SECOND HOUR: GM NOTES
Around the end of the first hour, the Car characters will have arranged a tow to the service station at 1A Towing.  Once the first hour ends, give the players a chance to finish what they’re saying, recall the Horde, and get their attention so you can read (or improvise on) the following text (read the bracketed text only if the Car characters didn't gather $200):

After an eventful hour, the truck from 1A towing arrived.  The man inside quietly hooked the car up and pulled it onto the flatbed.  He was nice enough to allow the passengers to squeeze into his cab, where they were crammed in pretty tight.  The trip to the 1A Service Station was uneventful, and everyone was quiet, thinking they had finally been rescued.  [The credit card machine started working for just five minutes, and they were able to charge the tow.]

But unfortunately for them, the story did not end there...

In the second hour, the car has been towed to a gas station to be repaired. In addition to the car and the area around the car, there's an area that represents the "inside" of the gas station. Be sure everyone understands this.
If you have a table, put a table out to represent the "counter". If you have a couple extra chairs, put out a chair for the person behind the "counter" to sit behind, and another chair to represent a "cyber-café", i.e. a chair and a computer with an internet connection.
Regardless, use masking tape to mark off the area that represents the gas station, and if needed, use tape to mark off the counter and the "cyber-café". Be sure to describe all these areas to all the players. Also, put out the ham sandwiches now.
The "inside" area starts out "unlocked". Anyone inside can "lock" it, or "unlock" it if "locked". If someone tries to walk in when its "locked", the person who locked it has to shout "LOCKED" and the person entering has to stand back. Some characters may be able to get in anyway. Be sure these rules are explained to everyone.

When one of the Car characters accesses the Internet (by buying access to it), have the player open "Contingency Envelope E".

There follows the character sheets for the Horde characters for the second hour. They're in two columns, in enough quantity for their use. You can just cut down the middle of the page and sort them into piles by type. See the overview on how to run the game for a sense of how and when to deploy them, depending on the overall number of players.
Reminder:  In the second hour, the horde characters get more complicated.  Make sure the horde players take the time to read everything they’re given.

GAS STATION STAFF & WITCH
(Sage, Reagan, Circe, Tyler, Calypso)

BACKGROUND: You are a plain-looking specimen of your gender. You work at the gas station behind the counter, and as a de facto secretary. You are also a secret practitioner of the occult, a witch or warlock.

NOTE: You can enter the gas station even when it is locked.

PICK ONE OF THE CAR CHARACTERS. You are in love with this character. Love at first sight.

If you have sex with your "beloved", instead of trading cards you each are allowed to replace your current card with any card the GMs currently has in their pack. You choose first. Show your lover this box text.


GOALS: Don't let anyone know you're a witch. Keep your job. Make love to the person you've fallen in love with.


INTERACTION: Be bored but competent. You know using the "Cyber-Café" costs $10 an hour, and the ham sandwiches cost $5 apiece. You can cast a spell on any Car character except the one you're in love with; see below. When at the counter, you can actually make change by talking to the GMs. The GMs may tell you you're out of change.

"With all her charms as vainly Circe strove / And added magic to secure my love." (Odyssey, Book IX)


ITEMS: eye of newt, twenty dollar bill


FORFEIT: You can choose to trade cards with the fleeing character.

CASTING A SPELL

Compare cards. If your card is lower, the spell succeeds. Upon success, you can either make the character fall in love with you, or crave ham sandwiches. Show the character this boxed text to validate what you can do.


SQUINTY-EYED MANAGER
(Reagan, Logan, Cy, Bubba, Jo/Joe)

BACKGROUND: You are a squinty-eyed, grumpy old person. One eye in particular is almost always closed.

"Know then, we Cyclops are a race above / Those air-bred people, and their goat-nursed Jove…" (Odyssey, Book IX)


You are the manager of this gas station, and you hate pretty much everyone.


NOTE: You can enter the gas station even when it is locked.

GOAL: You desire to screw people for as much money as possible, even while the gas station is under zombie attack. (You know using the "Cyber-Café" costs $10 an hour, and the ham sandwiches cost $5 apiece.)

INTERACTIONS: Curse at people and mutter. Reply grudgingly to questions. Fixing the car is going to take at least two hours. You may lie about this if you like.


NOTE: YOU HAVE ACCESS TO THE CAR, just like a Car character.

Your purpose in the scene is to make any bad situation worse. We trust you to figure out a way that makes sense for the character.


You have an employee, who works behind the counter and is a de facto secretary.  Be sure to figure out which Horde player is playing that character. Ask a GM if you must. Your employee is the only person you're nice to.
ITEMS: wrench, hundred-dollar bill, fifty-dollar bill, twenty-dollar bill, ten-dollar bill, five-dollar bill, one-dollar bill, Canadian penny

FORFEIT: The fleeing character has to give you one money item, if possible. Hooray for petty theft!
GAS-STATION PATRON
(Tyler, Sherrie, Bubba, Jamie,

Christian, Angel, Ali, Skyler)

BACKGROUND: You're a somewhat ugly ordinary person from the local town.


You walked to the gas station to hang out with the other people here. You have no intention of buying anything.


You work a low-class job (your choice) and you hate people who aren't from around here.


You only give the time of day to Horde characters.

GOAL: Pass the time by chatting up locals and being rude to outsiders.

INTERACTIONS: Be alternately chit-chatty and rude, depending on who you're talking to.

ITEMS: five-dollar bill

FORFEIT: NONE


GAS-STATION PATRON

(Tyler, Sherrie, Bubba, Jamie,

Christian, Angel, Ali, Skyler)
BACKGROUND: You're a somewhat ugly ordinary person from the local town. You have a neck rash.


You walked to the gas station to hang out with the other people here. You have no intention of buying anything.


You work a low-class job (your choice) and you hate people who aren't from around here.


You only give the time of day to Horde characters.

GOAL: Pass the time by chatting up locals and being rude to outsiders.

INTERACTIONS: Be alternately chit-chatty and rude, depending on who you're talking to. Scratch your neck.

ITEMS: five-dollar bill, Canadian penny

FORFEIT: The fleeing person must act itchy for the rest of the game.
GAS-STATION PATRON

(Tyler, Sherrie, Bubba, Jamie,

Christian, Angel, Ali, Skyler)

BACKGROUND: You're a somewhat ugly ordinary person from the local town. Your butt itches.


You walked to the gas station to hang out with the other people here. You have no intention of buying anything.


You work a low-class job (your choice) and you hate people who aren't from around here.


You only give the time of day to Horde characters.

GOAL: Pass the time by chatting up locals and being rude to outsiders.

INTERACTIONS: Be alternately chit-chatty and rude, depending on who you're talking to. Scratch your butt.

ITEMS: five-dollar bill

FORFEIT: The fleeing person must act itchy for the rest of the game.

GAS-STATION PATRON

(Tyler, Sherrie, Bubba, Jamie,

Christian, Angel, Ali, Skyler)
BACKGROUND: You're a somewhat plain ordinary person from the local town. You're a little horny.


You walked to the gas station to hang out with the other people here. You have no intention of buying anything.


You work a low-class job (your choice) and you hate people who aren't from around here.


You only give the time of day to Horde characters.

GOAL: Pass the time by chatting up locals and being rude to outsiders.

INTERACTIONS: Be alternately chit-chatty and rude, depending on who you're talking to. Make crude sexual innuendos.

ITEMS: five-dollar bill, Canadian penny

FORFEIT: You can choose to trade cards with fleeing character.
GAS-STATION PATRON

(Tyler, Sherrie, Bubba, Jamie,

Christian, Angel, Ali, Skyler)
BACKGROUND: You're a somewhat ugly ordinary person from the local town. You have the sniffles.


You walked to the gas station to hang out with the other people here. You have no intention of buying anything.


You work a low-class job (your choice) and you hate people who aren't from around here.


You only give the time of day to Horde characters.

GOAL: Pass the time by chatting up locals and being rude to outsiders.

INTERACTIONS: Be alternately chit-chatty and rude, depending on who you're talking to. Sniff and complain about your cold.
ITEMS: five-dollar bill, Canadian penny
FORFEIT: The fleeing person gets the sniffles, and has to role-play it for the rest of the game.

GHOST
(Tyler, Angel, Avery, Skyler, Shea)

BACKGROUND: You are the ghost of one of the dead relatives of one of the Car characters.

Pick a Car character to be the relative of, some aunt or uncle. Be sure to let 'em know who you look like.


You appear as a middle-aged transparent person.

"Then the wan shades and feeble ghosts implore / With promised offerings on thy native shore" (Odyssey, Book X)


GOAL: Give your relative a piece of your mind.


INTERACTIONS: You are an old-fashioned person and you think LARPing is a pretentious waste of time. Your job is to nag the Car character you're related to incessantly about his or her life. You can't really help the Car characters in any useful way.
You are allowed to look at the character packet for the character you're related to, since you've been watching them from "Heaven". Show the player this box text if the or she balks.


You seem solid and you can pick things up, and even eat. Everyone can see you.
If someone tries to fight you, steal from you, or have sex with you (assuming you agree to the latter), you become insubstantial and it doesn't work. You also can't be stopped from running away, though you can stop others from running away. Show this box text to the character in question when these issues come up.


ITEMS: None


FORFEIT: If a successfully fleeing character is related to you, he or she must come back a minute later. Guilt! Otherwise, no Forfeit.
GHOST

(Tyler, Angel, Avery, Skyler, Shea)

BACKGROUND: You are the ghost of one of the dead relatives of one of the Car characters.


Pick a Car character to be the relative of, some aunt or uncle. Be sure to let 'em know who you look like.


You appear as a middle-aged transparent person.

"Then the wan shades and feeble ghosts implore / With promised offerings on thy native shore" (Odyssey, Book X)


GOAL: Give your relative a piece of your mind.


INTERACTIONS: You are an old-fashioned person and you think LARPing is a pretentious waste of time. Your job is to nag the Car character you're related to incessantly about his or her life. You can't really help the Car characters in any useful way.

You are allowed to look at the character packet for the character you're related to, since you've been watching them from "Heaven". Show the player this box text if the or she balks.


You seem solid and you can pick things up, and even eat. Everyone can see you.
If someone tries to fight you, steal from you, or have sex with you (assuming you agree to the latter), you become insubstantial and it doesn't work. You also can't be stopped from running away, though you can stop others from running away. Show this box text to the character in question when these issues come up.


ITEMS: None


FORFEIT: If a successfully fleeing character is related to you, he or she must come back a minute later. Guilt! Otherwise, no Forfeit.

GHOST

(Tyler, Angel, Avery, Skyler, Shea)

BACKGROUND: You are the ghost of one of the dead relatives of one of the Car characters.


Pick a Car character to be the relative of, some aunt or uncle. Be sure to let 'em know who you look like.


You appear as a middle-aged transparent person.

"Then the wan shades and feeble ghosts implore / With promised offerings on thy native shore" (Odyssey, Book X)


GOAL: Give your relative a piece of your mind.


INTERACTIONS: You are an old-fashioned person and you think LARPing is a pretentious waste of time. Your job is to nag the Car character you're related to incessantly about his or her life. You can't really help the Car characters in any useful way.

You are allowed to look at the character packet for the character you're related to, since you've been watching them from "Heaven". Show the player this box text if the or she balks.


You seem solid and you can pick things up, and even eat. Everyone can see you.
If someone tries to fight you, steal from you, or have sex with you (assuming you agree to the latter), you become insubstantial and it doesn't work. You also can't be stopped from running away, though you can stop others from running away. Show this box text to the character in question when these issues come up.


ITEMS: None


FORFEIT: If a successfully fleeing character is related to you, he or she must come back a minute later. Guilt! Otherwise, no Forfeit.

GHOST

(Tyler, Angel, Avery, Skyler, Shea)

BACKGROUND: You are the ghost of one of the dead relatives of one of the Car characters.


Pick a Car character to be the relative of, some aunt or uncle. Be sure to let 'em know who you look like.


You appear as a middle-aged transparent person.

"Then the wan shades and feeble ghosts implore / With promised offerings on thy native shore" (Odyssey, Book X)


GOAL: Give your relative a piece of your mind.


INTERACTIONS: You are an old-fashioned person and you think LARPing is a pretentious waste of time. Your job is to nag the Car character you're related to incessantly about his or her life. You can't really help the Car characters in any useful way.

You are allowed to look at the character packet for the character you're related to, since you've been watching them from "Heaven". Show the player this box text if the or she balks.


You seem solid and you can pick things up, and even eat. Everyone can see you.
If someone tries to fight you, steal from you, or have sex with you (assuming you agree to the latter), you become insubstantial and it doesn't work. You also can't be stopped from running away, though you can stop others from running away. Show this box text to the character in question when these issues come up.


ITEMS: None


FORFEIT: If a successfully fleeing character is related to you, he or she must come back a minute later. Guilt! Otherwise, no Forfeit.


GHOST

(Tyler, Angel, Avery, Skyler, Shea)

BACKGROUND: You are the ghost of one of the dead relatives of one of the Car characters.


Pick a Car character to be the relative of, some aunt or uncle. Be sure to let 'em know who you look like.


You appear as a middle-aged transparent person.

"Then the wan shades and feeble ghosts implore / With promised offerings on thy native shore" (Odyssey, Book X)


GOAL: Give your relative a piece of your mind.


INTERACTIONS: You are an old-fashioned person and you think LARPing is a pretentious waste of time. Your job is to nag the Car character you're related to incessantly about his or her life. You can't really help the Car characters in any useful way.

You are allowed to look at the character packet for the character you're related to, since you've been watching them from "Heaven". Show the player this box text if the or she balks.


You seem solid and you can pick things up, and even eat. Everyone can see you.
If someone tries to fight you, steal from you, or have sex with you (assuming you agree to the latter), you become insubstantial and it doesn't work. You also can't be stopped from running away, though you can stop others from running away. Show this box text to the character in question when these issues come up.


ITEMS: None


FORFEIT: If a successfully fleeing character is related to you, he or she must come back a minute later. Guilt! Otherwise, no Forfeit.
CANNIBAL
(Tyler, Skylar, Han, Jeff, Sergeant)


BACKGROUND: You look like an ordinary person in a business casual outfit. You do not own a car.

You are an ordinary person. Except for one thing. When you were in the Army, your unit got lost in some god-forsaken jungle and had to resort to cannibalism to survive. You liked it. You kept your new hobby a secret, but you sill eat people.


"He sucks the marrow, and the blood he drains / Nor entrails, flesh, nor solid bone remains." (Odyssey, Book IX)


Be sure to remind the GMs to tell you if they put another cannibal in play, or if they already put one in play. That person was in your unit and you know the other cannibal shares your hobby.


GOAL: Eat one of the Car characters.


INTERACTION: Pick a Car character that you think looks yummy. Your character will try to have sex with that character, which is when you "feed". Use the rules below.
EATING PEOPLE


Show this boxed text to the person you're eating.


Congratulations, you're having sex with a cannibal. Ignore the regular sex rules.


While the act is going on, this Horde character holds you down and cuts off a bit of your ear with a knife and starts chewing on it.


Compare cards. If your card is higher, you escape from this cannibal. The cannibal runs away and the character gets a new character.


If the card is lower, you have a choice.


You can let yourself get killed and eaten, at which point you become a Horde character and the cannibal goes back into play after ten minutes (or get a new character). You can only take this option if you are NOT the only Car character remaining.


Or you can escape anyway, but you have to act out a limp for the rest of the game, from the Cannibal gnawing on your leg while you tried to get away. Be sure to describe the ear problem to the other characters, as well as the leg wound. If you choose the latter option, the cannibal runs away and the Horde player gets another character.


ITEMS: knife, twenty-dollar bill


FORFEIT: Trade cards with the fleeing person.

CANNIBAL

(Tyler, Skylar, Han, Jeff, Private)


BACKGROUND: You look like an ordinary person in a business casual outfit. You do not own a car.

You are an ordinary person. Except for one thing. When you were in the Army, your unit got lost in some god-forsaken jungle and had to resort to cannibalism to survive. You liked it. You kept your new hobby a secret, but you sill eat people.


"He sucks the marrow, and the blood he drains / Nor entrails, flesh, nor solid bone remains." (Odyssey, Book IX)


Be sure to remind the GMs to tell you if they put another cannibal in play, or if they already put one in play. That person was in your unit and you know the other cannibal shares your hobby.

GOAL: Eat one of the Car characters.

INTERACTION: Pick a Car character that you think looks yummy. Your character will try to have sex with that character, which is when you "feed". Use the rules below.

EATING PEOPLE


Show this boxed text to the person you're eating.


Congratulations, you're having sex with a cannibal. Ignore the regular sex rules.


While the act is going on, this Horde character holds you down and cuts off a bit of your ear with a knife and starts chewing on it.


Compare cards. If your card is higher, you escape from this cannibal. The cannibal runs away and the character gets a new character.


If the card is lower, you have a choice.


You can let yourself get killed and eaten, at which point you become a Horde character and the cannibal goes back into play after ten minutes (or get a new character). You can only take this option if you are NOT the only Car character remaining.


Or you can escape anyway, but you have to act out a limp for the rest of the game, from the Cannibal gnawing on your leg while you tried to get away. Be sure to describe the ear problem to the other characters, as well as the leg wound. If you choose the latter option, the cannibal runs away and the Horde player gets another character.


ITEMS: knife, twenty-dollar bill


FORFEIT: Trade cards with the fleeing person.

VAMPIRE
(Tyler, Skyler, Gabriel, Sascha)


BACKGROUND: You look like an unusually attractive person in a business casual outfit. 

You are actually a vampire. Being a vampire is not romantic. You have been infected by a supernatural disease that curses you with eternal hunger for blood.


You're a young vampire, about forty years old, twenty as a human, and twenty as a vampire. In theory you're immortal, but few vampires survive… You've never met another one.


The vampire that bit you ambushed you in the woods and ran away, never to be seen again. It was feral, more animal than human.

"They cuff, they tear; their cheeks and neck they rend / And from their plumes huge drops of blood descend..." (Odyssey, Book II)


You can't turn into a bat or wolf. Crosses repel you and you can't cross running water. You don't show up in mirrors. Sunlight doesn't bother you, though.

You can feed on someone you're having sex with, or with someone who is pinned down.


Strangely, you will not feed on someone who is unconscious. You see their dreams when you do that, and it scares the crap out of you when that happens.


No one you've ever fed on ever becomes a vampire. You're not sure why.


Sometimes people you feed on become your slave, but it seems random. You have no control over it, and sometimes it only lasts for a short time.


When you feed on someone, show them the boxed text below.
OUCH

This character just bit you, with teeth that suddenly became sharp. Some blood got sucked out. The whole process was incredibly painful.

GOAL: Feed on everyone who is currently in play who isn't already your thrall (if your thrall is in play)


INTERACTION: You should seem strangely desperate and creepy, with hunger in your eyes. Remember: You are NOT a romantic vampire. You're barely one step over "feral". 


ITEMS: twenty-dollar bill, knife

FORFEIT: If you haven't bit the person who's running, you bite them. Show them the text above. If you've already bit them, when they come back as the same character (if they do), or if you stopped them from fleeing, the character must obey your orders for three minutes. The latter effect happens only once per person, otherwise Forfeit is "None".


VAMPIRE THRALL

(Tyler, Skyler, Renny, Vlad, Logan)


BACKGROUND: You look like a rather ugly person in dirty clothing.


You were bit by the vampire and you are now the vampire's slave. Have the GMs point the player out to you, and make sure the player knows this character is the vampire's thrall.

"New chains they add, and rapid urge the way / Till, dying off, the distant sounds decay..." (Odyssey, Book XII)


GOAL: Do what the vampire tells you.

INTERACTIONS: You have a bit of a facial tic, and tend to slouch a lot. You also have Tourette Syndrome, which comes up whenever you (the player, not the character) think would be the most funny. The latter problem is recent, so the vampire doesn't know about it. In general, you are servile in a slavering, stupid kind of way.
ITEMS: twenty-dollar bill, Canadian penny
FORFEIT: You may name an item as the person tries to run away. If they have it, you steal it. You can name "money" like normal theft.
VEGAN
(Sage, Tyler, Skylar, Raisin, Circe, Calypso)


BACKGROUND: This character looks like a hippie.


You are a nice person, and you have a car. You'd be willing to give the Car characters a ride, except that you're a rabid vegan and if you find out that any of them ate any meat, you'll refuse to give the meat-eater or the meat-eater's friends a ride.


(If you are being put into play, by now one of them has eaten a ham sandwich.)

GOAL: Help people, unless they're nasty meat-eaters.

INTERACTIONS: Chit-chat with the Car characters to establish how nice and helpful you are. Agree to give them a ride if they ask, if they haven't let slip one of them has eaten meat, or likes to eat meat.


Once you've agreed to give 'em a ride, gather the Car characters together. Ask a GM which one ate meat. You smell the meat on that character.


Once you smell meat or are told by a Car character that they ate meat, freak out. Berate them as long as you like, and then tell them you won't have them in your card, and eventually leave play and get a new character.


(By the way, your car is down the street and broken down. You forgot the latter fact. You're kinda scatterbrained.)

ITEMS: car keys, five-dollar bill


FORFEIT: None. Like, interfering would be, like, animal cruelty.

VEGAN

(Sage, Tyler, Skylar, Raisin, Circe, Calypso)


BACKGROUND: This character looks like a hippie.


You are a nice person, and you have a car. You'd be willing to give the Car characters a ride, except that you're a rabid vegan and if you find out that any of them ate any meat, you'll refuse to give the meat-eater or the meat-eater's friends a ride.


(If you are being put into play, by now one of them has eaten a ham sandwich.)

GOAL: Help people, unless they're nasty meat-eaters.

INTERACTIONS: Chit-chat with the Car characters to establish how nice and helpful you are. Agree to give them a ride if they ask, if they haven't let slip one of them has eaten meat, or likes to eat meat.


Once you've agreed to give 'em a ride, gather the Car characters together. Ask a GM which one ate meat. You smell the meat on that character.


Once you smell meat or are told by a Car character that they ate meat, freak out. Berate them as long as you like, and then tell them you won't have them in your card, and eventually leave play and get a new character.


(By the way, your car is down the street and broken down. You forgot the latter fact. You're kinda scatterbrained.)


ITEMS: car keys, five-dollar bill


FORFEIT: None. Like, interfering would be, like, animal cruelty.
ANGEL
(Abasdarhon, Nahiel, Sarafiel, Sataniel,

Usiel, Bob, Joan)


BACKGROUND: You look like a beautiful human with feathered wings.


You are an angel, come down to Earth because Heaven has taken a particular interest in the Car characters.

"And witness every household power that waits/ Guard of these fires, and angel of these gates!" (Odyssey, Book XIV)


GOAL: Save the souls of the Car Characters.


INTERACTIONS: Moralize and advise the Car characters. Your job is to try to help them make morally good choices. You are not allowed to help them in any other way; you can't give them a ride, for example.

You may read the character packet of any Car character you like. Show the player this box text if the player balks.


In this incarnation, you are like an ordinary human, in terms of being beat up and stuff. Be careful.


You will absolutely refuse to have sex with anyone.

ITEMS: Canadian penny

FORFEIT: A person successfully running away, if a Car character, must come back to the scene one minute later, feeling guilty.


DEMON

(Belial, Andrelephus, Mammon,
Crowley, Lilith, Bob, Joan)


BACKGROUND: You look like a beautiful human with bat wings.


You are a demon, come up to Earth because Hell has taken a particular interested in the Car characters.

"The ghost replied: 'To hell my doom I owe / Demons accursed, dire ministers of woe!'" (Odyssey, Book XI)


GOAL: Corrupt the Car characters.


INTERACTION: Be slick, cajoling, and strangely honest. You can offer nearly anything in return for someone's soul. There's a catch, however: All payment for souls come the next day. His Lowness Himself, Lucifer, aka Satan or The Devil, put this restriction on you.


In fact, you don't have a car, just what's listed below.


You're also interested in trying to persuade the Car characters to do morally bad things.

You may read the character packet of any Car character you like. Show the player this box text if the player balks.


In this incarnation, you are like an ordinary human, in terms of being beat up and stuff. Be careful.
Special: If someone has sex with you, show them this box text. The character must do what you say, short of selling his or her soul, for three minutes after the sex.


ITEMS: hundred-dollar bill, fifty-dollar bill, twenty-dollar bill, ten-dollar bill, five-dollar bill, Canadian penny, pen


FORFEIT: None. Not many people can say they've escaped a demon, so you're happy to give 'em a cheap thrill, if they can manage it.
VOODOO MASTER
(The Master/Mistress, Count(ess) Conjure, Tyler, Skylar, Bob, Joan)


BACKGROUND: You look like a naked person with a bone through your nose.


You are a master of voodoo. You created all the zombies that are attacking.


You are also gibbering insane.

"O blind to fate! what led thy steps to rove / The horrid mazes of this magic grove?" (Odyssey, Book X)


GOAL: You just want to kill everyone.

INTERACTIONS: Urge your zombies on, and taunt all the other characters while your zombie attacks.

Special: If knocked out, you're only unconscious for two minutes. Show this box text if anyone doubts this.  The zombies stop attacking as long as you're unconscious.

ITEMS: bone

FORFEIT: You may name an item as the person tries to run away. If they have it, you steal it. You can name "money" like normal theft.

ZOMBIE

(Tyler, Skylar, Pat, Jack, Jordan, Riley, Jessie, Rob, Dr. F)


BACKGROUND: You look like a freeking zombie. Because you are one.

You used to be a fast-food worker before the Voodoo Master got ahold of you.

GOAL: You desire brains, and salt, including salty food like ham.


INTERACTIONS: Groan a lot. Say "hungry" over and over. If you are offered salt or a salty food like ham, you take it immediately and become a normal person again, losing the abilities below. You should be grateful. You also become normal if you attack an alien or faerie.

In the meantime, attack anyone who isn't a zombie for their brains, unless the voodoo master is knocked out, in which case pause for so long as he's unconscious. While paused, anyone can automatically knock you out without comparing cards, but see KNOCKED OUT below.
EATING BRAINS


If you win a fight, show this box text to the person you won against.


You're eating their brains. If the character is not the last remaining Car character, the player can opt to have the character die, and the player becomes a Horde character and gets a new character.


Or the character pushed the zombie off. The zombie is unconscious for a minute, and the character must be played as stupider for the rest of the game. The character gets stupider and stupider and more zombies eat that character's brains.

BUSTING IN


A bunch of zombies can break into a locked building, or the car. It takes a number of zombies equal to half the number currently in play, rounding up. Ask a GM if you need help with the math. Show this box text to anyone who doubts you.

KNOCKED OUT


If knocked out, the zombie is only unconscious for a minute. While unconscious, the zombie can be killed if the character has a sharp weapon, like a knife, or a firearm. If killed, the zombie player should go to a GM for another character, possibly another zombie. Show this box text to a person the first time he knocks out a zombie.

ITEMS: Canadian penny


FORFEIT: If a Car character successfully escapes, tell the player that the area is surrounded by zombie hordes, and the character is driven back to the area after two minutes. Strangely, Horde characters "escape" with no problem… or perhaps are eaten. Anyone who fails to escape from you gets bitten on the leg, and must limp for the rest of the game.

ZOMBIE
(Tyler, Skylar, Pat, Jack, Jordan, Riley, Jessie, Rob, Dr. F)


BACKGROUND: You look like a freeking zombie. Because you are one.


You used to be a fast-food worker before the Voodoo Master got ahold of you.


GOAL: You desire brains, and salt, including salty food like ham.


INTERACTIONS: Groan a lot. Say "hungry" over and over. If you are offered salt or a salty food like ham, you take it immediately and become a normal person again, losing the abilities below. You should be grateful.. You also become normal if you attack an alien or faerie.

In the meantime, attack anyone who isn't a zombie for their brains, unless the voodoo master is knocked out, in which case pause for so long as he's unconscious. While paused, anyone can automatically knock you out without comparing cards, but see KNOCKED OUT below.

EATING BRAINS


If you win a fight, show this box text to the person you won against.


You're eating their brains. If the character is not the last remaining Car character, the player can opt to have the character die, and the player becomes a Horde character and gets a new character.


Or the character pushed the zombie off. The zombie is unconscious for a minute, and the character must be played as stupider for the rest of the game. The character gets stupider and stupider and more zombies eat that character's brains.

BUSTING IN


A bunch of zombies can break into a locked building, or the car. It takes a number of zombies equal to half the number currently in play, rounding up. Ask a GM if you need help with the math. Show this box text to anyone who doubts you.

KNOCKED OUT


If knocked out, the zombie is only unconscious for a minute. While unconscious, the zombie can be killed if the character has a sharp weapon, like a knife, or a firearm. If killed, the zombie player should go to a GM for another character, possibly another zombie. Show this box text to a person the first time he knocks out a zombie.


ITEMS: Canadian penny


FORFEIT: If a Car character successfully escapes, tell the player that the area is surrounded by zombie hordes, and the character is driven back to the area after two minutes. Strangely, Horde characters "escape" with no problem… or perhaps are eaten. Anyone who fails to escape from you gets bitten on the leg, and must limp for the rest of the game.

ZOMBIE

(Tyler, Skylar, Pat, Jack, Jordan, Riley, Jessie, Rob, Dr. F)


BACKGROUND: You look like a freeking zombie. Because you are one.


You used to be a fast-food worker before the Voodoo Master got ahold of you.


GOAL: You desire brains, and salt, including salty food like ham.


INTERACTIONS: Groan a lot. Say "hungry" over and over. If you are offered salt or a salty food like ham, you take it immediately and become a normal person again, losing the abilities below. You should be grateful.. You also become normal if you attack an alien or faerie.

In the meantime, attack anyone who isn't a zombie for their brains, unless the voodoo master is knocked out, in which case pause for so long as he's unconscious. While paused, anyone can automatically knock you out without comparing cards, but see KNOCKED OUT below.

EATING BRAINS


If you win a fight, show this box text to the person you won against.


You're eating their brains. If the character is not the last remaining Car character, the player can opt to have the character die, and the player becomes a Horde character and gets a new character.


Or the character pushed the zombie off. The zombie is unconscious for a minute, and the character must be played as stupider for the rest of the game. The character gets stupider and stupider and more zombies eat that character's brains.

BUSTING IN


A bunch of zombies can break into a locked building, or the car. It takes a number of zombies equal to half the number currently in play, rounding up. Ask a GM if you need help with the math. Show this box text to anyone who doubts you.

KNOCKED OUT


If knocked out, the zombie is only unconscious for a minute. While unconscious, the zombie can be killed if the character has a sharp weapon, like a knife, or a firearm. If killed, the zombie player should go to a GM for another character, possibly another zombie. Show this box text to a person the first time he knocks out a zombie.


ITEMS: Canadian penny


FORFEIT: If a Car character successfully escapes, tell the player that the area is surrounded by zombie hordes, and the character is driven back to the area after two minutes. Strangely, Horde characters "escape" with no problem… or perhaps are eaten. Anyone who fails to escape from you gets bitten on the leg, and must limp for the rest of the game.
ZOMBIE

(Tyler, Skylar, Pat, Jack, Jordan, Riley, Jessie, Rob, Dr. F)


BACKGROUND: You look like a freeking zombie. Because you are one.


You used to be a fast-food worker before the Voodoo Master got ahold of you.


GOAL: You desire brains, and salt, including salty food like ham.


INTERACTIONS: Groan a lot. Say "hungry" over and over. If you are offered salt or a salty food like ham, you take it immediately and become a normal person again, losing the abilities below. You should be grateful.. You also become normal if you attack an alien or faerie.

In the meantime, attack anyone who isn't a zombie for their brains, unless the voodoo master is knocked out, in which case pause for so long as he's unconscious. While paused, anyone can automatically knock you out without comparing cards, but see KNOCKED OUT below.

EATING BRAINS


If you win a fight, show this box text to the person you won against.


You're eating their brains. If the character is not the last remaining Car character, the player can opt to have the character die, and the player becomes a Horde character and gets a new character.


Or the character pushed the zombie off. The zombie is unconscious for a minute, and the character must be played as stupider for the rest of the game. The character gets stupider and stupider and more zombies eat that character's brains.

BUSTING IN


A bunch of zombies can break into a locked building, or the car. It takes a number of zombies equal to half the number currently in play, rounding up. Ask a GM if you need help with the math. Show this box text to anyone who doubts you.

KNOCKED OUT


If knocked out, the zombie is only unconscious for a minute. While unconscious, the zombie can be killed if the character has a sharp weapon, like a knife, or a firearm. If killed, the zombie player should go to a GM for another character, possibly another zombie. Show this box text to a person the first time he knocks out a zombie.


ITEMS: Canadian penny


FORFEIT: If a Car character successfully escapes, tell the player that the area is surrounded by zombie hordes, and the character is driven back to the area after two minutes. Strangely, Horde characters "escape" with no problem… or perhaps are eaten. Anyone who fails to escape from you gets bitten on the leg, and must limp for the rest of the game.

ZOMBIE

(Tyler, Skylar, Pat, Jack, Jordan, Riley, Jessie, Rob, Dr. F)


BACKGROUND: You look like a freeking zombie. Because you are one.


You used to be a fast-food worker before the Voodoo Master got ahold of you.


GOAL: You desire brains, and salt, including salty food like ham.


INTERACTIONS: Groan a lot. Say "hungry" over and over. If you are offered salt or a salty food like ham, you take it immediately and become a normal person again, losing the abilities below. You should be grateful.. You also become normal if you attack an alien or faerie.

In the meantime, attack anyone who isn't a zombie for their brains, unless the voodoo master is knocked out, in which case pause for so long as he's unconscious. While paused, anyone can automatically knock you out without comparing cards, but see KNOCKED OUT below.

EATING BRAINS


If you win a fight, show this box text to the person you won against.


You're eating their brains. If the character is not the last remaining Car character, the player can opt to have the character die, and the player becomes a Horde character and gets a new character.


Or the character pushed the zombie off. The zombie is unconscious for a minute, and the character must be played as stupider for the rest of the game. The character gets stupider and stupider and more zombies eat that character's brains.

BUSTING IN


A bunch of zombies can break into a locked building, or the car. It takes a number of zombies equal to half the number currently in play, rounding up. Ask a GM if you need help with the math. Show this box text to anyone who doubts you.

KNOCKED OUT


If knocked out, the zombie is only unconscious for a minute. While unconscious, the zombie can be killed if the character has a sharp weapon, like a knife, or a firearm. If killed, the zombie player should go to a GM for another character, possibly another zombie. Show this box text to a person the first time he knocks out a zombie.


ITEMS: Canadian penny


FORFEIT: If a Car character successfully escapes, tell the player that the area is surrounded by zombie hordes, and the character is driven back to the area after two minutes. Strangely, Horde characters "escape" with no problem… or perhaps are eaten. Anyone who fails to escape from you gets bitten on the leg, and must limp for the rest of the game.
ZOMBIE

(Tyler, Skylar, Pat, Jack, Jordan, Riley, Jessie, Rob, Dr. F)


BACKGROUND: You look like a freeking zombie. Because you are one.


You used to be a fast-food worker before the Voodoo Master got ahold of you.


GOAL: You desire brains, and salt, including salty food like ham.


INTERACTIONS: Groan a lot. Say "hungry" over and over. If you are offered salt or a salty food like ham, you take it immediately and become a normal person again, losing the abilities below. You should be grateful.. You also become normal if you attack an alien or faerie.

In the meantime, attack anyone who isn't a zombie for their brains, unless the voodoo master is knocked out, in which case pause for so long as he's unconscious. While paused, anyone can automatically knock you out without comparing cards, but see KNOCKED OUT below.

EATING BRAINS


If you win a fight, show this box text to the person you won against.


You're eating their brains. If the character is not the last remaining Car character, the player can opt to have the character die, and the player becomes a Horde character and gets a new character.


Or the character pushed the zombie off. The zombie is unconscious for a minute, and the character must be played as stupider for the rest of the game. The character gets stupider and stupider and more zombies eat that character's brains.

BUSTING IN


A bunch of zombies can break into a locked building, or the car. It takes a number of zombies equal to half the number currently in play, rounding up. Ask a GM if you need help with the math. Show this box text to anyone who doubts you.

KNOCKED OUT


If knocked out, the zombie is only unconscious for a minute. While unconscious, the zombie can be killed if the character has a sharp weapon, like a knife, or a firearm. If killed, the zombie player should go to a GM for another character, possibly another zombie. Show this box text to a person the first time he knocks out a zombie.


ITEMS: Canadian penny


FORFEIT: If a Car character successfully escapes, tell the player that the area is surrounded by zombie hordes, and the character is driven back to the area after two minutes. Strangely, Horde characters "escape" with no problem… or perhaps are eaten. Anyone who fails to escape from you gets bitten on the leg, and must limp for the rest of the game.

ZOMBIE

(Tyler, Skylar, Pat, Jack, Jordan, Riley, Jessie, Rob, Dr. F)


BACKGROUND: You look like a freeking zombie. Because you are one.


You used to be a fast-food worker before the Voodoo Master got ahold of you.


GOAL: You desire brains, and salt, including salty food like ham.


INTERACTIONS: Groan a lot. Say "hungry" over and over. If you are offered salt or a salty food like ham, you take it immediately and become a normal person again, losing the abilities below. You should be grateful.. You also become normal if you attack an alien or faerie.

In the meantime, attack anyone who isn't a zombie for their brains, unless the voodoo master is knocked out, in which case pause for so long as he's unconscious. While paused, anyone can automatically knock you out without comparing cards, but see KNOCKED OUT below.

EATING BRAINS


If you win a fight, show this box text to the person you won against.


You're eating their brains. If the character is not the last remaining Car character, the player can opt to have the character die, and the player becomes a Horde character and gets a new character.


Or the character pushed the zombie off. The zombie is unconscious for a minute, and the character must be played as stupider for the rest of the game. The character gets stupider and stupider and more zombies eat that character's brains.

BUSTING IN


A bunch of zombies can break into a locked building, or the car. It takes a number of zombies equal to half the number currently in play, rounding up. Ask a GM if you need help with the math. Show this box text to anyone who doubts you.

KNOCKED OUT


If knocked out, the zombie is only unconscious for a minute. While unconscious, the zombie can be killed if the character has a sharp weapon, like a knife, or a firearm. If killed, the zombie player should go to a GM for another character, possibly another zombie. Show this box text to a person the first time he knocks out a zombie.


ITEMS: Canadian penny


FORFEIT: If a Car character successfully escapes, tell the player that the area is surrounded by zombie hordes, and the character is driven back to the area after two minutes. Strangely, Horde characters "escape" with no problem… or perhaps are eaten. Anyone who fails to escape from you gets bitten on the leg, and must limp for the rest of the game.
ZOMBIE

(Tyler, Skylar, Pat, Jack, Jordan, Riley, Jessie, Rob, Dr. F)


BACKGROUND: You look like a freeking zombie. Because you are one.


You used to be a fast-food worker before the Voodoo Master got ahold of you.


GOAL: You desire brains, and salt, including salty food like ham.


INTERACTIONS: Groan a lot. Say "hungry" over and over. If you are offered salt or a salty food like ham, you take it immediately and become a normal person again, losing the abilities below. You should be grateful.. You also become normal if you attack an alien or faerie.

In the meantime, attack anyone who isn't a zombie for their brains, unless the voodoo master is knocked out, in which case pause for so long as he's unconscious. While paused, anyone can automatically knock you out without comparing cards, but see KNOCKED OUT below.

EATING BRAINS


If you win a fight, show this box text to the person you won against.


You're eating their brains. If the character is not the last remaining Car character, the player can opt to have the character die, and the player becomes a Horde character and gets a new character.


Or the character pushed the zombie off. The zombie is unconscious for a minute, and the character must be played as stupider for the rest of the game. The character gets stupider and stupider and more zombies eat that character's brains.

BUSTING IN


A bunch of zombies can break into a locked building, or the car. It takes a number of zombies equal to half the number currently in play, rounding up. Ask a GM if you need help with the math. Show this box text to anyone who doubts you.

KNOCKED OUT


If knocked out, the zombie is only unconscious for a minute. While unconscious, the zombie can be killed if the character has a sharp weapon, like a knife, or a firearm. If killed, the zombie player should go to a GM for another character, possibly another zombie. Show this box text to a person the first time he knocks out a zombie.


ITEMS: Canadian penny


FORFEIT: If a Car character successfully escapes, tell the player that the area is surrounded by zombie hordes, and the character is driven back to the area after two minutes. Strangely, Horde characters "escape" with no problem… or perhaps are eaten. Anyone who fails to escape from you gets bitten on the leg, and must limp for the rest of the game.

ZOMBIE
(Spider, Skylar, Pat, Jack, Jordan, Riley, Jessie, Rob)


BACKGROUND: You look like a freeking zombie. Because you are one.


You used to be a fast-food worker before the Voodoo Master got ahold of you.


GOAL: You desire brains, and salt, including salty food like ham.


INTERACTIONS: Groan a lot. Say "hungry" over and over. If you are offered salt or a salty food like ham, you take it immediately and become a normal person again, losing the abilities below. You should be grateful.. You also become normal if you attack an alien or faerie.

In the meantime, attack anyone who isn't a zombie for their brains, unless the voodoo master is knocked out, in which case pause for so long as he's unconscious. While paused, anyone can automatically knock you out without comparing cards, but see KNOCKED OUT below.

EATING BRAINS


If you win a fight, show this box text to the person you won against.


You're eating their brains. If the character is not the last remaining Car character, the player can opt to have the character die, and the player becomes a Horde character and gets a new character.


Or the character pushed the zombie off. The zombie is unconscious for a minute, and the character must be played as stupider for the rest of the game. The character gets stupider and stupider and more zombies eat that character's brains.

BUSTING IN


A bunch of zombies can break into a locked building, or the car. It takes a number of zombies equal to half the number currently in play, rounding up. Ask a GM if you need help with the math. Show this box text to anyone who doubts you.

KNOCKED OUT


If knocked out, the zombie is only unconscious for a minute. While unconscious, the zombie can be killed if the character has a sharp weapon, like a knife, or a firearm. If killed, the zombie player should go to a GM for another character, possibly another zombie. Show this box text to a person the first time he knocks out a zombie.


ITEMS: Canadian penny


FORFEIT: If a Car character successfully escapes, tell the player that the area is surrounded by zombie hordes, and the character is driven back to the area after two minutes. Strangely, Horde characters "escape" with no problem… or perhaps are eaten. Anyone who fails to escape from you gets bitten on the leg, and must limp for the rest of the game.
ALIEN
(Blip, Bloop, Neil, Bob, Ivana, Cthulhu)


BACKGROUND: You look like a big-eyed green alien from outer space. Because you are one.


You are quite friendly and you speak English in a stilted, almost Shakespearean way.


GOAL: Investigate what's going on with those wacky humans.


INTERACTIONS: Ask questions about what's going on.


You will be willing to give the remaining Car characters a ride. Depending on how much time is left in the game, you can negotiate for some sort of strange "payment" (your call), or if there isn't time, just offer the ride to the "poor Earthlings". Be sure to consult with your fellow aliens (if any others are in play) if you want to "charge". If you charge anything, the game authors suggest a Canadian penny or a ham sandwich.


If the Car characters agree to come with you, then they get in your UFO and you take them to the convention. If they don't, when the GMs call the game, shrug and leave, taking the rest of the Horde as abductees with you.  The Car characters are then truly stranded.

SPECIAL: If attacked, show this box text. The person who attacked you is shocked electrically, and cannot actually hurt you. Don't bother comparing cards. Also, if the attacker is a zombie, the zombie becomes a normal person, as if the zombie ate salt.


ITEMS: probe, Xagyg coin


FORFEIT: If the fleeing character is a zombie, the zombie becomes a normal human, as if the zombie ate salt.  Otherwise "None".


ALIEN

(Bop, Bloop, Neil, Bob, Ivana, Belial)

BACKGROUND: You look like a big-eyed green alien from outer space. Because you are one.


You are a little grumpy and you speak English in a stilted, almost Shakespearean way.

GOAL: Investigate what's going on with those annoying humans.

INTERACTIONS: Demand answers about what is going on.


You will be willing to give the remaining Car characters a ride. Depending on how much time is left in the game, you can negotiate for some sort of strange "payment" (your call), or if there isn't time, just offer the ride to the "poor Earthlings". Be sure to consult with your fellow aliens (if any others are in play) if you want to "charge". If you charge anything, the game authors suggest a Canadian penny or a ham sandwich.


If the Car characters agree to come with you, then they get in your UFO and you take them to the convention. If they don't, when the GMs call the game, shrug and leave, taking the rest of the Horde as abductees with you.  The Car characters are then truly stranded.

SPECIAL: If attacked, show this box text. The person who attacked you is shocked electrically, and cannot actually hurt you. Don't bother comparing cards. Also, if the attacker is a zombie, the zombie becomes a normal person, as if the zombie ate salt.


ITEMS: probe


FORFEIT: If the running character is a zombie, the zombie  becomes a normal human, as if the zombie ate salt.  Otherwise "None".

ALIEN

(Zop, Bloop, Neil, Bob, Ivana, Skyler)


BACKGROUND: You look like a big-eyed green alien from outer space. Because you are one.


You are quite friendly (and horny) and you speak English in a stilted, almost Shakespearean way.

GOAL: Investigate what's going on with those sexy humans. Maybe "probe" one in a very special way.


INTERACTIONS: Ask what's going on. Flirt.

You will be willing to give the remaining Car characters a ride. Depending on how much time is left in the game, you can negotiate for some sort of strange "payment" (your call), or if there isn't time, just offer the ride to the "poor Earthlings". Be sure to consult with your fellow aliens (if any others are in play) if you want to "charge". If you charge anything, the game authors suggest a Canadian penny or a ham sandwich.


If the Car characters agree to come with you, then they get in your UFO and you take them to the convention. If they don't, when the GMs call the game, shrug and leave, taking the rest of the Horde as abductees with you.  The Car characters are then truly stranded.

SPECIAL: If attacked, show this box text. The person who attacked you is shocked electrically, and cannot actually hurt you. Don't bother comparing cards. Also, if the attacker is a zombie, the zombie becomes a normal person, as if the zombie ate salt.


ITEMS: probe, condom

FORFEIT: If the running character is a zombie, the zombie becomes a normal human, as if the zombie ate salt.  Otherwise "None".


ALIEN

(Foof, Bloop, Neil, Bob, Ivana, Ariel)


BACKGROUND: You look like a big-eyed green alien from outer space. Because you are one.


You are friendly but serious and you speak English in a stilted, almost Shakespearean way.

GOAL: Scientifically examine what's going on here.

INTERACTIONS: Ask questions. Experiment. Nod wisely.


You will be willing to give the remaining Car characters a ride. Depending on how much time is left in the game, you can negotiate for some sort of strange "payment" (your call), or if there isn't time, just offer the ride to the "poor Earthlings". Be sure to consult with your fellow aliens (if any others are in play) if you want to "charge". If you charge anything, the game authors suggest a Canadian penny or a ham sandwich.


If the Car characters agree to come with you, then they get in your UFO and you take them to the convention. If they don't, when the GMs call the game, shrug and leave, taking the rest of the Horde as abductees with you.  The Car characters are then truly stranded.

SPECIAL: If attacked, show this box text. The person who attacked you is shocked electrically, and cannot actually hurt you. Don't bother comparing cards. Also, if the attacker is a zombie, the zombie becomes a normal person, as if the zombie ate salt.


ITEMS: probe


FORFEIT: If the running character is a zombie, the zombie becomes a normal human, as if the zombie ate salt.  Otherwise "None".

ALIEN

(Plip, Bloop, Neil, Bob, Ivana, Tyler)


BACKGROUND: You look like a big-eyed green alien from outer space. Because you are one.


You are quite friendly with an active sense of humor, and you speak English in a stilted, almost Shakespearean way.

GOAL: Play jokes on the humans.

INTERACTIONS: Tell lies in a serious voice, then start giggling.


You are willing to give the remaining Car characters a ride. Depending on how much time is left in the game, you can negotiate for some sort of strange "payment" (your call), or if there isn't time, just offer the ride to the "poor Earthlings". Be sure to consult with your fellow aliens (if any others are in play) if you want to "charge". If you charge anything, the game authors suggest a Canadian penny or a ham sandwich.


If the Car characters agree to come with you, then they get in your UFO and you take them to the convention. If they don't, when the GMs call the game, shrug and leave, taking the rest of the Horde as abductees with you.  The Car characters are then truly stranded.

SPECIAL: If attacked, show this box text. The person who attacked you is shocked electrically, and cannot actually hurt you. Don't bother comparing cards. Also, if the attacker is a zombie, the zombie becomes a normal person, as if the zombie ate salt.


ITEMS: probe, condom, knife

FORFEIT: If the running character is a zombie, the zombie becomes a normal human, as if the zombie ate salt.  Otherwise "None".


ALIEN

(Zoop, Bloop, Neil, Bob, Ivana, Skylar)


BACKGROUND: You look like a big-eyed green alien from outer space. Because you are one.


You are quite friendly and you speak English in a stilted, almost Shakespearean way.

GOAL: Figure out what's going on with these humans.


INTERACTIONS: Ask questions. Smile. Nod wisely.

You are willing to give the remaining Car characters a ride. Depending on how much time is left in the game, you can negotiate for some sort of strange "payment" (your call), or if there isn't time, just offer the ride to the "poor Earthlings". Be sure to consult with your fellow aliens (if any others are in play) if you want to "charge". If you charge anything, the game authors suggest a Canadian penny or a ham sandwich.


If the Car characters agree to come with you, then they get in your UFO and you take them to the convention. If they don't, when the GMs call the game, shrug and leave, taking the rest of the Horde as abductees with you.  The Car characters are then truly stranded.

SPECIAL: If attacked, show this box text. The person who attacked you is shocked electrically, and cannot actually hurt you. Don't bother comparing cards. Also, if the attacker is a zombie, the zombie becomes a normal person, as if the zombie ate salt.


ITEMS: probe, Xagyg coin


FORFEIT: If the running character is a zombie, the zombie becomes a normal human, as if the zombie ate salt.  Otherwise "None".
Faerie Noble
(Puck)


BACKGROUND: Strange things have been happening lately. This has attracted the attention of Faerie, and its primary mischief-maker: Robin Goodfellow, aka "the Puck". That's you. You appear as a goat-legged human.
I am that merry wanderer of the night.

I jest to Oberon and make him smile

When I a fat and bean-fed horse beguile,

Neighing in likeness of a filly foal:

And sometime lurk I in a gossip's bowl,

In very likeness of a roasted crab,

And when she drinks, against her lips I bob

And on her wither'd dewlap pour the ale.

The wisest aunt, telling the saddest tale,

Sometime for three-foot stool mistaketh me;

Then slip I from her bum, down topples she,

And 'tailor' cries, and falls into a cough;

And then the whole quire hold their hips and laugh,

And waxen in their mirth and neeze and swear

A merrier hour was never wasted there.


(Midsummer's Night Dream, Act II., Scene i.)
GOAL: Play tricks on everyone!

INTERACTIONS: Try to cause as much trouble as humanly possible. This shouldn't be too hard for you.

SPECIAL: If attacked, show this box text. The person who attacked you is shocked electrically, and cannot actually hurt you. Don't bother comparing cards. Also, if the attacker is a zombie, the zombie becomes a normal person, as if the zombie ate salt.

LOVE SPELLS: Three times during the course of the game, you can cause any character to fall in love with any other character. The effect lasts for the rest of the game, or until you cancel it. Show this box text when you use this power.

ITEMS: knife, condom

FORFEIT: If the running character is a zombie, the zombie becomes a normal human, as if the zombie ate salt.  Otherwise you may trade cards with the person trying to run away.

Faerie

(Bottom)


BACKGROUND: You're a faerie, as in "a creature of Fey", not a queer, though you might be gay as well. You look like a human with butterfly wings, and you're here with the Puck to make mischief.

GOAL: Play tricks on everyone!


INTERACTIONS: Giggle a lot. Try to cause as much trouble as humanly possible. This shouldn't be too hard for you.

SPECIAL: If attacked, show this box text. The person who attacked you is shocked electrically, and cannot actually hurt you. Don't bother comparing cards. Also, if the attacker is a zombie, the zombie becomes a normal person, as if the zombie ate salt.

LOVE SPELL: Once during the course of the game, you can cause any character to fall in love with any other character. The effect lasts for the rest of the game, or until you cancel it. Show this box text when you use this power.

ITEMS: knife

FORFEIT: If the running character is a zombie, the zombie becomes a normal human, as if the zombie ate salt.  Otherwise you may trade cards with the person trying to run away. And giggle a lot.

Faerie

(Mustard Seed)


BACKGROUND: You're a faerie, as in "a creature of Fey", not a queer, though you might be gay as well. You look like a human with butterfly wings, and you're here with the Puck to make mischief.


GOAL: Play tricks on everyone!


INTERACTIONS: Giggle a lot. Try to cause as much trouble as humanly possible. This shouldn't be too hard for you.

SPECIAL: If attacked, show this box text. The person who attacked you is shocked electrically, and cannot actually hurt you. Don't bother comparing cards. Also, if the attacker is a zombie, the zombie becomes a normal person, as if the zombie ate salt.

LOVE SPELL: Once during the course of the game, you can cause any character to fall in love with any other character. The effect lasts for the rest of the game, or until you cancel it. Show this box text when you use this power.

ITEMS: knife

FORFEIT: If the running character is a zombie, the zombie becomes a normal human, as if the zombie ate salt.  Otherwise you may trade cards with the person trying to run away. And giggle a lot.

Second Hour Characters
Master List:

· Gas-Station Staff & Witch
· Squinty-Eyed Manager
· Cannibals
· Vampire (and Thrall)
· Vegans
· Ghosts
· Angel
· Demon
· Faerie Noble (and other Faeries)
· Voodoo Master
· Zombies
· Aliens
· Gas-Station Patron


Events, Hour 1:

· Ham Sandwiches
· Email (Contingency Envelope E)
· LARP Phone

