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The Lost Boys – a Quick Summary…

The story is of a woman (Dianne Wiest), and her two sons, Sam (Corey Haim) and Michael (Patric), who move to a small Californian town, called Santa Carla, often referred to as the murder capital of the world, to live with her father after getting divorced. Little to their knowledge, the town happens to be inhabited by a motorcycle gang of Jim Morrison obsessed, teenage vampires. While the mother begins to fall in love with her boss from the video store, where she has been employed, Sam spends his time reading vampire comics, which were given to him by two brothers (Corey Feldman, Jamison Newlander), who claim the town is infested by vampires. He does not believe them, but grows to almost immediately, upon realizing that his brother, Michael, has been seduced by the beautiful half-vampiress, Star (Gertz), and joins the gang, led by David (Sutherland). He realizes that neither Star nor Michael are true vampire until they make their first kill, and they will not become normal again until the head vampire is killed. So, he calls up the brothers Frog, and gets them to come in and help him solve the job, though he is scared that he might have to kill his brother. After an epic battle, where all the vampires are killed, Michael does not return to human – because Lucy’s Boss, Max is As Max goes to bite Lucy, Grandpa crashes through  the wall in his jeep, impaling Max, and with the disintegrating vampire on his bonnet, Grandpa opens the fridge, pulls out a beer, and says  “One thing about living in Santa Carla I never could stomach, all the damn vampires”

For the GM (and PCs after the game is over) - why is it called The Lost Girls? Well, according to IMDB, 

“ 'David'(Kiefer Sutherland) is impaled on a pair of antlers and doesn't disintegrate like the other vampires. Despite what Max later says, he is not really dead. This was intended to be picked up in the sequel, "The Lost Girls", which was scripted but never made.” It involved vampire cheerleaders…

The Plot of this Lost Girls is essentially: David survives, decides to take his belated revenge on the World by siring an army of Lost Boy Vampires, and using their blood to infect millions, turning them to vampires too! Its up to our heroes to save the day again.
Act 1 Scene I: Mouth of the Dead

Opens on a small town in Mexico, stereotypically poor and rough. The people are not terrified of bandits, but vampires! Numerous Vampire roughs are stomping around, terrorising the locals and generally being undead bozos. Play up how terrified the locals are. An old woman and her many children are being accosted by a hairy biker vampire with no shirt, a WWII German Army helmet and a bad smell. Just as he gets angry at one of the kids, have him turn around and scream

“Los Hermanos De la Rana!” (The Brothers!)
before the players decide how this undead bozo goes down – either subtle or stylish, no roll needed.

If the group goes subtle, let them pick off vampire after vampire in a stealth campaign, making their way to the Cantina, where Clay, the Vampire Lieutenant is. They can confront him there.
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20 is the Church, 7 the Cantina. The house is outside of the town

If they decide to open up a whole big can of whoop-ass, then its time for a serious gunfight. Let all the characters have at least one good fight to themselves. Vampire goons will have 1 level of Lethal or 3 levels of Bashing, and either Brawl 4 or Weapons / Firearms 3.
After a few goons die, Clay will reveal himself, pick a fight with any of the players bar the Frog Brothers or Laddie. When he takes more than 1 level of Lethal, he will push an underling in the way and run for the Mansion-warehouse!

· The streets are filled with burnt out cars and rubble. These will provide both a source of improvised weapons and cover. The same with the small, easily destroyed white-brick houses that consist the village. Smash vampires (and players) through walls, generally destroy the place and make a racket.
· Burnt out Catholic church: The most solid building, bar the mansion and cantina, has been burnt down and desecrated. If the players go stealthy, they will find the local priest hanging upside down on the cross.  If they go in, full battle mode, There will be a big bald galoot vampire here, who will brawl with them (Brawl 5) let them use crucifixes and other religious gear as weapons, the galoot vampire should die in an amusing fashion.
· The Cantina: Clay’s hangout, and a good place for a shootout. The Barman is a vampire, he has a shotgun and 4 dice in firearms. If the players go in stealthy, Clay will fight them there in a gunfight before escaping. If it’s  full-on battle, then the barman and a few goons will fight them. Let the players use Tequila Molotov’s, and at least one vampire has to be thrown into the ancient jukebox, which will explode on impact!
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Act 1 Scene II: Tracks of the Dead

The large house outside the town is being used as a warehouse for Filtered Vitae. There are numerous vampire goons floating around inside and out, all of low level (Brawl 4 or weapons / firearms 3), so let them fight. 

Clay will run in the front door, and unknown to the investigators, out a back window. This is because he has left a bomb in the warehouse, and hopes the blast will kill them – he won’t stop to gloat.

 Let the group find evidence directing them to Los Angeles, and then have one of them find the bomb – there is just enough time left to escape the building, clutching a scrap of evidence.

Evidence they can get include:

· Shipping manifest to a company in downtown LA, “Superhaul Deliveries”

· A bloodpack containing Vitae, which will have a manufacturer’s label indicating “Made in LA”

· Interrogating one of the Vampire goons will also reveal the Los Angeles Connection.

· If the players have none of these, then there will be some evidence in the Bar, like newspapers to tie it to Los Angeles. 

Los Angeles is around 8 hours by car, or 2 hours by plane. The players can go either way, but will not be able to bring any of their weapons on the plane, so it’s an excuse to get new toys!

Also to note is that Los Hijos Del Bruja, are following the players. The Lost Boys have muscled in over one packs territory, and now the Bruja want payback. After the players leave, have a quick “cut scene”, where one of the Lost Boy Vampires appears to have survived. He will scamper out on the road, shout at the departed players, only to turn and be cut down by a vampire on a motor bike. In fact, lots of Motor bikes. The Bruja will make an appearance in Act 3 Scene 2.

Act 2 Scene I: City of Fallen Angels

Let the players work their way around, this scene should be largely freeform. 

· Superhaul Deliveries, who delivered the blood to Mexico, have offices in Downtown. With a bit of persuasion or breaking and entering, they can find out that they have a depot in Santa Monica, which is where the Bloodpacks were delivered from. The Manager in Downtown will not volunteer this information, on grounds of confidentiality.

· The Bloodpacks can be tracked back to the manufacturers, a biomedical company in Santa Monica – they designed the packs for easy transport to the many hospitals around Los Angeles, but a batch were stolen a few months ago, and another batch more recently.

· There are surprisingly few Vampires around the city, and all will avoid Santa Monica. Interrogating or outsmarting the local bloodsuckers will reveal this (these Vampires are not Lost Boys, so if worse comes to worst, revealing that they are hunting these ‘abominations’ will loosen the vampires tongue)

In Santa Monica, narrowing the target down can be done with computer searches (abandoned warehouses) or by Legwork – the Vampires base is near enough to the biomedical firm and the delivery company to make it practical, but its far enough away from police and from populated areas to keep nosy lookers away, and most importantly (call for Wits & investigation rolls!) all the windows have been boarded up and blacked out!
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Act 2 Scene II: Factory of Blood

The factory is largely underground, to suit the needs of the vampires. The upper level is nothing more than an abandoned warehouse (it was most recently used for fish processing and storage, so play up the lingering stench. Following the tyre tracks or searching will revel the access panel, which leads down to the area marked START.

Most of the factory is empty corridor, which will provide cover for the players. There are guards in each of the large rooms, so stealth or combat is an option. Each of these is armed with an SMG, and have Firearms 5.

Stores: has more of the same blood packs as found in Mexico. However, there are also packs of Colas and under an area marked “BETA”. Checking the Cola cans will revel that they are counterfeit, good quality ones though.

Bottling Plant: If the players go to this room, they will see the hub of activity. Numerous vampire goons and lackies are around. They will see that cans of Cola are being manufactured, much as normal. However, there are obvious modifications to the machine, the most obvious being the clear plastic tubes, which are transporting dark red fluid…

As the Players get ready to leave this room, Clay, the Lieutenant from Mexico, will appear, and shout at the goon vampires there about “being behind schedule” and “how He will be unhappy unless they can make up for Mexico!”. Unaware of the players presence, he will then head for the most interesting room  - the Pool Room. The players can follow, undetected if they make their rolls.

Pool Room: This is where the blood is coming from – but its not human blood, its Vampire blood! Numerous comatose Lost Boy vampires float upside down in a tank, where other vampires and humans are being forced into mechanical apparatus and drained dry of their blood. This blood is then fed to the Lost Boy vampires in the tank.

The players can decide to destroy the building, or try and sneak out, or just go for Clay. As they plant a bomb, or try to escape, they will trigger a secret alarm, and an action scene!

Act 2 Scene III: (Re) Enter Clay

This time, Clay won’t run away – he knows that there’s too much chance of him coming a cropper from his boss if he looses another site. Unlike the rest of the Vampire goons, he is quite capable when he is backed into a corner. He will use Vigor, and combined with his natural strength, will do visible damage to anything he hits – punching holes in walls, smashing people throw crates, generally making a mess. Whoever is not fighting him will be attacked by the guards with SMGs.

As he is (inevitably) struck down, he will laugh deeply, and say that while they have killed him, they won’t take down his master - “Cause they had killed him before, but it didn’t take. He’s immortal. David’s Immortal!” and then die and burn to ash.

CLAY: 

Mental Attributes: Intelligence 2, Wits 4, Resolve 3

Physical Attributes: Strength 5, Dexterity 2, Stamina 4

Social Attributes: Presence 2, Manipulation 2, Composure 3

Mental Skills: None

Physical Skills: Athletics 3, Brawl (Brute force) 5, Drive 2,

Survival (Desert) 3 Weaponry 2

Social Skills: Intimidation 5, Streetwise 3

Merits: Language (Spanish) 1, Status (Lost Boy) 2

Willpower: 6

Humanity: 3

Health: 9

Initiative: 7

Defense: 4

Speed: 14

Blood Potency: 3

Disciplines: Celerity 4, Resilience 5, Vigor 4, Volation 1
Vitae/per Turn: 10/1

Weapons/Attacks: 

Punch – 10, + 4 damage when using vigor.

Act 2 Scene IV: Eye of the Storm

Yet again, the players have time to prepare for combat with the vampires. They will need to track down David, the Master Vampire. He is currently in a former Cathedral turned into a nightclub, called “Resurrection”, in downtown LA. This can be found out by interrogating a surviving vampire, or by finding a collection of flyers and promotional material for the club in the store room.

Preparing for the attack, they can get their hands on nearly anything they want, short of heavy military equipment, but vehicles like fire-engines, or converting a truck into a battering ram, all is acceptable. Stretch time to suit the situation, let the players work out a good plan of attack. In the unlikely chance the players try to make an alliance with the Local Vampires, it will fail – they have made themselves scarce.

Act 3 Scene I: Cathedral of Doom
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Resurrection is located in what was once a Cathedral, hence its impressive layout. Its walls are thick, so the only way to blow the building up would be from the inside and would require lacing explosives to all the internal support beams. There are three main ways of access – through the front doors, which are heavy and wooden, through the fire escapes on either side of the building, or through the sewers, which has an entrance into the building under the left spiral staircase – this entrance is covered by a thin layer of plasterwork – if the players wait for music to start, they can break in undiscovered. 

Inside are countless vampire minions, mainly female, all young looking, listening to the new master of their Bloodline – David! He stands at the balcony on the 2nd floor, preaching out to his offspring. The plan, he reveals, is to spread out across Los Angeles and swarm their less numerous Kin – with mass numbers, first swarm over the Vampires, then the humans, of Los Angeles.  Just as he finishes speaking, he will notice the players and call for his offspring to attack! Most have Brawl 4 or Weapons 3, a few have Firearms 3, and have 3/1 level of bashing/lethal. 

When it looks like the Players are totally swamped, enter the Vampire Biker cavalry, in the form of the Hijo Del Brujas. Unlike the local Vampires, they’re willing to kick some Lost Boy ass, and will fight to the last. This should give at least one of the players, if not more, a chance to make it to the second level, and where David stands ready.
Act 3: Scene II: The Master’s Level
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David, as a master, is quite powerful. He also has 4 powerful underlings, who are capable in a fight (Brawl 6, Weapons 4, with Damage 3 (L) blades, 2 levels Lethal health), and will fight while David stands and watches. Finally, he will drop off his coat, reveal the scars where the antlers pierced his chest, shout about the power of his blood, then fight. He is a tough opponent, so it will take either a group effort, a clever trick, or a noble sacrifice to do him in. 
David – The Master Vampire
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Mental Attributes: Intelligence 3, Wits 4, Resolve 6

Physical Attributes: Strength 5, Dexterity 5, Stamina 6

Social Attributes: Presence 4, Manipulation 5, Composure 4

Mental Skills: Academics (Religious Dogma, Popular Culture) 4 Investigation 4, Science 3

Physical Skills: Athletics 3, Brawl 4, Drive 5,

Firearms 4, Stealth 4, Survival (urban) 5,

Weaponry 4

Social Skills: Empathy 3, Intimidation 5, Streetwise 3, Subterfuge 5

Merits: Language (Spanish, French) 2, Status (Lost Boys) 5, Allies (criminal 4), Haven 4, Herd 2, Resources 4.

Willpower: 10

Humanity: 2

Virtue: Fortitude

Vice: Pride

Health: 11

Initiative: 9

Defense: 4

Speed: 15

Blood Potency: 7

Disciplines: Celerity 4, Dominate 4, Resilience 5, Protean 3, Vigor 4 Volation 5
Vitae/per Turn: 20/5

Weapons Sword – Damage 3 (L)
Armour: Leather jacket, 1/1 bashing/lethal

David was assumed dead in Santa Carla when he was impaled on a pair of antlers. He escaped, fled to Los Angeles, and slowly planned his revenge against hunters and the vampires who had rejected his Bloodline so many years previous. He will be less cocky than in The Lost Boys, but still loud, arrogant, and prone to exposition.

The Lost Boys bloodline:
The Lost Boys are vulnerable to certain ‘folklore’ weakness of vampires – this is their bloodline weakness. Essentially, they can be warded with crosses, injured with garlic, killed with a stake through the heard, burned with holy water, if they don’t’ have permission to enter. In open ground, or in their territory, or once invited it, all bets are off. The nature of this curse (for the pedantic) was a Lancea Curse put upon Max, an old-world Ventrue who sickened even the Damned. In an attempt to humble Max, they cursed him so, and even tried to make it so he could not take ghouls. His ghouled animals are as normal, however if a human drinks Lost Boy Blood, they become a half-vampire, similar to a ghoul only without the discipline limitations. When the Half-vampire feeds for the first time, they become a full Vampire. Only Max’s Old World nobility kept the Lost Boys numbers in check. Now, with David as master, they are ready to swarm like locusts.

Volation: This discipline, the Lost Boy bloodline’s unique gift, allows David to levitate, fly and do amazing physical actions. For the cost of 1 vitae, he can fly for a scene, or 1 round of combat. David only taught it to Clay, and will use it sparingly; when it seems he is cornered, he will fly to the other side of the cathedral. Treat it much the same as Celerity or Vigor.

Act 3: Scene II: Epilogue

With David defeated, the threat of Vampires swarming Los Angeles is over! The Bruja will fight to the death with the remaining Lost Boys, so blowing up the building will rid the world of both. Sam and Laddie should now have some closure on their past, Matilda and Ke should have learned about the nature of vampires, and yet again, the Frog Brothers can gloat in knowing they have brought Maximum body count! 
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Sam Emerson 
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20 years ago, you were a normal kid, whose brother just happened to become a vampire in the Santa Carla. You went toe to toe with the Lost Boys and came out standing tall.

Before you could get on with life, your brother was killed by a new vampire who came to Santa Carla; your brother tried to stop him, only to find this vampire had different weaknesses and strengths to the Lost Boys, killing him and your mother before your grandfather, the seasoned hunter, and the Frog brothers, took him down.

From your brother’s mistake you learned how deadly and variable these vampires truly were. Your grandfather became your group’s mentor, and his guidance allowed you to survive to adulthood, dying of old age only after you were capable of fending for yourself. Unlike the Frog brothers, who became proficient and dedicated hunters with age, and Laddie the ex-vampire, whose vampiric disciplines returned to a small degree at puberty, you have neither zeal nor powers to aid you in the fight. Instead, it’s a manic venom that keeps you going – not merely a hatred for vampires, just a sense that throwing caution to the wind is all that you have left, and people tend to give you a wide berth.

The others:

· Alan Frog: Way too much attention to style and reputation, sometimes you wonder if he’s more interested in his own legend than the job at hand.

· Edgar Frog: focused, bordering on the psychotic, but at least he know’s what he’s trying to do.

· Matilda Ingram: You’re not sure what she’s doing around, is she Alan’s groupie?

· Laddie Thompson: He almost got out, got to be normal, then the vamp blood kicked in and made being normal impossible. You don’t distrust him, but you worry what could happen in the long run.

· Ke Wang: He’s a science geek, so he wants to find out where Vamps come from and all that. But, the man can put down vamps with his bare hands, so you’ve got to respect his skill.

Special Abilities – Destiny: you can reroll up to 5 dice during the course of the game.
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Alan Frog:
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You and your brother Edgar were born and raised in Santa Carla, so you know all about vampires. Since that whole thing with the Lost Boys, 20 years back, you’ve been on your toes, fighting vampires, day in, day out, learning from master-hunters, like ‘Killer’ Emerson, and also establishing your own niche in the game. You like to burn them down in small groups, making sure you get each and every one.

Individual vampires, even battles, have all become a heady blur, given the amount of suckheads you’ve dusted. You’ve gotten to the point where you’re instinct is so sharp, you don’t think, you just act.

You’ve got a healthy respect for the abilities, and diversity of your opponent, but that’s where your respect for them ends. They’re an infection, a parasite, a breed of vermin, and your working your way through their entire species, one at a time. There’s a pragmatic efficiency about you, some find it cold, even psychotic, but you see it as necessary. You’re a badass, and that’s all you’ve ever wanted to be.

You recently tracked down Laddie, the ex-vampire child from Santa Carla, and your brother, to your annoyance, spared his life. The way you see it, he is just another kind of vampire, but you’re holding off on killing him, for now.

The Others

· Sam Emerson: He’s gone, and as far as you can see, the most merciful way to let him go would be to strap him up with C4 and let him take out a nest.

· Edgar Frog: Your brother overdresses and loves spreading his name around as if he was the new Van Helsing, but when he finally gets his ass into killing mode, he’s still got what it takes.

· Matilda Ingram: Edgar’s ‘assistant’. At least she’s got a nose for spotting vamps and she can swing an axe the right way.

· Laddie Thompson: First he was one, then he wasn’t, now he’s halfway back to being a vampire. He’s an asset, but as soon as he’s a liability, you’ll dust him.

· Ke Wang: The man makes the toys for the job, and he’s a good fighter. If his ‘big picture thinking’ leads to a new weapon to kill vampires, then you’re all for it.
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Edgar Frog:
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You and your brother Alan were born and raised in Santa Carla, so you know all about vampires. Since that whole thing with the Lost Boys, 20 years back, you’ve been on your toes, fighting vampires, day in, day out, learning from master-hunters, like ‘Killer’ Emerson, and also establishing your own niche in the game. You play the long game, and you know its sometimes better to let one escape to scare the rest, so they panic at even the sight of you.

You’ve long known that the best way to take out Vampires is the Master. No mean feat, since he’s going to be the eldest and most powerful, even harder when he’s surrounded by a layer of underlings and human acolytes. You cut to the quick, using subterfuge and your reputation to get straight to the core of the problem. This does make the others think you’re more of a wannabe rock-star than a vampire hunter, but when the time comes, you know exactly where to stick your blade.

You recently tracked down Laddie, the ex-vampire child from Santa Carla, and you, to your brother annoyance, spared his life. You’re not quite sure what he is, but you can see a purpose for him.

The Others

· Sam Emerson: The man’s crazy, and you don’t like a wild card interfering with your precision.

· Alan Frog: He’s got no imagination, and he doesn’t know how to appreciate the moments between kills. But the man can hunt.

· Matilda Ingram: She’s a skilled hunter and a babe. ‘Nuff said.

· Laddie Thompson: The whole ‘tortured ex-vampire’ is kinda old, but it helps to have someone who can get inside.

· Ke Wang: You’d like what he makes to be a little more stylish and concealable in an Armani, but he’s good at what he does.
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Matilda Ingram:
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You’re a listless kid from middle America, and after many fads and phases you finally settled on Vampires. At first you were into the haunted immortal thing, until you saw a hunter dispatch a troglodyte vampire near your home-town. The first hunters were rednecks with more guns than sense, but eventually you met up with Edgar Frog, a self-proclaimed rock-god of vampire hunters, who assumed you were a novice and set about ‘training you’.

Despite dressing like a spoiled teenage mall-brat goth, you’re actually pushing 30. This is mainly to throw off vampires, who think you’re a Happy meal in PVC, but it also amuses you when other hunters assume you’re a kid in over her head. You’re decent in a fight, but your real skill is your instinct, which is one step from psychic. Not acting like a High-School Jock is another.
The Others

· Sam Emerson: A whole can of crazy, but sometimes that’s what happens in this game. He hasn’t shot himself, so you assume he’s going to go out in a spectacular style.

· Alan Frog: Alan is Sam, without the funny.
· Edgar Frog: He’s pretentious, egotistical, and assumes you’re his groupie. But he’s also got some backup to his claims, and he at least knows how to enjoy himself.

· Laddie Thompson: The tortured ex-immortal, he could spend a little less time moping, maybe get some sun. But he’s honest and he knows exactly what you’re up to, so you cut him some slack.

· Ke Wang: Kung-fu super-scientist, all the Asian stereotypes in one. He’s also the only one who has an idea bar ‘kill them all’ in his head.

Special Abilities – Gut feeling: you can roll Wits & Investigation. If you get more than 5 successes, tell the GM! 
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Laddie Thompson:
Laddie was a common name when you were born, in 1910. In 1918, you were turned into a Vampire by Max, the master Vampire of the Lost Boys. For nearly seven decades you lived as a member of the undead, in a strange frozen existence. Upon Max’s death 20 years ago, you became human again. To your childish mind it had been nothing more than a strange nightmare, and after a few months with a foster family, you were as normal as any 8 year old could be.

It was only in your teenage years that you noticed you were stronger, faster, more observant than your peers, that you had abilities that were inhuman, that you realised what had happened in Santa Carla was real. Worse, you were changing, maybe not all the way into a vampire, but enough to make your life, and that of those around you, dangerous. As soon as you could, you took off, 

For years, you made your own path, and in your inexperience ended up picking all the wrong fights. You spent the last year escaping vampires from Quebec, only to be caught by the Frog Brothers as you slept in a Vancouver bus station. After 20 years of hunting, they had become both formidable and legendary, and you were surprised when Alan Frog spared your life, and offered you sanctuary. Since then, you’ve been a reluctant hunter, but you have a quiet nobility and decency that the more cynical hunters have forgotten.

The Others

· Sam Emerson: He has lost as much as you, and barely holds himself together. In all his self-destruction, he still considers you a person, not a target.

· Alan Frog: He is dangerous and effective, and you know he is just waiting for a reason to label you a liability.

· Edgar Frog: the more cunning Frog, he seems to view you as a potential weapon more than a threat, but he at least doesn’t aim guns at you.

· Matilda Ingram: She should really act her age and stop dressing like a schoolgirl. But she’s funny and not prone to acts of psychotic violence.

· Ke Wang: A little too studious of your ‘condition’, and the many facets to his personality surprise you. 

Special Abilities – Disciplines. You have effective Vitae equal to your Health. Vugor gives you 3 extra strength (in combat, adds to damage), Resiliance 3 levels of armour, and cost 1 Vitae per scene. Celerity gives you extra speed, while Volation allows you to fly for short periods, and both cost 1 vitae per scene. Dominate 1 allows you to make 1 word commands, costs no vitae, and is rolled with Intelligence + Intimidate + dominate (5 dice)
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You knew the Frog Brothers over 20 years ago, back when they were on the Comic Book/ Vampire Hunter scene. You thought it was as a load of fun, and when the Frogs disappeared, you assumed they’d grown up, gone to new schools, all normal things. You were a geek anyway, so you remembered everything they had told you, dreaming up new toys to help smash vampires.

It was only a few years ago, that your childhood dreams became reality. In San Francisco, where you lived and worked for an IT firm, you were set upon by a vampire. A lifelong combination of occult trivia, scientific improvisation and self defence classes melded into a perfect vampire-killing combination that night, and your ability astonished both you, and your slain opponent. After recovering from the shock to your system, you went about tracking down the Frogs. A few months later, you found them. They would have dismissed you as a crack, were it not for your fighting skills, and the toys you brought with you, 20 years of imagination brought into lethal fruition.

You have come to face the Vampire problem with the same logical approach you take to many things – you are methodical and tend to work backwards from what you want to achieve. You are still a bit of a geek, but that’s mainly because getting to create weapons for vampire hunting is a childhood ambition come true.

The Others

· Sam Emerson: He is almost your complete opposite, unbridled chaos to your focused calm. Yet, you seem to acknowledge each others strength.

· Alan Frog: He wants a Final Solution to Vampires, regardless of the cost. Only his track record against the worst of their kind makes him bearable company.

· Edgar Frog: He sees himself as a super-spy, and he wants your creations to match his look. But he possesses a calmness to his hunting you find admirable.

· Matilda Ingram: She is young and most likely in over her depth, but she shows promise.

· Laddie Thompson: He is not one thing or the other, a puzzle you hope to understand. He has a decency you enjoy, and an elusiveness that irritates.
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