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Most people don’t believe in monsters, but you know the truth. They’re real,
and it’s your task to bring them down. This hardcover edition of Monster of
the Week brings that adventure to life.

Monster of the Week is a standalone action-horror RPG for 3-5 people.

Hunt high school beasties a la Buffy the Vampire Slayer, travel the country to
bring down unnatural creatures like the Supernatural Winchester brothers, or
head up the government investigation like Mulder and Scully.

This book contains everything you need to tacklie Bigfoot, collar a chupacabra,
and drive away demons. In this hardcover edition, you’ll find:

» Character creation rules to bring your hunter to life and create a cohe-
sive hunting team, including fourteen ready-to-go hunter types ranging
from the Snoop to the Spooktacular, the Monstrous to the Divine.

* A stand-alone system based on the easy-to-use Powered by the
Apocalypse engine.

* Eight core moves to investigate and deal with monsters.

Thorough mystery-creation tools and two ready-to-play mysteries.

*» Example monsters like Balkan vampires, ghouls, and spore trolls.

Rules options to expand the scope and change the flavor of your game
to fit the weekly monster story you’ve always wanted to see, including
phenomena-type mysteries and alternative weird abilities.

Grab the fireplace poker and open your spell book.
That monster’s going down!
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—

Hi there! My name’s Fred, and I'm a b1t late to the party.

I've always loved the urban fantasy genre, and I've been partic-
ularly happy to see it take over primetime withyshows like Buffy the
Vampire Slayer, Supernaturaldand Sleepy HollowgYet somehow the
first edition of Monster of the Week-—a game modeled after shows like
those—flew under my radar.

But when [ finally did find Monster of the Week, man, did it bite
me hard: a system driven by Apocalypse Engine sexiness, a genre I go
ape for, and smart choices'made atjevery turn in the text and design.
The game had it alli’Twas particulafly taken by its clarity: this is a game
that’s easy to read, learn,’and putinto practice.

As is my way,l threwa lot of enthusiasm at the game. I started a
(still-ongeing) campaign inspired in part by Harry Connolly’s Twenty
Palaces series, and I wrote up a new playbook based on a particular
wizard of my acquaintance (you'll find it in this book as the Spell-Slinger).

Idalso looked into how this game was getting out into the world,
because, man, it deserves to go far. Turns out, it wasn'’t getting out into
the world in all the ways it could—it wasn't in retail distribution, and
physical copies largely only happened via print on demand.

I wanted to help bring Monster of the Week to a broader audience,
so I asked Michael Sands, the author, if he'd be interested in partner-
ing with Evil Hat to get the game out to retail. Michael was on board
with the idea. And he had a few revisions in mind, too. And I had
some ideas about improving the layout and increasing the amount of
art ... and several months later you're reading the result: a game that’s
as great as it ever was, and better in some ways than ever before.

I can’t wait to hear how it works at your table! You're in for a treat.

— Fred Hicks






00T THER

{

Most people don’t believe in mousters, but they're real.
When someone finds out that monsters are real, it's
usually just before they geteaten.

But some people are mean enough, smart enough,
crazy enoughy or hurt enough, that they live.

And somie of thosesurvivers go on a crusade against
the momnsters.

That’s you.

It could, be that you make a stand and defend your
hometown from everything evil that comes there.

It could be that you take to the road and go hunt
them down, wherever you can find them.

It could be that you have magic powers to put you
on an even footing, or that your name came up in
prophecies thousands of years ago.

The one sure thing is that you aren’t gonna go back
to your old safe life.



THERE ARE MONSTERS OUT THERE

When you play this game, most of you will create hunters, people who
have devoted their lives to killing monsters.

One player will be the Keeper (that’s short for “Keeper of Mon-
sters and Mysteries”). The Keeper will be in charge of:

+ designing monsters and mysteries for the huntérs to deal with
+ bringing the world to life
« portraying the monsters and people the huntefs meet:

The rest of you will decide how the hunters work together,to
investigate the weird situations they find, slay the monsters causing
the trouble, and save the people in danger.

Your hunters aren’t normal peoplejfyourre not even normal
monster hunters. You are the ones who/standout, larger than life and
twice as badass. You can change the world<save it, destroy it, or alter

it forever. One way or another, you will makeadifterence.




WHAT YOU'LL NEED

The game works best with three to five people, with one of you acting
as Keeper. It works with more or less people, too, but there will be
a corresponding change to how much time each person gets in the
spotlight.
Make sure you have:
+ copies of the hunter playbooks (each of these is a rules refet-
ence and record sheet for your hunter)
+ enough hunter reference sheets to go round
+ aKeeper reference sheet
+ one mystery sheet for the Keeper, or an introduetory mystery
to play (there’s one on page 161)
+ pencils and note paper for everyone
+ a pair of normal six-sided dice for each hunter (the’Keeper
won’t need dice).

The files you need can be downloaded fromi here:
https://www.evilhat.com/monster-of-the-week/ or
from https://generiégamesico.nz.

Also handy, mestly for the Keeper, is a big list of names that you
can use for the characters thatwill be part of the game (I like to use the
Story GamesiNames Project book)but a phone book or the cast and
crew listofa filmwork just as well). If you want to set your adventures
in real places you'll find a source of maps, such as Google Maps, will
also'be,useful.

It’s a good idea to have drinks and snacks for everyone, too.

A mystery is one situation for the hunters to deal with—like
a typical{monster of the week episode on Supernatural, Buffy the
Vampire Slayer, or The X-Files. Each time you sit down to play expect
to get through a single mystery in about 2-4 hours. Sometimes it
might stretch out longer, so that the mystery is split like a two-part
episode instead. The first game will take a little longer because you
have to make up your hunters at the beginning.

FIAHL LNO STTLSNOW TIAV FATHL
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THERE ARE MONSTERS OUT THERE

WHAT YOU SHOULD READ

I've written the rulebook in the order that you'll need as you play, with
all the hunters’ information first and then the Keeper’s section after.

If you want to skip that and just hit the basics, here’s some sug-
gestions:

+ Ifyou’re going to be Keeper, focus on the First Session section
(page 175): that covers what you need to prepare and what
to do for the first game. It’s best to know the hunters’ basic
moves (page 193) and playbooks (from pagé»29), at least
in passing

+ If you're going to play a hunter, read the huster playbooks
(from page 29), and about moves (pages113) and ratings
(page 27). Most important is to pick which hunter type(s)
you want to play.

+ Ifyou've played Apocalypse World{oranother game based on
those rules, such as Monsterhéarts of Dungeon World) then
plenty here will be familiar. Cheek out ratings (stats in Apoc-
alypse World) (page 27), playbookss(page 29), and basic
moves (page 113) tosget.a sense'of the main differences. Luck
is new (page 125). The Keeper's (MC in Apocalypse World)
agenda and principles (page 143), threats (page 149), and
moves (page 184) are different, and mysteries (page 144 &
page 251) and arcs (page 239) take the place of fronts.

+ If you're an experienced roleplayer who hasn’t played Apoc-
alypse World (the game these rules are adapted from),
check out the hunter playbooks (page 29) and the moves
(page "113) and ratings (page 27). From there everything
else should fall into place.

+ Ifyou want to run a game right away, skim “Running the First
Mystery” (page 178) and “On With the Mystery” (page 213)
and then read through “Dream Away the Time” on page 161.
That should be enough to get you up and running. You can
come back for more detail later.



STRUGTURE

This book is split into two main sections, The Hunters and The Keeper.
Each section contains the rules for the corresponding player role.
It’s helpful for the Keeper to be familiar with how the rules work for
hunters as well as for their own Keeper responsibilities. There’s also
no reason for other players to avoid the Keeper’s section (there are no
spoilers there, except in the example mysteries) if you want another
perspective on the rules.

FEEDBACK

If you have some feedback or just want to talk about the'game, you
can send me email at mike@genericgames.co.nz, or post»at the
Monster of the Week forum at apocalypsé-world.com/forums/index.
php?board=33.0

If you want to keep up with Monster®f the Week updates, visit
the game’s website at https://www:evilhat.com/monster-of-the-week/
or https://genericgames.co.nzwor follow @MotW_rpg on Twitter.

WHATS-NEW-N THE
HARCOVER EDITION?

With the hardeover edition of Monster of the Week, we've added in
a little'bityextra to the existing material from the revised softcover
edition—24-additional pages in all.

Erom The Tome of Mysteries supplement, we've added rules
options for alternative weird basic moves (page 318), phenome-
non-type mysteries (page 326), and an alternative, more flexible
investigate a mystery move (page 329). We've also incorporated all
of the special Luck moves from Tome of Mysteries for this book’s play-
books that didn’t have them previously.

We've also brought in two additional playbooks that previously
existed only as online downloadables: the Snoop (page 75) and the
Spooktacular (page 86). We've also added a team concept centered
on the Snoop on page 24.

FIAHL LNO STTLSNOW TIAV FATHL
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So, you're going. to béa monster hunter. I'll take you

through what happens the first time you sit down to
play: creating hunters, coming up with a team history,
and getting on~ with investigating mysteries and
slaying,someémonsters.

It’s written to tell you what you need to know in
the order you'll need it (with a few digressions along

the way).



THE HUNTERS

THE PAST SESSION

In the first session, you'll create your hunters and investigate your first
mystery.

The first step is to decide if the group wants to pick a team concept
(page 22). That’s the reason you are a team, for example, “We all
work for a secret monster hunting agency” or “We defend our home
town against the monsters that keep coming here” The Keeper may
have some suggestions based on what they’ve been planning.

If you have a team concept that needs certain hunter types, allo-
cate those first.

If you don’t have a team concept, just let everyofie picka play-
book (that’s your hunter rules and record sheet) andsee what the team
looks like. You'll work out why they are together as you create your
hunters, establish their history with each other, and as you play the
game.

The hunter types are:

+ The Chosen: a once-ordinary personwho discovered they have a
special destiny, and who has been given the power to accomplish
it. The Chosen is good in a fight, with some weird powers. E.g.
Bufty from Buffy the,Vampire Slayer. See page 30.

+ The Crooked: a criminal turned monster hunter, haunted by their
past and enémies:The Crooked is good in social situations and
has a lot.ef'contacts. E.g. Anna Valmont from The Dresden Files,
Peter Bishop from Fringe. See page 35.

» TheDivine: an‘agent of a higher power, with a mission to fulfill.
The Divine is very tough and has been granted holy powers. E.g.
Castiel fromSupernatural; Michael Carpenter from The Dresden
Files. Seelpage 41.

+| The Expert: the hunter who knows all about monsters and magic.
The Expert knows a lot of hidden secrets and how to find out
more, and also has a well-supplied base to work from. E.g. Bobby
Singer from Supernatural; Rupert Giles from Buffy the Vampire
Slayer. See page 46.

+ The Flake: a conspiracy theorist. The Flake is great at finding
things out and seeing how the events of separate mysteries are
connected. E.g. Agent Mulder or the Lone Gunmen from The
X-Files. See page 51.



