
Yeti                                               .      

ASPECTOS 

Concepto:  El hermano albino de Sasquatch 

Problema: Odio la violencia 

Disciplina: No quiero que me molesten; Casi invisible en la nieve 

ESTILOS     DISCIPLINAS 

Cauto………………… d10   Camuflaje……..….............. d12  

Sagaz ………………… d6   Supervivencia……….....… d10 

Llamativo …………. d4   Super Fuerza...….………... d10 

Ene rgico …………… d8   Calentamiento Global..... d4 

Ra pido ……………… d6   Violencia…………………. d4 

Furtivo ……………… d8    

PROEZAS 

Super Pacifista : Porque prefiero no pelear, pero eso no quiere decir 

que no sepa como,  obtengo un +2 cuando ATACO de  forma ENERGICA a 

alguien que me ataco primero. 

Pelo blanco y suave: Porque estoy cubierto de pelo blanco,  obtengo 

un +2 cuando creo VENTAJAS de manera FURTIVA en medio de zonas cu-

biertas de nieve. 

Unidos venceremos: Porque nunca puedes estar seguro de cuantos 

somos, una vez por sesio n puedo tirar un dado demonio para llamar a ese 

numero de compan eros a que me ayuden. 

(**)BFG:  Porque soy el abominable hombre de las nieves,  obtengo un 

d10 extra cuando uso mi Super Fuerza. Si recibo una condicio n SEVERA, 

pierdo ese dado extra.  Si un jugador descubre mi PROBLEMA, puede usar 

este d10 en contra mí a. 

CONDICIONES Leves (5)   Moderadas(2) Severas(3) 

Yeti 

  Los Yetis son criaturas de pelaje blanco con aspec-
to de simio, las cuales habitan la zona de los Hima-
layas.  Estos seres son una especie en peligro de 
extinción, y aunque en teoría “no existen”, la leyes 
de Nepal prohíben su caza. 

  A diferencia del Sasquatch de Norteamérica, no 
hay ningún registro de humanos que hayan sido 
atacados por Yetis, lo cual nos lleva a pensar que 
son seres pacíficos.  La amenaza real son los cazado-
res furtivos que matan a estas criaturas para vender 
sus partes en el mercado negro internacional.
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Demon Hunters Shared Cinematic Universe  
 THE PREMISES 

The Demon Hunters series of programs were first produced and put out into the Universe in 1999 by Dead Gentlemen 
Productions LLC (“DG”). 
B. DG created Demon Hunters from scratch. As creator, DG owns the copyrights to Demon Hunters and its creative 
elements. 
C. DG welcomes viewers, of course. The more Demon Hunters viewers, the better. Expand the community. Tell your 
friends. 
D. DG, quite unusually, welcomes community members to create their own original variations, adaptations, and spin-
offs of Demon Hunters, provided that the new creators agree to all of the following terms. 

THE TERMS 
You affirm your understanding that DG owns the copyright to all the Demon Hunters episodes that DG has already created 

or will create. That includes the stories, scripts, characters, dialogue, designs, costumes, make-up, props, cinematog-
raphy, music and everything else that goes into any motion picture. 

DG grants you a conditional, free, non-exclusive license to make and distribute your own variations, adaptations or spin-offs 
of Demon Hunters. Really. You own the copyright to your creation, as a derivative work based on Demon Hunters. 
This explicitly includes video, the written word, live theater, music, the visual arts, and dramatic entertainments. 

BUT, “Share-Alike” applies. It’s a condition of your license. You must expressly allow other folks to make free use of 
whatever you create for further variations, adaptations or spin-offs of Demon Hunters including use of whatever new 
elements you create. That means that you must include or link to this license and state explicitly that your work is 
released under the terms of the Demon Hunters Shared Cinematic Universe License & Agreement. If you don’t “Share
-Alike,” you lose your license. 

“Attribution” also applies. It’s a condition of your license. You have to give prominent credit to DG, to Demon Hunters, and 
to the creators of any subsequent work you use to make your work. And you have to give prominent on-line links to 
the Demon Hunters web-site and to the web-sites of any other works that you used to make your work. Crediting third
-party works is by necessity a good faith effort—as more works by more creators are created using this license, it is 
possible that tracing originating works may become difficult. Keep an online record of the credits for your work that 
can updated as necessary with missing third-party credits. (The Demon Hunters Wiki is a good place to list your 
project and credited works.) If you don’t give “Attribution,” you lose your license. 

“Transformation” counts too. It’s a condition of your license. You can’t just copy all or parts of Demon Hunters or someone 
else’s work. You have to create something original. In other words, we welcome you to create a transformative work, 
that uses but is not a mere copy of Demon Hunters or someone else’s work. 

“Integrity” is required. It’s a condition of your license. Be careful and smart when you create your work. The license from 
DG doesn’t mean that all new elements you use are OK. Don’t rip off anyone! For example, if you add new charac-
ters, or you add music, or you use a new story line, or you use someone else’s trademarks, artworks or words in your 
work, be sure they are original or that you get written permission from the copyright owners of those new elements. 
You agree to be solely responsible for claims and damages if you don’t have the integrity to do this right, and that 
includes indemnifying others who thereafter use any of your elements to create their own new works. 

“Keep It Clean.” It’s a condition of your license. If DG perceives your derivative work to be hateful, racist, or misogynist, 
DG reserves the right to void your license and you agree that, among other remedies, DG can compel the immediate 
removal of the Demon Hunters name from your work or (in extreme cases) the immediate removal of the work from 
distribution. 

“Demon Hunters CANON STATUS” – If you’d like your creation to be recognized as part of the official Demon Hunters 
Canon, you must acquire approval from DG’s Demon Hunters Story Team before, during, or after you create your 
work. DEMON HUNTERS Canon Status will be granted at DG’s discretion based on its Story Team’s determination 
that your completed work fits creatively within the overall narrative of the DEMON HUNTERS universe as conceived 
by DG. Yes, this is vague—but we can’t make it more specific. It’s at DG’s discretion. The advantage of receiving 
DEMON HUNTERS Canon Status is you can use the DEMON HUNTERS Canon logo on your work and be an 
official part of the story. If you generate any profits from your DEMON HUNTERS Canon work you agree to give 
DG 10% of your net profits to be used by DG solely to support this experiment in the creation of collective art. Your 
accounting and payments should be done as revenue comes in but let’s face it, DG is not likely to sue you if you 
haven’t paid a hundred dollars. You are becoming a member of a community and we rely upon you to do the right 
thing for the community. If you seem to be cheating, DG can at its discretion revoke your Canon Status. 

“Limits on Re-use.” It’s a condition of your license. This license does not grant you the right to use or license any Demon 
Hunters footage, other than what is wholly original with or created by you, for broadcast television, cable television, 
theatrical exhibitions (except at conventions and festivals), subscription video-on-demand (SVOD) services, “over the 
top” delivery services (e.g. Netflix, Hulu, Amazon), without getting explicit written permission from all the copyright 
holders. Violation of this obligation will revoke your license and you will be responsible for any claims arising from 
your violation, including without limitation any claims from any entertainment industry union or guild. 

Your attribution must take the following form: 
Demon Hunters London: The Plague Years is copyright ©2018 John Doe and is released under the terms of Demon Hunters 

Shared Cinematic Universe License and Agreement: 
Attribution: This work is based on Demon Hunters, copyright ©2018 Zombie Orpheus Entertainment, and reuses content 

from Demon Hunters: Melbourne, copyright @2018 Jane Doe. 
Share-alike: You are free to use, remix, and transform this work in the creation of your original Demon Hunters stories and 

projects, subject to the Demon Hunters Shared Cinematic Universe License & Agreement 
Learn more at http://scu.la/DemonHunters. 
(And, if approved by the Demon Hunters Story Team) 

DEMON HUNTERS CANON: Demon Hunters London: The Plague Years has been approved as an official part of the 
Demon Hunters Shared Cinematic Universe story. 

Printed works must also reproduce this complete license in their text. 
 
This is an effort at a plain-English agreement but don’t misunderstand. This is a contract. If you don’t understand what is 

said, get professional advice. If you agree to all the terms and conditions set forth above, then show your acceptance 
by printing and emailing a signed and dated copy of this license agreement to info@deadgentlemen.com. 
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