
Saint Clones RPG Adventure One 
Introduction: 
In this adventure, the saints are adjusting to their new lives and bodies. They have just 
been brought back to life and are in a brand new time and place. Players should have 
filled out their character sheets and read the player guide prior to beginning this first 
adventure.  

I lost the original document for this adventure in a hard drive failure. I’ve attempted to 
recreate it using character sheets and notes, but it’s been a long time and I suspect it’s 
quite different from the original. I think it was originally adapted from a Pathfinder 
adventure. Find out more about Pathfinder here: http://paizo.com/pathfinderRPG. 

I’ve included the floor plan for All Saints Kingsway, since that’s where we were, but you 
can use any map/design you want. 

Setting the scene: 
1. (Narthex) You are sitting at a large table with some of the other saints who have 
recently been brought back to life. It was just yesterday when you opened your eyes 
and took a breath. You were told that some scientists used ancient DNA to bring you 
back, but you’re not entirely sure how they pulled it off. You suspect it was a mixture of 
magic and dangerous scientific methods. These processes worked, and you’re alive 
again, but you feel… different. Take some time to go around the table and introduce 
yourselves to each other. 

When they have finished introducing themselves, it’s time to… 

Begin: 
Dr Aqua stands up and gives this speech (Dr Col stands also if playing too): 
“It’s time to tell you why you were brought back to life. I lost a best friend to disease in 
early adulthood, and vowed to find the secret to eternal life so that no one would have 
to experience that kind of pain and loss ever again. At first, I only used ethical methods, 
but they didn’t work. So, I’m not ashamed to admit that I delved into what some would 
call ‘evil’. I learned how to use powerful magic and studied old legends and mystical 
religious stories. Eventually, my colleagues and I found this old church, called All Saints 
Kingsway, which has an engraving on the wooden wall behind the altar. It says: ‘The 
secret to eternal life is here. If you are holy, you will find it.’ So, you can see why we 
chose you, some of history’s most famous holy people, to help with this quest. In case 
you’re tempted to escape, I’ve placed an impenetrable forcefield around the area I 
want you to explore. We’re going to find eternal life… or else.” 
You hear a distant hum as the forcefield goes up. Dr Aqua gestures towards the door, 
where a curtain of thick green moss hangs down, hiding what lies behind. 

So … what do you want to do? 

When you start to pull aside the curtain of moss, a pair of small, green goblins charge 
into the room with you, swinging their small swords. You are in battle. Roll for initiative 
and begin. 
Goblins x 2 - AC 13, HP 6. Melee short sword attack (+2) - 1d4 damage. Fight to the 
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death. If body is looted (x2) - short sword (1d4 attack), dead lizard, empty jug of wine, 
2GP 

2. (Nave) When you finally walk through the curtain of moss, you are in the nave. It is a 
large open space with stained glass depictions of biblical stories all around the tall 
walls. The roof looks like the inside of a wooden ship turned upside down. There are six 
large concrete pillars and rows of pews with a centre aisle with red carpet. If the 
characters search this area, they will find: 
- straw mats where the goblins slept. They are stinky and gross, but not all that 

uncomfortable if someone wants to take a nap 
- a secret door on the large pillar along the north aisle. Inside is a healing potion, which 

grants the drinker 1d6+1hit points of healing 
- one of the pews contains a spellbook containing the spell ‘ventriloquism’ (Magic-

Users can learn this spell following proper protocol) 
- underneath one of the pews is a small locked wooden treasure chest, which contains 

20GP and a large pearl (worth 50GP) 
If the characters look east, they can see the chancel and the engraving on the wall: 
The secret to eternal life is here. If you are holy, you will find it. If they try to step up into 
the chancel, they hit the forcefield. The forcefield is transparent but has an electric 
sheen to it. It feels smooth and hard when touched. It is unbreakable, though the 
characters may try. Even Dr Aqua can’t take it down. All windows and doors to the 
outside are blocked by the forcefield as well as the threshold between the Nave and 
the Chancel. They can exit the Nave through a small unlocked door in the north 
transept.  

3. (Sacristy) Opening the unlocked door reveals a flickering candle shining from the top 
of a stone sarcophagus in the cold room. The air smells of dampness. A group of 
skeletons lurks in the shadows. You are in battle.  
Humanoid Skeletons x 2 - AC 12, HP 4. Undead. Melee Claw Attack (+2) - 1d4 damage. 
Fight to the death. Damage reduction - if someone uses a piercing or slashing weapon, 
subtract 5 from the damage to HP. No loot. 
Skeleton Champion - AC 16, HP 17. Undead. Melee Claw Attack (+2) - 1d4 damage. 
Fight to the death. Damage reduction - if someone uses a piercing or slashing weapon, 
subtract 5 from the damage to HP. No loot.  

4. (Church Office) Opening the unlocked door reveals a chamber bathed in red light. A  
pair of stone eagle statues stand on either side of a dusty altar. Atop the altar sits a 
large red gemstone, which is where the red light is emanating from. When the first 
character walks through the door, a voice booms from the statues. It says: “Approach 
with humility and live.” The voice repeats anytime anyone enters the room, but it 
doesn’t change what it says or respond to any queries. Should anyone approach to 
within 5 feet of the altar, they activate a fire trap. Anyone in the room must roll a DC 12 
Dexterity check (to dodge the fire). If they pass, they drop to the ground in the nick of 
time. If they fail, they take 2d4 points of damage when the fan of flame shoots out from 
each statue at a height of 3 feet, filling the room before dissipating. If this trap is 
detected, it is seen as a fog of green at 3 feet high, emanating from the statues. The 
easy way to avoid this trap is to follow the voice’s command and kneel or crawl. It still 
activates the trap, but it goes over the character’s head. The trap resets after 5 
seconds. The gemstone is a large, flawless ruby worth 500GP. If ‘detect magic’ is cast on 
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it, they realize it’s actually a magic item called an ‘energy heart’. The first time each 
day the carrier takes damage, the gem reduces the damage by 10 points. Anyone 
carrying the gem gains its protection, even if they don’t know what it does.  (GM make 
a note of who has it and remember their damage is reduced the first time each day.) 

5. (Rector’s Office) Large, thick webs hang from the corners and ceiling of this room. 
Lots of tiny spiders crawl around on the webs, but they’re way too tiny to have made 
the big webs. The webs along the outside walls can trap characters who touch them. 
They must pass a DC 12 strength check to pull free. If they fail, their move action is 
wasted and they can’t move. (The spider can move through the webs easily.) A 
character can use fire to burn portions of the web, but the fire spreads arbitrarily and 
could give 1d4 damage to characters close to the web. There is the body of a dead 
goblin in the webs. If the body is looted, it contains 14 GP, a wooden dragon toy, and a 
vial of Holy Water. A giant spider lives in this room, but it stays hiding unless the 
characters come within 5 feet of the northeast corner of the room, or they loot the 
body of the dead goblin. The spider attacks, and you are in combat! 
Giant Spider - AC 14, HP 16. Bite Melee Attack (+2) - 1d6 damage plus poison. If a PC is 
bit, they are poisoned, and take a -2 penalty on all rolls for 10 rounds. If they are bit 
again, the duration is doubled, etc. Fights to the death. No loot (besides what is on the 
dead goblin, that is). 

6. (Wilkinson Room) Standing in the middle of this room is a strange stone square pillar, 
which goes from floor to ceiling. It looks like someone used chalk to write a message on 
one side. It reads, in English, “The goblins fear the dragon and do not venture near its 
lair. Its breath is deadly.” There is a raised symbol of wavy lines decorating the pillar. A 
DC15 Knowledge check reveals that the symbol means water. If a character touches 
the raised symbol, it briefly glows blue and the character gains the ability to breathe 
underwater for 10 minutes (the character knows they have the ability and that it only 
lasts for 10 minutes). In addition, the character gets +5 on all skill checks while 
swimming. The pillar only grants this ability to one creature at a time.  

7. (Chapel Room) An impossibly large and deep pool of water fills this room. On the far 
side is a tiny and shiny floating treasure chest. The only way to get to it is to swim 
through the pool. The water is between 10-20 feet deep. Characters must make a DC 
10 swim check once per round while in the water. If they fail, it means they don’t move 
at all in the water. If they fail by 5 or more, they sink in the water and must hold their 
breath. They can attempt the swim check again on their next turn. A character who 
fails the swim check 3 times in a row must roll a DC 10 constitution check or they fall 
unconscious. If they aren’t pulled out of the water by their next turn, they drown. The 
treasure chest is made of gold and worth 75GP itself, and also has the following 
contents:  potion of levitation (gives the drinker the power of the spell of levitation for 1 
turn/level), potion of invisibility (makes the drinker invisible for 1d4+1 turns), 125GP in a 
leather sack, and a dragon-bane longsword (grants a +1 bonus on attack and 
damage rolls, and +3 bonus on attack and damage rolls against dragons). GM, it’s 
pretty important for the characters to possess this sword, so encourage them to explore 
more if they try to head out without it. 

8. (Godly Play Room) In the southwest corner is a throne made of bones, with a goblin 
sitting on it wearing a crown of bones and feathers. Three more goblins are in the room, 
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arguing violently with each other. The enthroned goblin covers his ears so he doesn’t 
have to listen to the squabbling. When the PCs enter the room, the arguing goblins stop 
and stare at them. The PCs can talk to the goblins instead of fighting. The one on the 
throne composes himself and says in a loud voice: “Who you? This my room, of me, King 
Gobbler.” The PCs can introduce themselves, and attempt a charisma check. If at least 
one PC gets a 15 or higher, King Gobbler is pleased with them, otherwise he orders his 
goblins to attack. If he’s pleased, he tells them: “Someone stole dragon toy. I’s missing 
it. These guys too scared go find toy. If you find dragon toy, me let you live. And me 
give you treasure.” He tells the PCs that the dragon toy was last seen in a room with 
spiderwebs. If the PCs bring the toy to the goblins, the goblins are overjoyed. As 
payment, King Gobbler warns the PCs: “If you fight dragon, aim for belly, belly soft”, 
and gives them treasure: 237 GP, Wand of Cure Light Wounds (a cleric can use the 
magic wand to cast heal light wounds -1d8+1 HP healed; after nine uses, the wand 
loses its magic), Ring of Protection (adds +1 to AC of wearer). 
If the PCs head into combat with the goblins, roll initiative once for King Gobbler, and 
once for the three normal goblins, who all go on the same initiative roll. King Gobbler 
casts spells from his throne, then runs away when he is out of spells.  
Goblins x 3 - AC 15, HP 6. Fight to the death. Melee Short Sword Attack (+2) - 1d4 
damage. Loot x 4 - leather armour, short sword (1d4 damage), leather pouch 
containing 2 GP 
King Gobbler - AC 16, HP 14. Fights until spells are used, then flees. Spells - 1 ‘cause fear’  
(target runs/hides for 1d4 rounds); 2 ‘magic missiles’ (1d4+1 damage). Melee Short 
Sword Attack (+2) - 1d4 damage. Loot - short sword (1d4 damage), “fancy” goblin 
crown 

9. (Library) This chamber is old and musty, with empty shelves covered in layers of dust. 
It looks like it was once some sort of ceremonial burial chamber, but now it’s covered 
with bones and cobwebs. A wind blows through, carrying a soft sound of something 
shuffling through the shadows. It’s a mummy, and you’re in combat, 
Mummy - AC 17, HP 18. Undead. Claw/Bite - 1d6 + disease (those who are injured 
contract ‘mummy rot’, which prevents normal healing, until a ‘cure wounds’ spell or 
potion is used). Fight to the ‘death’. Magic only does half-damage on the Mummy, but 
fire-based attacks do double damage. No loot. 

10. (Chancel) This large space has high ceilings like the Nave. PCs can see through the 
forcefield into the Nave, but still can’t pass through it. There is debris everywhere. On 
the far side from the door, there is a pile of glittering gold and sparkling objects. A 
dragon swoops into view. The PCs are in the dragon’s lair!  
Dragon - AC 21, HP 54. Melee Bite (+10) - 1d10 + 3. Breath weapon (once only, 60 foot 
line) - 3d6 acid damage. PCs get +2 bonus on attack rolls when aiming for the belly. 
Only stays for 2 rounds, then flies through a hole in the ceiling.  
GM should know what they’re doing with death/dying by this battle, because chances 
are some PCs will die. 
After they chase the dragon away, they can loot the treasure hoard. They’ll find: 600 
GP, Plate Mail Armour, Silver Dagger (1d4 damage), Potion of Giant Strength (drinker 
gets +5 bonus on attack, damage and strength rolls for 1d6 rounds/level), and… a non-
magical scroll.  
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When unrolled, the scroll says:  
“Luke 18:18-27 
A certain ruler asked Jesus, “Good Teacher, what must I do to obtain eternal life?” 
Jesus replied, “Why do you call me good? No one is good except God. You know the 
commandments: Don’t commit adultery. Don’t murder. Don’t steal. Don’t give false 
testimony. Honour your parents.” 
Then the ruler said, “I’ve kept all of these things since I was a child.” 
When Jesus heard this, he said, “There’s one more thing. Sell everything you own and 
distribute the money to the poor. Then you will have treasure in heaven. And come, 
follow me.”  
When he heard these words, the man became sad because he was extremely rich. 
When Jesus saw this, he said, “It’s very hard for the wealthy to enter God’s realm! It’s 
easier for a camel to squeeze through the eye of a needle than for a rich person to 
enter God’s realm.” 
Those who heard this said, “Then who can be saved?” 
Jesus replied, “What is impossible for humans is possible for God.” 

Dr Aqua screams in frustration. “That’s it! It’s talking about a bible verse?! All that work, 
for nothing!” As they sit amongst the debris wailing in disappointment, you hear the 
sound of the forcefield going down. You have completed your mission, or have you?  

Find out next time! 

This adventure was created/adapted by Lindsay B-e.  

You can find more information and downloads about the Saint Clones RPG at 
biseenscene.com. 
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