HORROR NQV!F FYPA

You are 90 ng to 2 wor ﬂ\at SUPer‘f resem& €S your ownh,

r‘we vast major fg of peop Jo not know ﬂwe c’ahgers ﬁ\at urkjusf ouls! Je Hwe Joors ’mt IS 2 worc’ w‘were
every movie monster and maniac is reaU-S out there., Soﬂcxe’rg has 2 tendencg towards {:ouncmg back affer 2
serious at-ta‘ck ah'c’ governments haVe Eecome very ski”et’ at c!e%?hg up messes ¥mt it ean get extremelg
messy with zombies, vampires and every other monster -peop!e have thought up onh the loose.
Horrifie things and ereatures will be impossible to aveid for the duration of the 10 years you are here and you
will very regulvarlg run into strange goings on,
There will however be no world ending events (outsf'c’e of 'c!rawbacks),
You may start ahgw‘were in the world or in 2 's-pevc‘(ﬁc horror movie of your choice

You w(n ‘wa\/e to kee-p 2 -coo!- ‘wead, ‘aVo‘('cI {mbmms 900 an'cl frg not to 90 to gr‘a\/esart’s at higkf.

YOU HAVE 1000 &P



IPENTITIES

Choose an Identity. Roll 4d6+20 to determine your age. You may change your age and/or gender for 50 CP.

+No new set of memories afiecting your actions.
-No iriends or experience in this realm.

You’re the new guy! You wake up in a new town and is it just you or is something
a little off about some of the inhabitants? There’s the occasional strange noise
and you sometimes feel like you can see something out of the corner of

your eye. WF

+Good in a light, the heroie type.

-Real responsibilities—you’re the guy people will look to in a crisis.

You recently moved to a small, quiet little town for work. You’re the new sheriff.
[t seems like a friendly place. You've already been asked to go hunting in the
woods by some of your fellow officers and some (admittedly strange)

folk asked if you’d like to join their new church. m ’P

+LEducated, good at rooting out mysteries.
-No combat expertise.

You’re an academic, specialising i1 the strange. You've read a fair few ancient tomes,
talked to some supposed mad-men and it’s starting to seem as though their story
checks out. You're starting to see signs that all is not quite as it seems. Kids have

started to go missing nearby and you've noticed an interesting ruin near the ’
library. m P

+Well practised, not shaken by mad stuit.
-Something of a driiter.

You've been at this for some time. The world may not take any notice but
you've been providing a valuable service, ridding cities and towns of some of
the things that go bump in the night. You’re small-time right now

but you’re sharper than most and you’ve been successful so far. m ’r




100 CP 100 CP 100 CP
100 CP 200 CP 200 CP
200 CP 400 CP 200 CP, Discount Drop—I»h

400 CP, D?Scouht 'Dro-psir\

600 CP, 'Dfs‘count 'Dro-psin

100 CP, Free Hunter & Sheriff




100 CP, Free Sheriff

200 CP, Discount Sheriff

400 CP, Discount Sheriff

400 CP, Discount S‘\er‘(ﬁ:

100 CP, Free Hunter

200 CP, Discount Hunter

[fOO CP, Discount Huhfer

‘rOO CP, Discount Hunfer

100 CP, Free Researcher

400 CP

400 CP, Discount Researcher

400 CP, Discount Researcher

600 CP




Free

50 CP, Free Hunter

50 CP, Free Hunter

100 CP, Free Sheriff

100 CP, Free Hunter

100 CP, Free Hunter

200 CP, Free Sheriff

200 CP, Discount Drop-In

400 CP, Discount Hunfer

400 CP, Discount Researcher

600 CP, Discount Researcher




+0 CP

+100 CP +100 CP +100 CP

+200 CP +200 CP +200 CP

+300 CP +300 CP +300 CP




NOTES

You have a choice between either appearing in a generic horror movie setting with damn near
every monster imaginable somewhere OR you may choose to appear into a composite world of
every horror movie ever made moving from one to the next. Should you choose the latter option
you can often choose to enter the world of a movie you’re familiar with (if you’re in a relevant
location) but will sometimes slip into a random horror movie totally against your will and you will
not be able to leave until some matter is resolved or you have survived there for an undisclosed

amount of time. People around you may end up slipping into a new movie along with you when
this happens.

Cool cats don’t trip.



