
Saint Clones RPG Adventure Seven 
Introduction: 
You’ve been alive-again and living in the All Saints Kingsway Church for a while now. 
Strangely, you haven’t really explored outside of the building. You don’t really know 
why. It’s time to explore your hometown called Ravenhaven. There are various people 
to meet, creatures to fight and games to play. GM, there’s a lot of role-playing in the 
next two adventures, so pull out all your cheesy voices and have fun! 

There’s a letter, map, and menus that can be distributed to players at the appropriate 
time during this adventure. Don’t forget to take lots of notes, because this adventure 
directly lead into the next one. 

Setting the scene: 
You’re sitting around a large table in the Narthex when someone walks into the room. 
He’s a young human who looks really tired. 
“I’m one of the villagers who lives nearby. My name is Fyodor. Since you all arrived, you 
have brought many things to this village. Lots of tourists, but also great evil. The evil 
villain and monster situation is starting to get pretty dire out there. So we ask for your 
help. It’s time for you all to start pulling your weight around here." 
You look around at each other with confused looks. You’ve all been living together for a 
while now in the mysterious All Saints Kingsway Church. For some reason, none of you 
have ever really explored outside the church. There’s a seminary in the basement, and 
a long winding hallway in the cellar, but that’s… all you know. Weird.  
Fyodor hands you an envelope. In it, you find a village map and this letter. 

Dear Residents of Ravenhaven, 
I am holding you all hostage until the Saint Clones answer my demands. There is a 
forcefield blocking any of you from leaving the village.  
I have set up a series of clues and tasks for the Saints to complete. Once they have 
completed them, they will be able to find me and battle me. 
Who will prevail??? Will it be JUSTICE or ME? 
Your Mortal Enemy, 
Mr Injustice 

Fyodor speaks again: “I guess some jerk who calls himself Injustice wants to battle you. I 
haven’t seen this guy, but I think some of the other villagers have information you might 
want. Anyways, I’m going home. Bye.” Fyodor leaves.  

Before you head out, you need to decide what you are taking with you and what you 
are leaving behind. Remember not to carry too much with you or it’ll be difficult to 
travel. So, you all run back to your rooms and get prepared. When you’ve grabbed 
what belongings you’re taking with you, you all meet back in the Narthex and are 
ready to…  
 
Begin: 
You hear the front door open and a voice call in: “THE GAME HAS BEGUN.” Suddenly, a 
velociraptor enters your room. It attacks first because you’re all surprised and it takes 
you a minute to draw your weapons.  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Velociraptor - AC 12, HP 25. Melee Claw/Bite Attack - 1d4 damage. Fights to the death. 
No loot.  
After the battle, if you try to leave this room and go back into the rest of the church, 
you can’t. The forcefield is now blocking the rest of the building off from you. The 
forcefield is clear, and feels as hard as diamond. No matter what you do to it, it is 
unaffected. You can only go out the front door. 

Locations: 
Inn: The Innkeeper is a paranoid human named Kaz. She asks ‘why do you ask?’ after 
almost any question. To stay the night at the inn costs 5 GP per night. 2 people per room 
max. 
The Inn is small, it only has 8 dirty and unkempt little rooms. There is only one occupied 
room right now. There is a couple named Joe Rosencrantz and Bill Guildenstern, who 
are there with their orange tabby cat named Puddles. They are a VERY shy and 
awkward and accident prone human pair. They don’t know anything about Mr. 
Injustice. 

Mausoleum: Combat! Zombies x 2 - AC 13, HP 20. Undead. Melee Claw Attack - 1d3 
damage. Melee Bite Attack - 1d6 damage + disease. (If bitten, roll 1d20. If a 1-2, they 
contract zombie disease, which will kill within a week. Holy Water can be drunk to cure 
the disease.) 
It’s like a room with small compartments on three of the walls. One of the compartment 
doors is loose. Inside is 35 GP, 10 blank sheets of paper, 1 vial of writing ink and 2 vials of 
holy water. Other doors can’t be opened unless there’s a DC 19 Strength test, or a DC 
19 Dexterity test. If they manage this, they’ll find a dart trap -1d4 of damage to 
everyone inside the mausoleum. There isn’t anything inside any of the other 
compartments. 

Graveyard: You don’t find ANYTHING out of the ordinary in the graveyard. That’s weird.  

Cafe: A dwarf couple named Modra and Vikram run the small and smelly Roadkill 
Cafe. They don’t understand English very well, but a dwarf coming in can get 
information from them. Mr. Injustice was snooping around town about a month ago, 
asking questions about the Saints. He looks like a normal human chap. Wizard-ish robes. 
Couldn’t understand him much. Modern and Vikram will pay cash for interesting 
corpses. 

Mayor’s Office: The mayor, Sheila Hindmarsh, is not there. The office has a large desk 
and bookshelves lining the walls. There are scuffling noises coming from the closet. It’s a 
Wolverine battle! 
Wolverine - AC 14, HP 25. Melee Bite Attack - 1d6 damage, Melee Claw Attack - 1d4 
damage. Will flee when HP reduced to 10. No loot. 

Restaurant: The sole cook/server of this restaurant is an Elf named Amatae. The 
restaurant is called Delmonico’s, and it’s an attractive cozy place. She loves all things 
beautiful, especially song. When she first met Mr Injustice, he went by the name 
Ambrose, which is a much more beautiful name in her opinion. 
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Gym: There is a beefed-up human with green hair working there named Spruce. It’s a 
small studio space with yoga mats, weights, and mirror-lined. Spruce wants you to do 
some super work outs! They know that Mr Injustice wasn’t very physically strong. He 
totally wasn’t able to do any of the work-outs. Bit of a wuss, actually,  

Store: The store owner is an elf who doesn’t speak the English very well, named Lasel. An 
elf is able to talk to them better and find out that Mr Injustice is able to move through 
the forcefield somehow. Saints can buy things here if they want.  

House: This is the house of Sandr. Sandr is a high-level human cleric whose specialty is 
raising the dead, for a cost. Fyodor is there too, napping on the couch. They are both 
very slow sleepy talkers. The house is filled with a strange amount of couches. Sandr will 
raise someone from the dead if they bring him some food and pay him 250 GP.  

Endgame: 
When it is time for the game to end, Mr Injustice appears before the group. Or rather, a 
hologram of him does. He looks like a cheesy stereotypical wizard, with a long beard 
and big hat. He sticks out his tongue at you and says “Nana nana boo boo.” You all roll 
your eyes and realize that you’re not dealing with a very… mature adversary here.  
As his hologram begins to disappear, it says “Oh crap…” A flicker of light flows in an arc 
over the top of the town. Something has happened to the forcefield. 
You are so tired that you decide to head to the Inn to get some rest and regroup so you 
can take on Mr Injustice tomorrow. 

On your next adventure, you’ll meet new friends and foes in the town of Ravenhaven. 
Perhaps you’ll finally meet the strange-and-tacky Mr Injustice? Time will tell! 

This game was created by Lindsay B-e.  

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