
Saint Clones RPG Adventure Two 
Introduction: 
Since being brought back to life and going on your first adventure together, you’ve all 
been living together at the old All Saints Kingsway Church. There were a few goblins 
and spiders and the like that needed to be cleared out, but you haven’t had any 
major monster encounters in a while. The church isn’t the greatest home - its long 
echoing hallways and magical lighting makes you a bit uneasy. Also, does the layout of 
the building seem to be constantly changing, or is it just you? There are still many 
spaces that haven’t been explored, but you’ve been too busy getting adjusted to your 
new life to follow the whispering voices in the distance. 

Setting the scene: 
On this morning, you all gather for a nutritious breakfast as usual. Dr Aqua is eager to 
show you all something they found the previous night. After eating, you all follow them 
down a winding stone hallway that gets more and more cave-like as you go. The light 
becomes dimmer until it is almost gone. You feel the pressure change and hear distant 
echoes as you move across a threshold into a large chamber. The air is dank and cold. 

Suddenly, from behind you, there’s a deafening boom! There is complete darkness for a 
moment before the room becomes brilliantly lit. You shield your eyes as they become 
adjusted to the light, and a disembodied voice begins to speak. 

“You have entered the Room of Mystery. If you attempt to leave before solving what I 
have offered you, You. Will. Die.” 

The voice repeats this message two more times. You look around for the source of the 
voice, but it seems to be coming from the centre of the room. 

You are in a massive chamber cut out of stone. The ceiling is about 60 feet high and is 
made out of the same dark stone as the walls and floor. In the centre of the room is a 
glowing fountain. 

The East and West walls are about 65 feet long, and the North and South walls are 
about 60 feet long, forming an uneven square room with cave walls. There is a green 
moss growing in patches all over the walls and floor. About 30 glowing orbs that float 
near the ceiling fill the room with a flickering white light. 

Along each wall there is a series of doors with 5-10 feet between them. There are 3 
doors on each of the North/East/South/West walls. Some of them have symbols and 
messages written on or around them. The doors are small, around 3 feet wide and 4 
feet tall, and in various states of decay. 

The threshold that you passed over to enter the space has disappeared. There is only 
stone behind you. You look around at the faces of the people (and possibly animals) 
with you, showing a variety of emotions - fear, anger, excitement, sadness, joy. Dr Aqua 
is smiling. 
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If the team doesn’t know each other yet, now would be a good time to go around and 
introduce themselves. 

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

Begin: 
So… what do you want to do? 

Open Space: 
* On the wall between doors on the east/west walls, there are matching handprints 
(one right, one left). If Terry and Resa (or any two characters if they aren’t playing) 
place a hand on a print at the same time, everyone falls asleep. They wake up after an 
hour feeling rested (and with +1 to their HP, but they can’t go above their max). 

* If someone is able to reach the roof (it’s a DC 18 climb up the walls), there are 6 
precious stones (worth 50 GP each) inserted into the roof. A DC 8 strength check 
removes them. 
 
* The glowing light orbs are magical and incorporeal. If someone tries to touch them, 
their hand goes right through it.  

* There’s a fountain in the centre of the room. It’s round and bubbles lightly in the 
middle. A golden light shines from the fountain, but the magical glow has no visible 
source. If the water is removed, the glow in the removed water fades after a few 
seconds. The water is clean and cool. A character who drinks from it must roll 1d10 to 
determine what happens. The effects only happen once, and any additional drinks are 
cool and fresh but with no magical effects. If the water is used to wash anything, or a 
character enters the water, it loses its magic powers (the glow fades). The magic 
regenerates once per day. 
If the player rolls: 
1: The drinker takes a -2 penalty on all attack rolls during the next combat. 
2: The drinker takes a -2 penalty to armour class during the next combat. 
3: The drinker is automatically ‘surprised’ and misses their first round during the next 
combat. 
4: The drinker takes 1d4 points of damage. 
5: Nothing happens. 
6: The drinker is healed to full hit points. 
7: The drinker gets to attack twice in a row on their first round during the next combat. 
8: The drinker gets +2 bonus to armour class during the next combat. 
9: The drinker gets +2 bonus on all attack rolls during the next combat. 
10 or higher: The drinker chooses between a +2 bonus on attack rolls or to armour class, 
and keeps that bonus for the rest of this adventure. 

Doors: 
Choose which door goes where based on what you think the adventure needs at the 
time. The doors are all wooden. They require a strength check DC 15 to break down, or 
they can be opened using magic or a picked lock. It is dark in the rooms behind the 
doors, so torches/darkvision etc must be used. The rooms are cut out of stone and are 
about 6 feet by 6 feet by 6 feet, unless stated otherwise.  
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* Behind a locked door is a stone statue of a Goblin Queen. Behind the statue, 
sleeping, is an actual Goblin Queen. If players are quiet when they enter, they can 
surprise her. If not, roll for initiative and begin battle.  
Goblin Queen - AC 16, HP 24. She fights to the death. Melee short sword attack (+2) - 
1d4 damage. Gear if body looted - short sword (1d4), “fancy” goblin crown, 10GP. 
There is a bed made of sticks and rotting shrubbery behind the statue. 
If the players rub the stone salve on the statue, it brings to life another Goblin Queen, 
with all the same stats and loot, who they also have to fight. 

* Behind an open doorway where the door has rotted off the hinges, there is an empty 
room. With light, writing can be seen carved into the wall. It is written in Aramaic. If 
someone is able to read it, it says: “If you can build the house without lifting a finger, 
you will find out what you need to know.” There is a crude drawing underneath that 
looks like the image below. If someone can run their fingers along each line of the 
house without lifting their finger, the room fills with light for a moment and a voice says: 
“Betrayal walks amongst you” three times.  

* Behind a locked door is a wooden bowl filled with five fresh pears. They look delicious! 
If eaten, the eater gains the ability to speak/read Aramaic for 1d4 turns. 

* Behind an unlocked door there is what looks like an empty chamber. If at least half 
(rounded up) of the entire team enters the room at the same time, a pit trap is 
triggered. Everyone in the room falls into a 7 foot deep pit, and take 1d4 damage. If 
the trap is detected, the breakable cover is seen as glowing, and the pit beneath is 
visible to the detector. 

* Behind an open doorway where the door has rotted off the hinges and lays on the 
ground, there is a large and heavy iron cauldron. There is a message written in 
Aramaic around the lip of the cauldron. If anyone can read it, it says: “Fill with magic.” 
If someone fills the cauldron with a magic spell (magic missile etc), it crumbles into 
dust. Underneath the cauldron is a small hole with an unlocked wooden chest inside. 
Inside is a spellbook containing the ‘Knock’ spell (Magic-Users can learn this spell 
following proper protocol), 57 gold pieces (GP), and a Belt of Strength (when worn, 
you gain +1 strength bonus). 

* There is a secret doorway on the east wall, close to the corner with the south wall. If it 
is detected, it can be easily opened. There are three treasure items inside: Stone Salve 
(restores life to a creature that’s been turned to stone, it happens immediately after 
applying, a one-time supply), an Amulet of Natural Armour (when worn, this bone 
amulet toughens your flesh, giving you +1 bonus to armour class), and a Tree Feather 
Token (magical feather than turns into a mighty oak tree - 5 foot diameter trunk, 60 
foot height, a permanent living plant). 
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* Behind an unlocked door is a little child-sized table with two chairs. On the table is a 
puzzle box. The picture on the puzzle box is of kittens in a basket. If the puzzle is put 
together, you find that it’s missing 2 pieces. There is also a set of carved wooden 
animal figures - a giraffe, an elephant, a whale, an owl and a grasshopper. They 
aren’t magical. 

* Behind an unlocked door is a bag filled with hard, lumpy items. If opened, the bones 
inside join together and battle begins.  
Humanoid Skeletons x 4 - AC 16, HP 6. 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. 

* Behind a locked door, there is a chalkboard on the wall, with a single piece of chalk 
below. These numbers are written across the board: 5, 7, 11,13, 17, and then a blank 
line. If someone writes 19 (it’s next in the sequence of prime numbers), a voice says: 
“Put together what has been separated” three times. 

* Behind an open doorway where the door has rotted off the hinges, there is a room 
with a hanging placard inside. The writing on it is in messy and misspelled English. It 
says: “Wut is brown + sticky? Throe the anser in this room for a speshul suprise.” If you 
throw a stick (or anything else) into the room, nothing happens. Surprise! 

* Behind an unlocked door is an old birdcage. Inside are the rotten remains of what 
was probably a parrot or dove. There is also an old fire pit, with a Bottle of Air sitting 
amongst the ashes (corked glass bottle that continually produces fresh air, can be 
shared amongst creatures). 

* Behind a locked door is a large painted mural of Noah’s ark, on all of the walls. Each 
of the animals is painted two-by-two, except the lion. Suddenly, there is a noise in the 
corner and you see a lion, which leaps to attack you.  
Lion - AC 14, HP 7. Claw/Bite Melee Attack (+1) - 1d6 damage. Fights to the death. No 
loot. 

When all the other doors have been explored, or it’s nearing endtime:  
* Behind an unlocked door, the remaining 2 puzzle pieces lie on a table in the centre of 
the room (or the entire puzzle if they haven’t found the puzzle box yet). When the puzzle 
is put together, the cute kittens morph into a magic scroll. Those who can read magic 
can see that it’s a teleportation scroll (those within a 100 foot radius of the caster can 
be teleported anywhere in the world.)  
 
Dr Aqua asks to see the scroll and… 

You wake up in the dining room of the All Saints church. You look around and see that 
everyone is here … except Dr Aqua.  

(GM asks to see everyone’s character sheets. Remove an item from each of them by 
crossing it off on their character sheet. Write it down in your notes, as you’ll need to 
know this for next time. Also subtract 50 GP from their money, if possible.) 

You reach into your bag and see that there are items missing. You have each lost 50 GP 
and [list items that are gone]. [Go around the circle and ask each player to say one or 
two words to describe how they feel about Dr Aqua’s theft/betrayal.] 
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You talk amongst yourselves and realize you’re going to have to find Dr Aqua and take 
back what is yours. And you will… on another day, in another adventure. 

 

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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