
Saint Clones RPG Adventure Eight 
Introduction: 
In your last adventure, you explored the town of Ravenhaven, where the All Saints 
Kingsway church that you live in resides. You met various townspeople as you looked for 
the implausibly named Mr Injustice, who has trapped the town inside a forcefield for 
some irritating reason. Something happened to the forcefield, but you decided to get 
some rest before adventuring further. You’re staying at the Inn. 

There’s a map and menus that can be distributed to players at the appropriate time 
during this adventure. 

Setting the scene: 
You wake up to the sound of someone banging on the doors of the rooms at the Inn, 
telling everyone to gather in the lobby.  
You throw on your clothes and grab your belongings. Sitting in the lobby are your 
traveling companions, along with Joe Rosencrantz and Bill Guildenstern (and their 
orange tabby cat named Puddles). The Innkeeper, Kaz, is there as well, and she tells 
you: “You’ve been asleep for a week. We all thought you would go after Mr Injustice 
after he took down the forcefield. But you’ve just been sleeping.” 
You feel very confused. How could you have slept for an entire week? And why does it 
feel like much longer, months even. You’re having trouble remembering exactly what 
happened the last time you were awake in Ravenhaven.  
You and your team discuss what happened last time. When you are finished 
reminiscing, it’s time to… 

Begin: 
If you talk to Bill and Joe, they will give you the updated map they’ve made, and they’ll 
tell you that the forcefield is still there, it’s just moved back. Kaz is very afraid of you, and 
just keeps telling you that you don’t owe her money for your stay. “It’s on the house,” 
she keeps saying.  
(If you look on the roof of the Inn, you’ll find a wooden box with 60 PP in it.) 

Locations: 
Church: It’s still just the front room with the table that is accessible through the 
forcefield. It’s getting dusty in there. 

Mausoleum: There’s nothing new here if you’ve already looted this place. If you 
haven’t, refer to adventure 7. 

Graveyard: There’s a freshly dug grave. The tombstone reads “Enemies of Mr Injustice 
will end up here.” If you dig it up, when you open the casket, you’ll find a dart trap, and 
everyone nearby takes 1d4 of damage. The casket has 30 GP in it and a vial of holy 
water. The rest of the graveyard is normal. 

Store: Lasel is so thankful that he has been reunited with his family, he gives you 10PP 
each. PCs can shop here if they so desire. 
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Sandr’s House: No one is there. If you break in, you set off a fire trap. Roll a DC 12 
Dexterity check to leap out of the way, otherwise 1d6 damage. The whole place burns 
to the ground in minutes. 

Restaurant: Amatae seems nervous, but you can get food from her as usual. If you look 
around, you’ll hear footsteps running out the back door. You don’t see anything. If you 
question Amatae, she’ll tell you that she feels sorry for Mr Injustice (who she calls 
Ambrose). And that she’s been feeding him. 

Mayor’s Office: Mayor Sheila Hindmarsh is in her office. She is half-human/half-dwarf, 
and really quite snobby. She blames you for all the trouble in her perfect town. If you 
fight or threaten or offend her, 2 Stone Golems appear from closets behind her, her 
bodyguards.  
Stone Golems x 2 - AC 20, HP 4. Melee Rock Punch Attack - 1d6 damage. They are 
difficult to damage, but once you do, they crack easily. Fight to the death. Loot: lots of 
stones for slings. The mayor sneaks out the back during the fight. 

Gym: Spruce REALLY wants to sign you up for a gym membership. They aren’t really any 
help. Whenever you ask them questions, they just start working out obsessively as 
though the questions are stressing them out. If you sign up for a gym membership, they 
hug you and tell you not to go to the Human Street. Something horrible has happened 
there. 

Cafe: Modra and Vikram still only trust other dwarves, but will trade you favours for 
dead bodies. They found lots of corpses when the forcefield went down and are happy 
about that. They’ll tell you they’ve seen Mr Injustice hanging around the town hall. 

Town Hall: This is clearly where Mr Injustice has been staying. It’s a large empty room 
with an empty kitchen and bathroom at the back. There is lots of cheesy magic 
memorabilia - a plastic cauldron,10 non-magic wands, 2 brooms, 25 glass bottles and 
vials of various sizes, and his ridiculous wizard costume robes and hat. There is a mattress 
on the floor and a lantern. If you look under the mattress, you’ll find a drawing with 
three circles going across the top, and three rectangles going down below, forming a 
sort of T. An arrow points towards the middle circle. (If this drawing is compared to the 
map, it resembles Human Street and the trees nearby.) 
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Doctor: Sandr is working at this doctor’s office. He’s standing behind a reception desk 
which has numerous potions on it. There is a waiting room with chairs set up, and two 
rooms with beds and stools behind the reception desk. If you burned Sandr’s house 
down, he refuses to serve you. If you try to attack him, he runs away, and throws his 
shelf onto the ground, breaking all the potions except 2 Holy Waters, 1 Heal, 1 Raise the 
Dead and 2 Invisibility. If you didn’t burn his house down, he’s happy to help you by 
selling you what you need. The office has these potions:  
Holy Water (x10) - 1 GP,  
Heal 5 HP (x3) - 3 GP,  
Invisibility (lasts for 10 turns) (x2) - 1 PP 
Good Luck (lasts for 10 turns, +1/-1 depending on need to every die roll) (x6) - 2 PP  
Raise the Dead (x8) - 50 PP 

Park: An open field. It’s windy there. 

School: An empty classroom. There is 30 sheets of paper, 2 vials of writing ink, 10 pieces 
of chalk, a small metal mirror, and some books: LOTR trilogy, the Bible, Harry Potter 1-3, 
Math textbook for grade 2, Dwarvish/English/Elvish dictionary.  

Stables: Empty stables, smell of old manure and hay. Suddenly, there’s a buzzing noise! 
Giant Mosquitoes x 3 - AC 17, HP 7. Melee Poke Attack - 1d4 damage + stinger (stinger 
remains in their victim and deliver 1d4 damage every turn until pulled out with a DC 12 
strength check). Once they deliver a successful poke attack, they can’t attack 
anymore and just buzz around until they are killed. No loot. 

Fyodor’s House: He is home, napping on his futon couch/bed. He is really just done with 
everything that’s happened. He wants to go to college or something, get out of this 
town. “Can’t you fix this already?” He has heard that Mr Injustice has something, like an 
object or a piece of clothing that allows him to pass through the forcefield. He will 
eventually fall back asleep. 

Dwarf Street 1: Modra and Vikram’s house. The door is unlocked. It is GROSS. There is 
dead roadkill cafe bodies everywhere in varying states of decay. Nothing of worth in 
there really. 

Dwarf Street 2: Empty house. Door is locked. Inside, empty rooms. The wind whistles and 
it sounds haunted… because it is! You’re in combat! 
Will-o-wisp (glowing sphere of light)- AC 16, HP 23. Melee/Missile Soul Suck Attack - 1d4 
damage. Fights to the death. No loot/no body, it fades into nothing when killed. 

Dwarf Street 3: Mayor Sheila’s father (dwarf named Garag) and mother (human 
named Bonnie). They are really proud of their daughter. If you attacked her, they don’t 
allow you in and spit in your face. If you didn’t, they allow you in, but are wary of you. 
They also blame you for all the trouble in their perfect little town. (Rock Golem battle 
could be here instead of mayor’s office.) 

Elf Street 1: Lasel’s family lives here, his wife Ayma and their triplet babies. She is very 
busy taking care of three infants, but is so thankful to you for reuniting their family. She 
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doesn’t know exactly what happened with Mr Injustice, but thinks it might have 
something to do with what whatever happened to the inhabitants of Human Street. 

Elf Street 2: Empty house. Door is locked. Inside, empty rooms. The wind whistles and it 
sounds haunted. Will-o-wisp encounter, if this house accessed before the empty dwarf 
house. 

Elf Street 3: Amatae’s house. It is filled with beautiful crystals and paintings and textiles 
that you can see through the window. The door is locked. There is some sort of magic 
that prevents you from getting in or breaking in. 

Human Street 1, 2 + 3: These houses are infested with zombies. Each house has between 
1-4 zombies inside. 
Zombies x ? - 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.) Fight 
to the death. No loot. 

Tree: There is a magic box that is the source of the forcefield in the centre tree. It is 
protected by the forcefield too, so it can be seen, but not touched. It is impenetrable 
without Mr Injustice’s help. 

Endgame:  
Mr Injustice shows up tearfully right before you end a zombie, and says: “Let me do it. I 
knew them before they were a zombie. Most of the humans here were turned into 
zombies. We trapped them in their homes. I put the forcefield up to keep the outside 
world safe from the zombie infection. I set up all the traps for you to give myself time to 
find a cure, so you wouldn’t kill the zombies. I have failed. There is no cure. Can you 
help me?“ 
He kills the zombie, and looks really sad. Mr Injustice shows you a special glove that can 
reach through the forcefield and turn off the forcefield.  

If you fight Mr Injustice, he pulls out a sword, and he’s pretty good with it. AC 17, HP 54. 
Melee Sword Attack - 1d6 damage. Will stop fighting when you do. Loot - Sword, 
special glove, 10 GP. 

If the forcefield gets turned off - The adventure is over. You have taken a big risk here. 
You could have just released the zombie virus into the world. Time will tell. 

If the team decides not to turn the forcefield off, or they kill Mr Injustice before they 
learn about the glove - The adventure is over. It looks like you and the residents of 
Ravenhaven are trapped for the foreseeable future, but the rest of the world is safe. 

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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