
Saint Clones RPG Adventure Five 
Introduction: 
Since your last adventure, where you headed into the All Saints Acadamae looking for 
the long-lost Q manuscript, you’ve enjoyed a lot of peace and quiet. It should be 
relaxing, but there’s something about the calm that you don’t trust. There’s been a lot 
of whispering and shadow-lurking going on, and it’s becoming clear that something is 
up. 

Setting the scene: 
You sit around a table in All Saints Kingsway church, where you live. If you don’t know 
everyone around the table, perhaps you should all introduce yourselves. 

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

Begin: 
Dr Aqua (and Dr Col if applicable) stands up with a creepy smirk on their face. They 
say: “Here’s a proposal. We’ve recently come across some money, and we’d like to 
share it with you. But, we can’t share it with ALL of you. So, we’ve come up with a plan. 
We’re going to send you deep into the cellar of this church, where there are a series of 
challenges. You’ll be split into two teams, and the team that wins the most challenges 
will get 500 gold pieces per person! We’ll join you on the teams too. We may come 
across some villains on the way; we didn’t plan that. We should mention that after this 
quest is completed, we’ve got a merchant coming, so you can spend your money right 
away.” 

GM, split the players into two teams. For this adventure, we actually played the games. 
It was a mixture between a team competition and an RPG. It’s up to you how you want 
to do this. I set up the different games in different places in the (actual) church. I 
encouraged the players to do these activities “in character”. I would bring them back 
in to the starting room (which had our character sheets and RPG supplies) sometimes 
for them to battle monsters. Remember to keep track of which team wins each 
challenge.  

You all head out into the church, down two flights of stairs, and into the cellar. There is 
no light. If they light torches etc, they can see a long winding corridor with a series of 
items along the way. 

Challenges:  
* First, a memory game. There is a tray with lots of items (at least 30). Players get to look 
at it for one minute to try to remember as many items as they can. Then the tray is taken 
away and the teams get 30 seconds to write down as many items as possible. 
Whichever team remembers more items wins. 
* Next, a relay race. (We did this in the main church space - person 1 had to run around 
the outskirts of the pews, person 2 had to climb overtop of the pews, person 3 had to 
run up to the balcony and back, person 4 had to run backwards down the centre aisle 
and back, and person 5 had to zigzag down each of the pews.)  
* Next, they notice a gross stench, and two troglodytes jump out of the shadows. They 
are in battle. The players are all “sickened” by their smell, and take -1 on attack rolls 
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and skill checks until they are away from them.  
Troglodyte x 2 - AC 15, HP 13. Melee Claw/Bite (+2) - 1d4 + 1 damage. Fight to the 
death. Loot - spellbook containing “Read Languages” (Magic-Users can learn this spell 
following proper protocol), Healing Potion (heals 1d8 + 1 HP, can’t go above max). 
* Next, once away from the Troglodyte stench, the players sit in a circle and play 
Concentration, with animals as the subject. The winner wins for their team. (Clapping 
rhythm - slap knees with both hands, clap hands together, snap fingers - first one hand 
then the other. Once everyone has the rhythm down, say: “Concentration. 
Concentration now begins.” to the rhythm. Then, go around the circle, and on the 
snapping, each player must say an animal starting with an animal on their letter of the 
alphabet. When someone misses their timing, says the wrong letter, can’t think of 
anything etc, they are out and leave the circle [they can continue to make the 
rhythm]. Then, the rhythm starts again, at the letter after the one that was missed. 
Continue until there is only one person left, the winner.)  
* Next, a game of Pictionary. The items to draw are all monster-themed: vampire, troll, 
zombie, skeleton, spider, goblin, orc, ghoul, werewolf, ogre, ghost, golem, dragon, etc. 
(One player has one minute to silently draw their monster, no letters, numbers or 
symbols. If their team guessed within a minute, they get a point. If they don’t guess, the 
other team has 10 seconds to “steal” that point if they guess correctly.) After an even 
amount of rounds, team with the most points wins. 
* Next, a game of hide-and-seek, last person found wins for their team. 
* Next, they battle some giant rats. 
Giant Rats x 6 - AC 13, HP 3. Melee Bite Attack - 1d4 damage. Fight to the death. No 
loot. 
* Last, a straight up race back down the corridor (or, in real life, around the church). 
Winner wins for their team. 
 
Once all the competitions are complete, count up the points, and award 500GP to 
each player on the winning team. Give 100GP per person to the losing team as a 
consolation prize. 

Endgame:  
Once the prizes have been awarded, a merchant appears in the midst of the PCs. They 
have a list of items for sale, which I would recommend printing and handing out to 
players. Let players have some time to purchase items. When they pay for a product, 
the merchant snaps their fingers and it appears.  

Once the transactions are finished… 
The merchant pulls a single-use wand of teleportation out of their pocket and hands it 
to Dr Aqua, saying “As per our agreement.” Then the merchant winks and disappears. 
Dr Aqua points the wand at (character of GMs choice) and says “Have a nice trip.”  

The teleported character wakes up in a jail cell. They don’t know where they are, but 
they are alive. 

Will this character ever return to their home at All Saints Kingsway? Find out in the next 
adventure! 
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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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