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CHANNEL #1 – INTRO 

Hi, 

This one took me a while to write. This is my comedy-mystery adventure based on “Scooby-Doo”. For a while, I didn’t know how to create do it---I new what I wanted—a gender switch—but they was a catch-22—I knew I wanted Betty to be both a female and a cat at the same-time. For sometime, I thought to kept Betty the same animal—then I recall the most famous color for ‘cats’: orange as in Garfield and Heathcliff—so I decide making a orange cat. 


To play the game, you need the following:

· Cartoon Action Hour rulebook (PFD or hard copy book)

· Pens and papers

· 12-sided dice (Called ‘D12s’)

· Some of your fellow Earthlings

· And some imagination. 
The following sections are in this file: 

· Channel #1 – Intro – This is the section you are reading right now! 

· Channel #2 – Behind the Cartoon – How did the “Betty” cartoons started

· Channel #3 – Betty’s History – Betty’s cartoon history

· Channel #4 – Betty and Co. – Files on Betty and co. members.

· Channel #5– GM Guide – How to use this and Cartoon Action Hour to play the series.

· Sub-Channel #A – Cartoon Routes – How the cartoons routes work in Betty’s world. 

· Sub-Channel #B – Betty’s Series – Betty has more then a handful of series and this channel are devoted to explaining them.

· Sub-Channel #C - Betty’s First Episodes – The first episodes of the first series of Betty.
· Sub-Channel #D – Etta, The Teenager - This sub-channel modifies Etta’s file for her new teenager version of herself. 

Logging off, 
Dr. Thinker

CHANNEL #2 – BEHIND THE CARTOON 

The start of “Betty” cartoon series began off with the events near the end of April 1968 as the networks worrying too much about ‘superheroes’ cartoons—some from the comic books and other from studios—such as Tam-Fruit and their rivals.  Surprising one of the biggest animation successful stories wasn’t a superhero comic but a gag comic about a high school student called “Amy Anderson” from “Amy Comics.” AMBO asked if they could come up with something different from “Amy”. Thomas Tamma decides to make a mystery series featuring a group of teenage rock and roll starlets that get caught up in the spooky monsters.  

After a while, they dropped ‘the rock and roll starlet’ angle and focused more on the run-ins with spooky monsters. Soon, the following members are invented for the first series

· Josephine Joggers – A female dressed in a white dress know become know as un-official leader of the group.

· Donald Berry – The group’s rich kid. Usually dress in a blue shirt and blue pants. Usually the one that gives Betty, her ‘Meow Chips’. Nicknamed, “Ado” for getting into weird events
· William Book – The brains of the group. Dressed in a yellow shirt and yellow pants. They use her to unmasked and reveal the villain behind the monster-of-the-day.  

· Anna Smith – The scary-cat owner of Betty. Know for her hungry for food—usually can eat “Meow Chips”—much to Betty’s dismay.
· Betty – A medium size orange-colored cat with white spots. She wears a red color on her neck. Dislikes spooky mystery and loves food especially “Meow Chips”. 
AMBO was a little nervous---Josephine Joggers was the first time, a girl lead a group—usually the male lead. Mr. Tama threatened to remove all of their series from AMBO—forcing AMBO to give in to Mr. Tamma. 

When the network reviewed their cartoon-line in April 1968, the number #5 cartoon was “Amy Anderson’—but ‘Betty’ cartoon was number #1. This worked pretty well---most of Betty’s series appeared on AMBO—and got though the 1970s with out many problems. AMBO was worried that no-one would watched a mystery cartoon as the action toy cartoon started to move in. Still missing a cartoon—XYZ offer more money—ad a new character to the group. This is reason behind the birth to Etta, Betty’s brave niece who looks up to her scary-cat uncle. Etta allowed the gang to get thought most of the 1980s—until 1988 in which the ‘Puppet Babies’ based on the characters from “Harry Jenson’s The Puppet Show’—forcing everyone to do kids version of their own cartoons—which allow Tam-Fruit to do some hanging some lamp shades with their routes with “A Kitten Named Betty”. 
For a while, Betty skipped the middle of the 1990s. Tam-Fruit was so brought by Mariner Sisters Studios—and make Direct-To-DVDs movies—which successfully decided to make their own Betty series. It was decently done series lasted a season in the late 1999-early 2000—thought the fans complained by Josephine losing a few brain cells. In 2002, Etta returned to the group—changed into a teenager—but still small enough to look for clues for them-Josephine regained her lost brain cells thanks to a old writer that returned. 
CHANNEL #3 – BETTY’S HISTORY
The cat, Betty, was born on 1:13 PM on July 7, 1973 to Catherina (Mommy) and Carl (Daddy). At this time, the Cat Comet (know as Goldenstone Comet, a very common comet, to the humans) was pasting Earth. Cats such as Betty’s parents believe that comets are a sign of bad luck—and anyone born under the Cat Comet will end up with more bad luck then a werewolf with a piece of sliver in his foot. 
Catherina and Carl live on a kitten farm owned by Anna Smith’s parents. Anna Smith’s friends, Donald Berry, Josephine Jogger, and William Book kept their adventures in the Hipville, U.S.A. They were not a group of official detectives yet—and most of the monster were mostly friends accidently accused of being the villain-of-the-day. They also knowledge that Betty would do anything for “Meow Chips”

William Book was assumed to be a genius brain by one of the teachers and the gang stop their mystery solving—and the gang stop solving mystery—earlier done since they weren’t a group official detectives in that point in time. As William complete all of his high-school, college school, and some of her odder protects that he need to do that might cause a death of one of her friends.  

The gang bumped into William Book after they complete college causes. The gang discovers that Betty still would do anything for “Meow Chips”.  Betty makes friendly notes to pick up Etta time to time. The gang wondered if Etta is Betty’s young sister, a cousin, or a niece. In the early 1980s, the gang discovers Etta is Betty’s brave niece as they get her for a while—dealing with mysteries.  
The gang returned for more mysteries in 1999. This time, the gang had present modern gadgets—MP3 players, cell-phone, and the biggest player of them all—William Book’s laptop computer. Also, they got official detectives on them-much to police officers around the United States’ surprise. In 2002, they were rejoined by Etta, now a teenager, but a lot more relaxed then she was in the 1980s.
CHANNEL #4 - BETTY AND CO.

SERIES GUIDE
Summary: Betty and Co. is about a group of 'meddling kids' that travel around the world dealing with false monsters arranging from aliens to zombies--and everything in between.


PC Characters: 150 CPs would be pretty good--we talking your normal humans. The Betty/Etta characters can be make with 200 CPs. PC Characters will need Detective trait and Perceptions at least at level 1. One PC character must have 'Inventor' traits in traps at least with level 1. 

Default Size = Medium


Default Vehicle Size = Very Large. 

High Trait Rating Allowed: 2 (for pre-teens), 3 (for teenagers), and 4 for adults and animals.

New Traits:

Recognize is a metal trait that acts like Knowledge--but instead of a subject--it's to recognize people from a family member to the President of the United States of America. Specials: high school students, college professors, businessmen & businesswoman, & etc.
· A person with -2 in this trait couldn't tell you what the word 'recognize' means

· A person with 0 in this traits can tell you what the word 'recognize' means--'to know some people" and has know a few people

· A person with 2 in this trait cans recognize people even if they only see them on posters, television or in movies.

· A person with 4 in this trait can recognize anyone on the face of this of this Earth

· A person with 4 (5) in this trait can recognize anyone in the entire galaxy. 

Disallowed Special Abilities: Magic and magic items, weapons, gadgets and animal companions. Talking animals are done as if they are regular human characters. One person has got to a vehicle—and only one person!
GM Notes: You could replace Betty with anything from type of animal from a large cowardly dog who loves food to a malfunctioning robot or even space aliens or even a real friendly ghost.
The following are files of thee gang as they are in the middle of the 1980s. They are made with 150 CPs. The cats are made with 200 CPs
-B&C-

Anna Smith

“The Scary-Cat Human”

Hurt Points = 37
Size = Medium 

Oomph = 1
Stunt Point = 0 
Story Hooks:

· Coward = Major

· Betty’s best pal = Moderate

· Loves food = Moderate

Traits: 

· Armed Combat = -2
· Athletics = 2/4 (Running)
· Body = 3
· Piloting = -2
· Ranged Combat = -2
· Riding = 1 
· Stealth = -2
· Unarmed Combat = -2
· Demolitions = 2/4 (Traps)
· Disguise = 1 
· Performer = 1
· Willpower = -1
Total CPs: 150 CPs

Appearance: Anna Smith is a young woman dress in a brown shirt, brown skirt, and brown and white sneakers. She is pretty tall and skinny for her medium height.

Personality: She is quite the life of the party—and enjoys foods. She hates spooky monsters even if the monsters turn out to a crook in a rubber mask—she has a feeling that one day they are going to annoy a real monster or two. She enjoys “Meow Chips” as much as Betty does—much to Betty’s annoyance. 

Background: The oldest daughter of Donald Smith and Becky Smith, who run the kitten farm where Betty’s parents give birth to Betty. Anna treated Betty as a friend—instead of another cat. They hadn’t been apart for munch time—and always getting into trouble or spooked by the monster-of-the-day.

-B&C- 

Betty

“The Scary-Cat”

Hurt Points = 37  
Size = Large
Oomph = 5
Stunt Points = 3 
Story Hooks:

· Coward - Major

· Talking Animal – Moderate

· Loves food – Moderate

· Friendly with Anna Smith – Moderate

Traits:

· Armed Combat = -2

· Athletic = 2/4 (Running)

· Body = 3

· Driving = -2

· Piloting = -2

· Ranged Combat = -2

· Unarmed Combat = -2

· Demolitions = 2/4 (Traps)

· Stealth = -2

· Disguise = 1

· Appearance = -2

· Performer = 1
· Willpower = -1

Total CP: 200 CPs

Appearance:  Betty is a large orange cat with white spots all over her. She wears a red collar with a blue tag with a golden letter “B” on it. 

Personality:  Betty enjoys fun and food, and dislike spooky mysteries. She enjoys goof-offing with Anna Smith.
Background: She was born to Catherina (Mommy) and Carl (Daddy) on July 7, 1973 at 1:13 PM while the Cat Comet passed over Hipville, U.S.A. This is the reason that she believes she is stuck with the group during their spooky cases. She believes in bad luck and will rightfully chew out any that disagree with her. The gang knows that she likes “Meow Chips” can keep turn her brave enough for few hours. 

-B&C- 

Donald Berry

“The Rich One”

Hurt Points = 41 
Size = Medium

Oomph = 2

Stunt Points = 2

Story Hooks:

· Very rich – Major

· Know for causing some short of problem on herself – Moderate

· Usually the one that carries the Meow Chips – Minor
· Weirdness magnet -- Moderate

Traits:

· Armed Combat = -2

· Athletics = 1

· Body = 3

· Coordination = -1

· Ranged Combat = -1

· Stealth = 2

· Unarmed Combat = 1

· Detective = 1

· Perception = 1

· Appearance = 3

· Wealth = 4

· Willpower = 3

Total CPs: 150 CPs

Appearance: Donald is a tall handsome blonde hair man with a white shirt and white pants.  
Personality: Friendly despite the usual myth that rich people are snobs.  He likes Josephine Jogger but he usually tries to keep Josephine’s mind on the mystery on their hands—but usually they get surprise by the villain or a running Anna and Betty.
Background: Donald Berry was born on June 30, 1965 inside a rich family. Her parents are the founder of the group paying for the vehicles that they used and repair. Donald Berry’s mother and father are doing fine in guessing where the stock market is heading.
-B&C-

Etta

“The Brave Niece” 

Hurt Points = 41
Size = Small 

Oomph = 3
Stunt Points = 1

Story Hooks: 

· Brave – Major

· Looks up to Etta – Moderate

· Likes to build traps – Minor

Traits:

· Armed Combat = -1

· Athletics = 3

· Body = 3

· Coordination = 3

· Driving = -2

· Piloting = -2

· Ranged Combat = -1

· Stealth = -4

· Unarmed Combat = 3

· Detective = 2

· Disguise = -1

· Inventor = 0/4 (Traps) 

· Willpower = 3

Total CP: 150 CPs

Appearance: Etta is a small white cat with orange spots. 
Personality: Etta is a 180 in personality from Betty. Etta is brave for her size and looks up to Betty. She sometimes set up a Catty Trap for the villains—but usually she is upset when she hooks Betty and company.

Background: Etta was born on July 12, 1979. She joined the group at the start of the 1980s. She is related by Kitty, Betty’s sister—making Etta a niece of Betty.   

-B&C-

Josephine Jogger

“The Leader”

Hurt Points = 48
Size = Medium

Oomph = 2
Stunt Points = 2

Story Hooks: 
· The Group’s Leader – Major

Traits:

· Armed Combat = -1

· Athletics = 4

· Body = 4

· Driving = 3

· Piloting = 1

· Ranged Combat = -1

· Stealth = 2

· Unarmed Combat = 3

· Detective = 1

· Perception = 1

· Willpower = 4
Special Abilities:

Clue Carrier

(Vehicle SA, Power Level: Low, Effect: High)

This orange van with red flowers and green letters reading: “Clue Carrier” on it.  Despite Donald’s parents paying for the van, the van is usually driven by Josephine.  Most versions of the van contain a small computer lab for William Book—a gift from the government of the state that Hipville, U.S.A is in.

Modes of Travel = Land (2 SCP)

Traits =

· Armor = 1
· Body = 4
· Maneuverability = -1
· Speed = 1
· Stealth = -1
· Computer = 1
· Detective = 1
· Knowledge = -1/2 (Crimes)
· Appearance = 2 
Size = Very Large 

Capacity = 12 enclosed (22 SCPs)

Structure Points = 150

Vehicle Damage Modifier = 10
Story Hooks =

· Breaks down a lot -- Major

Total SCP Cost = 50

Total CP Cost = 60

Appearance: Josephine is a tall beautiful young woman dress in a pink shirt, pink shoes, and pink sneakers. 

Personality: Serious to a fault. She is always trying to find the clue with the accidently help of cowardly Betty and Anna. She is a bit annoyed at them for ruining her traps. 

Background: Josephine was born to the Joggers on April 14, 1961. Josephine is considered the first jock girl in the history of Hipville, U.S.A. She knows how to handle the chicken acts of Betty and Anna.
-B&C-

William Books

“The Brain”

Hurt Points =

Size = Medium

Oomph = 1
Stunt Points =0
Story Hooks:

· Genius – Major

· Becomes blind as a bat, if he loses her glasses - Major

Traits:
· Armed Combat = -1

· Athletics = 1

· Body = 1

· Coordination = 1

· Ranged Combat = -1

· Stealth = 2

· Unarmed Combat = 3

· Computers = 1

· Detective = 3

· Perception = 3

· Inventor = 0/4 (Complex traps)

· Knowledge = 3 (Hipville, U.S.A.)

· Knowledge = 3 (Laws)

· Knowledge = 3 (Crimes)

· Appearance = -1 

Special Abilities:

Nearly-Blinded
(Misc. SA, Power: High, Effect: Middle)

William Book has a genius brain—though if he loses his glasses, all metal traits go down to -3. If the glasses are returned—or a spare pair of glasses’ is given to him—all traits are restored to their rightful levels 

Bonus: Advantage, Major (If his glasses are return or he gets spare pair, all traits return to above traits written above.)

Restrictions: Disadvantage, Major  (All metals traits go down to -3 until William gets his glasses return or a spare pair is given to him.)
Total CP = 4

Appearance:

William appears as an average looking teenager with a yellow t-shirt and yellow pants.
Personality: 

William is a quiet male. He is usually the one that unmasked the villain-of-the-day and reveals the villain’s plot.

Background:
William was born on Oct. 31, 1973. William parents were known for running a library on Hipville, U.S.A’s Main Street. 

CHANNEL #5 – GM MASTER GUIDE

This channel is for the Game Master Guide. It explains things for Betty’s cartoon world. 
SUB-CHANNEL #A – CARTOON ROUTES
This sub-channel explains the rule cartoon universe for Betty’s universe. It may have started earlier then any 1980s cartoon but rules still suit the series.
Morality:

The group is pretty good—despite being a bit on the nosy side of things. The villains usually say, “I would have gotten away with it if it wasn’t for those noisy kids and their stupid cat.”

Optimism:

Pretty light despite all the spooky locations that gang has to deal with. 

Exaggerate Action:

This is mostly done for Anna’s and Betty’s chase scenes with the fake monster of the day.
Coincidence:

Usually, the group can solve the mystery once three clues are found—usually after the monsters chasing the living daylights out of Anna and Betty. 

No Villains?

There is no rouge gallery for them. The fake monster of day and who behind it is changes every episode. 

Comic-Relief Characters:

Betty and Anna are the comedic relief for this series.

SUB-CHANNEL #B – BETTY’S SERIES
This sub-channel summarizes the series that Betty had from 1969 to present day. 
#1 “What Happen To You, Betty?”

Time Period = 1969-1972
Lengths: 30 minutes

This series is the first series. It lasted for three seasons. See Sub-Channel #C for first few episodes of this series.

#2 – “The New Betty Movies”

Time Period: 1972-1974

Lengths: 1 hour

The title is a lie. This series is just the group dumping in famous stars—and it doesn’t matter if the star is either fictional or dead in the real world.

#3 – “The All-New Betty Show”

Time Period: 1974-1977

Lengths: 30 minutes

This series returned Betty and company to their usual mystery. This series lasted three seasons. 

#4 – “Betty All-Star’s Funny Cartoon Sport Show” 

Time Period: 1977-1979

Length: 1 Hour

This is two shows in one.  The “B.A.S.F.C.S.S.” is the first half which was a weird four-ways sport contest between Tam-Fruit’s funny animals, human-type characters, super-heroes, and new villains. If the funny animals wins, the second half was collection of funny animals cartoons, if the human-type cartoons—a mystery featuring human-types is use—usually a old “Betty” cartoon—the super-heroes win—a super-hero cartoon is use. If the villains get lucky, it’s a random pick by the upset computer judge.  It lasted three seasons.
#5 – “What Happen To You, Betty?”
Time Period: 1979-1980 

Lengths: 30 minutes

This series was calmed to be forgotten episodes of Betty’s first series—but more of follow-up to “The All-New Betty Show” as Betty and Anna become more coward. It lasted one season.


#6 “The Betty and Etta Show”

Time Period: 1980-1982
Length: 30 minutes

1980-1981

1981-1982

This series introduce is to Etta, Betty’s brave niece. Last two seasons

#7 – “Betty and Etta’s Fantastic Adventures”

Time Period: 1982-1985

Lengths: 30 minutes

This Betty, Anna and Etta had them on weird adventures meeting up with real monsters and ghosts. The half-hour were spited in two Lasted four seasons
#8, “Betty’s Beautiful New Mystery”

Time Period: 1985-1987

Lengths: 30 minutes.

1985-1986

1986-1987

Two seasons—Donald returned-and also does the mystery format. Josephine and William visit time to time. Etta is usually the one that set the traps in these episodes. 

#9 – “What’s Up Now, Betty?”

Time Period: 1999-Now.

Still going on—this is the most recent version of a series. Everyone has modern day gadgets (MP3 players, cell-phones, and laptop computers), the first season had a brain drain for Josephine—but she regained them in the following season. A mellow-out Etta returned the following season. 
SUB-CHANNEL #C – BETTY’S FIRST EPOSIDES
The sub-channel is a collection of epos ides from the first season of the first “Betty” series. Since the villain is usually masked as a monster of the day—I will give you POSSIBLE VILLIANS. The clues are up to the Game Master/.
Episode #1 -- “A Bad Knight” 

Summary: On the way home from the movie theater, Anna and Betty discovers a stop pick-truck with empty suit of armor. This armor is revealed to the Magic Armor of the White Knight, Morgan’s Fe Lay’s spy in Knight Arthur’s Court—and they are legends about the White Knight ghost arriving in the armor every time the moon is full.

Possible Villains:

· Prof. Donald Doyle – an English Professor who was suppose to deliver the armor to the history museum. 

· Mr. Jones – The curator of the history museum.

Notes: A different title cartoon was used—having Betty and Anna looking over the empty armor. 
Episode #2 – “Betty, Do You Sea A Clue?”
Summary:  The group spots a mystery driver dressed in a scuba-suit covering with glowing seaweed. They learn it might the ghost of Capt. Slicer, who ship was sunken by a yacht a few years ago.  

Possible Villains: 

· Capt. Slicer – It’s possible that Capt. Slicer may be real ghost. 

· Mr. Susan Slicer – Capt. Slicer’s witchcraft-loving  

· Eve Illa Dolphin – The keeper of the marina. 

Notes: This title shows Betty in her scuba-suit on swimming away form Capt. Slicer’s Ghost. 

Episode #3 – “The Weird Park Is No Fun For Me!”

Summary: The group is surprise when they discover to discover a mystery person running the local fairgrounds after the season is over. The next night—the mystery person is acting stranger then Betty on Thanksgiving!

Possible Villains:

· The Mystery Person – It could be real ghost or alien.

· Dave Park – The owner of the park

· Donna Park – Dave’s wife

Notes: The regular title card is show for the first time—featuring the entire group (At this point: Anna, Betty, William, Josephine and Donald) running. 

Episode #4 – “Please, No Moriaty Here.”
Summary: The group ends up at the home of Prof. Mike Moriaty, the famous decent of Moriaty—who is worried that he is being take-over by no-one then his ancestor crime-lord, Prof. James Moriaty.  
Possible Villains:

· The Ghost of Prof. James Moriaty – Could be true. 

· Prof. James Moriaty – The owner of the house

· Tina – The maid of the house

Notes: This is the first time that heroes of this cartoon scare the bad guy intro a workable trap!  

Episode #5 – “A Haunted Circus Is No Place For A Scary-Cat”

Summary: The group has a clue call with two circus stars on a bike. The circus they left is haunted by a mystery Thomas the Bad Clown, a ancient clown that vow revenge on all circus across the global.

Possible Villains: 

· John Ticket = The ticket keeper of the Circus

· Atlas = The strongman from the Circus

· Tina = A female midget

· Mr. Carol Circus = The ring master

· Thomas The Bad Clown = Might be a real Clown

 Notes: Betty and Anna are able to successfully catch the bad guy in this episode.

Episode #6 – “Please, Phantom, Wax Off!”


Summary: The mystery Wax Phantom attacks the local Television Station---because of an upset wax worker—Josephine heard the “music of another mystery” on this caper. 

Possible Villains:

· The Wax Phantom – Yes, it’s possible that Wax Phantom is a living creature. 

· Diva Dark – The creepy wax creator. Thinks Wax Phantom is doing its job.

· Jessica Vent – The star know for her stunt shows.

· President Smith – The owner of the television 

Notes: The first time that Josephine uses her “I think I heard the music of another mystery” line. The time the villain of the day uses the line: “I would have gotten away with it if it wasn’t for those noisy kids and their stupid cat.”
Episode #7 – “Rated Arghh!”
Summary: The gang has to deal with the mystery ghost ship and the annoyance of Captain Blackheart and his pirate ghost henchman. 

Possible Villains:

· T.L. Sugam – The CEO of the company that has trouble with Capt. Blackheart
· Mr. Richardson – Mr. Sugam’s butler

· Dr. Larry London – The person give the gang some information on T.L. Sugam and Capt. Blackheart
· Eve Illa Dolphin – The marina’s keeper

Episode #8 – “The Frozen Nightmare From The Past”

Summary: The group delivers a frozen caveman to the ‘Sea Park’—but when they forget Betty—they return to discover that frozen caveman has been 1) unfrozen and 2) wrecking the place. 

Possible Villain: 

· Prof. Livestone – One of the two professor working over-time at the Sea Park

· Prof. Stanley – One of the two professor working over-time at the Sea Park

· Dr. Sea – The owner of the Sea Park.

Note: First mention of Etta in the first series.

Episode #9 – “The Mask of Zombie King”

Summary: The group deals with a mystery sliver mask, Chinese zombie and their evil king while in San Frisco. 
Possible Villains: 

· Artie – A police officer

· Li Mo-Ti – A art dealer

· Dr. Poi-Re – A library
Note: This is the first time that the series takes place in regular town in United States of America.  

Episode #10 – “Mine Your Scares, Please”

Summary: Thanks to bad reading that group enters ghost town that is been haunting the Mystery Miner.

Possible Villains:

· Joe Stuff – The owner of the local hotel

· Tim Tough – Joe Stuff’s workhorse
Episode #11 – “Just Ape-Ing Around” 

Summary: The group is on location of a movie shooting a B+ movie called “The Attack of the Apes”—when the local myth about the Ape Man becomes a reality—or is it!

Possible Villains: 

· Candy Center – A actress

· John Pencil – A writer

· Thomas Camera – Camera man

· Tina Toy – Candy’s stunt double

· Thomas Toy – Candy’s sister and actor for the fictional movie version of the “Ape Man” 
Episode #12 – “Don’t Get Gold Feet”

Summary: The group ooks at a spooky lodge hunted by the mystery Snow Beast. 

Possible Villains:

· Mira Fugi – A Chinese who had a close call with the Yeti.

· Mr. Kettle – The owner of the lodge

· Mr. Ants – A guest who wants to kept his stuff safe
Episode #13 – “Don’t String Me Along!”
Summary: The group discovers a empty violin case fill with bill leading to the mystery Puppet Master 

Possible Villains: 

· Perry Piper – A legendry puppet maker and performer

· John Watch – The watchman of the theater

· Bill Broom – The upset janitor of theater

SUB-CHANNEL #D – ETTA, THE TEENAGER 

This is sub-channel is to show the file for the modern teenage version of Etta. This has been made with 250 CPs. 

Etta
“Betty’s Brave Niece”

Hurt Points = 

Size = Medium
Oomph = 5

Stunt Points = 3
Story Hooks:

· Betty’s niece – Major

· Brave – Moderate

· Mellowed out – Moderate

Traits:

· Athletics = 4

· Body = 4 

· Coordination = 1

· Stealth = 1

· Unarmed Combat = 4 

· Computers = 1 

· Detective = 2

· Perception = 2

· Willpower = 4 

· Appearance = 1

· Streetwise = 1

Total CPs: 250 CPs
Appearance: Etta is a medium white cat with orange spots. 

Personality: Etta is a 180 in personality from Betty. Etta is brave for her size and looks up to Betty. She has mellowed out from the 1980s—and stopped setting up her traps. 

Background: Etta was born on July 12, 1979. She joined the group at the start of the 1980s. She is related by Kitty, Betty’s sister—making Etta a niece of Betty.   

