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No-Frill Chills is a line of Slasher Flick supplements that foregoes all the non-essentials in order to provide
you with as much bang for your buck as possible. What you get is a bare-bones (but still very bloody) chunk of
Slasher Flick gaming material that can be purchased for a dirt-cheap price.

About Small Town Bloodshed

When you think about settings in slasher movies throughout the decades, few locations are as iconic as the
classic small town. Whether it’s a living embodiment of evil butchering teenage babysitters or a revenge-minded
demon stalking the nightmares of high school students, the small town has been repeatedly used as a setting in
these films since the genre’s inception. And for good reason.

For one thing, nearly everyone has either lived in or spent time in a small town, so it’s easy to relate to. For
another thing, these little communities exist seemingly as little pockets of civilization out in the middle of
nowhere, making them nicely secluded. Lastly, there’s just something wholesome about small towns, which
means that unthinkably evil acts create a shocking contrast to their serene status quo.

This supplement presents you and your group with a standard small town, complete with some of its inhabitants,
intriguing locations, plot ideas and more. You can re-use the town over and over in your games or you can lift
bits and pieces of it for use in various other towns of your own creation. It was designed to be modular in that
respect, enabling you to get the most out of this supplement.

Kirkview -- A Nice Place to Live... Until Now

Kirkview is your average “Main Street U.S.A.” kind of town. You know, the kind of town where folks always
say hello to each other as they pass, where cruising is considered the primary form of entertainment by its youth
and where most of the businesses are closed down by five o’clock.

It boasts a population of just over two thousand residents and has all the basic amenities that one would expect
from a town of that size. Its location, though, is entirely up to the Director. It might be nestled in the Deep
South, the Midwestern plains region, the New England area or anywhere else the Director feels will fit the
story’s needs most efficiently.

The town is divided up into several sections.

» Main Street: Most of Kirkview’s businesses are located on this street, which runs east and west. The
area stretching from 3™ Street to 6™ Street contains primarily old buildings, many of which have been there since
the 19" Century. Some of these buildings still house businesses, but an equal number have long-since been
abandoned, though several have fully functional apartments on the second floor.

* The North Side: This section is located north of Main Street. By and large, this is the most upscale

area in town (particularly the blocks nearest the school), though there certainly are pockets of wealth to be
found elsewhere as well.
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* The South Side: While it’s easy to categorize the South Side as the “working class” section of town,
it’s not quite that simple, because there is plenty of affluent citizens who make their home there as well.

* The West End: Everything west of the north/south-bound railroad tracks and south of the unused east/
west-bound railroad tracks is considered “the west end”. This area may appear to be a bit more rundown than
the other sections of Kirkview, but it more than makes up for it in character.

Below is a selection of locales that can be used in your flick. You should feel free to alter them to better fit your
story or drop them into another town of your own creation.

Consult the map on page XX as a reference point.

1. Old Witch Road

Legend has it that this tree-lined gravel road got its name from a reclusive old woman who, back in the 1950s,
used to walk her German Shepherd up and down it every night at midnight. The local kids fancied her to be a
witch and the next thing you know, the lane was dubbed “Old Witch Road”, though it’s actually just a part of
12 Street.

The ruins of the house in which the alleged witch lived still stands, just off the road itself. The driveway has
long since been overgrown and the trees severely limit the view of the house’s remains. There’s not much left of
the structure now; just the four exterior walls, floors and a mostly caved-in roof. The cellar is still in relatively
good condition though.

These days, Old Witch Road is a popular “make out” spot for the town’s youthful couples. On any given Friday
or Saturday night, one is likely to find at least a couple of vehicles parked along its side.

2. Railroad Station

Up until the early 1940s, this formidable structure was a hub for transporting people and freight to and
from Kirkview. The station grounds actually consist of the main building, two storage facilities and the
stationmaster’s house.

The main building, located directly beside the tracks, is in surprisingly good shape, though there’s no denying
that the years have really started to take their toll on it the last decade or two. It’s rectangular in shape and its
roof overhangs the walls by a good margin, giving it a rather unique look. The loading/unloading platform also
still stands, but it’s not advisable to put much weight on it.

The only thing remaining of the two small storage buildings are their foundations, located just north of the main
building.The former stationmaster’s residence was once an opulent building, but that was a very long time ago.
It’s now little more than a three-story husk that has been ravaged by time and overtaken by vegetation. Local
partiers used to come here to congregate, but the police now patrol it regularly.
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3. Sleepy Lane Mobile Home Park

“Sleepy Lane” is one hell of a misnomer, because this trailer park is anything but sleepy. In fact, it almost
always hums with activity... usually of the raucous sort. All the clichés of a trailer park are on full display here
day and night and most of its denizens wallow in the stereotype as well. It’s been said that it’s an episode of a
bawdy tabloid talk show just waiting to happen.

The park is owned and operated by a greasy fellow by the name of Ralph Crawley, who is the living
embodiment of the age-old slumlord cliche. He spends most of his time lounging beneath his shade tree in a
lawn chair, wearing a stained wife-beater and chomping on a stubby stogie. He’s a gruff man with no patience
for pesky tenants bothering him to fix things or otherwise do any work. He is, however, more enthusiastic about
those very same tenants delivering his rent money to him.

Ralph Crawley

Brawn: Normal (Positive: “Thickly Built”; Negative: “Out of Shape™), Finesse: Poor (Negative: “Slow to
React”), Brains: Normal (Positive: “Can Fix Minor Household Breakdowns™), Spirit: Poor (Negative: “Odious
Personality”™)

4. Aunt Nissy’s

Aunt Nissy’s is a ramshackle bar located at the westernmost end of Franklin Street. The building was
constructed in the 1920s and could have been maintained better throughout the decades, but it still stands proud,
offering solace to those looking for a strong drink or plain ol’ camaraderie.

The fifties-era jukebox is well stocked with old school blues songs with a small smattering of more modern
tunes thrown in to appease the younger set. It’s perpetually smoky and reeks of must and booze. The regulars
say its part of the bar’s charm.

Aunt Nissy is a stout, rough and tumble African-American woman whose age is matched (and even surpassed)
by her mean streak. Ordinarily, she’s a kind lady who is loved by everyone who knows her... but she doesn’t
put up with a bunch of guff and won’t hesitate to get physical if need be. And if she hesitates, her son Bruno
sure as hell won t.

Aunt Nissy

Brawn: Normal (Positive: “Packs a Punch”), Finesse: Normal (Negative: “Doesn’t Get Around Like She Used
To), Brains: Normal (Positive: “Knows How to Run a Business”), Spirit: Good (Positive: “Stubborn”, “People
Person™)

Bruno
Brawn: Good (Positive: “Strong Like a Bull”, “Was an Amateur Boxer”), Finesse: Normal (Positive: “Great
Reaction Speed”), Brains: Normal, Spirit: Normal (Positive: “Takes Care of His Mother At All Costs”)

5. Rock Quarry

Welcome to Kirkview’s number one party spot for those inclined to gather and drink lots of booze away from
prying eyes. It was once used for extracting rock for use as building material (namely gravel). Upon becoming
abandoned, it filled up with rainwater, making it popular for swimming and fishing as well as drinking.

The old folks in the area claim that their grandparents spoke of a mine that was near the quarry, once upon a

time. It’s been so long ago that no one even remembers exactly where it was located, but they do recall that it
was shut down after a very tragic collapse in which only one person survived.
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6. Trackside Market

Trackside Market is a cornucopia of junk, antiques and just about anything else that’s strange, quirky or
downright weird. Most people ignore the place, relegating it in their minds to being nothing but a trash heap
with a roof. All the same, it is a favorite amongst the eccentrics, eclectics and those looking for rarities.

This haven of oddities was once a general store, but was purchased in the mid-sixties by Mabel Mullins, a
woman with an obsession for collecting anything bizarre. She still retains proprietorship even now, despite fast
approaching eighty years of age. She dresses like a Gypsy and is extremely talkative. Don’t even bother going
to the store unless you plan on visiting her a while.

Mabel Mullins
Brawn: Poor, Finesse: Poor (Negative: “Moves Around with Difficulty”), Brains: Normal (Positive:
“Knowledge of Knick-Knacks and Oddities™), Spirit: Normal (Positive: “Outward Personality’)

7. Dreymore Park

This large park is scenic, with its gently rolling hills and riverside view. It’s a popular spot for people to park
their recreational vehicles and camp out, though it’s a far cry from “roughing it”, thanks to the electrical
hookups provided for a small fee. The park also has three covered shelters, complete with picnic tables and
garbage cans. Near the river, there are old metal stairs that descend from the main ground all the way down to
the rocky shore.

8. Brendon Bridge
The Brendon Bridge is an old train bridge that stretches across the muddy waters of the river. It’s now
crumbling and rusted out, with many of the wooden planks missing due to deterioration.

9. Kirkview School

The surprisingly large campus in Kirkview is host to the town’s elementary school, middle school and high
school. The campus consists of the main building (which contains most of the classrooms and facilities), the
shop (for woodshop and autoshop classes), the bus barn and two gymnasiums (one of which is quite old and no
longer in use). The south side of the campus acts as a well-equipped playground for the younger students.

10. Athletic Fields

For a small town, Kirkview has quite a spacious area devoted to outdoors sports. On the southern end is a
baseball diamond that is primarily used by the burgeoning Little League, while on the northern end is a football
field and running track. The athletic field area is bordered on the west (near the train tracks) by a swampy area
with weeping willow trees overhanging stagnant pools of muddy water.

11. Blakely Asylum

This u-shaped building was originally constructed as a rest home in the 1920s and served that purpose until the
late 1950s, when it was shut down due to negligence. Two years later, it was reopened and utilized to house
the criminally insane. The citizens protested this move, but it was to no avail. Blakely Asylum remained in
operation for well over twenty years. The official reason for its closure was “budgetary issues”, but it was
commonly known that the patients there were badly mistreated by the staff. Since that time, the building has
remained empty, aside from the occasional brave youth who, at the cajoling of his or her friends, have entered
through the curiously unlocked back door.
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12. Silk Stocking Lane

What was once the most affluent street in town is now a slightly less affluent street. Okay, so that’s not as
dramatic as it would have been if the street had become Kirkview’s answer to Skid Row, but sometimes the
truth just isn’t as impressive. The citizens of Silk Stocking Lane still cling to Middle Class status, but not with
much leeway. The reason the area has dropped in stature is because three families were brutally slain there
during the Roaring Twenties. Ever since that time, the neighborhood has been considered something of a bad

omen, though few people these days actually know why.

13. Barb ‘N John’s

Barb and John’s is a convenience store that lies on the highway heading northbound. While it’s no longer

the central hangout for Kirkview’s teenagers, it’s still a favorite among truck drivers and the less fashionable
citizens. Despite the name, its founders, Barbara and John Latham, no longer own the store. They had long
since packed up and moved to Colorado to be closer to their family. It was purchased by an ex-trucker named
“Big” Jim Calroy about six years ago. Jim is a notorious tale-swapper and loves to spin yarns about local lore
and history. Some of what he tells is true, but most of it is dipped in fib sauce. After all, he likes his stories to be

entertaining if not exactly factual.
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“Big” Jim Calroy
Brawn: Normal (Positive: “Been Brawling for Years”), Finesse: Normal (Positive: “One Hell of a Driver”),
Brains: Normal (Positive: “Knows About Local Lore”), Spirit: Normal (Positive: “Good Storyteller”)

14. The Vance House

Standing monolithically on the corner of 9" and Walnut is a decaying two-story abode that bears an uncanny
resemblance to the iconic Amityville house. It was built in the 1880s by James Vance 11, a pillar of the
community who was elected Mayor three different times during his life. His wife had died in 1906 under
mysterious circumstances, though the authorities didn’t delve too far into determining the cause of her death.
Speculation of foul play quickly surfaced, but the investigators staunchly claimed that she simply fell down the
long staircase and broke her neck. Was it a case of a cover-up? Many people believed so, but nothing was ever
proven. James Vance III died in his sleep of natural causes in 1918.

In the decades that followed, occupants of the house have reported seeing and hearing strange things, as well
as sensing an evil presence, especially on the second floor. The house has remained vacant since 1990 and has
fallen into a sad state of disrepair.

15. Bike Trail

Leading off into the thick woods and running parallel to the river, the old bike trail was a popular attraction for
Kirkview’s children for many years, in spite of the accounts of them catching glimpses of a mysterious man.
The trail is mostly forgotten these days, though strangely enough, it remains mostly free of undergrowth.

16. Garner’s Drugs

Located in one of the older brick buildings in the downtown area, Garner’s Drugs is a pleasant throwback to
the days of sock hops and hot rods. In those days, it was the hotspot for local teenagers, thanks to the soda shop
built into it. Even today, the store retains its décor from that era, down to the last detail. If you want a creamy
milk shake or a huge glass of fountain-drawn soda pop, this is the place to go.

The current owner, Amanda Dawes, runs a tight ship and has put a lot of money into refurbishing all the old
soda and ice cream equipment. The primary soda jerk at Garner’s is Gus Mason, an awkward redheaded fellow
with pale skin, freckles, shifty eyes and an odd manner about him. Some folks might even say he’s creepy.

Amanda Dawes
Brawn: Normal (Positive: “Stays Pretty Fit”), Finesse: Normal, Brains: Good (Positive: “Gifted Pharmacist”),
Spirit: Normal (Positive: “Community-Minded”)

Gus Mason

Brawn: Normal (Positive: “Stronger Than He Looks™), Finesse: Normal, Brains: Normal (Positive: “Notices
Practically Everything”), Spirit: Normal (Negative: “Plans to Take Revenge On People Who Tease Him”,
“Withdrawn”)

17. Kirkview Police Station

It’s been in use since the early twentieth century and has seen far better days... but it’s still standing proud,
directly across the street from the city park. Sadly, it’s going to be demolished once the new building on 5%
and Locust is completed. There are many citizens who remain vocal in their disapproval of the impending
demolition, though it’s doubtful that they will be able to prevent it.
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The Chief of Police is Abraham “Abe” McGowski, an overweight but stout man in his early forties. He is
generally easy to get along with, but takes guff from no one... and he doesn’t stand for kids playing practical
jokes on him. He’ll generally disregard calls from teenagers calling to say that someone in a mask is trying to
kill them. Things like that just don’t happen in nice little towns like Kirkview.

His right-hand man is Jeff Gray, a hardnosed jackass who wallows in his authority like a pig wallows in mud.
He’s 26 years old and was born and raised in Kirkview. Having the power to harass and arrest his former high
school peers is possibly his only joy in life.

There are three other police officers as well: James Doolin (a sleepy little man who usually can’t be bothered to
do his job), Harold Barton (an old man who’s on the verge of retirement) and Tommi Meyer (a friendly rookie
from Chicago who works hard at all times).

Abraham “Abe” McGowski (Police Chief)
Brawn: Normal (Positive: “Capable Fighter”; Negative: “Gets Winded Easily”), Finesse: Normal (Positive:
“Good Aim”), Brains: Normal, Spirit: Good (Negative: “Reluctant To Believe Outlandish Claims”)

Jeff Gray (Officer)

Brawn: Normal (Negative: “Not As Tough As He Thinks He Is”, Finesse: Normal (Positive: “Had Firearm
Training”), Brains: Normal (Positive: Perceptive), Spirit: Normal (Negative: “Abuses His Authority”, “Hard-
Nosed Attitude™)

James Doolin (Officer)
Brawn: Poor, Finesse: Good (Positive: “Quick on His Feet When Desperate”), Brains: Normal, Spirit: Poor
(Negative: “Lazy As Hell”)

Harold Barton (Officer)
Brawn: Poor, Finesse: Normal (Positive: “Good With Guns”), Brains: Normal (Negative: “Starting To Become
Forgetful™), Spirit: Normal

Tommi Meyer (Officer)
Brawn: Normal (Positive: “Well-Trained Combatant”), Finesse: Good (Positive: “Athletic”), Brains: Normal
(Positive: “Resourceful”, Spirit: Good (Positive: “Easy to Get Along With”)

18. Jacobson’s Riverside Store
This large convenience store is a hotbed of activity, especially on Friday and Saturday nights when the teenagers
loiter in the oversized parking lot to hang out and shoot the proverbial breeze.

The store itself is well stocked and always has friendly staff. It also contains a bait shop and a tiny DVD rental
service. A scant few arcade games can be found inside as well, which used to make the place an even bigger
draw, but in the age of home video games, this is no longer the case. Donkey Kong, Crazy Climber, Rastan and
Jungle King just aren’t big sellers these days.

19. Kirkview City Park

The park itself may not have the size that Dreymore Park has, but it’s packed with a lot more attractions. In addition to
the prerequisite swing set, jungle gym, slipper slide, merry-go-round and teeter-totters, there’s a full-sized swimming
pool on the south end, a miniscule hamburger joint called Corky’s on the northwest corner and several picnic tables and
shelters. To the east of the park is a loop for cars to circle around in, with another shelter in the middle of it.
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20. The Slaughterhouse

At one time, this red brick slaughterhouse was considered very modern. Of course, that was in the nineteenth
century. Today, it’s a barely-standing structure with little of its roof still intact. Even still, it’s the focal point of
Kirkview’s most popular “boogey man” story. The story goes that there was a man named Will Gooley who
worked in the slaughterhouse. He would kidnap children from both Kirkview and other nearby towns and bring
them to the slaughterhouse late at night. Once there, he would butcher them and sell their meat. According to
the tale, Gooley just vanished one day and was never heard from again. When the occasional kid disappears
within a fifty-mile radius of Kirkview, the old legend resurfaces. Many folks believe that his spirit still prowls
the region looking for children to butcher.

21. Taintytown

East Cherry Street is a lonely old lane with only a few abandoned buildings to show that anyone ever loved
here. Most of the structures are small. Most, that is, except for the three-storied Taintytown Teahouse. In the
early 1900s, several of the city’s richest families purchased property along this quaint road and decided that
they were going to establish it as its own town. The name was (you guessed it!) Taintytown. They didn’t want
to be forced to interact with their social lessers and felt that this would be the best way to accomplish that. The
town never took off the way they envisioned it. It consisted of about seven houses, a small hunting lodge and
the tearoom. The latter is where the mover and shakers would congregate and discuss the affairs of their non-
existent berg in a rather delusional manner. To them, Taintytown was a blossoming community of the social
elite, when in truth, it was just a collective pipe dream that simply wasn’t meant to happen.

22. Harrington Island

Harrington Island is a sizable slab of thickly wooded land jutting out from the waters of the river. The only
people that ever go there are fishermen and hunters... and even they stay away from it for the most part. The
few folks that step onto the island’s shore tell their friends and families that they felt like they were being
watched. Needless to say, they typically don’t stay long.

23. Shadow Hill Cemetary

Just across Town Creek is a quaint gravel road that leads to this somewhat shabby graveyard. The cemetery
itself is, as the name suggests, on top of a hill surrounded by tress (most of which are dead as dead can be).
Its ominous appearance has given rise to all kinds of local legends (a witch’s grave, the ghost of a sorrowful
widow, a grave that leads straight to Hell, etc.).

24. Mulberry Apartments

Built about ten years ago, this is Kirkview’s first and only full-blown apartment complex. It consists of three
single-story buildings, a laundry building and an office that is staffed two days a week by an affable 50-
something woman named Beatrice O’Banion.

Before the complex’s construction, the site was comprised of two houses. One of them had been abandoned for
years, while a looney old man named Ivan Remmick occupied the other one. The city government condemned
his house two months before bulldozing it, offering him a very fair amount for his property. He accepted the
offer, but was irate nonetheless. He apparently left town and has not been back since.

Beatrice O’Banion

Brawn: Normal, Finesse: Normal, Brains: Normal (Positive: “Extremely Organized”), Spirit: Normal
(Positive: “Friendly”)
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25. The Old Church

Few of the townsfolk even know what this deserted church was called; that’s how long it’s been since it was
utilized as a place of worship. All that most of the citizens know is that it should have fallen down decades
ago, yet it still remains intact. A recent rumor indicates that a newcomer to town named Anderson DeVille has
purchased it and plans to refurbish the ages-old structure. What his intentions are is anybody’s guess.

If you’ve read through the locations, you’ll assuredly have picked up on the fact that they are laden with
plot nuggets. Hopefully, you’ll already have started formulating flick ideas in your fertile noggin as a result.
Sometimes, though, the light bulb just doesn’t flash “on” over your head. That’s okay. We’ve given you a
selection of ideas culled mostly from the earlier material. Roll the film!

“Terror Asylum”

A fellow named Jake Braden has purchased the old Blakely Asylum (see page XX) and is planning to open it

as a spook house for the upcoming Halloween season. This isn’t his first time to the rodeo, so to speak. He has
been running haunted attractions for the better part of a decade and actually has some money to invest in special
effects. He has gathered a crew of individuals to help him pull off this endeavor.

This all sounds well and good... but there’s a problem. One of the former patients has come back to the asylum
after being let loose a few years ago and has been living in its darkened corridors and rooms ever since. He just
wanted to be in a familiar environment, away from the rest of the world. Unfortunately for him, the rest of the
world refuses to let him be. If it won’t let him be, he’ll make it pay dearly!

When Jake Braden came to take a look at the building, the lunatic hid in the numerous nooks and crannies, but
heard every word spoken between him and the realtor. He knows that Braden plans to use the structure as a
spook house and intends to do something about it.

Jake and his crew are going to spend the weekend in the asylum in order to get everything set up (and to engage
in some serious partying in the process). Little do they know that a murderous psychopath is in their midst... a
murderous psychopath who has every intention of sending them all straight to Hell!

Jake Braden
Brawn: Normal, Finesse: Normal, Brains: Normal (Positive: “Horror Film Buff”, “Carpentry’), Spirit: Normal
(Positive: “Pretty Handy With The Ladies”)

The Patient
Components: Mysterious Disappearance (There are lots of dark places he can slip off to), Normal Person,

Situational Boost (When he strikes by surprise, the would-be victim rolls one less die)
Damage Threshold: 3
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Members of a sinister cult known as the Onyx Vortex has been gradually moving to Kirkview over the last year
or so. Each member has blended into Kirkview society seamlessly, as to avoid arousing suspicion. They have
discretely purchased the land in Taintytown (See page XX) and have been holding black masses in the teahouse
there. It’s a perfect out-of-the-way location for them to carry out their evil plans. Their goal was to summon the
spirit of Will Gooley (see the Slaughterhouse entry on page XX), who they believe is a harbinger of their dark
god Cthaza. The summoning was a success and he is about to begin slaying local teenagers once again. If he
kills six of them before the next full moon, Cthaza will rise from the ground and rule the world. Or at least that’s
what these cultists believe.

Once teenagers begin to disappear, the local police will endeavor to solve the case, but they’re still unlikely to
believe that an undead butcher is stalking and slaying teenagers. They’ll be equally resistant to the idea of a cult
operating out of the Taintytown ruins. Regardless, the community will live in terror and suspicion, with rumors
flying everywhere.

Onyx Vortex Cultists
Brawn: Normal, Finesse: Normal, Brains: Normal (Positive: “Cult Lore”, “Perceptive”), Spirit: Normal
(Negative: “Born Followers”)

Onyx Vortex Cult Leaders
Brawn: Normal, Finesse: Normal (Positive: “Escape”), Brains: Normal (Positive: “Cult Lore”, “Perceptive”),
Spirit: Normal (Positive: “Manipulative Orator”)

Will Gooley

Components: Fearful Visage (He looks like a demonic butcher from the days of old), Hard To Kill,
Miscellaneous Advantage (He’s basically a demon and therefore doesn’t need to breathe, eat, drink or sleep),
Signature Weapon (Meat Cleaver), Superhuman Strength

Damage Threshold: 4

It’s the 150™ anniversary of Kirkview’s founding and the city is pulling out all the stops. A weekend-long
citywide celebration is in full swing and everyone is in good spirits... but not for long. You see, there’s a
problem. On the day that the city was founded, a similar (but smaller scale) celebration took place. A tall
African man named Moambe and his family rode into town and sought to make his home there. Unfortunately,
the townsfolk wouldn’t abide by it and tried to run them out of town before they could even get off the city
bridge that had recently been built. Moambe pleaded with them to at least let him pass by, but they refused. He
stood his ground, though it was no use. The horde overwhelmed the family and threw them over the bridge and
into the dark rapids below. They were never seen again.

Until now.

Today, Moambe has risen from his watery grave to exact revenge on the townspeople of Kirkview for what they did
to his family and no one is safe from his undead wrath. The question is: How did he come back? Perhaps Moambe’s
willpower and love for his family was so strong it just simply happened. Or maybe Mabel Mullins came across an
item that belonged to Moambe washed up along the riverbank and it somehow triggered his return. Or it could be
that Moambe was in fact a voodoo priest and uttered some unnamable curse as he was thrown over the bridge. Or
what if one of the current residents is Moambe’s descendant who has purposely brought him back to unlife?
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The city may be celebrating now, but it won’t be celebrating for long, because hell has indeed come to
Kirkview.

Moambe

Components: Fearful Visage (He’s as undead as they come!), Miscellaneous Advantage (He’s undead and
therefore doesn’t need to breathe, eat, drink or sleep), Miscellaneous Advantage (Has access to a zombie horse),
Stalking the Prey, Superhuman Strength

Damage Threshold: 3



