
Saint Clones RPG Adventure Four 
Introduction: 
You may remember your last few adventures - how Dr Aqua betrayed you all. You may 
also remember how you found all of the items Dr Aqua stole from you in a shed. A 
‘mysterious benefactor’ helped you find your way to the shed.  
A lot has happened since then. Your crew of Saint Clones has become rather famous. 
There is a constant stream of journalists and scientists visiting you all at the mysterious All 
Saints Kingsway Church where you all live. Scientists continue to bring back new Saints; 
these new Saints have come back in the same manner as when the process was first 
discovered by Dr Aqua (and Dr Col), strangely and … different. 
A few weeks ago, Dr Aqua showed up on the doorstep, beaten and exhausted, 
claiming that their mind had been controlled, and the controlling people had held 
them captive. They claimed that they had, in fact, been the ‘mysterious benefactor’ 
helping you find your way back to your stolen items. It all seems a bit fishy really. They've 
been staying at the church since then, along with a professor and priest called Rev 
Ursula. Rev Ursula is a lovely old woman who has been helping to manage your Saint 
Clones society, and the seminary. 
That’s right, a seminary has opened in the basement of the church, called the Saint 
Clones Acadamae, or simply ‘The Acadamae’.  

Setting the scene: 
A cool wind blows through All Saints church. You look around at your companions 
around the table in the Narthex, and introduce yourselves. When you have finished 
introducing yourselves, it’s time to… 

Begin: 
Rev Ursula storms into the room you are in and joins you all at the table. She speaks: 
“One of the professors downstairs needs to get out of town quickly, and she’s offered to 
sell us a very important document she’s been working on. It’s known as the Q 
manuscript, a sacred text that scholars believe most of the biblical gospel accounts are 
based off of. Whether this document is real or not remains to be seen, but if it is, it’s one 
of the most important historical discoveries ever. Take this bag of valuable gems to her, 
and she’ll give you the Q manuscript. Her name is Rev Magdalene. Come back quickly, 
and be careful! Some of the other scholars won’t be happy about losing this text. In 
fact, keep it secret.” She hands over the bag of gems, and exits the room, obviously 
busy. 
You all head down the stairs into the Acadamae without incident. The main entrance to 
the Acadamae leads into a hallway with four doors. At the end of the hallways is a 
large stained glass window depicting Jesus holding a lamb.  

Classrooms: 
GM, it’s a good idea to make the last door the PCs try be Rev Magdalene’s classroom, 
in order to make the adventure longer. It’s a short one. All of the doors are locked and 
made of thick wood. They require a DC 16 Strength check to break them open, or they 
can be opened using magic or lock-picking. 

Professor Clare’s classroom: If the PCs attempt to break in to this room, it becomes quite 
awkward. If they listen carefully at the door, they can hear a single voice speaking, but 
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can only make out a few words here and there: “faith, church, history, creeds, trinity, 
yada yada…” If they attempt to break in, someone will open the door, and they see 
that they have interrupted a university lecture. There are about 25 students in the class, 
and a professor in her mid-40s. The lecture has stopped and everyone is staring at you. 
The professor sternly says: “Do you mind?” If they ask her where Rev Magdalene’s class 
is, her answer is: “There’s only 4 classrooms in this seminary. I’m sure you’ll find it.” And if 
they ask her anything else, she says: “What you’re looking for isn’t here. Now leave!” If 
the PCs insist on staying and interrupting the class, the professor gets increasingly 
agitated. Students refuse to answer questions because they don’t want to anger their 
professor. If they attempt to attack anyone, the professor uses magic to throw them all 
out the door and magically barricades it so they can’t re-enter. 

Menagerie: If they listen at the door, they hear a slight hissing noise. If they break in, they 
find a room lined with rows of empty cages and aquariums. They hear a noise in the 
corner, and they see both a giant snake and a giant centipede heading towards them! 
They are in combat. 
Giant Rattlesnake - AC 15, HP 3. Melee Bite Attack - 1d6 + poison (-1 to armour class for 
1 hour, penalty increases by 1 each time they are bit). Fight to the death. No loot. 
Giant Centipede - AC 11, HP 4. Melee Bite Attack - 1d4 + poison (-1 to all attack rolls for 
an hour because they are weakened, penalty increases by 1 each time they are bit). 
Fight to the death. No loot. 

Professor Christopher’s classroom: If they listen at the door, they don’t hear anything. If 
they break in, they find an empty classroom with rows of empty desks. The only items in 
the room are on the teacher’s desk: a bowl of water, a bowl of fruit and a bowl 
containing precious stones: garnets, amethysts, pearls and rose quartzes. And there is a 
large clock on the wall with minute and hour hands. When the players enter the room, 
the door slams closed and locks them in. The clock on the wall is open and magical - 
turning it advances time (or reverses it) in the room, but only on the objects in the room 
(and the doors). If time is moved forward, the fruit rots and the water evaporates. They 
can reverse it to reopen the first door, or they can push it forward until the doors rot 
away and fall off the hinges. If any of the room’s items are taken out of the room, they 
remain in the state they were in when they left the room. 

Rev Magdalene’s classroom: If they listen at the door, they can hear a cat meowing. 
When they break in, they find a well-kept classroom. There are rows of tables and 
chairs, a teacher’s desk and two lecterns. The room shows signs of a recent skirmish. 
Books and papers have been thrown to the floor, and there is the body of an elderly 
human woman lying on the floor near one of the lecterns. A tabby cat sits on her chest, 
crying out and licking her face, trying to wake her. She is on the verge of death. There 
are some potions in the drawer of the desk - Healing (drinker gets 1d6 + 1 to their HP, 
can’t go above max), Strength (drinker gets +4 strength bonus for 5 turns), and a bottle 
labelled ‘Medicinal Brew’ which contains a strong alcohol (if poured on the Mimic, it 
dissolves its adhesive for 3 rounds). 
If the unconscious woman is healed (max 7 HP), she wakes up, but she babbles and is 
still quite fragile. She sputters that she is Rev Magdalene and she was trying to find some 
papers on the lectern, but doesn’t remember anything after that. With a DC 12 
knowledge check, PCs notice that Rev Magdalene has several broken ribs and 
something strangled her until she was unconscious. 
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The cat eventually moves to a bookshelf and begins to howl. Behind the books near the 
cat, there is a safe. The cat continues to howl until someone opens the safe. It’s not a 
very good safe, so it’s easy to pick the lock (thief open lock ability is at 50%). Also, if 
someone pulls it from the wall (DC 15 strength check), they expose a hole through 
which the safe’s contents can be seen.  
When the safe is opened, either through opening the door or pulling it from the wall, it 
activates a magical burning trap. Everyone in the room takes 1d4 fire damage. 
Afterwards, they find the charred remains of the Q manuscript in the safe (it’s a false 
copy, which if the PCs manage to open the safe without setting off the trap, they find 
that all the pages in the book are blank). Once it is clear that the book is lost, if it hasn’t 
happened already, one of the lecterns begins to shift and move. It is a Mimic, and 
combat begins! 
Mimic - AC 16, HP 52. Melee Slam attack (1d8 damage + adhesive - Mimics release a 
slime that acts like a strong glue and grabs any weapon or creature that touches it. A 
DC 17 strength check is needed to pry weapons/creatures off. The Mimic can choose 
to release anything stuck to it at any time, and the adhesive breaks down after 5 rounds 
if it dies. Strong alcohol or solvent can dissolve the adhesive). Mimic Object (Mimics can 
shape-change into any medium-sized object, but can’t substantially change size. 
Whatever shape it’s in, it has a hard and rough texture). Fights to the death. No loot. 

Endgame: 
Note: if the PCs don’t open the safe, you can have the Mimic attack at any time. If 
they don’t heal Rev Magdalene, she can wake up on her own after the combat is 
complete. Once the PCs kill the Mimic, Rev Magdalene thanks them for rescuing her 
from it. If they give her the bag of gems from Rev Ursula, she gives them a broach she’s 
wearing on her jacket. She tells them that Rev Ursula will know the magical code word 
that will turn it into the real Q manuscript. If they ask her about the code word, she tells 
them that it’s the childhood nickname she had for Rev Ursula. She then casts an 
invisibility spell on herself, and you hear her leave the room. 

The PCs head back upstairs, finding Rev Ursula waiting for them in the Chancel. They 
give her the broach, and she is so thankful, she gives them 50 GP each, and a big hug. 

The adventure is complete… for now!  

This game 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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