page 172: Add Attractiveness +3 to Darla's Special Abilities.  Add Attractiveness +4 to 
Dracula's Special Abilities.  
page 177: Add Attractiveness -5 to the Judge's Special Abilities.  
page 178: Add Attractiveness -4 to the Sister of Jhe's Special Abilities.  Add Attractiveness -6 
to the Telepath Demon's Special Abilities.  
page 180: The jump cite for the demon ability is wrong under the Natural Attacks heading.  It 
should be p. 175, not p. 165.  
page 181: Add Attractiveness -8 (as monster) to Ms. Natalie French's Special Abilities.  
page 184: Add Attractiveness -6 (as monster) to James/Grace's Special Abilities.  Add 
Attractiveness -4 to Daryl Epps' Special Abilities.  
page 187: Add Attractiveness -3 to the Master's Special Abilities.  Add Attractiveness +3 to 
Drusilla's Special Abilities.  
page 189: Add Attractiveness +2 (as Mayor)/-8 (as monster) to the Mayor's Special Abilities.  
Also, his Life Points in True Demon form are understated.  They should be 400.  
page 190: Add Attractiveness -6 to Adam's Special Abilities.  Also, his Dodge should be 24, 
same as his Combat Score.  He often chose not to dodge, but that doesn't undermine his 
abilities.  
page 191: Add Attractiveness +4 to Glory's Special Abilities.  
page 228:  The quote from 4.20 The Yoko Factor under the Mr., Mrs., and Miss heading should 
have been attributed to Riley, not Buffy.  
page 240:  The damage for the Pistol Crossbow should be 10, not 1.  The damage for the 
Submachine Gun should be 12, not 9.  
page 240:  The ranges for pistols and rifles are provided on page 115.  Information on which 
weapons use which ranges classes was omitted on the Base Damage Table notes section.  It 
is as follows:  
Pistol ranges: Big Ass Pistol, Big Pistol, Bow, Crossbow, Pistol, Pistol Crossbow, Popgun, Shotgun, 
Submachine Gun, Taser Rifle  
Rifle ranges: Assault Rifle, Hunting Rifle 
 
EDN6010 Buffy - The Vampire Slayer Revised RPG Errata 
 

Page 110:  “It could be witches / Some evil witches! / Which is ridiculous / 'Cause witches, 
they were persecuted / Wicca good and love the earth /  And women power /  And I'll be 
over here.”  Tara, the white Wicca, was the sweetest and goodest of the Scoobies.  She 
should definitely not be following Angel’s lead and have a Wild Card skill in Torture.  That 
should read Horseback Riding. 
Page 135: The end of the multiple actions Example Me, Baby is incorrect.  The vamps have 
an attack total of 20 as each gains +2 to his attacks due to the multiple opponents rule 
immediately following the example. 
Page 135: The multiple opponents rules applies fully only when the combatants are using 
melee attacks.  In ranged combat, multiple opponents get a flat +1 bonus (no more) each if 



more than two attackers engage the character.  Ranged combatants don’t aid each other 
in the same way melee attackers do. 
 
EDN6002 Buffy The Vampire Slayer RPG - Slayer's Handbook Errata 
 

page 2: Despite their fine work on the character speak section in the appendix, James and 
Marianne Wilber were omitted from the Additional Writers byline.  Floggings will commence 
shortly. 
page 48:  The Slayer-In-Training Archetype is missing a point in Attributes.  Increase her 
Perception from 2 to 3. 
page 116: The Grim Slayer's Attributes are too high (she spent 27 Attribute Points).  Her 
Willpower should be 4.  That brings her within the Experienced Hero limit of 25. 
page 118: The Road Warrior is trying to keep up with the Grim Slayer and also overspent on 
Attributes.  His Willpower should be 3. 
page 122: We discuss how Dale's Attributes get augmented by his "He-Slayer" abilities, but we 
don't specify what the He-Slayer bonuses do for another character, such as a Cast Member.  
The easiest solution is just to add the Slayer Quality to whoever is chosen to be the He-Slayer.  
Alternatively, a Director could follow our lead with Dale and enchance the He-Slayer's 
physical Attributes but not his mental ones. 
page 135: The citation "3.22 The Graduation - Part Two" should read "3.22 Graduation Day - 
Part Two." 
page 153: The table entry for the Fire Rod should cite page 100, not page 99. 
 
EDN6003 Buffy The Vampire Slayer RPG - Monster Smackdown Errata 
 

page 31: It seems we mess up our substitute names with our memorials when it comes to the 
undead.  The Master was an "epithet" not an "epitaph. 
page 62: Two jump cites are missing.  The first is "the Hellmouth Spawn (see p. 104)".  The 
second is "Chapter Six: Monster Spawning (see p. 139)."  Must be something about the 
"spawn" word. 
page 77: The first sentence of the last paragraph should read "Ethan is not a Sorcerer in the 
black-eyes-magic-sense, but he is a talented magician". That pesky "not" is missing. 
page 90: Again, Dracula is an "epithet" not an "epitaph." 
page 139:  The Zombie Quality is missing some material.  Zombies regenerate at a rate of 
Constitution points per minute, and can reattach severed parts (other than the head).  Bullet 
and Slash/stab damage modifiers are not applicable (all damage is treated as Bash type).  
Zombies also don't age.   
 

A Zombie's regeneration is not perfect.  Life Points are replaced but the process is not 
completely aethetic.  Over time, the body parts start to wear out. Superglue, masking tap, 
and Zip-it are needed to keep the zombie from looking completely trashed. Even so, after a 
certain number of pitched battles, injury and dismemberment, there's no way the zombie 
can pass himself off as "normal." 
 
EDN6005 Buffy The Vampire Slayer RPG - The Magic Box Errata 
 

p. 17: In the second paragraph of Orders as Allies "is that is isn't obvious" should read "is that it 
isn't obvious".  
p. 21:  Dark Willow should have Magic (Power Boost I) 20, Magic (Power Boost II) 24, and 
Magic (Power Boost III) 37 added to her Combat Maneuvers. 
p. 24: On Rack's Quick Sheet, the missing page reference should be 53. It's correctly stated in 
the accompanying text. 
p. 44: Addicted Willow should have Magic (Power Boost) 20 added to her Combat 
Maneuvers. 
p. 44: Willow should have the Telepathy Quality. 
p. 45: Tara's Honorable (Serious) feature should be listed as a Drawback, not a Quality. 
p. 46: Giles' Magic (Power Boost) Combat Manuever should be 26, not 18. 
p. 47: Amy should have Magic (Power Boost) 19 added to her Combat Maneuvers. 



p. 73: The Summon Draconian Katra spell should have "may be Quick Cast (+1)" in its Aspect 
Analysis. Its Power Level should be 5. 
p. 76: The source for False Resurrection should be 5.17 Forever. 
p. 77: In Season Seven, we see Willow use an energy barrier spell without Tara. Thus, another 
version of this spell exists that does not require dual casters. The Power Level of this version is 8. 
p. 85: The source for the glove of Mynhegon should be 3.7 Revelations.  
p. 120: The second paragraph under Tao-Chi should read "Ignore Essence costs listed; 
instead, use the multiple castings rule from the BtVS Corebook (see p. 140) but lower the 
resting period to two minutes. For Inner Strength and Speed of the Tiger, each Success Level 
gives the user +1 to the appropriate Attribute."  


	Buffy the Vampire Slayer Roleplaying Game Revised Core Rulebook
	Credits
	Table of Contents
	The Waiting
	It’s the Slayer’s World, We Just Play Here
	Some Assembly Required
	Archetypes
	Original Cast
	Rules, Borders ,and an End Zone
	Success Levels Table
	Base Modifiers Table
	Jump Table
	Fear Test Modifiers Chart/Panic Table
	Initiative Rolls
	Additional Actions Table
	Multiple Actions Penalties
	Types of Damage 
	Armor Table
	Breaking Stuff Chart
	THE DRAMA POINT SYSTEM
	Spending Drama Points: Some Guidelines
	Using Experience Points
	Attribute Improvement/Skill Improvement 

Cost Table

	Playing with Primal Forces
	Spell Side Effect Table

	Sunnydale After Dark
	Creatures of the Night
	Sister of Jhe

	Episodes, Seasons, and Drama
	Keeping the Cast In Town
	Muscle Score/Combat Score/Brains Score Table

	Sweeps Week
	Director Tips

	Appendix A Guide to Buffyspeak
	Essence Point

Assignment Table
	CHARACTER CREATION BASICS
	Strength Table
	Base Damage Table
	Base Modifiers Table

	Index
	Buffy the Vampire Slayer Character Sheet
	Quick Sheet

	Back Cover
	Errata




