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						What the Hell is 
					
				

				
					
						Happening?
					
				

			

			
				
					
						poltergeist activities,  and psychic abilities), 
					
				

				
					
						combining both scientiﬁc, and psionic abilities.  
					
				

				
					
						Although internationally famous for paranormal 
					
				

				
					
						research pertaining to paranormal phenomena, many 
					
				

				
					
						of the ICECC Investigators routinely work with 
					
				

				
					
						police and other agencies on a variety of cases that are 
					
				

				
					
						not considered paranormal in nature.
					
				

				
					
						Individually and collectively, the ICECC team is 
					
				

				
					
						the most recognized, televised and respected team of 
					
				

				
					
						professionals in the ﬁeld.  They are sought after by 
					
				

				
					
						private clients and media alike, as well as high proﬁle 
					
				

				
					
						clients like tabloid newspapers, horror writers, and 
					
				

				
					
						governments who are ashamed to admit that ghosts 
					
				

				
					
						don’t pay taxes.  ICECC investigators have routinely 
					
				

				
					
						worked with police agencies on missing persons and 
					
				

				
					
						homicide cases, in addition to scientiﬁc investigations 
					
				

				
					
						of paranormal activity and the study of psionics.
					
				

				
					
						The franchise contract that enterprising Ghost 
					
				

				
					
						Hunters sign with ICECC is built around missions.  
					
				

				
					
						ICECC makes a mission request and the local 
					
				

				
					
						franchise receives no payment except credit.
					
				

				
					
						ICECC receives payment directly from clients and, 
					
				

				
					
						after taking into account expenses such as property 
					
				

				
					
						damage, risk of life and limb, and rufﬂed politicians 
					
				

				
					
						who need to be bribed, the Ghost Hunter franchise 
					
				

				
					
						may
						 see SOME of that payment.
					
				

				
					
						Remember in the Middle Ages where peasants 
					
				

				
					
						had to work their butts off on farmland, seven days 
					
				

				
					
						a week, so the local lord would allow them to live 
					
				

				
					
						on his land?  Ghost hunting is like that.  Only there 
					
				

				
					
						are ghosts and screaming and running and property 
					
				

				
					
						damage.
					
				

				
					
						Okay, so it’s EXACTLY like the Middle Ages.
					
				

				
					
						The ﬁrst rule of ghost hunting is this: it ain’t cheap. 
					
				

				
					
						To start a franchise, Ghost Hunters have to sell or 
					
				

				
					
						mortgage everything they own.  This is why most 
					
				

				
					
						Ghost Hunters aren’t married.  They collectively 
					
				

				
					
						scrape up enough money to eat for a week and take 
					
				

				
					
						out ads.  In return, Ghost Hunters become part of the 
					
				

				
					
						ICECC franchise.
					
				

			

			
				
					
						a Ghost Hunter just trying to stop a ghost from 
					
				

				
					
						destroying a city block.  Ghost Hunters get drunk, get 
					
				

				
					
						horny, and get arrested—they’re unlikely heroes, but 
					
				

				
					
						they’re the only ones who have the chutzpa to strap 
					
				

				
					
						on a goofy outﬁt, drive around in a ridiculous-looking 
					
				

				
					
						vehicle, and zap ghosts with ray guns.
					
				

				
					
						Ghost hunting, however, can be a terrifying 
					
				

				
					
						experience.  Although this isn’t nearly as amusing 
					
				

				
					
						as a comedic game, it can be difﬁcult for some 
					
				

				
					
						Game Masters (GM) to maintain a humorous tone 
					
				

				
					
						for a long campaign.  If your GM wants to run a 
					
				

				
					
						longer campaign, it’s best to have horror missions 
					
				

				
					
						interspersed with comedic missions.  Both styles 
					
				

				
					
						provide opportunities for character growth.  Death, 
					
				

				
					
						madness and sadness are great set ups for humor—just 
					
				

				
					
						look at Shakespeare.
					
				

			

			
				
					
						Blood and Spooks: The Ghost Hunter’s Guide
						 is 
					
				

				
					
						all about good guys versus bad guys, only the bad 
					
				

				
					
						guys tend to be dead, from another dimension, or 
					
				

				
					
						both.  They don’t have to only be ghosts—Ghost 
					
				

				
					
						Hunters deal with all kinds of strangeness and a strict 
					
				

				
					
						deﬁnition of a ghost doesn’t always apply.  That’s 
					
				

				
					
						okay, Ghost Hunters will ﬁre their electron packs at 
					
				

				
					
						anything that moves.
					
				

				
					
						Blood and Spooks
						 is cinematic.
						  Coincidences 
					
				

				
					
						happen at just the right time.  People who the Ghost 
					
				

				
					
						Hunters desperately need to see (or not see) show up 
					
				

				
					
						at the last minute.  And everything is wrapped up in 
					
				

				
					
						a few hours.  A session of 
						Blood and Spooks 
						should 
					
				

				
					
						never be boring.
					
				

				
					
						Blood and Spooks 
						is humorous.
						  Ghost Hunters 
					
				

				
					
						get frightened, they get beaten up, and they run 
					
				

				
					
						away screaming for their mommies like anybody 
					
				

				
					
						else when confronted with an Evil Man Was Not 
					
				

				
					
						Meant to Understand or Even Politely Converse 
					
				

				
					
						With.  But one shot of tequila later and they’re back 
					
				

				
					
						in action, completely unaffected by their near-undeath 
					
				

				
					
						experience. 
					
				

				
					
						That’s the beauty of 
						Blood and Spooks
						.  It’s 
					
				

				
					
						supposed to be scary, it’s supposed to be 
					
				

				
					
						horrifying, but the Ghost Hunters are too stupid to 
					
				

				
					
						really be affected by it.
					
				

				
					
						And yet, despite the fact that ghost hunting involves 
					
				

				
					
						a bunch of people playing with energy streams, ghost 
					
				

				
					
						hunting isn’t only about blowing stuff up.  In fact, 
					
				

				
					
						most ghosts have a history that needs solving.  In this 
					
				

				
					
						respect, 
						Blood and Spooks
						 resembles a Scooby Doo 
					
				

				
					
						mystery, only the bad guy never pulls a mask off at the 
					
				

				
					
						end because it’s his real face.
					
				

				
					
						Ghost Hunters have lives. 
						Through it all, the 
					
				

				
					
						Ghost Hunters are decidedly real people.  For every 
					
				

				
					
						parapsychologist spouting techno-babble, there’s 
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						Chapter One: Characters
					
				

			

			
				
					
						Jorge took
					
					
						 yet another deep breath and 
					
				

				
					
						repeated the interview question he had asked the 
					
				

				
					
						30 other applicants to his Ghost Hunter franchise. 
					
				

				
					
						“How do you feel about ghosts?”
					
				

				
					
						What Jorge expected was a long diatribe about 
					
				

				
					
						the nature of the immaterial, the belief in a spirit 
					
				

				
					
						plane, the desire to return the dead back to where 
					
				

				
					
						they belong, the need to coexist in harmony with 
					
				

				
					
						all levels of existence. Joey had said it.  Heck 
					
				

				
					
						even Brenda had said something along those lines 
					
				

				
					
						when they were dating. 
					
				

				
					
						Elio said, “Don’t believe in ‘em.”
					
				

				
					
						Jorge blinked.  “What?”
					
				

				
					
						“You heard me,” said Elio, pushing one hand 
					
				

				
					
						through his mop of long black hair.  “I don’t 
					
				

				
					
						believe in ghosts.”
					
				

				
					
						Jorge sat back and crossed his arms.  “Do you 
					
				

				
					
						even know where you are?”
					
				

				
					
						Elio smirked.  He leaned forward.  “Sure do.  
					
				

				
					
						This is an interview for the position of Research 
					
				

				
					
						Director for the International Center for Ethereal 
					
				

				
					
						Containment and Control.  You’re Jorge, franchise 
					
				

				
					
						owner of the Long Island branch.  And right now, 
					
				

				
					
						you’re sitting in your living room wondering what 
					
				

				
					
						the hell I’m doing here.”
					
				

				
					
						Brenda giggled to Jorge’s left.  Jorge thanked 
					
				

				
					
						her for her valuable contribution to the discussion 
					
				

				
					
						by shooting her a glare.
					
				

				
					
						“Unless your talent is telepathy, I don’t see why 
					
				

				
					
						you’d want to have anything to do with an entire 
					
				

				
					
						organization dedicated to the study and removal 
					
				

				
					
						of ethereal entities.”
					
				

				
					
						“What Jorge is trying to say,” said Brenda, 
					
				

				
					
						brushing a purple lock out of her face, “is what 
					
				

				
					
						the hell are you doing here?”
					
				

				
					
						Elio grinned.  “It’s a fair question.  See, this 
					
				

				
					
						is how I look at it: you’re a parapsychologist, 
					
				

				
					
						right?”
					
				

			

			
				
					
						Ghost Hunters come from all walks of life.  Skinny 
					
				

				
					
						and fat, short and tall, smart and dumb, there are few 
					
				

				
					
						requirements to join the ICECC.  However, all Ghost 
					
				

				
					
						Hunters believe in controlling, stopping, and well, 
					
				

				
					
						hunting the supernatural.  The common folk love 
					
				

				
					
						them.  The government watches them.  And ghosts?  
					
				

				
					
						They really, really hate them.
					
				

				
					
						This chapter details new allegiances that apply 
					
				

				
					
						to Ghost Hunters, new occupations, backgrounds, 
					
				

				
					
						advanced classes for elite Ghost Hunters, and if you’re 
					
				

				
					
						really bored, the joy of being a victim. 
					
				

			

			
				
					
						Also, just because the Ghost Hunter ﬁts into a certain 
					
				

				
					
						category doesn’t mean he has to have that category as 
					
				

				
					
						an allegiance.
					
				

				
					
						If the Ghost Hunter acts in a way that is detrimental 
					
				

				
					
						to his allegiance, the GM may choose to strip the 
					
				

				
					
						Ghost Hunter of that allegiance (and all its beneﬁts) 
					
				

				
					
						and assign an allegiance more suitable to those 
					
				

				
					
						actions.
					
				

			

			
				
					
						Pledging Allegiance
					
				

				
					
						A Ghost Hunter’s allegiance can take the form of 
					
				

				
					
						loyalty to a person, an organization, a belief system, a 
					
				

				
					
						nation, or an ethical or moral philosophy. In general, 
					
				

				
					
						a Ghost Hunter can discard an allegiance at any time, 
					
				

				
					
						but may only gain a new allegiance after attaining a 
					
				

				
					
						new level.
					
				

				
					
						Having an allegiance implies having sufﬁcient 
					
				

				
					
						intelligence and wisdom to make a moral or ethical 
					
				

				
					
						choice. As a result, a character must have Intelligence 
					
				

				
					
						and Wisdom scores of 3 or higher in order to select 
					
				

				
					
						allegiances.
					
				

				
					
						Allegiances include, but are not limited to, the 
					
				

				
					
						following examples:
					
				

			

			
				
					
						Allegiances
					
				

				
					
						Ghost Hunters have allegiances like everybody else.  
					
				

				
					
						They’re not as high-minded as some people might 
					
				

				
					
						expect (or as lowbrow as everyone ﬁgured). 
					
				

				
					
						A Ghost Hunter may have up to three allegiances, 
					
				

				
					
						listed in order from most important to least important.  
					
				

				
					
						These allegiances are indications of what the Ghost 
					
				

				
					
						Hunter values in life, and may encompass people, 
					
				

				
					
						organizations, or ideals. A Ghost Hunter may have no 
					
				

				
					
						allegiances (being either a free spirit or a lone wolf) or 
					
				

				
					
						may change allegiances as he or she goes through life. 
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						Chapter One: Characters
					
				

			

			
				
					
						Organization:
						 Most Ghost Hunters have 
					
				

				
					
						allegiance to the ICECC.  At least, they better have 
					
				

				
					
						this allegiance if they want any cool ghost hunting 
					
				

				
					
						equipment.
					
				

				
					
						Moral Philosophy:
						 This describes one’s attitude 
					
				

				
					
						toward others.  See below for some ideas on just how 
					
				

				
					
						immoral Ghost Hunters can be (here’s a hint: really, 
					
				

				
					
						really immoral).
					
				

			

			
				
					
						They embrace paparazzi and encourage fan clubs. 
					
				

				
					
						Whenever a Ghost Hunter rolls a natural 20 on his 
					
				

				
					
						Reputation check, he gains 1 action point.  Whenever 
					
				

				
					
						he rolls a natural 1 on his Reputation check, he loses 1 
					
				

				
					
						action point.
					
				

			

			
				
					
						“Yes, I have a degree in—”
					
				

				
					
						“Right,” said Elio.  “How seriously do your 
					
				

				
					
						fellow scientists take you?”
					
				

				
					
						Brenda put one hand on Jorge’s shoulder before 
					
				

				
					
						he could respond with something less pleasant.  
					
				

				
					
						“Not as seriously as they should.”
					
				

				
					
						“Right.  I wrote a book,” he slid a copy across 
					
				

				
					
						the glass table to Jorge, although he was looking 
					
				

				
					
						at Brenda.  It was titled, “Ghosts Are Not Real.”
					
				

				
					
						“Creative,” said Jorge with disgust.
					
				

				
					
						“Read the bio.”
					
				

				
					
						Brenda picked the book up from the table 
					
				

				
					
						and read it out loud. “Elio Martello was born 
					
				

				
					
						in Massachusetts, studied nuclear physics 
					
				

				
					
						at Columbia University and graduated from 
					
				

				
					
						Norwich University in Northﬁeld, VT. Elio 
					
				

				
					
						uses the scientiﬁc method to debunk supposed 
					
				

				
					
						paranormal phenomena and has yet to actually 
					
				

				
					
						experience a single supernatural event in his 15 
					
				

				
					
						years—”
					
				

				
					
						Jorge waved her off.  “Great, so he wrote a 
					
				

				
					
						book.  Look, I don’t see—”
					
				

				
					
						“The way I see it,” said Elio, “you could 
					
				

				
					
						seriously use some credibility.  Sun Tzu once 
					
				

				
					
						said, ‘Keep your friends close and your enemies 
					
				

				
					
						closer’.  Imagine the prestige of having a skeptic 
					
				

				
					
						on site investigating supposed hauntings.  Like 
					
				

				
					
						it or not, once you get this little franchise off 
					
				

				
					
						the ground the reporters are going to eat you for 
					
				

				
					
						breakfast.”
					
				

				
					
						Jorge stood up.  “That’s very nice, Mr. Martello.  
					
				

				
					
						Thank you for your—”
					
				

				
					
						“Did I mention that I’ve also got a reality show 
					
				

				
					
						deal that will pay $1,000 an episode, regardless of 
					
				

				
					
						whether we actually catch a ghost or not?”
					
				

				
					
						“You’ve got yourself a deal, Elio,” Brenda said 
					
				

				
					
						as she shook his hand. 
					
				

			

			
				
					
						Science
					
				

				
					
						Science is everything.  Parapsychology is something 
					
				

				
					
						of an unexplored frontier to someone who takes their 
					
				

				
					
						study of this scientiﬁc discipline seriously.  A Ghost 
					
				

				
					
						Hunter with an allegiance to science is part of how 
					
				

				
					
						Ghost Hunters succeed—they see ghosts as a scientiﬁc 
					
				

				
					
						challenge rather than a horrifying brush with undeath.  
					
				

				
					
						Ghost Hunters who roll a 20 on a Knowledge check in 
					
				

				
					
						behavioral sciences, earth and life sciences, physical 
					
				

				
					
						sciences, or technology receive 1 action point.  
					
				

				
					
						Rolling a 1 subtracts an action point.
					
				

			

			
				
					
						Sex
					
				

				
					
						Ghost Hunters with this allegiance want to get it 
					
				

				
					
						on.  All the time.  For each satisfying date (the word 
					
				

				
					
						“satisfying” is left to the discretion of the GM), the 
					
				

				
					
						Ghost Hunter receives 1 action point.  If the Ghost 
					
				

				
					
						Hunter fumbles a roll during the date (be it Bluff 
					
				

				
					
						or Diplomacy), he loses 1 action point instead.  
					
				

				
					
						The Ghost Hunter only receives an action point 
					
				

				
					
						for successfully dating one person the ﬁrst time.  
					
				

				
					
						Thereafter, the Ghost Hunter doesn’t receive any more 
					
				

				
					
						action points for dating that person unless he does not 
					
				

				
					
						date them again for at least six months.  This game 
					
				

				
					
						mechanic ensures a Ghost Hunter whose allegiance is 
					
				

				
					
						sex plays the ﬁeld as often as possible.
					
				

			

			
				
					
						Humanity
					
				

				
					
						Some Ghost Hunters don’t hunt ghosts for the 
					
				

				
					
						money—mostly because there’s not much money to 
					
				

				
					
						be made.  But other Ghost Hunters do it because they 
					
				

				
					
						believe they’re genuinely doing the “Right Thing.” 
					
				

				
					
						For Ghost Hunters with noble goals, beating a ghost 
					
				

				
					
						has extra rewards: each time the Ghost Hunter defeats 
					
				

				
					
						a villain whose Challenge Rating (CR) is equal to the 
					
				

				
					
						Ghost Hunter’s level or higher, he receives 1 action 
					
				

				
					
						point.  If the Ghost Hunter is defeated (e.g., runs away 
					
				

				
					
						or is knocked unconscious) by a villain of similar CR 
					
				

				
					
						or lower, the Ghost Hunter loses 1 action point.
					
				

			

			
				
					
						Wealth
					
				

				
					
						Okay, so most Americans probably have this 
					
				

				
					
						allegiance.  Still, the Ghost Hunter who has wealth as 
					
				

				
					
						an allegiance is greedier than your average working 
					
				

				
					
						schmoe.  This is a cruel irony, because Ghost Hunters 
					
				

				
					
						make very little money anyway.  Every time the 
					
				

				
					
						Ghost Hunter rolls a natural 20 on a Wealth check, he 
					
				

				
					
						receives an action point.  Whenever he rolls a natural 
					
				

				
					
						1 on a Wealth check, he loses 1 action point.
					
				

			

			
				
					
						Allegiances and Inﬂuence
					
				

				
					
						An allegiance can create an empathic bond with 
					
				

				
					
						others who have the same allegiance. With the GM’s 
					
				

				
					
						permission, the character gains a +2 circumstance 
					
				

				
					
						bonus on Charisma-based skill checks when dealing 
					
				

				
					
						with someone of the same allegiance—as long as the 
					
				

				
					
						Ghost Hunter has had some interaction with the other 
					
				

				
					
						character to discover the connection.
					
				

			

			
				
					
						Fame
					
				

				
					
						Ghost Hunters with fame as their allegiance want to 
					
				

				
					
						get as much publicity as possible.  Famous Ghost 
					
				

				
					
						Hunters will smile for the camera; sign autographs 
					
				

				
					
						at conventions; and best of all, do TV interviews.  
					
				

			

			
				
					
						Blood and Spooks
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