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the Nigh’r

It’s Colette’s birthday and the friends are spending an evening at Neon Perch
—an epic entertainment spot where they can eat pizza, play mini golf and —
best of all — take part in Project Z— an epic new escape room experience.

It’s going to be the best night ever! Orisit...?

Somehow, the escape room somehow seems to know each player’s greatest
fears. And worst of all, there are creatures locked up with them.

Creatures from their darkest nightmares . . . giant, poisonous RATS!

. CHARLIE HISSON Every time he thought they’d gone, he heard them again.

Searching for him. The sickness struck everyone over fourteen. First it
twisted their minds. Next it ravaged their bodies. Now these zombies roam
the streets, crazed and hungry. In a destroyed London, the young hide in
gangs, scavenging to survive, but with little hope for the future.

Until rumours of a safe house travel across the city.

But to get there they must face the Enemy — the mindless zombies who lie in
wait. Can these kids trust each other long enough to make it out alive?




Matt has always known he has unusual powers. Raised in foster care, he is
sent to Yorkshire on a rehabilitation programme, only to find himself in the
midst of sinister goings-on.

Matt investigates and uncovers a terrible secret — eight guardians are
protecting the world from the Old Ones, beings banished long ago by five
children.

But devil worshippers want to let the Old Ones back in...

When Luke Manchett's estranged father dies suddenly, he leaves his son a
dark inheritance. Luke has been left in charge of his father's ghost collection:
eight restless spirits. They want revenge for their long enslavement, and in
the absence of the father, they're more than happy to take his son.

It isn't fair, but you try and reason with the vengeful dead. Halloween, the
night when the ghosts reach the height of their power, is fast approaching.

With the help of school witchlet Elza Moss, and his cowardly dog Ham, Luke
has just thirteen days to uncover the closely guarded secrets of black magic,
and send the unquiet spirits to their eternal rest.

The alternative doesn't bear thinking about.

Ellingham Academy is a famous private school in Vermont for the brightest
thinkers, inventors, and artists. It was founded by Albert Ellingham, an early
twentieth century tycoon, who wanted to make a wonderful place full of
riddles, twisting pathways, and gardens. “A place,” he said, “where learning
is a game.” Shortly after the school opened, his wife and daughter were
kidnapped.

The only real clue was a mocking, riddle listing methods of murder, signed
with the frightening pseudonym “Truly, Devious.” It became one of the great
unsolved crimes of American history.

True-crime aficionado Stevie Bell is set to begin her first year at Ellingham
Academy, and she has an ambitious plan: She will solve this cold case.

That is, she will solve the case when she gets a grip on her demanding new
school life and her housemates: the inventor, the novelist, the actor, the
artist, and the jokester. But something strange is happening. Truly Devious
makes a surprise return, and death revisits Ellingham Academy.




When an American-style residential camp is set up in the grounds of an
English stately home, the teenage camp counsellors are looking forward to a
fun summer of activities. But right from the outset, things don’t feel quite
right at Camp Miller.

Rumours circulate of a tragedy that took place in the grounds and there are
unexplained sightings of a ghostly presence. Then the incidents begin —a
near-drowning out on the lake, a fatal fall from a cliff-face ... Are these tragic
accidents or is there something more sinister going on at Camp Killer?

You've heard of Frankenstein's monster, you've heard of Dracula, but have
you heard of the Villa Diodati?

Eve, Griffin, Hal and Ren embark on a summer they'll never forget at the
birthplace of all things Gothic. The summer is beset by mysterious
happenings, as the monsters they create begin to clamber out of their minds.

Events rise to a horrible climax when, on a dark and stormy night, one of the
villa's guests is found dead and each of our foursome becomes a suspect in a
gruesome murder. It was supposed to be the trip of a lifetime. But when the
stuff of nightmares becomes their reality, will they make it out alive? Perfect
for fans of Wednesday and Stranger Things.

Drip...drip...drip... In five days, she will come... Roberta 'Bobbie' Rowe is not
the kind of person who believes in ghosts.

A Halloween dare at her ridiculously spooky boarding school is no big deal,
especially when her best friend Naya and cute local boy Caine agree to join
in too. They are ordered to summon the legendary ghost of Bloody Mary: say
her name five times in front of a candlelit mirror, and she shall appear...

But, surprise surprise, nothing happens. Or does it? Next morning, Bobbie
finds a message on her bathroom mirror - five days - but what does it mean?
And who left it there? Things get increasingly weird and more terrifying for
Bobbie and Naya, until it becomes all too clear that Bloody Mary was indeed
called from the afterlife that night, and she is definitely not a friendly ghost.

Bobbie, Naya and Caine are now in a race against time before their five days
are up and Mary comes for them, as she has come for countless others
before...




