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Darryl Snuff – Bounty Hunter!  
  
Ever wondered where ghosts, werewolves, demons and all the spooky-ooky things that haunt the 
shadows come from? Well, twelve year old DARRYL SNUFF knows - they’re on the run from PURGE 
CITY, shanty town of the dead, and only a very special kind of bounty hunter can track ‘em, catch 
‘em and take ‘em back. You have to be a medium – a psychic able to see the dead - and trained to 
channel that power into the real world through the use of PSYKATA’s and you can then use your 
power to catch spooky-ooky’s. Daryl, like the rest of his family, is a medium and when he’s old 
enough plans join his older brother MIKE family business, SNUFF BROS, as an occult bounty hunter.    

 
Snuff Bros used to mean Darryl’s dad and uncle, but that was a long time ago before they both 
disappeared leaving Mike in charge. Technically it’s Mike and Darryl, but, to be perfectly honest, 
it’s really just Mike for now as Darryl’s stuck in boarding school. Mike’s a real pain. He won’t teach 
Darryl anything saying he’s too young, which is why Darryl’s had to teach himself. Which is also 
why that Zombie horde got accidentally unleashed at Darryl’s school following due to a slight 
miscalculation on Darryl’s part. Which is also why Darryl’s just been expelled.  

 
Basically, what I’m saying is, it’s Mike’s fault.  
  
Unfortunately Darryl never gets a chance to explain any of this to his big brother. Arriving back at 
the Snuff Bros office and poised to do some serious explaining he instead finds it in ruins and Mike 
a lumbering soul-less Golem. Knowing that without a soul it’s only matter of time until Mike’s body 
completely collapses Darryl does what any little brother would do, he decides to do whatever it 
takes to save his brothers soul. He grabs THE LIST – the catalogue of all the ‘at large’ spooky-ooky’s 
out there - and hits the road.  

 
Darryl’s plan is simple: catch enough of the spooky-ooky’s he can and drag them kicking and 
screaming back to Purge City and deliver them to EL NICK, boss of the whole place and gatekeeper 
of the Up & Down. If he can catch enough he may just be able to buy back Mike’s soul from El Nick 
a piece at a time and save his life.   
 
It won’t be easy.  
 
Unless Darryl can find someone to teach him the higher Psychic-Kata’s – the martial arts-like 
movements that channel, focus and direct psychic energies – ‘cause without some serious skills 
he’s dead meat.   
 
The spooky-ooky’s aren’t about to come quietly! 

 
Problems come in three’s. 

  
Let’s get something straight, Darryl is talented - in fact he might be the most naturally talented 
medium the world’s ever seen – but it takes years to master the psychic arts and there are serious 
dangers. Misuse of the Psychic-Kata’s grants terrible dark powers chief amongst them the ability 
to raise the dead. Such evil practitioners are known as Necromancers because of this power and 
the most feared of them all is the dreaded Mister Shadow.   
  
Darryl needs an Obi Wan and fast!  
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The next problem is transport. It’s tricky to track down spooky-ooky’s when all you’ve got is an 
oyster card, Darryl needs wheels. Put it this way, the only time Darryl ever got behind the wheel 
of THE SNUFF WAGON - the monstrously powerful, gadget-stuffed, converted hearse Darryl’s dad 
built for catching spooky-ooky’s – he crashed it straight through the wall of this world and into the 
afterlife. A can-do attitude, bags of enthusiasm and inventiveness will get you only so far.  

 
Darryl needs a wheelman.  
  
The last fly in the ointment is how do you track the spooky-ooky’s? Most of them gravitate to the 
older parts of the world like castles, ancient woods and mist shrouded moors, but some like the 
bright lights of the big cities. How the heck is one admittedly talented, devilishly handsome and 
naturally gifted twelve year old supposes to find ‘em?  
 
Well, Darryl, being mucho resourceful, has the answer…  
  
ARTHUR!  
  
Refugee from Purge City and legendary trainer of mediums. Standing five foot three in his socks – 
a foot of that is beard – Arthur is easily mistaken for a Zombie as he looks like he’s just been dug 
up, but he’s just really, really old. Old, grumpy and the sourest man in the world. Not impressed? 
Well, you should be, because Arthur was El Nick’s right hand man for a millennia and holds PHd’s 
in Numerology, Demonology and Advanced Sorcery from the University of Oxbridge (distance 
learning). Arthur trained both Darryl’s uncle and his dad, but swore of teaching and the occult in 
all forms following their mysterious disappearance. Convincing him to help is going to take some 
doing, but Darryl has complete confidence in his winning personality and charming smile. 
 
Yeah, right.  

 
Because, you see, there’s a serious complication called Zoë. 
 
Zoë is Arthur’s sarcastic, annoying, deeply patronising and beautiful fifteen year old adopted 
daughter. Well, we’re assuming Zoë’s beautiful, but it’s hard to tell under the dungaree’s, coating 
of engine oil and the tools that hang off her like spines from hedgehog. Born with a spanner in her 
hand Zoë is a genuine mechanical genius and can build just about anything out of, well, just about 
anything! She despises the occult – especially twelve year old psychics who act first and think later 
– and won’t let her dad anywhere near Darryl or his soul-less brother. What’s truly frustrating is 
Zoë’s an amazing driver and her behind the wheel and under the bonnet would solve Darryl’s 
transportation problems. When you really think about it Zoë’s just about perfect.  
 
At least, that what Darryl thinks. Not that he’d ever let her know it. She’s a girl!  
  
And then there’s ERROL.   
  
Errol hates the sight of blood. Errol is afraid of the dark. Errol is a coward and Errol is also a bat. A 
South American Hoosier Bat to be precise, and, as everyone knows, Hoosier Bats are the greatest 
occult trackers in the world. That’s the only reason Darryl puts up with Errol’s cowardice, phobia’s 
and his neurotic behaviour, but, unbeknownst to Darryl, Errol has a deep dark secret that he guards 
as fiercely as Zoë guards Arthur’s retirement.  
  



 Copyright © Jon Hayes              All Rights Reserved  

 jon@strangeradio.co.uk  3 

Darryl needs them all if he’s to have any hope at all of tracking enough bail jumpers to buy back 
Mike’s soul, but none of them have the slightest interest in being part of Darryl’s quest.  
 
So, the first job is to get them all on-side.  
 
How hard can it be? 
  

What the hell is Purge City?  
  
EL NICK is overworked, over-stressed and surrounded by idiots. At least that’s what he thinks and 
who’s going to argue with the demonic overlord of PURGE CITY, shanty town of the damned. El 
Nick is an overworked administrator whose forked tongue, tail and horned visage are somewhat 
at odds with his horn-rimmed glasses and love of filing. Charged by the powers that be to decide 
who goes ‘Up’ and who goes ‘Down’ Nick takes his job very seriously although he’d rather be 
drinking tea and watching Deadenders, Purge City’s top rated sit-com. 
 
Nick’s job used to be so easy, but these days it’s horribly complicated trying to figure out good 
from bad and as a result Nick’s current backlog is one hundred and sixty three years long!  
  
Nick sits in the middle of Purge City in front of the great doors that lead either ‘Up’ or ‘Down’ 
endlessly pouring over case notes and listening to appeals, and arguments that would make you 
and me go mad! But, with the patience of a saint, which is a little ironic considering, Nick plods on. 
As he does the backlog inevitably grows and so does the city, which has evolved into a great 
sprawling shanty town of lost souls, ghosts, ghouls and monsters all waiting for judgement.  
  
The part of his job that really bothers Nick is the escapees. Those spooky-ooky’s who somehow 
find a way to sneak across the border into our world and go on the run. When that happens Nick 
adds their details to THE LIST names a price and waits for someone somewhere to bring the 
escapee back to judgement.  
 
The world is a delicately balanced place and too many spooky-ooky’s tip the balance in favour of 
the Necromancers increasing their power and threatening us all. It’s the bounty hunters like Snuff 
Bros who make their living tracking the escapees down that maintain the balance of good and evil.  
 
Worrying about it is what’s given Nick ulcers for a thousand years and why tea, and Deadenders 
are all he dreams about.   
  

What are the Psykata’s and how do they work?  
  
Being a medium simply means being able to communicate with the dead. This is normally done in 
the hope of learning about the future, which is laughable, as The Dead are, for obvious reasons, 
much better on questions concerning the past. However, the truly gifted practitioner – one with 
exceptional psychic gifts – can train him or herself through a series of specific movements to 
become aware of the powerful energies that bind the world together, and control them. 
 
Certain ritual movements and actions known as PSYKATA that appear much like a martial art, once 
mastered allow the gifted medium to harness the powerful energies and use them. Mediums 
trained in the use of Psykata use these martial forms to focus psychic energies for attack, defence 
and the more ritualised forms - sometimes called spells – to open doorways to other realms.  
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As the medium progresses and learns the higher Psykatic levels and most advanced forms 
remarkable feats are possible, but the risks can be terrible. Training in the higher levels places 
enormous strain on the source of the medium’s power, his or her soul. Periodically an active 
medium must re-charge his soul by filling it with life or risk losing it entirely. This simply means 
experiencing something new, wonderful and fun. For that reason mediums are always the life and 
soul of any party… they have to be, and Darryl is no exception. 
 
Mastering the forms takes a disciplined mind and years of study, but Darryl Snuff is a prodigy and 
perhaps the most naturally gifted medium the world has ever seen. At twelve with no training at 
all he’s already mastered the basics and has even accidentally raised the dead, but is painfully 
unaware of the dangers.  
 
Physically raising the dead – the creation of Zombies - is a power used exclusively by ‘dark 
mediums’ more commonly known as NECROMANCERS. These are mediums who have dedicated 
themselves through poor training or a desire for power as an end in itself to the exploration of 
DARK-KATA, also known as the NECROMANTIC FORMS. Without guidance and proper training 
Darryl runs the risk of allowing Dark-kata to take hold. If that were that to happen, Darryl would 
become a terrible empty creature, full of evil and hate – a NECROMANCER.  
 
When Arthur learns that Darryl accidentally raised a Zombie horde at his school he reluctantly 
agrees to train the gifted young medium. If Arthur decided not to train Darryl, Darryl’s quest to 
buy back Mike’s soul would almost certainly turn him into a Necromancer. Considering Darryl’s 
gifts he may even become a more terrible entity than the nightmarish MR. SHADOW.  
 
Once a powerful medium Mr Shadow is now a howling, twisted being controlled by the darker 
energies, he once sought to control. He works tirelessly to raise as many spooky-ooky’s as possible 
in the hope of tipping the balance of the world in his favour in the hope that one day he may be 
able to step out of the shadows forever. The only way for a Necromancer like Mr Shadow to 
replenish his power is to feed on the souls of other mediums, the more powerful the better. 
 
When Mr Shadow finally becomes aware of Darryl his potential power is so great that absorbing 
him may allow Mr Shadow to finally tip the balance of the world to darkness. Slowly, as time 
passes, Darryl will become aware that there is far more than Mike’s soul at stake here and should 
Mr. Shadow succeed in absorbing his power it would unlock forces that could destroy the world! 

 
Where do the stories come from?  

  
At the core of the series is THE LIST, which catalogues every single ghoulish n’er do well who’s ever 
given El Nick the slip since the beginning of time.  These ‘monsters of the week’ might come from 
ghost stories, urban legends, classic horror stories, fairytales, or from the rich well of myth and 
legend. Some adventures will be scary, whilst others will be fun, but each will have Darryl’s 
wisecracking team of mismatched bounty hunters at their heart.   
  
Each week Arthur will pick a new nasty from The List for the team to track down. Each spooky-
ooky designed to test Darryl’s growing powers and help him develop as a medium in the right way. 
It’s painful and dangerous, but Arthur knows that Mr Shadow is never far away, and before long 
Darryl will have to face him.   
  
When he does, he’d better be ready.   
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Darryl’s motivation to keep on going and to push himself when Arthur’s training seems impossible 
is Mike, Darryl’s older brother. Mike’s slowly decaying body provides a ‘ticking clock’ and a 
constant source of tension as he visibly decays the longer he’s without his soul. Unravelling how 
Mike lost his soul and what could possibly turn him into a Golem will be a running story throughout 
the series.   
  
The absconder of the week may sometimes simply be a powerful dark creature that has to be 
overcome, but it may just as easily be a lovesick Werewolf, a lonely Vampire desperate to fit in, or 
a horrifically smelly swamp Demon angry at the world due to his apocalyptic BO. Overcoming these 
foes will take brains as well as brawn and sometimes the monsters are far more complex and 
sympathetic than Darryl ever expected.   
  
Periodically when the SNUFF WAGON is full to bursting with absconders Darryl and the team will 
have to make the perilous journey to PURGE CITY, Shanty Town for The Dead, and negotiate with 
El Nick. Purge City is overcrowded home to the thousands of ghoulish creatures awaiting 
judgement and each one has a story. Sometimes Darryl finds himself or a member of the team 
sucked into one of these stories and an entire episode will take place in Purge City.  
  
Some weeks, when Darryl has used too much of his soul and is feeling dangerously drained, he’ll 
have to recharge his batteries by doing something fun. One week it could be snowboarding with 
the abominable snowman in the highlands of Scotland or perhaps a mad weekend at a haunted 
funfair or even going on a ghost walk through the winding back alleys of old London. Whatever it 
is you can rest assured that Darryl Snuff will drain as much life as he can out of the experience.  
 
After all, he has no choice!  
  
Slowly, as Darryl perfects his Psykata and attains the higher psychic levels, he will begin to become 
aware of Mr. Shadow just as Mr. Shadow will become aware of him. Arthur, of course, is keenly 
aware of the threat posed by Mr Shadow from the start, but he does his best to shield Darryl from 
the danger as long as he can. Zoë, being super smart, is well aware that her dad is keeping 
something from her and is determined to uncover his secret. She can’t understand why Arthur 
insists on training Darryl, but try as she might to stop him, her dad continues.  

 
Its lucky Arthur’s as stubborn as he is because pretty soon Darryl’s bound to run into Mr Shadow’s 
henchmen, Dapper Dan the Dead Man and Professor Craven. The former being the coolest Zombie 
ever to shuffle off the mortal coil and the latter a scientific genius possessed of an army of 
genetically engineered mutant super Zombies. Their effectiveness only limited by the fact they’re 
three inches high. This being a regrettable side effect of the super Zombie process that the 
Professor seems unable to solve.    
 
Behind both of them and the plague of spooky-ooky’s that are causing El Nicks Ulcer to grumble 
and Arthur to grow ever grumpier, is Mr Shadow and his terrible plans. That and the horrifying 
secret of his true identity … 
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Main characters.  
  
Darryl Snuff. - Twelve years old full of life and mischief, Darryl is the most naturally gifted  
medium the world has ever seen. He also has a true talent for getting himself into sticky 
situations, which his natural optimism and inventiveness always seem to get him out of. Well, 
almost always.  
  
Mike Snuff  - Darryl’s older brother. At present, following his mysterious accident, Mike is currently 
a lumbering soul-less Golem. This renders him mute, devoid of personality, but hugely strong and 
almost impervious to damage. However, somewhere buried deep inside, is a tiny spark of Mike’s 
former self, which sometimes shines.    
  
Arthur Drone - A tiny, grumpy old man, best described as the short end of nothing whittled to a 
fine point, Arthur’s encyclopaedic knowledge of magic, Psykata and all points in between is 
staggering and in Darryl he recognises huge potential. If only the infuriating little git would stop 
mucking about and focus.   
  
Zoë Drone - Arthur’s fifteen year old step-daughter. A mechanical genius, Zoë would be beautiful 
if you scraped off all the engine oil, but her sarcastic tongue makes it impossible to get close 
enough. Zoë’s disdain for magic and Psykata puts her in constant conflict with her Dad and Darryl, 
but her ability to build just about anything and her gifts as a wheelman are invaluable. Just please, 
don’t let her know it.   
  
Errol – Like all South American Vampire Bats Errol is a natural tracker, able to sniff out spooky-
ooky things wherever they hide. He is, however, a little handicapped by the fact that he hates the 
sight of blood, is something of a coward and is afraid of the dark.    
  

The bad guys.  
  
Mr. Shadow – Mr. Shadow is a terrifying creature possessed of dreadful powers and utterly evil. 
He works tirelessly to increase the number of spooky-ooky entities abroad in the world as each 
new nasty slowly tips the balance from light to dark, and increases his power. Mr. Shadow hungers 
for the souls of psychics and in Darryl Snuff, the most naturally gifted medium in the world, he sees 
an almost limitless source of power.  
  
Dapper Dan the Dead Man – Mr. Shadow’s chief aide, Dapper Dan is the vainest Zombie ever to 
shuffle off this mortal coil. A fan of jazz and Frank Sinatra, Dan can often be found propping up a 
bar in some shadowy back alley, crooning some of the great man’s hits. He has an outfit for every 
occasion and Dan’s vanity knows no bounds, which is ironic as he’s slowly falling to bits!  
  
Professor Craven – The brains behind Mr. Shadow’s operation, Professor Craven is the only entity 
in this world or the next to rival Arthur’s knowledge and understanding of the spooky-ooky things. 
Cruel in the way only a truly detached scientist can be, Professor Craven uses scientific methods 
to increase his understanding of the occult and his lack of sentiment means he’s capable of almost 
anything, no matter how terrible.  
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Supporting characters.  
  
El Nick - Boss of PURGE CITY and gatekeeper of the UP AND DOWN. An overworked administrator 
with a one hundred and sixty three year backlog, El Nick presides over the chaotic administration 
of Purge City and ultimately judges who goes Up, and who goes Down. It’s to El Nick that Darryl 
has to periodically deliver the absconders and it’s Nick who will finally decide when Darryl has done 
enough to buy back Mike’s soul.  

  
Example stories.  

  
Why Werewolves Sing The Blues.  

Passing through the coolest part of London, Hoxton, Snuff Brothers learn that a 
notorious Werewolf is terrorizing the locals – although they’re far too cool to 
admit it. Although the Werewolf doesn’t appear on The List, Darryl’s never seen 
one and against Arthur’s express orders decides to track him and free the cool kids 
from the threat, but when he does he realises that it’s the cool kids who’ve been 
persecuting the Werewolf and Darryl’s led them right to him.  

  
Swampy.  

When Zoë complains that days cooped up in the Snuff Wagon have made 
everyone stink, Arthur decides they need a break at a nearby health spa. On 
arriving they discover that a particularly smelly Swamp Demon has taken up 
residence turning the whole place rancid. Darryl squares up to the Demon intent 
on taking him in, but how do you fight something that smells so bad you can’t get 
within fifty feet?  

  
To Larp or be Loved.  

When Arthur begins to suspect that a notorious Vampire is hiding out at a remote 
castle in the Scottish Highlands amongst a group of Live Action Role Players 
(LARP’S) pretending to be vampires, he sends Darryl and Mike in to find him. Once 
inside, they quickly locate the Vampire, but when one of the Larpers turns up dead 
despite the vampire being under lock and key, Darryl begins to suspect that there 
might be more than one vampire at play in the castle. The only question is with 
everyone sporting fangs and a cape which one is the real vampire!?  

  
How Many Banshee’s Does it Take to Change a Lightbulb?  

When Zoë learns that her favourite rock band THE SCREAMING BANSHEE’S are 
due to play a club near the Snuff Bros office, she takes a night off and Darryl invites 
himself along much to her annoyance. At the gig Darryl realises that the lead 
singer is actually a notorious Banshee and grabs him live on stage. The audience 
goes wild and too late Darryl realises that The Screaming Banshee’s music 
somehow turns teenage girls into mindless Zombies, intent on mayhem. The 
teenage Zombies rush the stage and Darryl finds himself trapped in the maze of 
rooms backstage on the run from a Zombie horde… and what’s worse is Zoë’s the 
one in charge! 

  
Who lost The List?  

It’s St Patrick’s day and Arthur finds himself the victim of a series of increasingly 
cruel practical jokes that culminates with someone stealing the list. Everyone 
blames everyone else and the team split up under the strain. But when something 
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steals the Snuff Wagon Zoë realises that they’ve somehow fallen victim to the 
most mischievous of all spooky-ooky’s, a BOGGART and have until the end of St 
Patrick’s day to find the tricky little sod or forfeit everything he’s stolen, forever.   

  
Why You Should Never Annoy The Thing Under The Bed.  

With the Snuff Wagon full of re-captured spooky-ooky’s, it’s time to pay a visit to 
Purge City and El Nick. Gaining access to the Shanty Town for The Dead isn’t easy 
and Arthur refuses to teach Darryl the complex and dangerous rite needed to open 
a doorway. Irritated, Darryl tries to perform it himself, but screws it up and winds 
up unleashing a terrible Demon, The Eater of The Eye, into Purge City. Darryl gives 
chase and is almost killed by the Demon and it’s only Arthur’s intervention that 
manages to drive the creature out of Purge City and into our world. Furious, El 
Nick takes all off Darryl’s hard won bail-jumpers in payment for the damage and 
increases Mike’s debt. Darryl is left ashamed and in a worse position than ever.  

  
All You Need is Cash  

It’s Halloween and when the Snuff Wagon breaks down just outside Blackpool the 
team are so broke they can’t afford to fix it. Ever inventive, Darryl decides to enter 
an Elvis look-a-like competition using a spell of confusion to cheat and win the 
competition. When one of the judge’s turns out to be Dapper Dan the Dead Man, 
Mr. Shadow’s chief henchman, he exposes Darryl as a cheat and gets him thrown 
in jail. It falls to Arthur and Zoë to plan a jailbreak and bust Darryl out before Mr. 
Shadow arrives and eats his soul.  

  
Back to School.  

Feeling guilty for accidentally unleashing a Zombie horde on his old school, Darryl 
decides to head back and clean up the mess he left. On returning he’s surprised 
to find the Zombie’s gone. Suspicious that his headmaster, Professor Craven, isn’t 
telling him everything, Darryl begins to suspect that the Professor is engaged in 
some form of brain modification experiment designed to turn the unruly pupils 
into unwitting vessels for the undead and it’s up to Darryl to stop him.   

  
These are just a few examples of the kind of stories Darryl Snuff and the team encounter as they 
crisscross the world grabbing as many of the horrible creatures on The List as it takes to finally buy 
back Mike’s soul from El Nick.  
  
It’s a dirty job, but somebody’s got to do it.   
  
As Darryl would say,   
  
‘Bring it on!’  


